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A STORY IN THREE PARTS

There are three heroes in KINGDOM HEARTS Birth by Sleep, each
with his or her own full-length adventure. While Terra, Ventus, and

Aqua visit the same assortment of worlds in pursuit of similar goals,

their quests unfold very differently. Each meets different characters, READ THE USER MANUAIL

explores different regions, and learns different abilities.

[ This chalﬁé} is intended to supplelﬁéht, not
After a brief tutorial, you have an opportunity to choose your first | replace, the user manual included with your
character. When that character’s quest comes to an end, you can copy of KINGDOM HEARTS Birth by Sleep. We
begin a new game with a new hero of your cholce. Each character avoid repeating content already covered in the
begins with nothing; items, abilities, and report data do not carry manual unless it's pertinent to another concept,
over from character to character. But once you complete the game or it warrants special emphasis or elaboration.
with any character, you unlock the Trinity Archives, where you can The discussions in this chapter assume that you
track the interwoven storylines and your characters’ understand the content covered in the user manual.

combined accomplishments,
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A CHALLENGING DEcISION

At the beginning of the game, players are prompted to choose one of
four difficulty settings. Once a setting is selected, the choice cannot be
changed. To get the benefits of playing on harder difficulty modes, you
must choose the same difficulty mode for all three of your characters.

Players who choose harder difficulty modes are rewarded with easy
access to the secret movie at the end of the game. Players who choose
the Standard difficulty can still unlock the secret movie, but they must
clear Final Episode and complete their entire Reports menu by finding
every ability, enemy, sticker, and treasure, This also includes mastering
all the mini-games. This is arguably a much harder task than beating

the game on Proud mode.

You deal and receive normal
Standard damage. the Reports section

You deal normal damage, and
Proud all damage dealt to you is
doubled.

You deal half damage, and
all damage dealt to you is

doubled. Game begins with
extra deck command slots.

Must complete Final Episode

Critical Must complete Final Episode

ExrPLORING “THE LANES BETWEEN”

After you complete the prologue and choose your character, you
arrive at the game’s World Map, a secret interdimensional pathway
that connects a dozen different worlds. You can land on any world
that's fully illuminated (by pressing the ® button), but the dimmer
worlds are locked off. You often have the option to visit multiple new
worlds, as well as any previously visited world. If you're intimidated
by the number of
choices, simply
look for the
sparkling stars
that indicate the

next suggested

destination.

Beneath each world’s name, you see its Combat Level, which
determines the difficulty level of the normal enemies you face there.
The lower the level, the easier the foes, but the less lucrative the area
is in terms of EXP and CP. You also see the percentage of the world’s
treasures you've collected, which is particularly important to players
who select Standard difficulty; they need to get 100% on every world

with every character to see the secret movie.

SAVING , CONTINUING , AND RETRYING

Whenever you find a glowing save point or return to the World Map,
you can save your game and preserve your progress. But you needn’t
worry if you fall in battle and haven't saved recently; in addition to
loading a saved game, the game provides two options that allow you

to get immediately back on your feet.

When you want to attempt a battle again immediately, choose
“Retry” to return to the battlefield with full HP, Focus, and D-Link
Gauges. Your foes return to full health as well. But if you want to
make a strategic retreat, or access your Camp Menu (to change your
Command Deck, perhaps), choose “Continue” instead. Continuing
also restores your gauges, but you resume at the beginning of the

map (if you fell against normal foes) or the previous map (if you died

in a boss fight).




L COMVBARBASIES -

UsiNG THE COMMAND GIAUGE Your hero unlocks Command Styles throughout the game. You can
The Command Gauge, which sits atop your Command Deck on the view them in the Stats screen of your Camp Menu, but you don't

screen’s left side, is the key to unleashing many of the game’s most need to equip or manage them in any way.

powerful attacks. Whenever you land an attack or an offensive com-

mand, the gauge fills. The amount it fills varies based on the attack. If
you allow time to pass between attacks, the gauge slowly drains. You
need to fight aggressively to make the most of the Command Gauge.

If you fulfill the necessary conditions for a Command Style, you can
perform it with a tap of the & button as soon as the gauge is full. If
you haven't enabled any Command Style, you're allowed to execute
a single, powerful Finish command instead. Once you perform either
a Command Style or a Finish command, the Command Gauge drains

to zero. You can begin building it up again immediately.

ADVANCED COMMAND
COMMAND STYLES STYLES

As you charge your Command Gauge, the game keeps track of i 5
y gey 5 5 P | There are two tiers of Command Styles, denoted hy

| the number of stars beside a Command Style's name
| on the Stats screen. While you're in your default

which commands you used to do it. If you use enough commands of

a certain type to trigger a Command Style, you switch to that style

when the gauge is full. For example, if you know the Diamond Dust ' style, you can trigger only one-star Command Styles. |
Command Style, and you make heavy use of Blizzard-type spells and | When you're using a one-star Command Style, you
attacks while you fill the Command Gauge, you're likely to activate | can't trigger a different one-star Command Style,

the Diamond Dust Command Style when the gauge is full. If you use | but you can trigger an advanced, two-star Command

a variety of attacks that trigger multiple styles, you get whichever Style. Once you start using a two-star Command

Command Style you've triggered most. — : . _ Style, you
s Ml & ! can'ttrigger

Command Styles change your basic attack, giving you a longer 5 L e . any further

g : styles—the

ride has

to stop

somewhere!

combo string and more powerful attacks. When you fill up your

Command Gauge, you can unleash a powerful Finish command at
the end. Note that the Command Style ends whenever you unleash a
Finish command, open the Camp Menu, leave an area, or allow your

Command Gauge to fully drain.



FINISH COMMANDS

When you fill your Command Gauge, if you haven’t met the conditions to trigger any Command Styles, you trigger a Finish command instead.
(Each Command Style also has its own Finish command.) Finish commands are powerful attacks that deal heavy damage, and they may have

extra effects, such as replenishing HP or generating extra prizes.

You can set your Finish command on the Command menu’s Command Deck screen. Notice that your Finish commands form a flow chart,

with the level-1 Finish command branching off into multiple level-2 Finish commands. In turn, those branch off into multiple level-3 Finish
commands, and so on. You must unlock each new Finish command by meeting certain conditions, such as collecting a set amount of CP or
munny, or using a certain Command Style a
set number of times. You can make progress
toward unlocking only the Finish commands
that are connected by a line to your currently
selected Finish command. Refer to this book’s

Characters section to view the conditions

necessary to unlock each Finish command.

DEFENDING YOURSELF
While the Command Gauge encourages an aggressive play style, you can't stay on offense all the time. You begin the game with several

defensive options preinstalled in your action Command Deck, and you learn more over the course of your journey.

If you tap the ® button while standing still, your hero creates a barrier
around him- or herself that lasts for roughly twao thirds of a second. To

ock successfully, you must anticipate enemy attacks and press the ®
utton roughly one second in advance. Any enemies that strike the barrier
e knocked back and often briefly stunned instead of dealing damage to

| your hero. While Terra and Ventus can protect themselves only from frontal
attacks, Aqua can block attacks from any direction. You can upgrade your
b_lé_uck command with different action commands, which may inflict status
conditions on foes after a successful block.

Your heroes can evade attacks entirely by pressing the @ button plus any
direction on the analog stick, which executes a rapid slide, dash, or roll
 in that direction. You can upgrade your hasic evasive attacks with new

i ~ ones that may have additional effects, such as damaging the foes you touch
~ when you use the move, Ventus alone can learn a second type of evasion

37;' known as a Reversal; when a foe he’s locked onto begins to attack, a quick
. tap of the @ button sends Ventus rolling behind the foe instead of blocking.

MOVEMENT

ng the course of their journey, your heroes learn multiple ways to
n_:terattack foes. Guard counters allow you to retaliate after a successful
k by unleashing a powerful attack via the & button. Payback counters
be triggered only after a successful enemy attack sends your hero

ing backward; press the @ hutton in mid-flight to lunge straight back at
nemy with a quick Keyblade swing.

REPRISALS

XL, CounterRush




UIsING THE SHOTLOCK

The Shotlock is a powerful new command that allows you to target
distant foes easily or rack up a series of powerful hits against even
nearby enemies. Whenever you hold the # and & buttons, you pull
up a large green crosshairs. Use this to paint targets on foes; you can
sweep multiple foes over a wide area, or hold the crosshairs over a
single foe to lock onto it multiple times. When you're ready to fire,
or you've locked onto the maximum number of targets, press the @
button to execute the attack. Most Shotlock abilities fire a number of
projectiles that automatically seek out their targets, but some send

your hero zipping from target to target, attacking them directly.

Shotlocks are equipped to your Command Deck, where they level up
like any other command. At level 2, each Shotlock gains an additional
attack that you can use whenever you lock onto the maximum
number of targets and fire. These vary by Shotlock, but they typically
involve pressing the @ button rapidly or at set intervals to fire

additional shots.

Using your Shotlock consumes Focus, a resource measured in the
yellow-to-red bar in the screen’s lower-right corner. You can gradually
recharge lost Focus by attacking enemies. Or you can replenish it in
larger amounts by using items, like Ether, or commands, like Break

Time. Your Focus completely refills whenever you exit to the World

Map or die and choose to retry or continue.

Using DIMENSION LINKS

While your hero typically fights alone, the friends he or she makes

during the adventure are never far away. Thanks to the power of

Dimension Links, you can summon the spirit of a comrade and gain

an assortment of his or her abilities almost any time you want, aside W
from a small handful of boss fights. i

You can use a Dimension Link only when you have a full D-Link
Gauge. Foes commonly drop prizes that restore lost D-Link energy,
so refilling your D-Link gauge is rarely difficult. It also refills whenever

you visit the World Map, or choose to continue or retry after dying.

To start a Dimension Link, press to the right on the D-pad and then
up and down to select a character. Press the @ button to initiate the
link. Your HP bar instantly refills, and your Command Deck is replaced
with the set of commands available to your Dimension Link partner.
You can't use your own Command Styles and Finish commands, but
you have access to the special Finish commands of your partner.

Using Dimension Links gradually saps your D-Link energy, and if your
bar empties, the Dimension Link ends. It also ends if you leave the
area, open the Camp Menu, or abort it by pressing right on the D-Pad

and choosing “Revert.”




FRIEND LINKS
MANAGING YOUR

DIMENSION LINKS In addition to the characters you meet on your quest, you can forge
Dimension Links with the characters of other players you meet in

The Hiliike Secton A y.'uour.ﬂar.np Ment offors the Mirage Arena. When players first participate in a Mirage Arena
a few useful tools for managing your Dimension session, they can name and customize their characters, and that's
T e T R R R e L E L T T el how their characters appear as Dimension Links to other players.
your links, and choose between their basic Finish The basic moves and parameters of their D-Link avatars are based
command and the advanced version (if you've B on their chosen character (Terra, Aqua, or Ventus), but they feature
unlocked it by collecting emblems). You can also the Command Deck and Finish command of the player who created
turn off certain Dimension Links entirely, so that them. As with normal Dimension Links, some of the abilities of Friend
they don't appear in your menu when you select a Link partners, such as high-level commands, are sealed away until
partner. players acquire one or two emblems.
m:nu In addition to the game’s standard complement of D-Link partners,
each character can have up to eight Friend Links. You can make room
for new ones by deleting Friend Links in the D-Links section of the

Camp Menu.

SETTING A COMMAND
SHORTCUT

One commonly overlooked feature is the ability

COLLECTING EMBLEMS to set a command shortcut. When you're in the

heat of combat, you don't want to waste time

You can strengthen your Dimension Links by collecting items known s
| scrolling through your battle commands deck for

as emblems, which randomly drop as enemy prizes while you're : ’
an important command, like Cure or your hest area-

using a Dimension Link. On the first and second times you collect :
| effect spell. Plan in advance, and use the @ hutton

an emblem for a Dimension Link partner, that partner permanently f050t a shotm 10 ot inglet (avorite commanthin

learns a new ability, d bett ds, and ibl . s
ey, eV anc. Detter commiies, ATKt Bomsibly .ol | the Edit Deck section of the Command Decks menu.
Once this shortcut is set, you can jump to that

command simply by tapping to the left on the D-Pad.

powerful Finish command. Emblems rarely continue to appear even
after you've unlocked everything for your current Dimension Link.
However, the third emblem and beyond have no effect outside of
restoring 20% of your D-Link Gauge.

When you use a Dimension Link that doesn't yet have any emblems,
the odds of finding one are higher, so it shouldn’t take long to get
your first one. The second one, which takes the Dimension Link to its
highest level,
doesn’t appear

quite so easily.




BeyonDp EXP AND LEVELS

< YOURKIEROES

FIONING

BUILDING YOUR COMMAND DECK

Like most RPGs, your hero gains experience points in combat. These

points lead to him or her leveling up and gaining stat boosts. But

HEMNL

Command|Uecks

what makes KINGDOM HEARTS Birth by Sleep unique is how little of Deck1

your character’s strength is actually derived from traditional things,
such as character level and equipment quality. Players gain many of
their stat boosts as rewards for accomplishing in-game objectives,
and the commands and abilities available to each character have
nothing at all to do with leveling up or equipment. The cornerstone of
character-building in KINGDOM HEARTS Birth by Sleep is acquiring,

melding, and mastering commands.

i . Battle Commands
Mine Square
Maaic Hour

Time Splicer

Curaga
W\!a:sh
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Outside of basic attack combos, combat styles, and Finish commands,

every one of your character’s abilities can be found in his or her

Command Deck. That includes everything from jumping and blocking,

to using Potions, to casting spells like Meteor and Mega Flare.

You can prepare up to three different Command Decks and switch

between them in the Command Decks section of your Camp Menu.

Each Command Deck consists of three different sections:

MMAND!

Special attacks, spells, and items you
can execute via the ® button. You acquire
these commands throughout your quest,
and you can equip them to your Command
Deck in the Camp Menu. Your equipped
hattle commands are always visihle on
the left side of the screen, where you can
select them hy pressing up and down

on the D-pad. You begin the game with
only three slots for hattle commands, but
you unlock additional slots as the game
progresses. The game’s most powerful
commands require two slots fa equip.

A list of your hero’s innate abilities, which
you can execute any time you like. These
include basic functions like jumping and
blocking, and more advanced ones like
counterattacking, rolling, and gliding,
which you may learn over the course of the
game. You have enough action command
slots to equip one of every type of function,
so you don’t have to choose between them.
But you might learn different blocks that
have special effects, or a longer type of
jump, and you should replace basic action
commands with a mere advanced versions.

Your hero’s main method of attacking
enemies at long range. Each character
learns several Shotlock commands over
the course of his or her journey, but

you can equip only one at a time. Some
Shotlocks have special properties, such
as elemental damage, that make them
stronger in some situations but weaker
in others. So, rather than sticking with a
favorite, you may want to experiment with
different Shotlocks against different foes.

i

)
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ACQUIRING NEW COMMANDS " MASTERING COMMANDS

Each character begins the game with a small handful of commands but can earn ! With the exception of items and a few spells like
hundreds more in the course of the journey. Commands are one of the game’s Esuna, virtually all commands can be leveled up
primary rewards, and there are several different ways to earn them. to strengthen their effects. Whenever you defeat
an enemy, every command currently equipped to
your Command Deck earns an amount of CP equal

to the amount of EXP your character earned. At set

Every world you visit is full of treasure chests, and commands are among the most intervals, those commands level up, and the power

3 hat the locati d contents of treasure chests vary h . . o !
Sl et Tte Dt e lcations gnd untgnts g g/ of their effects grow slightly. This is true for action

character.

commands, like High Jump and Block, as well as

battle commands. When a command reaches its

maximum level, it's considered “mastered” and is

Sometimes you receive a command after defeating a tough boss or some other marked with a gold crown in your Camp Menu. If

in-game challenge. These are typically valuable action commands that should he you master a command that has an ability attached
equipped to your Command Decks immediately. to it, your hero then permanently learns that ability.

While mastered commands can be powerful, it's

usually smart to rotate them out in favor of a new

3 command that can put the CP to good use.
Some monsters drop commands as random prizes when you defeat them. However,

these are typically very cheap and basic commans.

You can earn rare and unique commands as rewards for completing such mini-games
as Rumble Racing, Fruitball, Ice Cream Beat, and Urn-Smashing. Typically, you can find
the best rare commands on the Command Board, a board game in which you can buy the
commands you land on with in-game currency. You can also earn a few nice commands
hy collecting stickers and arranging them in your sticker album.

Once you master a command, you can meld it with other commands to create new and
typically more powerful commands. This is the only way to get many of the game's most
powerful commands.

MELDING COMMANDS

The Moogle Shop appears in every world and gains new stock frequently. Each time The easiest way to get powerful commands is to
you complete a world, you unlock a new batch of commands that are available in make them yourself. Players should conintually
every instance of the shop. The shop also adds most commands once you acquire
them through some other means. That way, you can meld away your new acquisition
and still buy a duplicate of the original. A unique shop in the Mirage Arena adds stock
hased on your progress there, and sells its wares for medals instead of Munny. fuse them into stronger commands with additional

abilities. Note that some commands can be melded

rotate through the commands they find, master

each in turn, and use the Meld Command option to

at pre-mastery levels, although these are fairly rare.




There are over 500 different recipes in the game, all of which can

be found in the back of this book. However, there’s no need to learn
them all yourself. When you select the Meld Command option from
the Command Decks menu, you're shown a list of all the commands
eligible to be used as ingredients. If a command is dimmed out, it
doesn’t mean the command can’t be used in any recipes; rather, it
just means that you don’t currently have commands to combine with
it. Once you select two commands, you can select a crystal as a final

ingredient, which adds a special ability to the finished item.

There are a few twists to the melding system. One s that each
character has some exclusive recipes, so a recipe that works for

one character may not work for the others. Another is the existence
of rare skills that cannot be made consistently. For example, if you
combine the Thundara and Confusion Strike commands, you typically
make the Thunder Surge command. But for Terra (and only Terra),
there is a 5% chance he'll end up with the rare and powerful Ars

Solum command instead.

COLLECTING RECIPE BOOKS

Your heroes find books of recipes in treasure chests
throughout the worlds they visit, but they may not
work the way you expect. You can make any recipe

at any time you want, regardless of whether or not
you have the book. The only thing the book changes

| is whether or not you can see what the final product |
| will be before you select “0K.” If you don’t have the :
relevant book, the final product is listed as “?7?"
GERL until it's

£ e ATE | made.

&

 JC)

CREATING AND MASTERING ABILITIES

The ability to create and learn abilities may be the most important
part of the command-melding system. Each of your heroes can learn

up to 30 innate abilities, but the only way to do so is to mix crystals in

|

|

with your recipes and then master the resultant commands. Abilities '
play a huge part in the growth of your characters, adding resistances t
|

to certain types of magic, boosting maximum HP, decreasing ability

reload time, and even offering powerful effects, such as immunity to

damage while casting healing spells, or free EXP for every step taken.

You find a variety of crystals in treasure chests and among the prizes
left by defeated foes. When you meld two commands, you can add

a single crystal, which causes an ability to be added to the finished
command. Abilities are not random; you can check the recipe section
in the back of this book to see exactly which ability each crystal grants

in a specific recipe.

Your hero gains the benefits of an ability for as long as its command
is in your Command Deck. When that command is mastered, the

ability becomes a permanent part of your hero, persisting even after

the command is removed from your deck. Some abilities can be

learned only once, while others can be learned multiple times and

have cumulative effects. Select Abilities from your Camp Menu to see

exactly which abilities you've permanently learned, which abilities

you have equipped, and which abilities you're capable of learning

multiple times. Note

that you have to

create each ability

at least once before

it appears on your
ability list.
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Terra is the largest and strongest of the heroes. His long arms and heavy Keyblades
allow him to swing wide and strike foes from farther away. His starting Defense

scores are weak, but he has plenty of extra HP to make up for it. On the downside,
Terra is the slowest of the heroes and has the most limited assortment of defensive
action commands. But his aggressive combat style makes him an ideal first character
for newcomers.

| BATTLE COMMAND

Sliding Dash
| BATTLECOMMAND (QuickBiz

| BATTLE COMMAND Stun Edge
| ACTIONCOMMAND  Jump

ACTIONCOMMAND | Block el
_ACTIONCOMMAND  Side
SHOTLOCK | Sonic Shedow
DIMENSION LINKS
| VENTUS Complete Mark of Mastery exam.
| Aqua | Complste Mark of Mastery exam.
! MALEFIGENT | Visit Princess Aurora in the Enchanted Dommmn
| CINDERELLA | Defeat the boss in Castle of Dreams.
' ﬁr“ZAEI( Defeat the boss in Olympus Coliseum.
| EXPERIMENTG2% Defeatthe bossin Deep Spece.
- PETERPAN Defeat the boss in Never Land.
< PETE Ek After completing Disney Town, there is a random
; ~ chance of obtaining this D-Link whenever the
- playerencounters Captain Justice or Captain Dark
‘during a Command Board game. ;

LEVEL 2

HEAT SLA

RAMUH'S JUDGMENT

FINISH
Four-hit combo. Each hit deals normal (100%) damage.
Initially available.

TWISTED HOURS

Keyblade throw that may inflict th r |
(80% chance). Can add up to two throws by tapping th
button when prompted. Daals 250% damage :

GOLD RUSH
Un!ock. Take 7,000 steps

Jun;zmg slash that generates munny on impact. Deals
damage.

Unlock: Earn 1,000 munny by defeating enemies. £ BN SURPRISE! 1

Single strike that generates munny and HP prizes if
glavertaps a random button when prompted. Deals 480%
amage.

UNLOCK: Earn 1,400 munny by defeating enemies.




AMAA ARNITD (f::?"‘\
OMMAND STY

CRITICAL IMPACT

UNLOCK § Earned after Mark of Mastery exam.

UNLOCK

TRIGGERS ' Attacks like Quick Blitz.

COMMAND  deals 400% damage.

UNLOCK

STANDARD Three-hit combo that deals 125% damage. The cumhu fmsshens a
COMBO downward slash that deals 250% damage.

FINISH - Jump and smash Keyblade against ground to to create a small explusmn that ' FINISH

TRIGGERS

3PV Three-hit combos of wide- sweepmg Keyhlade attacks that deal 150%
COMBO damage, with subsequent comhus dealmg 3{]1]% damage.

COMMAND

TRIGGERS

STANDARD Four-hit combo of Fire-type attacks that deals 125% damage. The third hit
COMBO generates a flaming projectile that deals 75% damage. The combo-finishing | STANDARD

spin deals 200% damage.

FINISH 1 -Jumping two-hit combo mat uanasatas several pillars of flame. Both the

CAST AND COMPANIONS

TN Vine attacks like Mine Id.adgaaﬁankérkasumsdga,mammslast

our-hit combo atsprays rock debris with each hit. Direct hits deal
120% damage, rock debris deals 150% damage, and the rock-pillar combo

COMBO

RELURUTVRN  strikes and pillars deal 250% domage.

UNLOCK * Defeat the hoss of Enchanted Dominion,

finisher deals 250% damage.

| FINISH r arou meeharamrandmanﬂyuﬁélta;nea;byfnes
| COMMAND y boulders deals 600% dama

TRIGGERS ‘Blizzard-related commands.

STANDARD Four-hit combo of Blizzard- typekartrtracks that deals 125% damage Many hﬂs
COMED also generate pillars of ice that deal 100% damage. The combo finisher of

spinning ice pillars deals 300% damage.

UNLOCK

TRIGGERS if-related commands, Magnet:relatad commands, i

FINISH Keyblads swing that creates a ring of ice pillars that explode into deadly
COMMAND ':;:eshnrds . The Keyblade swing, pillars, and shards each deal 300%
RRIIROE e Bl ST e P S R A

UNLOCK Defeatthe boss of Deep Space

TRIGGERS __Thunda: -related commands,

STANDARD Four-hit combo of Thunder- tvpe ettacks that deals 1 30% damage Sume hits |

STANDARD Four-hit combo of Dark-type anacksthatdeals Iﬂﬂz}ﬁdaaag_e,wﬂh a cumho
§ COMBO finisher of a giantshadnwfsi thatdealsm% damage. ] .i
FINISH i

SR
R

COMMAND

UNLOCK At D\sney Tuwn 's Ice Cream Blast mini-game, earn a score uf Fantastic
playmg Desserr Paradise” at Masler Level.

COMBO generate lightning bolts that deal 60% damage. The combo-finishing lunge TRIGGERS

deals 200% damage.

| B

FINISH g . STANDARD Szandard swmg generates anice-cream bullel with both the strike and
COMMAND Aseries of three wide-range etecmcal bursts that deal 280% damage. j COMBO bullet dealing 150% damage. The combo-finishing ice-cream whirlwind
ol DA e b R A, SR LIV SRR RO deals 300% tfamage Successquhns generate addltluna!pnzes

DARK STAR 1

HEAL STRIKE

HANDUM END

SURPRISE! 2

Four-hit combo that genefates munnyand HP prizes if
player taps a random button when prompted. Each hit
deals 700% damage.

Unlock: Earn 5,200 munny by defeating enemies.

EXPLOSION

¢ FINISH

LEVEL 5 . LEVEL 6

DEMOLITION

atSuns foes (00%

by defeating enemies.



STRENGTH
MAGIC
DEFENSE  [EEE0

Small and spry, Ventus is good at dodging attacks but doesn't have much reach when

it comes to striking back. A natural acrobat, Ventus learns the best action commands for
evasion and mobility. Use these skills to slip behind foes and deliver the rapid strikes that
are the cornerstone of Ventus's offense.

After completing Disney Town, there is a random chance
of obtaining this D-Link whenever the player encounters
Captain Justice or Captain Dark during a Command
Board game.

LEVEL 1

HEAT SLASH '

FINISH

!
i
|

GOLDRUSH

LEVEL 3

RAMUHSJUDGMENT T

AIR FLAIR 2




THE TRINTY OF HEROES

COMMAND analog stick. It deals 500% damage each time it hits an enemy.

COMMAND STYLES ?
Z
9
FEVER PITCH B -
UNLOCK Earned after Mark of Mastery exam. UNLOCK Defeat the first boss of Radiant Garden. 8
TRIGGERS Attacks like Quick Blitz. Aero-related commands, strike attacks like Fire Strike, or raid attacks like =
| Uilng Strike Raid o}
. STANDARD Rapid four-hit combo that deals 80% damage. The combo finisher is an : - . - - O
COMBO advancing spin attack that can hit up to three times for 80% damage per hit. | |8 : STANDARD Rapid four-hit comba in which each hit deals 120% damage, with the a

L FINISH Afour-hit advancing comba that ends with the emission of five light rays 4 CANR] combo finisher dea.lmg 24[1‘3./5 d.amage. —
COMMAND that spread along the ground. Each hit and light ray deals 150% damage. FINISH Ventus transforms into a spinning top that players can guide with the %
g
9]

UNLOCK Defeat the boss of Dwarf Woodlands. g
UNLOCK Complete the “Sinister Sentinel” event in Mirage Arena.

~ TRIGGERS Fire-related commands. = . Bl —
| STANDARD Four-hit combo of Fire-type attacks that deals 125% damage. The third hit TRIGGERS Ea:;gaﬁ\c;ygueil::eatllgmmands, lunges ke Sfiding Dash, or jumping
COMBO generates a flaming projectile that deals 75% damage. The combo-finishing - A - ‘
spin deals 200% damage.  STANDARD Three-hit rising combo in which each hit deals 150% damage. The combo F

' FINISH Jumping two-hit combo that qenerates several pilars of flame. Both the s COMBO f||l1|sh‘er~clauses an explosion of light that deals 300% damage.
COMMAND hits and pillars deal 250% damage. &= FINISH Six-hitrising combo followed by a downward thrustthat creates a three-

e COMMAND stage explosion. Each hit deals 300% damage.
OND DUST

" UNLOCK Defeat the boss of the Castle of Dreams. 5 YLl I.ADE
" TRIGGERS Blizzard-related commands. ; UNLOCK Earned after first battle in Deep Space.
STANDARD Four-hit combo of Blizzard-type attacks that deals 125% damage’ Many hits TRIGGERS Magnet-related commands, edge attacks like Stun Edge, or reprisals.

Iso generate pillars of ice that deal 100% damage. The combo finisher of : : :
COMBO ek q Afour-hit combo that uses six blades of light to attack foes for 120%
S i AN s LR k. 4. gaﬂgﬁmn damage per hit. The combo finisher is a charging spin attack followed by a

FINISH Keyblade swing that creates aring of ice pillars that explode into deadly downward slash, which can hit up to six times for 250% damage per hit.
. COMMAND. g:aems;l;erds. The Keyblade swing, ilars, and shards each deal 300% FINISH The six swords land in a wide arc around Ventus, causing a two-stage
- . COMMAND explosion that deals 1200% damage per hit.

BOLT FROZEN FORTUNE

- UNLOCK Defeat the boss of Enchanted Dominion. y . . ra ;
: - - : UNLOCK At Disney Town's lce E(ea[n Blast mini-game, earn a score of Fantastic
TRIGGERS Thunder-related commands. e playing “Dessert Paradise” at Master Level.

] Four-hit comba of Thunder-type attacks that deals 130% damage. Many hits This style chanae may trigger (20% chance) whenever you use an ice-
’ gmﬂn{fnn generate lightning bolts that deal 60% damage. The combo-finishing lunge TRIGGERS crearsnwélem. ge may trigger 'I !

deals 200% d |
B NN dimige STANDARD Standard swing generates an ice-cream bullet, with both the strike and
bullet dealing 150% damage. The combo-finishing ice-cream whirlwind
deals 300% damage. Successful hits generate additional prizes.

FINISH Afreezing spin emits six ice-cream bullets, with both the spin and bullets
COMMAND dealing 450% damage. Successful hits generate additional prizes.

EIBJF!JISMHAND Aseries of three wide-range electrical bursts that deal 280% damage. - COMBO

: LEVEL 5
AIR_FLAIRQ S A @ STRATOSPHERE

Aleaping downward strike. Can strike up to four additional
times by tapping random buttons when prompted. The first
four hits deal 400% damage, and the fifth deals 600%.

UNLOCK: Defeat800 enemies.

AIR FLAIR 3 v EXPLOSION

4 HEAL STRIKE

SURPRISE! 2 ] . CELEBRATION
| Four-hit combo that generates munny and HP prizes if Causes a rain of HP and munny. If an enemy is targeted, its
player taps a random button when prompted. Each hit odds of dropping an item increase to 50%.

| deals 700% damage. : UNLOCK: Earn 7,000 munny by defeating enemies.
UNLOCK: Earn 5,200 munny by defeating enemies.




MAX HP
STRENGTH
MAGIC

. DEFENSE

Aqua isn’t as strong in melee combat as her two classmates, but she’s a very skilled spellcaster,
capable of casting a larger variety of magic commands and doing so with a bit more power.
Her secret weapon may be her Barrier action command; while the boys can block only head-on
attacks, Aqua can block attacks from any direction, and can do so on the ground or in midair.

STARTING PARAMETERS
STARTING COMMANDS

[EVEEY: ‘ | LEVEL 3

| HEAT SLASH 2

storm Command Style 12 time:

FINISH : ii'\!”\GICPULSH

TWISTED HOURS

| .
t sunpmsm




THE TRiNTY OF HEROES

| FINISH Atop-like spinning attack that players can guide with the analog stick. " FINISH Anoverhead Keyblad swing that potentially hits foes up fo five times,
COMMAND Capable of hitting up-to 28 times for 75% damage per hit. " COMMAND fdnllnwnd by a jumping slash that can hit up to twice. Each hit deals 300%
amage.

COMMAND STYLES 2

Z

SPELIWEAVER BLADECHARGE 2

UNLOCK Earned after Mark of Mastery exam. = UNLOCK Defeat the first boss of Radiant Garden. ] é

" TRIGGERS Differing types of magic. .- Fire-related commands, Blizzard-related commands, or strike attacks like =

i —e " TRIGGERS Fire Strike (o]

" STANDARD Four-hit combo that deals 125% damage. The combo finisher is a piercing % ~ - - (&}
COMBO projectile that deals 250% damage at pointblank range and 200% to distant ~ STANDARD Three-hit combos of wide-sweeping Keyblade attacks that deal 150%

: targets. - COMBO damage, with subsequent combos dealing 300% damage. 9

g

Defeat the boss of Enchanted Dominion.
TRIGGERS Fire-related commands.

STANDARD Four-hit combo of Fire-type attacks that deals 125% damage. The third hit
COMBO generates a flaming projectile that deals 75% damage. The combo-finishing

. UNLOCK Complete the “Combined Threat” event in Mirage Arena.

Zero Gravity-related commands, lunges like Sliding Dash, or jumping
LS atacks e Ok e

ADVANCED STYLES

il H
i
. spin deals 200% damage. . STANDARD Three-hit rising combo in which each hitgeals 150:;} damage, The combo '
" FINISH Jumping two-hit combo that generates several pillars of flame. Both the : L ﬁf“Sh,er_c?uses B ek of i that deis 0% camae. ;
COMMAND hits and pillars deal 250% damage. ¢ FINISH Sixchit rising combo followed by a downward thrust that creates a three-
:  COMMAND stage explosion. Each hit deals 300% damage.
AOND DUST DRIVE
UNLOCK Defeat the final boss of Olympic Coliseum. ~ UNLOCK Defeat the boss of Never Land. i
eSS Bleza s leterf oAy, . ._ | TRIGGERS Magnat-relma'd commands, Thunder-related commands, or reprisals
Four-hit combo of Blizzard-type attacks that deals 125% damage. Many hits I
also generate pillars of ice that deal 100% damage. The comba finisher of 2 g.u[i!l“é]umn E:flghx;f;:p:b?‘?s “;ZTg?]éh;;:::Ié;fﬂ;gradm;g:h ‘%%‘Eﬁ”&g’;ﬂgg‘:h”

spinning ice pillars deals 300% damage.

A nine-hit comba in which Aqua teleports in a circle, sending a ghost sword

Keyblade swing that creates a ring of ice pillars that explode into deadly. i : FINISH
idce shards. The Keyblade swing, pillars and shards each deal 300% | COMMAND mt\‘rumt:g;ig:{lat;gg%%lgtg‘;‘ghﬁggxgtﬁ:pmr::&?iﬁzmﬂﬁirh%
amage.
DERBOLT

UNLOCK At Disney Town's |ce Cream Blast mini-game, earn a score of Fantastic

Complete the Jag escort sequence in the Castle of Dreams. playiﬂg “Dessert Paradise” at Master Level.

Thunder-related commands. = TRIGGERS This style change may trigger (20% chance) whenever you use an ice-
STANDARD Four-hit combo of Thunder-type attacks that deals 130% damage. Many hits : cream ftem.
COMBO generate lightning balts that deal 60% damage. The combo-finishing lunge  CTANDARD Standard swing generates an ce-cream bullet, with both the strike and

deals 200% damage. 'S CowED bullet dealing 150% damage. The combo-finishing ice-cream whirlwind
deals 300% damage. Successful hits generate additional prizes.

FINISH Afreezing spin emits six ice-cream bullets, with both the spin and bullets
COMMAND dealing 450% damage. Successful hits generate additional prizes.

t‘.lgllvlsl': AND A series of three wide-range electrical bursts that deal 280% damage.

LEVEL 4 : LEVEL 5 B LEVEL 6
MAGICPULSES e
Unleashes a spmn:ng orb that Stuns foes{ % chance
Can add up to two attacks by tapping th

prompted. The first hit deaism% damage the second
350%, the third 450%.

ULK. Defeat 50_0 enemies,

MAGIC PULSE3 ] ‘ EXPLOSION

Unleashes a spinning orb that may Confuse, Freeze, o . Generates two- smgz explosion that Stuns foes (100%
Bind foes US‘}Echanca};Deuls 650% damage. b chance). Deals damage.

| UNLOCK: Defeat 350 enemies. UNLOCK: Earn 6,400 CP by defeating enemies.

HEAL STRIKE ICE BURST

Three-hit spinning attack that recovers HP. dupto | Spinning attack generates three waves of Blizzard-type
three attac| bym&pmgme 3 button when pr : ice shards, The first deals 150%, the second 250%, the
Initial hits deal 100' damage Addad h. deal150% third 350%.

damage. A - | UNLOCK: Trigger the Diamond Dust and/or Frozen Fortune '
UNLOCK: thal.am_age,ﬁ.ve t_tma;. e - | Command Styles 15 times.
SURPRISE! 2 '

Four-hit combo that generates munny and HP prizes if
player taps a random button when prompted. Each hit
| deals 700% damage.

| UNLOCK: Earn 5,200 munny by defeating enemies.




IMENSION LINK PARTNERS

AQUA

Early in the game, Aqua’s Dimension Link provides
acgess to the Cura spell in emergencies. Later in the
game, her excellent defensive abilities prove useful
in tough fights against bosses who use elementally
charged attacks. Most of Aqua’s Command Deck spells
- grow obsolete quickly, but it's nice to have access to the
W Mine Square ability in certain boss fights.

Complete Mark of Mastery exam

VISR Complete Mark of Mastery exam
AQUA =
BATTLE COMMANDS
0 EMBLEMS 1EMBLEM 2 EMBLEMS
Blizzara Blizzara Blizzara
 Thundara Fire Fire
Cura Thundara Thundara
= | Magnera Mine Square
— Fire Strike Blizzara
— | Cura Magnera
- - Fire Strike
— — _ Cura

May negate all damage dealt by Fire-, Blizzard-, Thunder-, or Dark-type spells and atiacks (50% chance).

|| When HPis reducedto 0, revives at 25% of max HP {one time per Dimension Link.

FINISH COMMANDS

EMBLEM 0-1 Finish Fires a spinning magical orb overhead, dealing 800% damage.

EMBLEM2 | MagicVolley

Midair attack that fires three magioal orbs that deal 200% damage. Can add up to three additional orbs that deal 400% damage by pressing the & hutton when prompted.

Cinderella offers a variety of unique abilities, including variations
of Barrier Surge (Enchanted Step) and Cura (Magic Mending),
a powerful projectile (Wish Shot), and a charge-up spinning
uppercut (Wish Circle). These commands, coupled with
Cinderella’s solid Miracle Dance Finish command, make
Cinderella a solid choice when battling large groups of
enemies early in the game.

USED BY

| Defeat the boss in Castle of Dreams

| VENTUS

Defeat the boss in Castle of Dreams

AQUA Defeat the boss in Castle of Dreams
BATTLE COMMANDS
0 EMBLEMS 1EMBLEM 2 EMBLEMS
Wish Circle Wish Shot Wish Shot
Eﬂ_:;';,"‘“" Step (Barrier | yigh Cirle Wish Circle
Enchanted Step Enchanted Step (Barrier

Magic Mending (Cura)

(Barrier Surge) Surge)

- Wish Circle Wish Shot
Enchanted Step ek P

= (Barrier Surge) Wish Circle

-Magic Mending (Cura) 3

Enchanted Step {Barrier
urge)

Magic Mending (Cura)

Magic Mending {Cura)

SKILL SET

EMBLEM 1 Auto-Remedy The duration of status conditions afflicting your character is reduced to 1/3.

EMBLEM2 Regen. | Restore 1% of your Max HP each second.
FINISH COMMANDS

Dream Sparkle An enemy-seeking projectile is released each time the player taps the & button when the button prompt overlaps the carriage (up to eight times when maxed). Each hits deals
EMBLEM 01 130% damage.
EMBLEM 2 Miracle Dance A spinning slash deals 100% damage and creates a Zero Gravity effect thatimmobilizes foes. Can add enemy-seeking projectiles that deal 100% damage each time the
player taps the & button when the button prompt overlaps the carriage (up to eight times).




SKILL SET

DoNALD

Donald’s large repertoire of elemental spells
would make him fantastic against foes with a
variety of elemental weaknesses, but you meet
him so late in the game he doesn't have much time
to prove his worth. His Shell ability can still be put to
good use against some of the very-late game bosses
that attack primarily with Dark-type spells.

VENTUS

Speak to Yen Sid in the Mysterious Tower

AQUA

Speak to Yen Sid in the Mysterious Tower

BATTLE COMMANDS

0 EMBLEMS 1EMBLEM 2 EMBLEMS
Firaga Firaga
Blizzs | Blinaga
Thundaga Thundaga Bllzzaga
_ Fire Dash (FireDesh | Thundags
— Fire Surge Fire Dash
= Cura | Fire Surge
— — Ignite
— —  Cura

EMBLEM 1

Damage dealt by magical spells and attacks is increased by 50%.

smage dealt by Fire-, Blizzard-, Thundar-, or Dark-type damag is halved.

Fires an assortment of fireworks that includes bath duds and live explosives that deal 280% damage. Can continue to fire fireworks by hitting random button prompts.

_ | Anenhanced\version of Donald Fare thatincreases blue fireworks damage to 300% and adds powerful red fireworks that deal 600% damage and may cause Ignite (50% chance).

TAND COMPY

E N
: j | Defeatthe boss in Deep Space
z VENTUS Defeat the boss in Deep Space
AQUA Defeat the boss in Deep Space
BATTLE COMMANDS
Experiment 626 has a Command Deck packed 0 EME ;
with Thunder-type spells and attacks, so take a look at your Thundara Thundara Thundara
target’s weaknesses and resistances before you initiate a Dimension Link. When Thunder THindara Thundaga | Thundaga
attacks aren’t useful, a fully charged Experiment 626 still offers the room-clearing Ohana Zero Gravira Thunder Surge > | Thunder Surge
Beat Finish command and a nice double CP bonus. Stun Edge Zero Gravira Thunder Stirge:
Cura Stun Edge Zero Graviga
— Cura  Thundaga Shot
- - Stun Edge
- - | Cura
SKILL SET
EMBLEM 1 Attack Boost ]Damagefrum your non-magical attacks increased by 50%.
EMBLEM2  [DoubleCP  [Earndouble CP from defeated faes.
FINISH COMMANDS
EMBLEM 0-1 Random Beam Fire a beam that ricochets off walls and foes, dealing 200% damage. Can add up to six additional shots by pressing random buttons when prompted.

| hana Beat

seroll across the guitar string.

Createsy waves of music that deal 330% damage and Stun nearby foes (100% chance). Can add up to eight additional hits by pressing random buttons when their prompts

7]
S5




GOOFY

\ Goofy is an absolute powerhouse in melee
. combat. His abilities provide a great deal

Speak to Yen Sid in the Mysterious Tower

Speak to Yen Sid in the Mysterious Tower

of protection from counterattacks, and his BATTLE COMMANDS
assortment of commands can inflict a number of 0 EMBLEMS 1 EMBLEM 2 EMBLEMS
nasty effects on your foes. Both of his Finish commands | Siiding Dash Sliding Dash Sliding Dash
~ are powerful, but it takes practice to learn how to guide their | StikeRaid | StikeRaid | StikeRaid
\ ematic movements into your foes. _ Stun Edge | StunEdge | StunEdge 7
g  Confusion Strike Confusion Strike. | Confusion Strike.
— Freeze Raid Freeze Raid
= | Gonfusion Strike | Confusion Strike
3 = = Strike Raid
SK]LL SET" = - | SonicBlade
EMBLEM 1 Protect Damage from physical attacks is reduced by half.
'EMBLEM 2 | Stun Boost May Stun foes when you hit them with a basio attack (75% chancs).
. FINISH COMMANDS
EMBLEM 0-1 Goofy Spin A high-speed spin attack that players can guide with the analog stick. The spin lasts for five seconds and can deal 200% damage up to 45 times.
EMBLEM 2 | Goofy Turho ‘A high-speed, ricocheting rocket attack that players can guide with the analog stick. The rocket can hit up to 56 times and deals 320% damage per hit.

SKILL SET

MALEFICENT

Maleficent gives Terra access to a number of powerful spells early
in the game. Using spells such as Ignite and the Dragonfire Finish
command can quickly incinerate hearty foes. Don't overlook the

power of the Drain ability when you're surrounded by foes and
- are having trouble staying alive.

BATTLE COMMANDS
EMBLEMS 1EMBLEM 2 EMBLEMS
Fire Fire Fire
Binding Strike | Fira _Fira
Blackout Ignite Firaga
Sleep Binding Strike lgnite
— Blackout Binding Strike
- | Sleep DarkFiraga
— — Blackout
— —  Sleep

Restore half of spent Focus Points after using Shotlock,

EMBLEM 1 Focus Saver
EMBLEM 2 Drain % \Whenever you deal damage with standard attacks, gain 25% of the damage dealt as HP.
- FINISH COMMANDS
EMBLEM 0-1 Thunderchaser Lightning bolts strike a cursor that players can guide with the analog stick. Players can add up to four strikes that deal 350% damage by tapping the & button.
Dragonbreath sweeps the battlefield for as long s players hold the @ button (up to 7 seconds). Players can quide the flame’s direction with the analog stick. The fire deals
EMBLEM2 Dragonfire 100% damage three times per second. : )




SKILLSEY

USED BY

| TERRA

VENTUS
AQUA

fectave in certain boss fights, and

ns the Double EXP ability with two emblems,

Sliding Dash
e

. which makes Mickey the ideal Dimension Link for

Sign of Faith

i fpiayers who are grinding for EXP and CP.

| Binding Strike || Binding Strike
— Mine Shiald Mini
= {87 P | Mine Shield
— — Cura

EMBLEM 1 Auto-Teleport Automatically teleports behind foe when targeted by enemy attacks (50% chance).
EMBLEM 2 Double EXP Earn double EXP and CP from defeated foes. '
FINISH COMMANDS
EMBLEM 0-1 Lightcharge A spinning attack that continues for as long as players successfully match button prompts. Each hit deals 150% damage.
EMBLEM 2 Faithcharge An enhanoed version of Lightcharge that also fires orbs of light as Mickey spins. Each it from the spin or an orb deals 150% damage.

Command Deck full of speedy Iunges and dashes HIS move

lI » USED BY
18 ‘TERBA: ] Defeatthe !Joss in NeverLand

VENTUS

§
=3

Peter Pan is a quick and m b;le ﬁghter wlth a

Defeat the boss in Never Land

selection can’t compe BATTLE COMMANDS
he doeshave a secret 0 EMBLEMS 1 EMBLEM 2EMBLEMS
command. In Quick Blitz Quick Blitz Bliz
standard combos the ablltt_y to deal double damage QuickBiz | QuickBliz Quick Blitz
with basic attacks can make all the difference. Sliding Dash Sliding Dash | (Quick Bltz
i | Confusion Strike | ConfusionStrike | Sliding Dash
— Zero Gravity Confusion Strike
A S Zero Gravira
- = Cura

SKILL SET
EMBLEM 1 Float Falling speed reduced by half,
EMBLEM 2 Double Strike Basic attacks deal double damage.
FINISH COMMANDS
¥ . A long-distance lunge that leads to a seven-part combo if it connects with a foe. The lunge deals 150% damage, with each subsequent combo hit dealing 200% damage and
EMBLEM 0-1 Swordbill S e
EMBLEM 2 Barrel Rall A midair Barrel Roll that can be repeated up ta four times by tapping random buttans when prompted. Each hit deals 220% damage.

CAST AND COM




LISED BY

After completing Disney Town, there is a random chance
of obtaining this D-Link whenever the player encounters
gaptaéin Justice or Captain Dark during a Command

After you randomly. Summon Captain Dark or
d Captam Justice from a special panel on a
~ Command Board (which becomes possible

VENTUS

after ‘you clear the Disney Town world),
you may unlock Pete as a Dimension

Link partner once you complete that Board game

After completing Disney Town, there is a random chance
of obtaining this D-Link whenever the player encounters
Captain Justice or Captain Dark during a Command

Command Board. His repertoire of
battle commands is quite strong, but
his ability to earn double cash and

BATTLE COMMANDS
0 EMBLEMS 1 EMBLEM

2 EMBLEMS

swipe item drops are what make him

an invaluable asset for those trying to fill

= '_ out their command collections.

SKILL SET :
. | EMBLEM1 Munny Plus Earn 2X munny from defeated foes. = = Agrial Slam
- [EMBLEM2  [Steal Occasionally steal items from g & 3

FINISH COMMANDS

EMBLEM 0-1 J Fruit Shot ] Summons a giant fruit to bash into your foes.

EMBLEM2 | RumbleRave |Gelms|davnurka ‘and do donuts to flatten outyour enemies.

SEDBY

SNow WHITE

Snow White knows a series of commands themed

around the Seven Dwarfs. While the parameters
aren't always identical, their effects are derived from BATTLE COMMANDS

commands like Sleep, Aero, Cura, and Confetti (which 0 EMBLEMS 1 EMBLEM
guarantees a critical hit on the next attack). Snow White S!eepv lS!eepa SleePV(SIeBp}

2 EMBLEMS
Sleepy IS\eep}

~ is a lot of fun, and her Sweet Seven Finish command can | G

be powerful, but her Command Deck commands aren't i
as strong as those of other Dimension Links.

umpy
!Treasure Raid)

Dopey [Mini|

~[Thastitl o)
= — Doc (Cura)

SKILL SET

EMBLEM 1 Gauge Boost Command Gauge fills 50% more quickly.

EMBLEM 2 Quickload | Command Deck reload speed increased by 50%. e
FINISH COMMANDS

EMBLEM 0-1 Sweet Memory Awhirlwind deals 100% damage to targeted foe and carries it away. Can repeat with different foes up to three umes hv pressmg hununs when prompted.

EMBLENZ Fo .S‘mn' : 2 i ) to four times by prmng buttons




Terra is a strong attacker, setting up foes with commands  UISED BY.

&% |ike Stun Edge and Binding Strike, and following them up

with the powerful Sonic Blade command. He doesn’t VENTUS

Complate Mark of Mastery exam

have much variety in his Command Deck, but the AQUA Complete Mark of Mastery exam

twin Sonic Blade commands and Overdrive ability
can allow you to steal a win in tough boss fights. BATTLE COMMANDS

SKILL SET Quick Blitz Quick Blicz Quick Bliz
EMBLEM 1 Overdrive | Commands deal double damage when user has 25% HP or less. g?"’m:f“h g:'d!"gdﬂas” '::""‘Eglad“
EMBLEM2  [AutoBlock | Automatically blocks when attacked by targetedenemy. me B e
- Sliding Dash Sonic Blade
FINISH COMMANDS - Zero Gravity Zero Gravira
EMBLEM 0-1 | Finish Sl = Binding Strike
e = — Cure

EMBLEMZ [ Landbresker |

VENTUS

Aqua should strive to get Ventus's emblems as soon as LUSED BY

possible, so she can use his healing abilities and excellent

it

Complete Mark of Mastery exam
Advanced Finish command. Ventus also offers the Freeze = == -

VENTUS

Raid + Blitz combo, which can be strong against the

Complete Mark of Mastery exam

AQUA
handful of bosses who aren’t immune to Freeze effects.
SK][I;L. SET BATTLE COMMANDS
. s - 0 EMBLEMS 1 EMBLEM 2 EMBLEMS
M Builis spepd of iasie ficie Quick Bii Quick Blz Blit
EMBLEMZ | oot | e o coute S | [odeRad | StikeRaid Stfte Reid
Aero Sliding Dash Sliding Dash
FINISH COMMANDS e I Bliz
i Multihit combo (seven for Terra, three for Aqua) that ends with jumping =S = freeze Raid_
EMBLEMD-1. | Finish attack. Each hit deals 200% damage. = = Sliding Dash
% | Two-hitfying ¢ automaticallytargets foes. Canadd upto. - — Aerora
: 0 buton i Cachitd e als - - =

ZACK

_ When it comes to dishing out raw damage at close range,  USED BY

Zack is hard to beat. His basic commands are reasonably

RA Defeat the boss in Olympus Coliseum

powerful, and his Berserk ability adds a bit of extra damage to VENTUS

| Clearthe final battle in Olympus Coliseum

standard attacks. Attack Deflector provides a nice defensive boost, AQUA

Defeat the first boss Olympus Coliseum

while both of Zack’s Finish commands deal heavy damage.
- SKILL SET

BATILE COMMANDS

ks 0EMBLEMS 1EMBLEM  2EMBLEMS
L b i;:“f?;k _’U;d?nf;i:““.‘f“_';f”“““'h“d““"_“*l- —_—— Fire Strike Fire Srike Fire Strike
EMBLEM2 | Attack [ Maynegate all damage from non-elemental physical attac iickBiz. ick Bl i
EMBLEM2 | Defloctor ifi&fﬁi’qﬂcﬂl" e A T Tl RO Bllcbez umkﬂ.'m i
Fire Strike Fire Strike Fire Strike
FINISH COMMANDS QuickBliz Quick Blitz Quick Blitz
n Slot Edge Stop Fire Strike
, Jumping slash generates a double shockwave that deals 800%
EMBLEM 0-1 | Hero's Entrance i S SiotEdga Blackaut
— = ’J,\ = 2 — Stopra
s = SlotEdge

CAST AND COMPANIONS
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SEEK YOUR MARK OF MASTERY

After you complete the tutorial and select Terra, your quest begins on the day of Terra's Mark

INVERSED
UNVERSED COMBAT LEVEL (]

of Mastery exam. The Orbs of Light you face can be tricky to track, so stand back and pound

them with Terra’s mighty Shotlock (hold the == and @ buttons to summon crosshairs, lock

i LEMENT onto your targets, and press the @ button to execute). Regardless of how well you perform,

Master Eraqus doesn’t grant you a passing grade. However, victory earns you a permanent

BLIZZARD
THUNDER HP boost, along with the Critical Impact Command Style, which you can trigger by filling your

Command Gauge with non-elemental attack commands.

% R 3 | Speak with Master Eraqus again, and he gives

PHVSIGAL T XL0 “ s 3 Terra and Aqua access to the Lanes Between.

sLizzAD S B8 There, Terma spots his first destination: the
Enchanted Dominion. After the Land of

Departure events, Terra gains his first

D-Links with Ventus and Aqua.

MEeETTHE UINVERSED

ATTHE WATERSIDE e
POWER-UP | MAXIMUM HP+ |
You find yourself in the thick of combat COMMAND STYLE | CRITICALIMPACT |
| DIMENSIONUINK | VENTUS |
as soon as you land at the Enchanted DIMENSIONILINK 2 A

Dominion. The relatively weak foes in

the early waves provide an opportunity to practice your basic skills, while the

heartier Bruisers pose a greater challenge. Try to keep the Bruisers on the ropes

with a steady string of attacks. Deny them the time and distance they need to
perform their shockwave-

I DR RO

generating jump attack.

You have no healing

items or commands, so

if you run low on HP, your

only option is to press

Right on the D-pad and make a Dimension Link. (Aqua has healing abilities,

but you're restored to full health at the start of any Link.) Watch for the

star-shaped emblems that can add new abilities to your Dimension Link partners!

You only need two to fully upgrade the Dimension Link.

GAT™ER TREASURE ONTHE CASTLE PATH

Scour the Waterside for treasures, one of which can be used to meld commands. Then follow

the Unversed who fled toward the Forest Clearing. There you find a save point, Terra’s first

sticker, and a chest with the Blizzard command. Because you've already mastered Quick Blitz,

you should replace that with Blizzard. There's no point in wasting good CP on a mastered

command this early in the game!



Continue to track the Unversed to the castle bridge, where you
encounter Maleficent. After your conversation, fight through a few

more waves of Unversed on your way to the castle.

Once you cross the bridge, you can backtrack a bit to meet a new
. enemy. If you return to the landing spot and jump up on the hill to
' the north, you might trigger a battle with a pack of Prize Pods. Prize
Pods appear after you clear the area of all enemies, or at random.
However, they do not appear 100% of the time. The Prize Pods
disappear after 20 seconds, and they have so much HP that
T you have little hope of actually defeating them. However,
' every successful hit you land generates an item that you
can use in the upcoming Disney Town ice cream shop.

: yo nter the Audience Room, turn
ht tle's '

unlock a new ability as well, Add the new
command and Zero Gravity to your deck to

start leveling them up.

e -
Jo CaTRInES

UNrock PRINCESS AURORA’S
HeART AND TREASURES

Your Keyblade can unlock the glowing door

at the end of the Hallway. Inside, Maleficent
manipulates Terra into unlocking Princess

Aurora’s heart. That may not have been the

right thing to do, but it earns Terra the ability

to Dimension Link with Maleficent herself,

Inside the Princess’s room, you find a save
point, a chest that contains the map for this
world, and a floating moogle who runs the
Command Shop. A tough boss lies ahead,
so buy the Poison command (the boss is
vulnerable to its effects) and perhaps a few

more Potions.

Cross through the giant fireplace into the
Tower Room, where you find another pair
of treasure chests and an easy sticker. The
loot includes the Sleep command and an

Attack Recipe, which allows you to predict

the results when you meld low-level attack

commands together.

TERRA WALKTHROUGH
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Smash the Nightmarish Sewing Machine

When Terra returns to the Audience Chamber, he finds a powerful hoss waiting. If

you want to make any modifications to your Command Deck, do it on the second floor, before you
approach the staircase. The Poison command knocks off a nice chunk of the Wheel Master’s
health. Strike Raid is a strong attack that allows you to put a little distance hetween

yourself and the target. You may want to equip Potions to your third slot, just in case. g F ‘ ”\:/ ! I
v L ! 7, N v g
The Wheel Master tends to telegraph its attacks by leaping up or rearing back, @ ; ' sigic N \jj )

giving you an opportunity to slide out of danger by pressing the ® button and away. - -
If you can master the timing of the Wheel Master’s vertical leaps, you can jump ;
hefore it lands and avoid the shockwave by attacking it in midair. When the boss

leaps to the other end of the battlefield, Terra's Shotlock deals solid damage and

brings you hack to the boss’s position. Make sure you always target its main hody <
instead of its arms; only when the body falls is the battle won. Q A

When you get low on health, use a Dimension Link to get a full health bar. Ventus's
attacks inflict more damage, but Aqua’s Cure spell can keep you alive if you take a beating.

IxXLRttack
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SEEK RAGNAROK ON THE KEYBLADE BOARD

. When you want a break from the action, find a save point, open the Camp menu, and select the Command
‘: Board. The Command Board allows you to play themed board games that give you a chance to grab a few new
commands and earn CP for the commands you already have.

|

The highlight of the Keyblade Board (the only one that's initially selectahle) is the Shotlock ‘
b W command known as Ragnarok. This powerful long-range attack can lock onto 16 targets 5
and pound them all for heavy damage; it's a significant improvement over Terra's default

Shotlock command.

To get it, circle the hoard until you have at least 800 GP. Then aim for the upper-left corner of the
leftmost mass of blocks. If you can’t roll the number that gets you there, you have a chance to warp
g\ there from either of the special Keyblade Glider squares (gold stars on a purple background). Don't
- worry about winning the game—scoring Ragnarok makes you the true champion. Note that you can get
Ragnarok only once; it is replaced with the Zero Gravity command if you already have it.
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CHoose Your Next DEsTINATION

When you return to the World Map after completing the Enchanted
Dominion, three new areas open. The Mirage Arena offers some
challenging side missions, which you can play co-op with your friends,
Alternatively, you can tackle the arena alone. This is a good way to gain

experience in the beginning of the game.

BONUSES OF THE
MIRAGE ARENA

Very early in the game, you can potentially earn
some very useful prizes in the Mirage Arena.
Possible prizes include new Shotlock commands
and even the Ultima Weapon Keyblade if you join
co-op with friends. Also, some Xehanort Reports can
be obtained only in the Mirage Arena.

The Dwarf Woodlands
and Castle of Dreams
host your next
storyline destinations.
With a Combat Level
of 2, the Castle of
Dreams is the easier

of the two, but you're free to pursue them in any order you wish.

RETURNTO THE LAND
OF DEPARTURE

After you complete

the Enchanted

Dominion, the

Land of Departure

unlocks alongside

several new areas. Players who return to the area

find that four new chests appear in the Mountain

Path and Summit areas. They contain a Hi-Potion,

a Pulsing Crystal, a Soothing Crystal, and the Stop

command. There are no enemies to contend with,

so it's easy to grab all four and tally up another
i cligie k a .

TERRA WALKTHROUGH
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Lrr CINDERELLA’S SPIRITS

Terra triggers another ambush when he lands at the Castle of Dreams.
However, the simple pack of Flood Unversed shouldn’t pose much
of a threat at this point in the game. After the battle, proceed toward

the shimmering castle in the distance to meet Cinderella.

Before you pay the
castle a visit, turn

around and move X_Attack

deeper into the

dark woods to find

the chateau. After

you trigger a few
minor battles, you
discover a Traffic
Cone sticker and
the Thunderstorm
Shotlock behind
the building.

CieaN UlP INTHE PALACE COURTYARD

You can find three treasure chests at the Palace Courtyard’s ground ; e
level. A fourth is at the top of the stairs, but Terra is pulled inside the S
palace for an event when you hit the first step, so you have to come
back for that one later. Don’t miss the pack of Prize Pods that material-
ize in the central pool once you clear away all the other foes; they're
harmless creatures that drop rare items (used as

ice cream ingredients) whenever they're hit.

Al Bhizzard

X Attack



Escort CINDERELLA

TO THE BALL

Terra meets Cinderella at the top of the stairs.
He valiantly offers to escort her through the
packs of Unversed that stand between her and
Prince Charming. Move forward aggressively
so you can trigger the Unversed ambushes—
wipe them out before Cinderella saunters into
their reach. If one slips behind you and attacks
Cinderella, you have an opportunity to leap
back and defend her with a tap of

the @ button.

If Cinderella takes a lot of damage in the hall-
way, you might just want to let the Unversed
finish her off. That way, you can Retry at the
beginning of the hallway. (Continuing sends
you to the start of the Palace Courtyard map,
forcing you to reclaim all those treasures.) If
you choose to progress into the Foyer and
then retry there, Cinderella has the same
amount of health she had when you first
entered the area. If she's in rough shape,

succeeding from a retry is difficult.

Three Bruisers greet Terra and Cinderella at
the entrance to the Foyer. Without leaving
Cinderella’s side, line up each one in your
Shotlock crosshairs and blast them to
smithereens. Stick close to Cinderella as she
proceeds up the stairs, as enemies can come

from any direction in this wide-open area.

;% OHMHEGE
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CIRCLE AROUND TO THE ANTECHAMBER

While Cinderella dances with the prince, extract the four treasure chests from the Foyer. You
can then backtrack to the Palace Courtyard to get that area's final chest.

Leave the Foyer through the eastern door

on the ground floor. Fight your way through
the Passage, ignoring the floating sticker that
you can't yet reach. Grab a Thunder spell
from a chest in the Antechamber. Then visit
the shop, where your boosted shop level
should allow you to purchase Cure and a

few other new commands.

Add Cure to your Command Deck and make any other necessary changes, because a boss
awaits just beyond the purple curtained door.
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BUT FREEZE, MINI,
CONFUSE, STOP,
ZERO GRAVITY, AND
MAGNET

CASTLE OF DREAMS

\/ If you get surrounded and can't find an opening to cast a Cure spell, switch to your
most powerful Dimension Link to catch a second wind.

- Symphony Master

Silence the

Three instruments surround the Symphony Master, each of F!,,- 1
which can attack independently. If you've been building your level (
and strengthening your character hy mastering abilities, you're
probably powerful enough to simply rush the Symphony Master and
combo him to death without worrying about his minions. If you pursue
this strategy, mix some deck commands in with your normal attacks in

order to trigger a Command Style change. 3 ‘

If you're playing on the Critical difficulty mode or prefer to take
your time, picking off each instrument is another viable strategy.
Unlike the Symphony Master himself, the instruments are
vulnerable to spells like Stop, Magnet, and Zero Gravity; this
is a good way to stun them and bunch them up before you
go to town with powerful attack commands. You can also
stand back and blast them with your Shotlock.

B

TIDY UP AFTERTHE BALL

r When you return to the World Map, you find yourself one
treasure short of a 100% completion. Fortunately, that last
treasure is easy to grab; just press the @ button to land and
warp directly to the Antechamber. Step out to the balcony
where you triggered the boss fight, and you discover the last
treasure chest. You can then duck back to the Antechamber
save point to return to the World Map without having to dirty your hands with a single fight.
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STuDY THE MYSTERIES OF THE VAULT

Terra begins this chapter in the Queen’s hidden sanctum, where he is ordered to claim Snow
White's pure heart. After parting with her majesty, you find yourself in a dungeon-like vault
full of strange magical contraptions. While some can be dangerous, savvy players can put

them all to good use.

O

Beware of the larger chests; they re typically Spiderchest Unversed that leap to life
as soon as they feel that Keyblade tap. Look closely and notice that the gold trim on
the side of Spiderchests forms an apple shape instead of the usual circle. But you

should open and kill them all the same, because they usually drop decent items.

The vault is full of large vials containing liquid that shifts in color from green to
blue to red. Smack open these vials, and you get whatever the current color is: HP
prizes for green, Dimension Link prizes for blue, and a painful explosion for red.

Time your swing carefully!

You can only reach the Vault's higher levels with the aid of furnaces that belch
out gravity-defying bubbles. The furnace at the map’s north end (which lead’s
fo the next area) is already going strong, but the one to the west isn't lit
at all. Use any Fire-element command to light the furnace and ride the
bubbles to the upper level, where you find the Flame Salvo Shotlock
command. Now you can equip and use that whenever you want to

light a furnace!
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RACE THE WATERWAY GATE
The only gimmick in the Underground

Waterway is a series of gates that open for

a few seconds when you smack a wheel-
shaped switch with your Keyblade. After you
hit the first wheel, you have seven seconds
to run through the gate to the east. The
passage beyond that gate leads to another
wheel, and this time, beating the 13-second
clock is a lot tougher. To get a head start, hit
the wheel and then dash via the @ button
to soar over the water and head straight to
the gate (which is near the first wheel). Run
through the newly accessible central area
before the gate on the other side slams shut.
Leap over a small gap to the north to reach
a pair of chests. Before you drop down,

step into the water just east of the chests to
battle a bunch of Prize Pods for this world’s

batch of ice-cream ingredients.




Once you claim the loot, return to the
location of the second switch. Step out onto
the ledge and look west to spot a floating
sticker. Equip a dashing attack to your
Command Deck (such as Sliding Dash or
Fire Dash). Then leap toward the sticker and

execute the dash at the top of your jump.

You should soar directly to it!

Pay A Vismro Snow WHITE

Exit the waterway at a quiet courtyard,
where you find a save point, a shop, and
several chests. Pick up three of the four
{come back for Fission Firaga), and then
proceed through the southern door to the
Flower Glade. There you meet Snow White,
but your conversation is cut short when the
Unversed appear. Now Terra will never get
Snow White's Dimension Link! Make the
Unversed pay.

When the battlefield is clear, you earn the
Air Slide command as a prize. Equip it, grab
an easy treasure chest and sticker, and head
back to the Courtyard.

¥ sworioch
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AR SUDE 10 THE FINAL COURTYARD CHEST

The fourth chest in the Courtyard (and the final chest in the area) is difficult even to see. Look
around the walls surrounding the archway to the west, and find the lone spot that isn't blocked
by shrubbery. Jump up, holding the analog stick toward the wall, and Terra should grab onto
the top. Pull yourself up, and then leap on top of the arch. From there, you can Air Slide to the

chest by leaping toward it and pressing the @ button at the highest point of your jump.

While Fission Firaga is a powerful command in its own right, it is
perhaps most significant as being one of the key components of
Mega Flare, which is one of the strongest commands in the entire
game. Believe it or not, you already have everything you need to
start brewing up Mega Flare!

While you level up Fission Firaga, you should also level up a bunch
of Fire commands. When they're ready, meld two Fire commands
to make Fira. Once Fira is leveled up, combine it with another Fire
command to make Firaga. Meld Firaga with a maxed-out Slow or
Stop command to make Crawling Fire, which (when mastered) can
be used as the other half of the Mega Flare recipe.



IMMUNR LL BUT
STATUS RESISTANCES STUN, POISON, AND

SLEEP
ELEMENTAL WEAKNESSES
PHYSICAL X1,

of the Magic Mirror

ross hack through the Underground Waterway and
Jault to return to the Magic Mirror Chamber. There, you
have to battle the Spirit of the Magic Mirror itself.

he Spirit of the Magic Mirror can warp around the

hattlefield, so if it's too far away, use your Shotlock instead of

futilely rushing toward it. When the Spirit creates its legion of
fireball-spewing duplicates, use your dash to evade the fireballs

and move rapidly among the clones. The real Spirit is the one with

the different facial expression. As soon as you see that wry smile, dash
toward it and unleash a mighty melee combo.
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SEEK GUIDANCE ATTHE MysTERIOUS TOWER
After completing the Castle of Dreams and Dwarf Woodlands, the next two stops of

Terra's adventure are quick and easy. First, pull into the Mysterious Tower. Scour the
tower grounds for three treasure

chests, and then enter the tower to

find the fourth and final chest. At the

top of the stairs, confer with Yen Sid,

who points you to the next stop on

your quest,

Wy

RETURN FORTHE
TOWER STICKER

When you return to the World Map, you find that
the four chests in the Mysterious Tower were
enough to score you a full 100% completion for
the area. But you still want to go back for the
single sticker in Yen Sid's room. It’s a little too
high to grab from a normal jump, but if you swing
your Keyblade at the top of your arc, you gain just
enough extra height to grab it.

Pursue MASTER XEHANORT
T0 A STRANGE New WoRLD

Yen Sid's advice sends you to a mysterious new world, which you find listed only
as “?7?" No need to save or arrange your deck; you're treated to nothing more
than a brief series

of events after you

land. Your next

stop is the Radiant

Garden, which

offers a much

more substantial

challenge.

TERRAWALKTHROUGH
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CIEAR THE CENTRAL SQUARE

When you land on Radiant Garden, the Unversed give you their usual warm
welcome, But they're a lot tougher than usual, thanks to a powerful pair of
new recruits. Chrono Twisters, which look like giant hourglasses, can freeze

Terra with Stopga spells. They take time to build up to their strong attacks,

so make them your highest priority whenever they appear.

A7

FLIP THE CHRONO TWISTERS

Chrono Twisters trigger their Stopga spells only
when the hourglass runs out. If you hit them with
successful combos, the hourglass flips, thus
delaying the Chrono Twisters from using Stopga.

Tank Topplers look like Bruisers but behave quite differently. As soon

as you attack them, they begin to glow, transforming into large, rolling
bombs. Their bomb form is indestructible, so your only option is to dash
away before they explode. A standard combo does not typically inflict
enough damage to destroy them before they transform, so you need to use
your most powerful deck commands or a combo from a Command Style,
Another option is to use immobilizing commands, such as Magnet, Stop, or
Zero Gravity, which can keep Tank Topplers tied up long enough for you to
finish them off. Hit the valve located at the top of their backs.

XL Attack

TERRA WALKTHROUGH




ATTACK TANK TOPPLERS
FROM BEHIND

If Tank Topplers are attacked from behind, they
will not transform into rolling hombs. That way,
if you unleash a standard combo on the enemy,
you can continue attacking it without having to
run away.

When the coast

is clear, scour the
square for a pair of
treasure chests and
a sticker against
the north wall. Like
the sticker in the
Mysterious Tower, it's a little too high to grab from a normal jump, so

use a midair Keyblade swing for a boost.

ReTurN MERLIN'S BOOK

When you leave the Central Square through the east, you spot Merlin
dropping a book. Terra automatically grabs it and follows Merlin into
his house. Raid the
treasure chest, and
then read the book
that Merlin places
on the lectern

to unlock a new
Command Board,
Winnie the Pooh’s
“The Hundred-Acre
Wood.”

When you exit

Merlin's hbuse into
Castle Town, don’t
miss the chest that contains the Radiant Garden map, or the Moogle

Shop situated in an outdoor kiosk.

RIDE THE FOUNTAINS TO THE AQUEDUCT

From Castle Town, head north to the Fountain Court, On the ground
level you find a Panacea and possibly a pack of Prize Pods (in the
water on the east side of the map), but no clear route to proceed.
To reach the passage to the next area, leap onto the fountain spouts
and let them carry you to the area’s higher levels. When you reach
the map’s northern central area, where only the fountain spout to the
west is working, drop down to the southeast to discover a working
spout. It allows you to reach the northeast corner of the map. There
you find the area’s last two chests, and a sticker that you can’t yet
reach floating to the south.

Prize Pods appear at random and sometimes
only after all the other Unversed in the area are

defeated. Given that, you may not encounter them

during your play-through. If you do encounter
them, note that you will not be able to fight them
again unless you leave and return to the world.

Return to the northern central area and use the working spout to
continue west, where you discover the path to the Aqueduct. There
you pick up a few new items and face new Mandrake foes, which can
strike from afar with long-range wind attacks. Leap up to the ledge

on either side of the water to avoid them.
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Triple-Team the Trinity Armor

At the end of the Aqueduct, add a bunch of
oo Powerful, close-range attacks to your Command Deck,
because a hoss strikes at the beginning of the next
area. You have Ventus and Aqua fighting by your .
side, but don't expect too much help from them. You &
have to do all the heavy lifting yourself.

The hoss has three parts, and unlike earlier hosses, you must destroy them all. You can
damage the boss's hody, hut you can't finish it until you destroy its arms and legs.

Start the battle by pounding the legs with your Shotlock, and then mave in to finish them off.
Throughout the battle you'll have to worry about the battlefield-sweeping energy beams

that either the body and arms or the body alone can fire. Use your dash to get hehind the

armor, and pound it with close-range attacks. If this proves too difficult, you can also use

the dash ability to dash directly through the beam. You will not be harmed if you use dash to zip
past the beam while in the battle.

The Rockbreaker Command Style is among the prizes you earn at the end of this battle. This is your
first advanced Command Style. Rockbreaker occurs by using a Command Style and then using
attacks such as edge attacks or mine attacks.
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CoNTINUE EXPLORING THE GGARDEN

After you defeat the Trinity Armor and part ways with your companions, return to the Radiant
Garden's Central Square. You can now travel south from the square to the Outer Gardens,
where you find two more treasure chests and a sticker that’s a little too high to reach with
normal jumps—you have to come back for that later. When you're finished looting, make

sure you have a good healing spell or item in your Command Deck. Then make your way

through the hidden passage in the statue at the area’s center. A second boss awaits!

TERRA WALKTHROUGH
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dash ahmtv if you ‘have trouble with h!ockmg

: After a few !ang~faage shots, Braig joins you on /”

the battlefield. Once again, you can hnunce his bullets back at him with a successful bluck

+* ® hutit's tricky to pull off when you're under heavy fire. It's easier just to dash around the
bullets until you're right under him (where he has trouble hitting you), and unload on him
with your best commands and comhos. The best moment to attack him during this time
is when he shouts “Reload!” before he begins to fire again. If he's far away, you can use
your Shotlock instead; tap the button to fire immediately after Braig fires at you, and
his bullets pass straight through you as you unleash the Shotlock barrage.

If you've taken much damage, use the next through-the-crosshairs segment as
an opportunity to heal yourself. Just dash away from Braig's first shot, and cast
a Cure spell while he adjusts his aim.

RETURN FOR BRAIG’S LOOT —

Defeating Braig unlocks three new areas in the World Map,
but your business in the Radiant Garden isn't finished quite
yet. Warp back to the Entranceway and return to the site of
your hattle with Braig. There you find the last two treasures: S ; :
a Mega-Potion and a Chaos Crystal (which applies a random :'_"i o : f“)
ahility to a melded command).
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Ourrace PeErE 10
Save DisNey TOWN

Brue SeA Sarr SPIDERCHEST When Terra lands, he finds

N ‘ s P himselfin the middle of the
EXP . | :

- T e o 4 Disney Town Racetrack, where it

CINVERSED

COMBAT LEVEL (5

quickly becomes apparent that
this is going to be a very unusual
mission. Sure, there are plenty of
treasures to find and Unversed to
slay, but the official quest begins
and ends right here on the track.

_BLIZZARD
THUNDER

Prize Pop




When you're ready to compete, talk to Chip ‘n’ Dale, and they show
you the ropes. You compete on the leisurely Country Chase course,
which features an easy shortcut that gives Terra an edge on the other
racers, who rarely take advantage of it. There’s really no need to
worry about attacking the other racers or using your barrier, as the

racers rarely clump together on this wide-open track.

To get a head start
on this five-lap
race, don’t press
the accelerator until
after the “1” of the

countdown fades,

just before the word

“Go”" appears. You begin the race at full speed, while your opponents
are stuck on the starting line.

Stick close to the
right wall and

hit the first ramp
to jump onto a
mountain ledge

that offers the only

shortcut on this

track. Hang a hard
right when you
return to the track.
The two tornadoes
just ahead move
around, so do your
best to anticipate
their movement and

avoid them.

Proper turning
technique is the

key to victory in
Rumble Racing. To
turn sharply without

losing much mo-

mentum, press
the @ button

to brake while

TERRA WALKTHROUGH

. | MIRAGEARENA
- [TEM HI-POTION :
COMMAND BOARD | DISNEY TOWN

still holding

the accelerator
(the €@ button),

and push the analog stick in the direction you want to turn. Once you

learn the lay of the track, this technique allows you to avoid walls and

obstacles and score an easy first-place finish.

COMPETE FORTHE RUMBLE
RACING TROPHY KEYBLADE

The Country Chase racetrack is only the first of
four unique racetracks in the Rumble Racing
league. Your victory on the first track has
unlocked the Disney Drive track, and a top-three
finish in that unlocks the Grand Spree course.

If you can score a first-place finish there, you
unlock the tricky Castle Circuit course.

The first-place prizes for the Disney Drive

and Grand Spree courses—the Fire Dash and
Aerora commands—are nothing special. But
players who congquer the Castle Circuit receive
something truly cool for their troubles: the
Victory Line Keyblade. It has better stats than
your current one, but that isn’t the case for long;
if you want to
getit, now's the
time to do it! See
the Mini-Games

- Which racecourse?

o intry Chass
Disnay Drive
Grand Sprag
Castle Cireult

section of this
guide for tips on
beating the later
Rumble Racing
courses.



ExP1ORE THE REST

or DisNey TOWN

Your official business in Disney Town is done,
but there’s still plenty to see and do. Land
on Disney Town's Main Plaza, where you
can grab the area map and a Potion from

the chests. From here, you can head west

to return to the Racetrack, or south to the
Fruitball Court. The Main Plaza is also home
to Huey, Dewey, and Louie's ice-cream
shop and rhythm mini-game, as well as a
shimmering manhole that takes you down to
an area where several treasure chests await
those nimble enough to reach them. Finally,
give the Main Plaza mailbox a pounding to
get Confetti, a friendship command used in

multiplayer games.

Make sure to search outside the racetrack
area, where a pair of treasures includes the
Payback Fang command. Equipping it allows

Terra to execute a counterattack after a

successful block,

CHALLENGE CAPTAIN DARK ONTHE FRUnBALL COURT

The unique Chaos Snake Shotlock awaits any player who can defeat three progressively tougher
opponents on the Fruitball Court. Fruitball is a simple game in which players try to knock
bouncing fruits into each other's goals. You can jump as normal with the @ button, swing your
Keyblade like a racket with the @ button, put
some spin on it with the @ button, or bounce
a fruit up for a devastating spike with the @
button. Against tougher foes like your final
opponent, Captain Dark, spike the fruit when

their goal is on the ground, and just clear away
fruit with the ® button when the goal is floating

in the air. Use the analog stick to aim your fruit

toward the goal whenever you take a swing.

Each fruit behaves differently, with grapes and
bunches of bananas breaking up after they take
a certain amount of damage. Each individual

grape can score a goal, while bananas splinter
into banana peels that stun any player who steps
on one (you can rotate the analog stick to speed
up the stun recovery process). You should always

try to spike these dangerous fruits to increase the
odds they break up on your opponent’s side of

the court,

Feer HE IcE CrEAM BEAT

You can do two things at Huey, Dewey, and Louie's ice-cream stand. You can use the exotic
ingredients you've earned from enemies such as Prize Pods to create ice-cream cones, which you
can then use in combat to automatically switch your Command Style. You probably can't make
many flavors at this point, but remember to check back as your inventory of ingredients grows.

= XK %=

Which recipe would vou
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The other option is to play Ice Cream
Beat, a game in which Terra sits atop an
ice-cream cannon and blasts ice cream onto
the ducklings’ cones to a predetermined
beat. Your goal is to memorize the rhythm
of Huey, Dewey, and Louie’s clapping, and

then replicate it by firing one shot of ice
cream to the appropriate duck’s cone for each clap. You get points for accurately matching the beat, and bonus points for your highest combo
and the height of the ice cream cones at the end of the game. At certain points in each song, you have an opportunity to unleash a rapid-fire
barrage of ice cream to build up your combo score. High scores unlock new songs and more challenging versions, while nearly perfect scores
earn Terra prizes of mostly consumable items, like Chaos Crystals and Mega Potions. The big prize is the Frozen Fortune Command Style, which

you can win by earning a “Fantastic” score on the Master Mode version of “Dessert Paradise.”

ExrroRe THE DisNEY TOWN

The Main Plaza’s shimmering manhole leads to an underground
area known as the Gizmo Gallery. There are only two chests

on the ground floor and, strangely, both contain the Thunder
command... Could that be some sort of hint?

Add both to your Command Deck, and fill it out with any other
Thunder-type attacks you can find. Then fire them off against

the yellow contraption in the southern part of the area. Each hit
moves the needle a little more to the right, and if you consecutively pound the machine with Thunder attacks, you can get electricity flowing

through the room’s many gears.




Hop onto the Mickey Mouse-shaped elevator
in the southeast, and leap to the north to
grab the first two chests (which include the
Absolute Zero Shotlock). Then ride the same
elevator up to the gears to the south, jump
onto the moving hand, and ride that to the
next set of gears to the east. From there,
wait until the Mickey Mouse-shaped pusher
retracts, then run across the first two hands
to the north. At the north end of the second
hand, leap to the third and then the fourth
hand. Then jump up and Air Slide to the
north to reach another pair of chests.

From the same set of gears on the east side

of the map, do an Air Slide to the southwest
to grab a sticker. Instead of doing the dash
at the peak of the jump, let yourself fall a

bit and swing your Keyblade when you get
close to ensure that you grab it. Aiming is a
bit tricky, so this may take a few tries.

Finally, leap across the rolling-pin gears in
the maps' south end to reach the area’s
final treasure chest and the entrance to

Pete's Rec Room.

DisNEY TOWN

AL Confusion Strike &

X Attack

e e

TAKE A RiDE IN PeTE’Ss PINBALL MACHINE

Disney Town's final area is a giant pinball machine, and Terra is the pinball. Climb the stairs to the
top, then jump down the tube and leap from the plunger. You bounce off the machine’s various
bumpers, and when you fall to the button, you can press the #® and & buttons to activate the
flippers at the bottom. You needn't leave everything to fate; you can still perform Air Slides to
control your movement, allowing you to reach the four treasure chests on the machine: one in the
center, above the ring of moving bumpers; one to the left of the ring of bumpers; and one to the
right, far above the bumpers. The final chest is in the center, blocked by a series of bars. To lift the
bars, bounce into each of the four turquoise-shaped bumpers marked with a crown. Then push the

analog stick toward the machine’s back wall to grab onto the alcove.

The higher of the two center chests contains
an exit that takes you out to the rooftops
above the Racetrack. The area's final chest
is here, and if you stand on top of the crates
and look to the northwest, you spot the
area’s final sticker. To reach it, you need

to come back when you've maxed out the
High Jump skill, and make a flying leap followed by a chain of Air Slides. If you fail, let the
enemies below kill you so you can immediately continue from the rooftop.




TREASURES
COLISEUM/GATES
3 iﬁ _':'MEGA-Pomn

&M ViEGA ATTACK RECIPE

& rRe sTRIE

\&@mwuus*ncm .

TERRAWALKTHROUGH

Vestibule

Coliseum Gates

Town Near Thebes

==



AT

UNVERSE

comBAT LEVEL (5]

Axe FLAPPER

PHYSICAL

MANDRAKE

SHOEGAZER



EXPLORE THE Fill your Command Deck with spells in the Magnet and Zero Gravity series, which pull your
Couseum GROUNDS foes together so you can beat them quickly and cleanly. You may wish to forego equipping
As usual, a pack of Unversed greets you at healing commands, as your foes drop plenty of HP prizes.

the entrance to the Olympus Coliseum. A

couple of new foes are in the mix, and you Use your Shotlock as a silver bullet for tough fights; you can hold your ground and blast all
should take particular note of the heavily your foes for a nearly instantaneous win, quickly eliminating troublesome opponents, like
armored Buckle Bruiser, which cannot be Buckle Bruisers. The fight against the Jellyshades in the final round can be tough. Rush in close
damaged by head-on attacks. To inflict and catch as many as you can in a Magnet blast, then use other area-effect spells and your

damage, you can dash behind it, immobilize ~ Shotlock to finish any survivors. If the battlefield seems clear but the round hasn’t ended, hold

TERRA WALKTHROUGH

it, blast it with magic, or block its attacks the = and =@ buttons to snap to the nearest foe; a Jellyshade is probably lurking in the blind
and retaliate. spot behind Terra.

Continue north to the Coliseum gates, where
you find three of this area’s four treasures
and, behind the pillars in the northwest, its
one and only sticker. Then head into the
Vestibule to pick up the last treasure and

sign up for the Coliseum tournament.

NENRT LEVFEL

Fag

FDOCUCS B

PREPARE FOR THE ROUND [FOES TIME LIMIT |
1 | SCRAPPERX3 30 SECONDS
Couseum QUALIFIER 2 | BRUISER X1, VILE PHIAL X1 15 SECONDS
The first round of the Coliseum consists of 10 3 SPIDERCHEST X3 30 SECONDS
strictly timed battles. If you run out of time, 4 BUCKLE BRUISER X1 20 SECONDS
_ . . 5 | SHOEGAZERX5 15 SECONDS

choose to either quit or retry. Either way, s | RED HOT CHILI X2, BLUE SEA SALT X2, YELLOW MUSTARD Xz, et |

you keep all of the EXP, CP, and munny you AXE FLAPPER X1 |
M —— 7 | BUCKLE BRUISER X3 40 SECONDS
' 8 | MONOTRUCKER X2, CHRONO TWISTER X2 30 SECONDS
9 | BRUISER X1, MANDRAKE X5 30 SECONDS
10 | JELLYSHADE X30 | 30 SECONDS

[ MAXIMUM HP UP ;
{COMMAND | SONICIMPACT |




Face the Masked Warrior

in the Fmal Round s =
BUT STUN, FREEZE, 5 !
IGNITE, POISON,

| AND ZERQ GRAVITY After you complete the ﬁrst 10 rounds nfthe :
Timnnes o Coliseum, you have an nppurtumtyto save your game
and change your Command Deck before the final battle.
The boss ahead is surprisingly vulnerable to a number
of status conditions. So, one good strategy is to set up your
Command Deck with commands like Freeze Raid and Stun
Edge that can immobilize your target, as well as powerful
combos like Aerial Slam that can capitalize on the temporary
immobhilization. A powerful healing command is also useful,
but only if you have the Leaf Bracer ability to protect you
while you cast it.

)

You face Zack twice in a row. The first time, he’s fairly easy
to heat, but he puts up a fierce fight in the second battle,
using the Meteor spell and lengthy combos that can easily
wipe out half of Terra’s HP har. Make sure you heal yourself
toward the end of the first fight so you can begin the second
with full HP. Then relentlessly pursue Zack to keep him off
halance and unable to use his attacks. Immobhilize him, use
a comho command, build up a Command Style (Rockbreaker
is highly recommended for this battle), and pound him for as
long as you can. Don't give him an opening by attempting to !
use a Shotlock or recovery spell unless you absolutely must.
One exception is that the Shotlock ahbility can be a useful
last resort if you have time to lock it to its max. If you
succeed at getting the Shotlock to max, you're invincible

for a short time while you use it to damage Zack.

TRAINING ATTHE COLISEUM

]

S — —

After defeating Zack, you can return to the Coliseum to find
a few new surprises. In the southernmost area’s southeast
corner, you can now battle Prize Pods that drop rare
Thundercracker and Nutty Nut flavors.

A new mini-game is also available. To try it, speak to Hercules in
the Vestibule and agree to join him in an urn-smashing training session. Use area-effect commands and
the Rising Rock Finish command to smash whole groups of urns simultaneously for an easy win. The
prize for your first victory is the Sonic Blade command; after that, you receive Panaceas instead.
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This mission heats up before Terra

Brosmon N g SONIC BLASTER

PHYSICAL : 1 ;
BLIZZARD

even has a chance to land. You

encounter a colony of hundreds

of Jellyshade Unversed floating

in Deep Space, and you must

eliminate them from astride your

Biue SEA SALT

Keyblade Glider. Try to stay at the

S BT
4 4 P _m colony's edges as you use the
A | :”;‘E'c‘“ :1‘1‘; attacks assigned to the @ and @
A . Y ELzzARD o buttons to defeat them by the

DARK X0.75 -
dozens. You have to eradicate a

CHRONO TWISTER few hundred of the Jellyshades

[EHpEEEs s e ] . ; ,
M“ before you discover this chapter’s
FIRE
BLIZZARD
THUNDER

DARK

GLIDEWINDER e YELLOW MUSTARD
R PR = | 23 i :

PHYSICAL | X20 % - PHYSICAL

FIRE VARIES* ¥ [T FIRE

BLIZZARD | VARIES* | \ BLIZZARD

THUNDER | VARIES® g THUNDER
DARK VARIES* “

* Elemental weaknesses and resistances vary by color.

Red is weak to Blizzard and resistant to Fire, blue is
weak to Thunder and resistant to Dark, yellow is weak
to Fire and resistant to Thunder.

POWER-UP_

| MAXIMUM HPUP_ | &

BLIZZARD s
THUNDER
DARK
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EscAPE FROM Turo Brock PRIsoN

Terra awakens in a cell in a large prison block, but his Keyblade can
get him out of this situation. Dispense with a few pesky Unversed,
then leap onto the only west-wall elevator that stops at the ground
floor. It takes you to another platform, where you find a chest that
contains the High Jump action command inside a cell. Equip this

immediately—you'll need it.

[ ‘g Attack
With the power of High Jump, continue south along the west wall,
jumping from platform to platform until you reach the highest ledge
at the map’s southwest section. You find one chest there, and if you
look east to the opposite wall, you see another chest and a sticker.
Jump up and use an
Air Slide to reach
the chest, which
holds the Brutal
Blast command.
Then fall off either
the platform’s
south side to reach
the sticker or its
north side to reach
another chest. The
area’s final treasure

is in a cell that

you can reach by
leaping from the first elevator (the one that goes to the ground floor)
to an elevator to the north, which takes you to a high cell with a chest

in the northwest.

Braze ATRAIL TO THE LAUNCH DECK

Pass through the giant doors at the Turo Prison Block's north end to
reach a small place that holds a save point and this area’s map. The
center of the adjoining room contains a transporter that warps you to
another part of the
ship. From here,
you can head either
north or south. First,
go to the south,
where you can grab
a pair of treasures in
a small, blocked-off
region of the Ship

AT NI FRATAT
e

Corridor area. Return
to the transporter
room, where you
can now proceed to
the north, or return
to the Turo Prison Block to face a group of Prize Pods that appear only if
the player has activated the transporter at least once.

When you leave the transporter room through the north exit, you

end up on the surface of the ship. In a segment similar to the one that
opened this chapter, Terra must pilot his Keyblade Glider against a
pack of Glidewinders in an outer-space demolition derby. Stick close
to the center of the map, as the round bumpers at the triangle’s three
points grab you, whip you around, and toss you in random directions.
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OVERRIDE THE SHIP’S GRAVITY

COOK UP A At the Launch Deck, trigger an attack from a group of new Blobmob
METEOR SWARM enemies, and then lead them south so you can fight without interfer-
: : = ence from the
You find the Brutal Blast command in the Turo turrets on the north
Prison Block, and you should already have wall. Blobmobs
the Fire Strike command from your adventures divide into smaller
at the Coliseum. If you max bhoth out, you can critters when
combine them to make the powerful Meteor you defeat them.
Crash command. Like Mega Flare, Meteor Crash However, spells
requires two Command Deck slots but can wipe ' that immobilize
out a room full of foes in a single shot. them, like Stop and

Magnet, prevent
them from splitting

when they are
*v}* vanquished.
—ﬁ;‘ = éﬂ i - . When the floor is clear, approach the north wall and be ready to

e : ; Shotlock the turrets as soon as they open up and begin to fire. Collect

a pair of chests on the ground floor, and then jump through the

eastern passage to discover another chest and a save point.

Back in the Launch Deck, use the terminal between the two turrets to shut off the room's artificial gravity. You can now leap to incredible
heights, allowing you to Air Slide easily through the west passage to the Ship Hub. Drop down to the Ship Hub's ground floor and activate a
terminal to shut off that room’s gravity. Make your way slowly up the room's tiers to grab its three treasure chests. Then use the door on the

second level to reach a Control Room where you can save your game.

The exit from the Control Room links you to the other half of the Ship Corridor, where you can grab the area’s final treasure chests and sticker.

Heal up before you open the door in the center of the room—a boss battle awaits.




Put a Stop to
Experiment 221
T T Experiment 221 uses primarily
Thunder-type attacks, so you
can give yourself a hoost by
doubling up on the Thunder
Screen ability. If you haven't
mastered that ability
yet, and you don't have
it on any commands you
can equip, see this book’s
Command Recipe section for
(LN R T e a list of which command and
crystal combinations you can use
to create it.

. While Thunder Screen is helpful, it's hardly
- necessary. Fill your Command Deck with Blizzard-type attacks to inflict extra damage and
 freeze Experiment 221. Include potent combo commands to inflict on your frozen foe—ijust
~ like you did when you fought Zack.

~ This fight's twist comes when Experiment 221 begins to use the robotic arms in the center of the battlefield to pelt you
~ with projectile attacks. You can dodge these attacks by dashing around the room until Experiment 221 gives up. But the better play

is to use your Shotlock to obliterate the arms as soon as they become active. This removes a potent threat, generates a bunch of HP

~ prizes, and returns Experiment 221 to the hattlefield in a stunned state.

HITS:0003

EECORD 0038

 SHOTLOCK
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MEeEer NeVER LAND’s UNIQUE BAtcH oF UINVERSED
The batch of Unversed that greets you in Never Land contains a pair of interesting
new creatures. Triple Wreckers are the first to take the stage. These strange foes take
the form of a totem pole with three

different components, each with

its own elemental weaknesses and

resistances. You always damage

whichever component is in the

middle, so use commands to match:

the red is weak to Blizzard and strong

against Fire; the blue is weak to Fire

and strong against Blizzard; while the

yellow has no particular weakness but

resists Thunder attacks.

The second new foe is the mighty

Wild Bruiser, a powerful foe who is

too heavy to be affected by spells in the Zero Gravity and Magnet series. Strike at him

with Fire attacks or lengthy combos—Wild Bruisers aren't very good at evading those,
Note that, like many foes in
the area, Wild Bruisers are

Trirte WRECKER resistant to Thunder attacks,

‘ 50 you might want to swap

those out of your deck for

the duration of this world.
BLIZZARD
THUNDER

* Elemental weaknesses and resistances vary by color of
central component. Red is weak to Blizzard and resistant
to Fire, blue is weak to Fire and resistant to Blizzard.
yellow is resistant to Thunder.

ViLe PHiAl

TERRA WALKTHROUGH




ExPLoRE NEVER LAND’S
Scenic Byways

Your goal on Never Land is to reach Skull
Rock, where all of the storyline’s key events
play out. You can reach Skull Rock quickly by
merely heading north whenever you reach a
crossroads, but you miss out on a lot of fun

diversions along the way.

The first comes in the Gully north of your
landing spot. Grab the map and head west
to discover a small native camp with a giant
totem pole. Use the trampoline to reach the
top of the pole, and unload on its highest
segment with a standard combo attack to
earn a copy of the Thundaga command.

Continue north from the Gully, then east
past a dead tree, and you end up in the
wide-open Mermaid Lagoon. Take a dip in
the water and swim to the northeast to find
a chest on an island and another in a small
cove. You can't yet reach the third chest,
but plenty of other good stuff waits in the

dead-end area to the south.

VER LAND

StrercH Your WiNgs AT Ramnsow FalLs

The road south from Mermaid Lagoon takes you to the scenic, beautiful base of Rainbow
Falls. Explore it thoroughly to uncover a pair of chests with excellent loot (a Megalixir

and Zero Graviga).

You also spot the first of three Never Land stickers, which is just a little too high to reach with
High Jump. That leaves the Air Slide as Terra's only option. Find the highest ground you can,
which is near the chest that held the Megalixir. Take a nice, high leap and do a two-stage Air
Slide over to it. Aiming from this far away can be tricky, but remember that you might be able

to grab it by swinging your Keyblade when you get close.

AIR SupE 10 HIDDEN Loor oNTHE CLipr PATH

Back in Mermaid Lagoon, climb to the top of the island in the center of the water, and Air
Slide from there to the Cliff Path’s entrance. This area is filled with tough fights, so call in some

help from Cinderella and her repertoire of recovery commands if you take a beating.

When the coast is clear, use combos or deck commands to smash down the walls of boulders,
and leap up to the top of the northernmost stone pillar. From there, you can Air Slide south to a
treasure chest, or southwest to the top of a palm tree by a dark cave in the mountain. That cave
takes you to the previously inaccessible part of Mermaid Lagoon, where a small chest contains
the rare Geo Impact command. Beware of foes that spawn near it, as well as the nearby

Spiderchest—you don’t want to stumble over the edge while you're fighting them.

A FeroGravitu

X Attack
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Row, Row, Row Your BoarTo Skur Rock

The Cliff Path leads to a sea cove, where you find a couple of treasure
chests and a small boat docked at the map’s north end. Save your
game and row across to the Skull Rock Entrance area. Without
entering the cave to the north (which triggers an event and boss
fight), grab the chest at the island’s west end, and leap up the series
of ledges to the south of the chest; you may need to press the ®
button and move the camera around to spot them. Don't be fooled
by the Spiderchest at the top—the real treasure lies through the
opening, which takes you to an otherwise inaccessible chest inside
Skull Rock.

After grabbing that, go back out to the top ledge in the Skull Rock

Entrance area, stand at its tip, and look to the east. Spot a second

ledge at the bottom of the skull’s other eye socket. Air Slide over to
it, and get ready to fight; you trigger this area's Prize Pod encounter
as soon as you land. If you're determined to get the Prize Pods’
treasures, follow them down after you knock them off the ledge, and
make your way back up after they disappear. The ledge holds Never
Land's second sticker. It also hosts an entrance that leads to Skull
Rock’s interior, where you find two more chests, including one with

the rare Ars Solum command.

TERRA WALKTHROUGH




IMMUNE T0 ALL

BUT STUN, FREEZE,
IGNITE, POISON,

STOP. AND SLEEP
" ELEMENTAL WEAKNESSES :

STATUS RESISTANCES

I — pursue him aggressively, Air Sliding around the ; :

battlefield until you can catch him long enough
to deliver a quick combo attack. But an easier

solution is to hold your ground and let Peter Pan
come to you.

If you stand still,
Peter Pan flies in
low to strike. You
.~ can use an area-effect command like Aeroga to knock
" him out of his attack, but the timing is tricky. To make it
. N easy, use commands like Mine Square or Mine Shield
to lay explosive traps all around you. Peter Pan flies low enough to trigger them, and the
explosion leaves him vulnerable to a powerful, multi-stage combo of your choice.

If you don’t happen to have a mine-laying command in your deck, don’t worry—Aqua does. If
you've leveled her up twice, she knows the Mine Square ability, which all but guarantees an easy
victory against Peter Pan. Note that while Peter has 700 HP, you only need to deliver 350 points of
damage to win.
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Go Back rForR THE Lost Boys

When you exit Skull Rock after the battle, a strange noise suggests
that something is happening inside. If you haven't already, take the
opportunity to grab the Skull Rock ledge treasures. Then go back
inside to discover The Lost Boys being swarmed by Jellyshades. Use
your favorite area-effect commands and Finish commands to wipe
them out.

After the Jellyshade battle, you witness a series of events that should
be of special interest to longtime Kingdom Hearts fans. Without so
much as pressing a button, you earn a number of prizes that include

two new Keyblades.

=RITICHL
ﬁgm‘m'nncr

DENT LEFED,
=273=

POWER-UP | DECK CAPACITY +1

KEYBLADE | PIXIE PETAL

KEYBLADE ENDS OF THE EARTH
COMMAND BOARD | NEVER LAND

PAY AVISITTO
PETER’S HIDEOUT

TERRA WALKTHROUGH

When you finally return to the World Map, you

discover that you're short a sticker and two
chests. Land at the Never Land Gully and head
north to the area with the single rotting tree.
Enter it through a small knothole at its base,
and you discover Peter's Hideout, home to The
Lost Boys, a pair of chests, and the final sticker.
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ConNreerR WITH YOUR MASTERS

This mission begins in the area known as the Badlands, where Master Xehanort has an urgent

message for you. Speak with him, and then head to the Land of Departure to meet with

Master Eraqus. You face a boss battle as soon as you land, so make your preparations on

the World Map. Remove anything from your deck that’s Dark-type, and make sure you have

some good healing options, some knockback spells like Aeroga or Mine Square, and plenty

of long, powerful combo attacks.

A

L

STRENGTH 25
DEFENSE 15

IMMUNE TO
STATUS RESISTANCES EVERYTHING

[ PHYSICAL [ X10

FIRE | X1.0
STHUNDERBEES SR [ex g ea]
BDARKE e e E D s s

MAXIMUM HP UP
KEYBLADE CHAOS RIPPER
| ITEM | XEHANDRT'S REPORT 8

you continuously throughout the fight. But the speedy strikes of Terra's Dark Impulse Command Style
are usually enough to keep Master Eraqus off balance and unable to launch most of his slower attacks.
When Master Eraqus begins to use one of his many charge-up attacks (such as the spinning blades or
rays of light that surround him), take the oppartunity to heal, or pelt him with your Shotlock. You can
block virtually anything he does, even the light beams, so reach for the ® button when you get into
trouble. An aggressive strategy wins this fight.

Stop Master Eraqus Any Way You Can

Terra immediately activates the Dark Impulse Command Style at the
heginning of this fight, and its effects continue throughout the battle. That's
unfortunate, because Master Eraqus is resistant to Dark attacks, but its
speedy combos allow you to maintain the pressure. Terra cannot activate
any Dimension Links during this fight, so make sure you have everything
you need in Terra’s own Commanid Deck.

Master Eraqus is immune to all status effects, but you can keep
him on the ropes with an aggressive offense. Use spells like Mine
Square or Aeroga that temporarily immobilize him, allewing you
to follow them up with long combos. An evolved form of Mine
Shield is also effective, especially because Eraqus charges at




PREPARE FOR THE FINAL CHAPTER

Terra's final chapter is upon us, so now is the time to take care of any unfinished business you may have

elsewhere in the universe. If there are mini-games left to conquer, skills left to earn, or stickers yet to claim,
now is the time to do it. If you want to level up for the challenges ahead,

make sure to spend some time at the Mirage Arena, even if you're

playing solo. The combat challenges are a good way to earn EXP and

CP, and the prizes include permanent HP boosts, Keyblades, the ultimate

Shotlock, and even one of Xehanort's Reports.

FINISH YOUR STICKER COLLECTION

Now that your High Jump and Air Slide are likely maxed out, you can return to the many worlds where you
saw sfickers that were too high to claim.

In the Enchanted Dominicn's Audience Enter the side passage of the Castle of Two stickers remain in the Radiant Garden.
Chamber, leap from the top of the stairs Dreams, and swing your Keyblade at the In the Outer Gardens, a simple High Jump
and do a multi-stage Air Slide to reach this top of a High Jump to grab this sticker. should suffice to grab the first sticker.

final Sticker.

For the Radiant Garden’s Fountain Court To get the final sticker in Disney Town, go down the manhole and make your way back
sticker. make your way to the map’s through Pete's Rec Room to reach the Raceway rooftop. From there, you can leap from the
northeast corner, and Air Slide along the box and do a multi-stage Air Slide across the roof. When you arrive, defeat all the Blue Sea
east wall to reach the particularly tricky Salts to make a pack of Prize Pods appear!

second sticker.

TERRA WALKTHROUGH
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* Elemental weaknesses and resistances vary
by color of central component. Red is weak
to Blizzard and resistant to Fire; blue is weak
to Fire and resistant to Blizzard; yellow is
resistant to Thunder.

THUNDER e | GeX

DARK

RunN THE TWiSTER TRENCH GAUNTLET

Return to the Badlands, which is now labeled with its proper

name: Keyblade Graveyard. Scoop up the three chests located in

an area directly behind the spot where Terra enters the Keyblade
Graveyard—they're in the Seat of War landing spot. Then head down
the opposite path to Twister Trench.

This wide gulch is swept by fast-moving tornadoes. All of the torna-
does in this area can be cleared. The only way to get the tornadoes to
spawn again is by leaving the Keyblade Graveyard completely. Each
tornado sweeps you into a special battlefield for a multi-round fight
with unusually large and powerful Unversed. These battles present

a great opportunity to gain EXP and CP quickly, but they can be

quite dangerous. Watch for the spinning green blades of Mandrakes,
which inflict a ton of damage and can hit you from all directions in the

wide-open battlefields. Move quickly to slay them all.

Four chests are in
the Twister Trench,
as well as the final
sticker, which is dug

e } I
AV o into the pillar's
northwest side in the

center of the area.

In the fissure at the
other side of the
trench, you find a
shop and save point.
This is your last

opportunity to juggle your Command Deck and save your game

before the string of final boss fights begins. Equip plenty of restorative

spells and items, such as Curaga, Megalixir, and Mega-Potion.

TERRA WALKTHROUGH
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. '\ Pursug Vanitas relentlessly. If you hold your ground to block or set a trap, Xehanort seizes
ﬁ

& fancv.ctlmbus against Xehanort without him warping away. But on the plus side, his hit-

Defeat the Master's Apprentice

; gﬁq_lm: The first round of the final battle pits Terra against
STATUS RESISTANCES | IGNITE, POISON, the dark team of Master Xehanort and Vanitas. The
battle ends when either one of the two is reduced to
50% of his HP, so you should pick a target and stick
with it. The best bet is to focus on Vanitas, because
he’s the more active fighter, and chasing him around
the battlefield makes it hard for Xehanort to target
you with his slower, ranged attacks. Also, Xehanort
warps away when he’s under pressure, making it
hard to keep a bead on him.

the opportunity to target you with a spell. Shotlocks or fast attacks in the Edge or Surge
series of commands are great, especially if they can cause a Stun or Freeze effect that sets
up Vanitas for a follow-up combo.

Go Head to Head with Master Xehanort

i L&@#&J‘% Regardless of who you targeted in round 1, round
§ 2 is always a one-on-one hattle with Master
Xehanort.

Master Xehanort is a shrewd fighter, warping
away at any sign of danger, and then either
rematerializing behind Terra to deliver a combo,

VI R WA B R RS or appearing at the far end of the battlefield to
Fy -« U charge a long-range attack. This can make for a
LT . frustrating fight; it's very hard to land any sort of

and-run tactics provide plenty of opportunities to refill lost health with spells like Curaga,
which gives Terra the edge in the long run.

Master Xehanort gives you two openings that are easy to exploit. When he warps behind
you and begins his combo, try to dash away (you don’t have time to block effectively) and then return to attempt a combo of your
own. If he hits you with his combo, tap the ® button when you get knocked back; this launches a counterattack, which you can
usually chain into a standard Keyblade combo. The other opening comes when Xehanort warps away from you; tap the == and ==
buttons to lock onto him, and if you see that he’s casting a spell or readying a long-range attack (like summoning the swarm of
Keyblades or the three blue energy blades), you can nail him with the Shotlock before he warps away.

There are also plenty of times when the confused old man warps just a short distance away, and you can simply walk up and start
smacking him. He can warp away from almost any command, hut he rarely evades your standard combos.
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STATUS RESISTANCES EVERYTHING
ELEMENTAL WEAKNESSES

PHYSICAL d

_'_fHU'NHEg” NIRRT F7 T T Armor TerralXehanart is a truly deadly foe,
9 and none of your fancy tricks is of much use

in this fight. No D-Links can be used during
this hattle. This conflict is all about the
fundamentals blocking, retaliating, and usang
standard cembos.

At the start of the fight, inmediately prepare to
_ block your foe's Dark Volley-esque Shotlock
(3 ﬂ bharrage, which can leave you at the hrink
./ ofdefeat mere moments into the battle. You
* ' canblock any of your foe's attacks, but the
same is true of him, so it's important to use a
more passive strategy of blocking and countering
to squeeze damage in bit by bit. After a successful block,
attempt to follow it with
a standard combo; he
usually dashes away
after a hit or two, but
every hit counts. After
Xehanort/Terra flees,
seize the opportunity
to use a restorative
spell or item, but
always keep him in
your sights, or he
. may surprise you
. with another
Shotlock
barrage.

Your only chance to deal heavy damage comes
from your own Shotlock. If he isn't in the middle of
something, Terra/Xenahort can easily dodge your projectiles, so
don’'t waste your energy unless he's clearly preparing a long-
range attack (like summoning a giant Keyblade over his head, or
pulling meteors out of the ground).

This is a long fight, so be patient. Focus on blocking and
countering, finding opportunities to heal, and waiting for the
perfect opening to unleash a Shotlock barrage. Chaos Reaper
Keyhlade is also a good choice for this fight.
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COMBAT LEVEL 1

ARCHRAVEN SurPPORT YOUR FRIENDS AT THEIR FINAL Exam

Ventus's quest begins on the day of Terra and Aqua’s Mark of Mastery exam. Ventus isn't up

PHYSICAL X10 for a promotion, but he can still help when Master Xehanort summons a group of Orbs of
X125
%mg Light for your friends to battle. Practice your basic attacks and default deck commands if you

like, but your best option is to stand back and blast them with your Shotlock. Hold the ==

and =@ buttons to pull up a crosshairs,

lock onto your targets, and press the

. Ventus's
® button to execute. Ventus's share

T ; ; COMMAND STYLE
of the spoils includes his Fever Pitch mm_

. . DIMENSION LINK TERRA
Command Style, which you can trigger XEHANORT'S LETTER

COMMAND BOARD

PHYSICAL

FLoop by filling your Command Gauge with

non-elemental attack commands.

PHYSICAL X108
X10
X1.0
X180

But Ueh_%‘-u'! eing

SEARCH FOR TERRA IN THE
DwArRr WOODLANDS

Ventus’s first destination is the Dwarf Woodlands,

where he arrives at a Mountain Trail overlooking

the Seven Dwarfs' mine. Swap out your Quick

L)

Blitz command for Sliding Dash, so you don't

waste CP on an already mastered command.

Prepare to battle a pair of Flood Unversed on your

PHYSICAL I way to the chest across from the entrance. Grab a Potion,

and then drop down to the ground level to battle more foes

for another pair of chests. Be careful when the powerful, hearty

Rep Hor CHiu Bruiser appears; use commands like Strike Raid to nail him from

“E(P,, 125 afar, or Aero to knock him on his rear end.




UNcoveER THE SIXx HIDDEN DWARPS

Follow the Dwarfs inside the mine, where Ventus is greeted
with fear and suspicion. That’s not good enough for Ventus,
so when they run and hide, he decides to go after them. Five
of the six are in crates scattered around the mine, but even
when you locate them, they don't go quietly. Chase the crates
around the map until you can smash through their HP bars
to reveal the Dwarfs within. Some chests actually contain
enemies instead, but don’t worry about avoiding them; the
EXP and CP will do you good.

The one oddball in the bunch is Bashful, who rides a mine
cart throughout the area. It pops up at two points along

the mine’s west side, and when it does, you need to

~leap up and chase after it, hitting it from behind. If

you try to meet it head-on, it knocks you off the
tracks. It may take a few laps before you can bring
L/ it down.

When all the Dwarfs are revealed, they point
you to your next destination: a cottage in
the woods to the south. But don’t leave the
area until you claim the sticker and all the
treasures within the mine loop. It's particu-
larly easy to miss the chest atop the ledges
north of the entrance.

Herp YOURSELFTO TREASURES
Proceed south down the Mountain Path to
reach a quiet clearing that the Seven Dwarfs
call home. Inside the cottage, you find a
chest with the Attack Recipe. It provides

a preview of the result when you use the
Meld Command option to merge basic
attack commands. On the outskirts of their
property, you can pick up a pair of useful
spells. The sticker east of the cottage seems
out of reach, but you can grab it if you leap
toward it from the stump and swing your

Keyblade when you're directly under it.

IROUGH

VENTUS WALK




UPGRADE YOUR SHOTLOCK ON THE COMMAND BOARD

Ventus's default Shotlock isnt very powerful, but you're free to upgrade it into one of the game’s strongest Shotlocks
at any point. Just find a save point, open the Camp Menu, and select the Command Board. This allows you to play
the “Land of Departure” themed hoard game that you unlocked in the opening segment. One of the Bonus Panels

includes the Ragnarok Shotlock.

To reach it, circle the hoard until you have at least 800 GP, then aim for the upper-left corner of the leftmost mass of
blocks. If you can’t randomly roll the number that gets you there, you have an opportunity to warp there from either
of the special Keyblade Glider squares (the one with gold stars on a purple background). Don’t worry about winning
the game. ..scoring Ragnarok makes you the true champion. Note that you can get Ragnarok only once; the Zero
Gravity command replaces it if you already have Ragnarok.

W
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Escorr SNow WHITE 10 SAPETY

Find Snow White at the end of the Deep Woods south of the cottage. Claim the area’s three
treasure chests before you speak to her, and then lead her back through the woods toward the
cottage. Protecting her can be tricky, especially from the evil trees that deal continuous damage
with a breath attack. Whenever Snow White approaches a tree, make sure you aren’t engaged in
any sort of lengthy combo, so you can quickly tap the @ button when the prompt appears. Ventus
leaps in front of Snow White, and if you immediately tap the & button, he performs the special
White Calm command to dispel the evil tree spirit instantly. Use this block-and-retaliate trick to
defeat the tree spirits one by one, turning your Keyblade on the lesser Unversed only when Snow

White isn't near a tree. When Snow White

stops moving at the north end of the map,

approach her and press & to guide her N
directly into the cottage.

DwARFE WOODILANDS
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Chop Down the Mad Treant

Before you return to the Dark Woods, you may want to add some Pations to
your Command Deck in anticipation of Ventus's challenging first boss. The

- Mad Treant uses a variety of powerful attacks, carpet-hombing the area
beneath its branches and dropping purple fruits that leave pools of poison
where they land.

Begin the fight by continuously blasting the Mad Treant with

your Shotlock until you run out of Focus energy, which should take

off about one third of its HP. Then rush in to finish the job with a nonstop barrage of
attacks at close range. The Mad Treant leaps up in an attempt to land on Ventus,
catching him in a spreading shockwave even if he dodges. The trick is to leap up

and away when the Treant is near the peak of its jump, and then attack when Ventus

is at the peak of his own jump. This keeps you in midair longer, avoiding the shockwave
and potentially -5 e o
delivering a few - g HITS000] o 104 2 o ] v W
hits to the Mad ] ; ST
Treant on its
way down.

If you get low

on health, use a
Potion or fire up a
Dimension Link.
Aqua ecan use : ;

restorative magic, = , *

but any Dimension

Link provides a : : ' - |
temporary boost ' e MW

of health, and if g o
the boss is near _‘{1—2_1 e :

death, Terra can = ; o e
help you put him T A%

away quickly.
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VISIT SNOWWHITE’S FLOWER GLADE

Defeating the Mad Treant initiates a series of events that returns Ventus to the World Map and unlocks more

worlds to visit. But you haven't yet seen everything that the Dwarf Woodlands area has to offer.

If you return to the Deep Woods and continue down the path where you met Snow White, you discover a new

area packed with powerful foes, including new varieties like the Monotrucker and Hareraiser. Make sure to
equip your new Keyblade, and put a good command into your new Command Deck slot...these fights can be
tough. If you can reach the opposite end of the map, you can collect your reward: a Soothing Crystal in the

map’s final treasure chest.

Players can also return to the mine to challenge another new foe. Clear away all of the enemies in the mine
loop's east side, and a pack of Prize Pods may appear. Prize Pods appear at random and sometimes only after all
the other Unversed in the area are defeated. Given that, you may not encounter them during your play-through. If you
do encounter them, note that you will not be able to fight them again unless you leave and return to the world. At
your current level, you have little hope of defeating these high-HP foes. However, every hit you score against
them generates an item that you can use as an ice-cream ingredients later in the game.

DwARF WOODILANDS
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COMBAT LEVEL 2

BLIZZARD

BLIZZARD

THUNDER

BLIZZARD

THUNDER

PHYSICAL

BLIZZARD

Herp CINDERELLA FiNisH HER DReSss

After you complete the Dwarf Woodlands, three new areas unlock on the World Map: the
Castle of Dreams, the Enchanted Dominion, and the Mirage Arena. The Mirage Arena is a fine
place to level up and play co-op with friends. Ventus can also obtain his ultimate Shotlock,
Multivortex, here, but only after all of the Arena Mode battles are cleared. Only Castle of
Dreams and Enchanted Dominion advance the storyline. Of the two, the Castle of Dreams is

the easier choice for low-level characters.

Ventus is still working out the kinks of interdimensional travel, and he seems to have arrived
with his physical size reduced to that of a mouse. However, this works out fine for his mission
of helping Cinderella. With the ability to slip through mouseholes, Ventus can grab everything

Jag needs to complete Cinderella’s gown in time for the ball.

After you grab the Potion in the Mousehole passage, leap up the steps to the north to reach

Cinderella’s Room. There Jaq tells you everything you need to repay Cinderella’s kindness.

Exrrore CINDERELLA’S RooMm

There aren't any dress pieces in Cinderella’s own room, but you can grab plenty of items

and a sticker. This is also a good place to learn the basics of yarn travel. Simply hop onto the
ball of red yarn and barrel-roll it to wherever you need an extra boost to leap onto a piece of
furniture. Use it to reach the Stun Edge command atop Cinderella’s bedside table, and the
Magic Recipe on the table behind her dress. Leap from the chair to her vanity to grab the first

of two stickers in this area.

Corecr™HE FIRsTTHREE PIECES

Head south through the Mousehole to reach the Wardrobe Room, where you find all five dress

components. However, only three are accessible with the usual ball-of-yarn tricks. These include
the bolt of Pink Fabric on the floor in the room’s east side, the White Lace on the southeast sofa,

and the White Sash atop the pile of books and boxes in the floor’s northwest section.

CASTLE OF DREAMS



Lots of Unversed are in this area, but you needn’t let them slow you down. If you smash into them while you're riding your ball of yarn, they
splatter beneath it. It's awfully satisfying, but you won't get any EXP or CP for defeating them this way.

Mousehole

FOrK-JumP 10 THE PINK THREAD

The remaining components are on a shelf and dresser in the Wardrobe Room, but you can't reach them so easily. To get them, you need to use
the crack in the north wall to enter the mousehole’s northwest section. Follow the path of stones to the fork that's stuck into a wooden beam...
use it like a trampoline to reach the rafters. Travel east along the rafters, and cross through a wide attic. Then drop down through the gap to the
northeast. There you find a chest with some Ether, while a second chest is visible on a rafter to the east. To reach that chest (which holds the

Thunderstorm Shotlock), you have to jump onto the nearby fork and, standing at its tip, use a command like Sliding Dash or Fire Dash.



Use the same command to return toward the fork, and pass through

the mousehole into the Wardrobe Room. You exit on top of a bureau,

where' Ventus can leap off a ruler plank to reach the shelf with the
Pink Thread.

CAsTLE OF DREAMS

A1 Poison Edge

X Attack

Make A MarcHBox BRIDGE
70 THE WhHne Burmon

After you claim the thread, drop down to the ground floor and return
to the mousehole area. This time, after you leap off the first fork,
cross the gap to the south. Next, use a second fork to leap up to a
matchbox that's crammed into a gap in the south wall. Smack it with
your Keyblade to push it through the other side. Then use that as a

bridge to reach a
spiderweb that has
trapped two pieces
of cheese. Smack
the cheese to create
a pair of platforms
on the ground floor.
Now look over the
ledge, toward the
west, until you spot
the next sticker. To
reach it, you need
to jump toward

it and swing your
Keyblade as you fall
past it.

Wipe out the
enemies on the
ground floor, and

then approach the

candle in the northwest corner to trigger the appearance of this area’s
Prize Pods. Once you collect your fill of Wedding Cake and Chocolate
Valentines, use the cheese platform to reach the mousehole at the

top of the barrel. You emerge on top of the bureau, where you find

the White Button.
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* Steal Lucifer’s Precious Pearl

All that's left is to gather the dress’s finishing touch: a single white pearl. Unfortunately, Lucifer has taken a shine to it, and he won't
give it up without a fight.

Fighting Lucifer head-to-head is tricky, although, if you do take a hit, you can at least recover from the knockdown with a Payback
attack. Strike him from behind whenever possible, or blast him with your Shotlock from afar.

The most effective way to heat Lucifer is to ride him like a bucking bull. Wait for Lucifer to climb a piece of furniture, and then run to
a spot where another piece of furniture is between you and him. (If you're out in the open, use a ® button slide to evade the pounce.}
When Lucifer pounces and misses, he’s temporarily stunned. Use your Keyblade to smack him an the head, and then press ® when
you're prompted to leap on his back. The game then gives you a random series of buttons to press; take your time and make sure to
hit them accurately, because Lucifer bucks you off whenever you miss. After six successful button presses, you get the opportunity to
unleash a special Bronco Strike attack with the & button. Follow this up with a bunch of normal attacks, and you can easily take off
a third of Lucifer’s HP!
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latericENT's HENCHMAN

PursUuE MALERICENTTO THE FORBIDDEN MOUNTAIN

Ventus begins his Enchanted Dominion adventure in the room of Princess
Aurora. Use the shop and visit the Tower Room through the large fireplace.
Then make your way down the

hall to the Audience Chamber.

Players who have visited

this area as Terra might be

surprised to discover the pack

of Prize Pods in the room’s

southwest corner, where they

appear only for Ventus.

Pick up a pair of chests in the
Audience Chamber, and ignore

the currently inaccessible

. sticker for now. Continue down

the Bridge through the Forest Clearing and the Waterway, stopping to pick up

one chest in each of the latter two areas. At the end of the Waterway, one of

Ventus's companions opens a path to Maleficent's Forbidden Mountain.

BreACH MALEFICENT’S DEFENSES

Grab a chest to your left as soon as you enter the Forbidden Mountain, and
then run down the path to the gates of Maleficent’s castle. There you meet
her orc-like henchmen, who wield a spear, a mace, or a bow. The archers are
the most dangerous, as they
gladly pelt you from across
the map while you're engaged
with their comrades. Keep
moving to prevent them from
getting a good bead on you
while you wipe them
out in turn.
You can grab treasure chests
from both the northeast and
southwest corners of the
map; the latter contains the
Absolute Zero Shotlock. However, you have to wait until after you complete

this mission before you can reach the final three treasures.

The door at the end of the Gates leads to Maleficent’s Throne, where you face
a small army of her henchmen. New batches of foes join the fight continually.
So, as before, you need to keep moving with quick combos and commands

to stay ahead of the archers’ bows. If you get overwhelmed, fire up a Dimen-
sion Link for the HP refill. When you clear away the henchmen, don't miss the

chest in the arena’s northwest rim.

VENTLUS WALKTHROUGH
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CLAM THE TREASURES
OFTHE LABYRINTH

At first glance, the castle’s Hall seems to be a
wide-open area full of chests and shimmering
spirals. But the room is, in fact, a maze of
invisible walls that appear only when Ventus
approaches them. Explore a bit, and you dis-
cover that you're trapped in a small area with
a blue spiral. Examine the spiral, and it warps
you to the room’s other blue spiral, which is
in the northeast part of the room. From there,
you can only walk south to an orange spiral,

which takes you to its counterpart near the

maze’s northeast exit.

The exit takes you to-a crumbling dungeon
full of Maleficent’s guards. If you fall down
to the ground floor, there isn't an easy way
back up, so avoid stumbling off the thin
ledges before you claim the two treasures in
this room, along with the three in a section
of the Hall accessible through its west door.
Once you clear away the guards, use a dash
command, such as Sliding Dash, to cross
the wide chasm from the eastern ledge’s lip
to the distant chest with the Tornado Strike
command. Dash back, and use a normal
jump at the gap on the western ledge to
reach a chest with a Fleeting Crystal. Next,
proceed through the passage west of that
chest to reach a region of the Hall labyrinth
that holds three more treasures: one in the
first segment, and two in the area connected

by the green warp.

A

Al Binding Strike

Kaftiack

FREE ALRORA’S HEART
Once you find the three chests in the southern part of the Hall, return to the Dungeon and
jump down to the ground floor. Exit the room to the south to re-enter the Hall from yet
another direction. The labyrinth walls guide
you to a warp in the northwest that shifts
in color from yellow to purple. Examine it
when it's purple, and it warps you to the
Hall's northeast region. There you find the
room's final chest and this world’s second
sticker, which you can reach with a

normal jump.

Warp back and wait for the spiral to turn
yellow before you take it for another ride.
The next portal is solidly red; it warps you
directly to Aurora's Heart. Once you unlock
it, you're sent back to the beginning of the
Hall. If you claimed all the treasures, you
can walk straight through the door back into
Maleficent's Throne. If not, you can turn
around and use the blue warp to

begin another circuit of the Hall and

Dungeon areas.

ENCHANTED DOMINION




5 S Escape Maleficent's Deadly Curse
DEFENSE i

STATUS RESISTANCES IEKV‘"E\;IZ%EI}U% You didn’t think Maleficent would just let Ventus

B | WEAKNESSES walk straight back out of her castle, did
—Q:]\;su:m =S i ; you? Fortunately, Ventus's new fairy Lo

B ea : friends have his back. j i

DARK

Maleficent soars around the battlefield
hy transforming into what appears to
be a swirling cosmos. When she's on

. B the move, dash out of the way until she
LK stops. If she stops on the arena’s outer m
; rim, she attempts to pelt you with o

-,‘ lightning attacks. If she's at her throne, she can target you anywhere in the

» hattlefield. But if she’s any lower, you should be safe in the middle of the
arena or farther away. This is a good time to pelt her with Shotlock blasts.
It you get close, you can attack her directly, but you end up trading blows
with her lightning strikes unless you use dash-type commands that keep
you in canstant motion.

When Maleficent stops in the dead center of the arena, she creates a
green energy wave that puts Ventus to sleep for five seconds while she does
something nasty, like attacking
=== him or summoning henchmen.
Fortunately, as soon as she does
3 stop in the center, the three good
fairies create a safe circle somewhere in the
arena. Run to it and press the ® button to
/— jump in. Then press the on-screen buttons
@ as the red fairy orh lights them up. After
eight successful presses, the fairies
s ~— == castaSleep spell on Maleficent,
- % and you can run up to hit her with
the best combo you have. If you
s can't reach the fairies’ safe circle
o in time, you can also escape

/- Maleficent's wave by leaping over
(it 7= ek @ it or jumping onto the arena’s rim.

o1
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RETURN FORTHE FINAL
TREASURES

The bhattle with Maleficent seems to have
shaken some of the castle mortar loose. That's
good news for you, because you can now
return to the Gates area of Maleficent's castle
and climb a bridge of rubble up the tower area,
where two previously inaccessible treasure
chests sit. In the same area’s northwest corner,
a missing chunk of wall provides a nice
handhold from which to pull yourself up and
grab a third treasure. All three chests contain
fairly common crystals, but you need to grab
them to score a complete 100% on the area.

ENCHANTED DOMINION
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Face Your Masked Nemesis E

IMMUNE 10 After you complete the Enchanted Dominion, you = =

EVERYTHING BUT < <

STUN, FREEZE, unlock a mysterious new realm. There, the =

STATUS RESISTANCES IGNITE, POISON, : e { =

SLEEP, ZERD Masked Boy awaits Ventus's arrival with 7

MAGNET Keyblade in hand. This fight's first round lasts : E

PR PHYSICAL pirmmmmmmmm  for two minutes, or until either combatant is Z

FRE L I reduced to 50% of his health. Then Mickey I =
_ shows up, refills all of Ventus’s HP, and

2 g5 joins Ventus on the hattlefield as he

seeks to finish off his nemesis.

The Masked Boy can be a tricky i

foe, because he warps out of your . |

combos to reappear on top of you

for a quick strike. When you dish ; }
out comho attacks against the Masked Boy, learn to dash away the i
instant you see that he’s frozen in place and not being knocked

_ back by your hits. This means he has replaced himself with a
decoy, and the real Masked Boy is about to strike from ahove.

W

The Masked Boy has no resistance against spells like
Magnet and Zero Gravity, and it's easy to pound him like v/ P
a pifiata with a Command Deck full of such skills. But
with Mickey providing plenty of distraction in the e .
fight's second round, you shouldn’t need fancy tricks to e

land your combos against him. And of course, you can ;

always

blast the

Masked Boy

with your Shotlock or o % / &
long-range spells after |~ Zs\\ e
you dash away from his ) \
counterattack. e
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Pursue MICKEY
THROUGH THE GGARDEN

You spot many familiar faces when you land
at the Radiant Garden. Ventus’s first priority
is to pursue what appears to be Mickey
Mouse. Follow him to the northwest, where
you discover the large, three-tiered Garden
area. There you find several chests, the

first sticker (atop the dead-end stairs at the
second floor's north end), and two tricky new

varieties of Unversed.

Mandrakes are small, plant-like critters that

can fire spinning green sickles from across

the battlefield. They can deal steady damage
before you even notice their presence. Circle
the battlefield as each new batch of Unversed
spawns, so you can spot and target the
Mandrakes first. The other new Unversed is
Tank Topplers, which strongly resemble Bruisers
but behave quite differently. As soon as you
attack them, they begin to glow, transforming
themselves into large, rolling bombs. You can
destroy Tank Topplers before they turn into
rolling bombs. To defeat them before they
change, run behind them and attack the shutoff
valve located on their backs. Their bomb form

is indestructible, so your only optionistodash  IPRACTICE YO“RH!GHJUMP ATTHE FRDNTGK!ES

away before they can explode. A standard When you reach the gated compound at the end of the Garden, a pair of guards turns Ventus

combo typically doesn'’t deal enough damage away. But it isn't a wasted trip, thanks to the pair of treasure chests and the sticker against the
to destroy them before they can transform, so compound wall.

use your most powerful deck commands or a

combo from a Command Style. Another option  Even if you equipped High Jump to your

is to use immobilizing commands like Magnet, ~ Command Deck, the sticker might seem to
Bind, or Zero Gravity, which can tie up the Tank  be a smidge too high. Like other commands,
Topplers long enough for you to finish them off. ~ High Jump gains in power as it levels up,

and you need to hit at least level 2 in order

to reach the sticker. Even then, you need

to swing your Keyblade at the peak of your
jump. With plenty of Unversed in the Front
Gate area, it shouldn't take long to earn the

CP necessary to hit level 2.

RADIANT GARDEN
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PAy MERLIN A VisiT

Return to the Central Square, where Ventus rescues Scrooge McDuck and receives a set
of Disney Town passes as a reward. Next, head east to the Castle Town area and grab the

area map out of a chest. Proceed northwest through the wooden door to Merlin’s House. [Mem [ DISNEYTOWNPASS |
| COMMAND BOARD | WIEDHDUNDRED-ACH

Merlin doesn’t have a lot to say, but you can grab the Block Recipe out of a chest in his

house, and read his copy of Winnie the Pooh to unlock a new Command Board.

RiDE THE FOUNTAINS TO THE AQUEDUCT

The north passage out of Castle Town takes you to the Fountain Court, where you need to make your way to the map's higher levels by leaping
onto jets of water that propel you upward. Before you begin your ascent, clear out the Blue Sea Salt Unversed in the map's east side to spawn

a pack of Prize Pods...seize their unique treasures.

Ride a series of spouts
to the fountain's
central platform,
where you meet the
new Chrono Twister
foe. These dangerous

Unversed can use

spells that set up
Ventus for a barrage of enemy attacks by stopping or slowing time; always make them your
top-priority target. You can prevent Chrono Twisters from slowing or stopping time by flipping

their hourglasses over before the sand runs out.

The exit to the Aqueduct Is to the west, but a sticker and a spectacular treasure wait to the
northeast. To reach them, jump down onto the spout to the southeast. This should push
you just high enough to grab the ledge above. From here, you can take a flying leap toward
the sticker, and grab it by wildly flailing your Keyblade. Make your way back up to the same

platform, and leap to the chest, which contains the very useful Counter Rush action command.

Continue through the Aqueduct area, where you face more Mandrakes and pesky Archravens.

Heal up and arrange your Command Deck before you step through the passage to the next
area, as you finally get a chance to take down the mechanized Unversed that has been causing

so much trouble.

RADIANT GARDEN
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IMMUNE TO " ;
STATUS RESISTANCES EVERYTHING 5

PHYSICAL

VENTUS WALKTHROUGH

POWER- UP MAXIMUM HP UP
GOMMANB STYLE i

Trip'le-Team the Trinity Armor

"% You have Terra and Aqua fighting heside you in this fight, but don’t expect too much
help from them. You have to do most of the heavy lifting yourself.

Are00 14 3 e, . The boss has three parts, and unlike
™ '-‘;3 - earlier hosses, you need to destroy them
R o7 T . all. You can damage the boss’s torso, but you
X1

can't finish it off until you first destroy its arms
and legs.

Start the battle by pounding the legs with your
Shotlock abilities, and then move in to finish

them off. Watch out for the Trinity Armor’s
hattlefield-sweeping energy beams—you can use

the dash ability to roll directly under the beam without
taking damage. Use your dash to get behind the armor,
and pound it with close-range attacks.

The Cyclone Command Style is among the prizes you earn at the end of this battle. This is
Ventus's first advanced Command Style, which you can trigger only when you're already using
a Command Style.

CHASE TERRA TO THE OuER GARDENS

After you defeat the boss, retrace your steps to the Central

Square where you originally landed at the Radiant Garden,

Rescue a young lenzo from the clutches of the Unversed, and

then proceed

south through a newly opened gate to the Outer Gardens. There, Ventus meets a brooding

Terra and decides to tell Aqua about it. You find her back in the Central Square, but don't

| ACTION COMMAND | REVERSAL
KEYBLADE | FROLIC FLAME

leave the Outer Gardens without first claiming this area’s final two treasures.
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Fre Ulp THE IcE CrEAM CANNON

You arrive in Disney Town's Main Plaza, where you can grab a Potion and the
area map from a pair of chests. There are plenty of strange amusements around
you, but the only mandatory one is right here in the Main Plaza. Just speak to
Minnie, Huey, Dewey, Louie, or “Captain Justice” to get started.

Your goal is to score a ranking of at least “Cool” at Ice Cream Beat, a game
in which Ventus sits atop an ice-cream cannon and blasts ice cream onto the

ducklings’ cones to a

predetermined beat.

You must memorize the

rhythm of Huey, Dewey,

and Louie’s clapping,

and then replicate it by firing
one shot of ice cream to the
appropriate duck’s cone for
each clap. Those with bad
rhythm or a bad memory can
simply tap the button when the
green circles overlap with the
outside of the button prompt.
You get points for accurately
matching the beat, along with
bonus points for your highest
combo, as well as the height of

the ice cream cones at the end

of the game. Don't miss the opportunity to unleash a rapid-fire barrage of ice

cream when one of the ducklings starts to stomp his feet...it's a great way to
earn easy points and pad out a combo. Just retry until you get a sufficient score,

and you find yourself back out in the World Map before you know it.

VENTUS WALKTHROUGH




RETURN 1O DIsNEY TOWN

Beating one game of Ice Cream Beat is all Ventus needs to do in Disney
Town. However, there are plenty of treasures and stickers yet to find,
and much more fun to be had from Disney Town's various mini-games.
Of course, all of these diversions are strictly optional, so feel free to
skip ahead to the
next chapter.

From the Main Plaza,
you can head west

to visit the Rumble
Racing Racetrack, or
south to the Fruitball
Court. The Main Plaza

is also home to a mail-

box you can pound
on to get the Confetti
deck command (used

in multiplayer games).
Finally, a shimmering manhole leads down to an underground area

where rich treasures await those nimble enough to reach them.

ANOTHER ScooP OF IcE Cream Bear

Ventus has barely scratched the surface of what Ice Cream Beat has to
offer. There are five different songs to challenge, and you can unlock
a more difficult version of each with a score of “Cool” or better. To
unlock the final song, “Hand in Hand,” you must earn a score of
“Cool” or better on all the other songs in Master mode. “Fantastic”
scores yield prizes of mostly consumable items, like Chaos Crystals
and Mega Potions. The big prize is the Frozen Fortune Command
Style, which you can win by earning a “Fantastic” score on the Master

Mode version of “Dessert Paradise.”

But Ice Cream Beat isn't the only thing you can do at Huey, Dewey,

and Louie’s ice-cream stand. You can use the exofic ingredients you've
earned from enemy Prize Pods to create ice-cream cones. You can then
use these cones in combat to switch your Command Style automatically.
You probably can’t

make many flavors Which song do you wenne try? §

Tt's & Small World

Blast Away! —~Gummi Ship TI-
Dessert Paradise

Destiny Islands

at this point, but

remember to check
back as your inventory
of ingredients grows.

(N

Barme CAPTAIN JusTICE

ONTHEFRUITBALL COURT

The unique Chaos Snake Shotlock awaits any player who can defeat
three progressively tougher opponents on the Fruitball Court. Fruitball
is a simple game in which players try to knock bouncing fruits into
each other’s goals. You can jump as normal by pressing the @ button,
swing your Keyblade like a racket via the & button, put some spin on
it with the @ button, or bounce a fruit up for a devastating spike by
pressing the @ button. Against tougher foes like your final opponent,
Captain Justice, spike the fruit when their goal is on the ground, and
just clear away fruit
with the @ button
when the goal is
floating in the air.

Use the analog stick
_ How about & game of Fruitball?
g~ Maybenext time.

R to aim your fruit

toward the goal

whenever you

take a swing.

Each fruit behaves
differently, with
grapes and bunches

of bananas breaking
up after they sustain a certain amount of damage. Each individual
grape can score a goal, while bananas splinter into banana peels that
stun any player who steps on one...you can rotate the analog pad to
speed up the stun recovery process. You should always try to spike
these dangerous fruits to increase the odds of breaking them up on

your opponent’s side of the court.

S Sl ik i



RusH 10 THE RUMBLE RACING VicTORY LINE

The Racetrack offers five-lap races at four different Rumble Racing courses, When you first
arrive, only Country Chase and Disney Drive are playable, but a top-three finish on both
courses unlocks the next course, Grand Spree. Score a first-place finish in that, and you unlock

the tricky Castle Circuit course.

The first-place prizes for the early courses include a Hi-Potion for Country Chase, Fire Dash for
Disney Drive, and Aerora for Grand Spree. But players who conquer the Castle Circuit receive
something truly cool for their troubles: the Victory Line Keyblade. It has better stats than your
current one, but that isn’t be the case for long...if you want to get it, now’s the time to do it!

If you're playing for the grand prize, you need
to master the proper turning technique. To

turn sharply without losing much momentum,

press the @ button to brake while still holding

&
COPPRPDE e

the accelerator (the @ button), and push the analog stick in the direction you want to turn.

Once you learn the lay of the track, this technique allows you to avoid walls and obstacles

even when racing at maximum speed.

To get a head start on any race, don’t press the accelerator until the “1” of the countdown

fades, just before the word “Go” appears. You begin the race at full speed, while your

opponents are stuck on the starting line.




GETTHE JuiceE FLOWING INTHE GIZMO GALLERY

The Main Plaza’s shimmering manhole leads to an underground area known as the Gizmo
Gallery. There are three chests on the ground floor, but the larger one is a Spiderchest trap...
tap its lid, and it springs to life! It still might

contain some good stuff, though.

Both of the other chests hold copies of the
Thunder command. Could that be some sort
of hint? Add both to your Command Deck,
and fill it out with any other Thunder-type
attacks you can find. Then fire them off against the yellow contraption in the area’s southern
part. Each hit moves the needle a little more to the right. If you can pound the machine with
consecutive Thunder attacks (or trigger the Thunder Bolt Command Style and pound it with
your Keyblade), you can get electricity flowing through the room’s many gears.

Gl

HunT FOR TREASURE ONTHE (GALLERY GEARS

Once the power is flowing in the Gizmo Gallery, hop onto the Mickey Mouse-shaped elevator
in the southeast, and leap to the north to grab a chest with a Mega-Potion. Then ride the same
elevator up to the gears to the south, jump onto the moving hand, and ride that to the next
set of gears to the east. From there, you can reach a pair of chests and a sticker, but you need

to time everything very carefully.

To get the sticker, wait until the Mickey Mouse-shaped pusher retracts. Then run (no need

to jump) from the gear to the second hand. From the second hand, you need to jump to the
third, and then turn to the right and leap for the sticker against the wall. If you're off the mark,
swing your Keyblade and you might still be able to grab it. To get the chests in the map's
northwest portion, repeat the process, but run and jump across all four hands. Have a dash
skill like Fire Dash ready in case you can't reach the fourth hand on time...dashing from the

third hand should get you there.

DisNEY TOWN

Finally, set off from the same set of gears,
leaping across the rolling-pin gizmos in the

map's south end to reach the area’s final

treasure chest, as well as the entrance to
Pete’s Rec Room.




TAKE A RIDE IN PETE’S
PINBALL MACHINE

Disney Town's final area is a giant pinball
machine, with Ventus as the pinball. Climb
the stairs to the top, jump down the tube,
and leap from the plunger. You bounce off
the machine’s various bumpers, and when
you fall to the bottom, you can press the

= and @@ buttons to activate the flippers.
You can't do much to control Ventus's
movement, but you can change his trajectory
a bit by leaning in the desired direction.

You need to master this to collect all the
treasures on this map. Two are in the alcove
on the machine’s left side; one more chest
and a sticker are in the alcove against the
right wall, near the machine’s top; and

one chest is in each of the two alcoves in
the center. Initially, bars block the alcove
between the four rotating bumpers, but you
can lift them by bouncing off each of the four
turquoise-shaped bumpers that are marked
with a crown. When the door opens, push
the analog stick toward the machine's back
wall to grab onto the alcove’s lip and pull
yourself up. Then you can snatch the chest
that contains Break Time, a key element to

melding an excellent command that deals

damage and heals Ventus: Faith.

T R
L

LEARN 1O FIY ON THE RACETRACK ROOFTOP

The door in the alcove above the bumpers takes Ventus to a rooftop in the Racetrack area.

VENTUS ¥

Grab the Slot Edge command from the chest, then stand on the crates and look across to the
distant rooftop in the northwest. That's where you find the area’s last chest. It contains a very
cool Action Skill that lets Ventus soar indefinitely whenever he jumps. You can come back here
later to grab it with the normal Glide skill, which you get in Never Land. However, there is a
way to get it right now. All you need is a pair of dash skills, such as Sliding Dash or Fire Dash.

FOCUS st M

sh TR

Equip the dash skills to your Command Deck, one on top of the other, and then highlight

the lower one. Jump from the top of the boxes and activate the first one, aiming toward the
distant rooftop. When you begin to fall, quickly activate the second one, which should now be
highlighted. That should be enough thrust to
get you all the way across the map. If you fail,
you can let the monsters on the street level
exterminate you so you can continue from

the rooftop.

You're not done quite yet. Get the Superglide
command and equip it to your Command
Deck. Then leap up and glide (by holding

the @ button) back to the rooftop. Look

north from the rooftop to spot the area'’s last
sticker. No need to get fancy; you can grab it

with a simple jump-and-swipe.
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FOrGE NEw FRIENDSHIPS ON THE BATTLEFIELD

You meet the whole cast of the Olympus Coliseum as soon as you land. Before

you know it, you're fighting alongside Hercules and a masked soldier as you cut
through several waves of Unversed. A few interesting new foes are in the bunch,
including Axe Flappers, who can fire Mandrake-like projectiles while in flight. There
are also heavily armored Buckle Bruisers, who can block any attack from the front.

In one-on-one combat, you can block Buckle Bruiser attacks and retaliate to leave
them open to combos. But with two friends providing distractions, it should be much

easier just to slip behind the Buckle Bruisers and attack their unarmored backs. To

make things even easier, you can perform powerful co-op attacks with either partner.

Fight beside them, and when they're ready to team up, a button prompt (or series of

button prompts) appears on your screen.

When the battlefield is clear, head north into the Coliseum’s Vestibule. When you
pass through the Coliseum Gates, don’t miss this area’s only sticker, as well as the

three treasure chests...one is behind the columns to the left of the door,

A FireDash

X, Attack

VENTUS WALKTHROUGH




TRAIN witH HERCULES

In the Vestibule, agree to join Hercules in
a series of training sessions. The objective
of this game is to smash as many urns as
possible. The first time you play, you only
need to smash 15 within 30 seconds, but
in the second round, you must smash more

urns than Hercules does in order to win.

Aim for the larger urns, which are worth
more points. Barrels with a star pattern can
be knocked away, causing them to explode,
destroying urns and potentially stunning
Hercules. When you see a barrel without

a star pattern, knock it down with your
Keyblade, hop onto it, and then roll toward
the largest cluster of urns you can find...
even big urns can be smashed this way. You
can also give Ventus an edge by filling his
Command Deck with area-effect spells that

allow him to destroy several urns at once.

[ POWER-UP

[ : [ MAXIMUM HP UP
| FOWER-UP

| DECK CAPACITY +1 |

EERADICATE THE JELLYSHADE SWARM

While Hercules and his rival fight their way through the Coliseum, Ventus is called upon to
protect the town from a sudden Jellyshade swarm. Hercules is hot on his heels, and your co-op
Swing Slash attack proves to be an extremely effective way to deal with the weak but numerous
Jellyshades. To start it up, press the @ button near Hercules, rotate the analog stick rapidly,

and then press the & button to have Hercules turn Ventus into a deadly human missile. The
area-effect spells that were so useful in the training session also prove useful here. You don't
need to destroy every last Jellyshade; the
battle ends after you wipe out a mere
200 or so.

Among this battle's rewards is the Air

Slide action command, which allows

you to use evasive slides in midair. It's pretty
handy, but don’t equip it if you already have
the vastly superior Superglide from Disney
Town. They take separate equip slots, but
the effect of Air Slide always overrides

Superglide.

CHALI

After you clear this mission, you can immediately return to the
Coliseum to face Hercules for a third urn-smashing hattle. This

one is a lot tougher than the previous two, but the Sonic Blade
command makes for a decent reward. You can also now battle Prize
Pods for Thundercracker and Nutty Nut items; they appear in the
southernmost area’s southwest corner.

Orymprus COLISEUM
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After he narrowly avoids a midair collision with a giant blob of an Unversed, Ventus must fight

have to worry about its flailing arms as

you pound its midsection with your &
button Air Gyre attack. Don't let the

the creature from astride his Keyblade Glider. Try to circle behind the creature so you don't

COMMAND STYLE

[ WINGBLADE

huge life bar fool you...the creature

—42) Charge
O Jump

should flee after only a few hits.

X! Air Gure




SFEARCH THE TRANSPORTER ROoOM

Begin this mission at the entrance to the Ship Corridor, where a long
hallway and several chests beckon you onward. Before you proceed
in that direction, turn around and enter the dead-end Transporter
Room. You find a chest with an Abounding Crystal, which is the rarest
kind, able to unlock powerful EXP abilities like EXP Walker. And, as
soon as you slay the local Unversed, the Deep Space pack of Prize
Pods spawns in the alcove to the northwest. Surely, that's worth a

brief detour.

X Attack (FOCU 1 em—

SUurRVIVE THE CORRIDOR SECURITY SYSTEM

As you proceed down the corridor, alarms trigger and barriers slam
shut around you. In order to proceed through each segment, you must
g wipe out all of the
B Unversed, including
a new type known
as Sonic Blasters.
These floating
security cameras
can warp away from
any attack they see coming, so you must slip behind them to score a

hit. After you clear a series of these challenges, you're allowed into the

Control Room, where you find a save point, a shop, and a chest with

the local map.
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OVERRIDE THE
SurP’s GRravimy

You exit the control room to find yourself on
the multilevel Ship’s Hub. Drop down to the
ground floor and clear away the Unversed.
Then activate the nearby terminal to sharply
reduce the artificial gravity in the room.
Ventus can now leap from floor to floor,

grabbing a few treasures on the way.

Near the top of the hub, you discover a chest
floating in midair. You can't open it until you

find the second terminal (across the way

on the same floor) and use it to return the
gravity to normal. Help yourself to the Pulse

Bomb Shotlock, and then reduce the gravity  IVISABLE THE LAUNCH DECK DEFENSES

again so you can leap to the very top of the When you step to either side to explore the Launch Deck, you're met with a blast of turret

hub and Air Dash or Superglide to a sticker. fire. Lock onto the mounted turrets with your Shotlock, and fire your own blast just before the
Find the door to the Launch Deck on the enemy bullet hits. This should destroy the turret while negating the incoming damage.
same level.

You encounter new enemies known as Blobmobs when you drop to the ground floor. Try to
lure them toward the southern part of the map so you can fight without interference from
another pair of turrets on the north wall. Blobmobs divide into smaller critters when they're

slain, but spells that immobilize them, such as Stop and Magnet, prevent them from splitting

when they die.

When the floor is clear, approach the north wall and Shotlock the turrets. Collect a pair of

chests on the ground floor, and then use the terminal between the turrets to disable the
artificial gravity. The crates in the Launch Deck float upward, creating useful platforms to
reach the chest on the balcony against the east wall (which contains a can’t-miss Xehanort's
Report) and the sticker floating above the
room's northwest area. Once you collect the

loot, you need to restore normal gravity to

unblock the exit to the east. Avail yourself of
the save point in the room beyond, as a boss

is just ahead.
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Save the Ship from
DEFENSE
STATUS RESISTANCES Metamorphosm
I ——— |0 e You face
E;'j,iﬁig foot, and you don’t

' have to do it alone. Experiment

626 is right by your side, blasting
Metamorphosis and serving as a
projectile with the Astro Strike
co-op attack.

STRENGTH

VENTUS WALKTHROUGH

Experiment 626's help proves

) g invaluable, as Metamorphosis isn't

- ® just gunning for you...it's trying to take down the whole ship. Whenever it
feeds on the glowing white pillar in the room's center, it fills a damage bar in
the screen’s upper-left corner. When that bar is full, the ship...and Ventus. ..
are destroyed. While it feeds, leap up and strike Metamorphosis with a
combo or blast it with your Shotlock. You can also approach Experiment
626, who usually turns into a bouncing ball in this situation, and target
Metamorphosis with the Astro Strike co-op attack. If Metamorphosis is too high to reach or target, use the terminal against the outer
wall to turn off the gravity. Doing so allows you to leap to the upper floor, where you should have a clear shot at Metamorphosis.

TIDY UP INTHE MACHINERY BAY

Only 87% Completmn"‘ Sounds like we missed somethmg' Return to g
Deep Space and choose to land in the Machinery Bay Access area. ; T_ = 5
Head west to enter the room where you fought Metamorphosis, and N
turn down the gravity. Leap up to the room'’s top level, where you find

the area’s final two chests.

As long as you're back, you may want to return to the Launch Deck

and exit to the south. The route was previously blocked, but you can now enter a small area on the ship’s
surface where Ventus can pit his Keyblade Glider against a group of enemy Glidewinders. This one’s just !
for fun; it doesn’t take you anywhere you haven't been earlier, and there are no rewards to mention.

G
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SEE THE SiGHTS AT RAINBOW FALLS

Ventus meets Tinker Bell and The Lost Boys immediately upon his arrival in

Never Land. They beckon him east, toward the Indian Camp, but you should

first turn around and explore the dead-end Rainbow Falls area to the west.

Grab a treasure chest from the Seacoast’s southwest fork , and then take the

northwest fork to the base of the falls.

Only one real chest is in the area, behind the cliffs at the opposite end of the

map. The one out in the open is a Spiderchest. A sticker is also here; you can

reach it by leaping from the
higher of the two land strips
in the map’s center and using
Superglide or a two-stage Air
Slide.

VENTUS WALKTHROUGH




ExPLORE THE REEPS OF
MerMAID LAGOON

The path east from your starting point takes
you to the crystal blue waters of Mermaid
Lagoon. The shooting star is to the west, but
those who take a few moments to explore
the reefs in the east earn a pair of treasures
and a sticker for their troubles. The sticker is
directly above the water, but you can't jump
to it from within the sea, so you need to start
an Air Slide or Superglide from the island to
the south. One more treasure is on this map,
on a steep bluff to the north, but there’s no

way to reach it from here.

You find the star in the Indian Camp east of the Gully. You also find
an Unversed ambush full of powerful new foes. Triple Wreckers take

the form of a totem pole with three different components, each with its
own elemental weaknesses and resistances. You always damage whichever
component is in the middle, so use commands to match: the red is weak to
Blizzard and strong against Fire; the blue is weak to Fire and strong against Blizzard;

and the yellow has no particular weakness but resists Thunder attacks.

The second new foe is the mighty Wild Bruiser, a powerful beater immune to spells

in the Zero Gravity and Magnet series. They spawn in large groups, and while you fight

one of them, the others target you with powerful long-range attacks. Do as much damage as
you can with your Shotlock before you switch to quick-striking commands that make it difficult
for them to target you. Note that, like many foes in the area, Wild Bruisers are resistant to

Thunder attacks. You might want to swap those out of your deck for the duration of this world.

Hexp Tinker BerL Fin

THE SHOOTING STAR

At the Jungle Clearing west of Mermaid
Lagoon, The Lost Boys join Peter Pan in a
quest for pirate treasure, leaving Ventus and
Tinker Bell to search for the shooting star
alone, It fell to the southwest, but before you

resume the search, examine the tree in the

center of the clearing to discover The Lost
Boys’ hideout. It hosts a pair of chests, a shop,
and a save point. If you haven't yet purchased
Stun Block at the shop, you should do so in
anticipation of the boss fight ahead.

NEVER LAND




WIN THE BLESSING OF TI
TOTEM POLE

After the event scene, return to the Indian Camp

and leap onto the trampoline hy the totem pole.
At the peak of your jump, use an air combo
against the totem pale. This should propel you a
little higher, allowing you to use an air combo on
the next segment. Repeat this until you reach the
head at the top of the pole. The head coughs up
the Thundaga command when you strike it with
a combo attack.

Glmml-lmml.ooronniz Curee Pam

You meet Peter Pan at Mermaid Lagoon, and he has Tinker Bell
sprinkle you with pixie dust. This gives Ventus the Glide command,
which is a step up if you're using Air Slide. However, it’s not much

use for those who snagged Superglide in Disney Town.

Use your flying skill of choice to soar from the central island to the
north exit, which leads you to the Cliff Path. Here you face the usual
local Unversed while you're peppered with cannon fire from Hook's
ship. Try to fight with a pillar of rock between you and the ship
whenever you can.
At times, the can-
nons actually come
in handy, blowing
away the piles of
brown boulders that
block the path and,
in the northwest, completely cover the chest that holds the Treasure
Raid command. If the cannons don't cooperate, you can clear away

the boulders with a full combo.

> | Attack

Climb to the top of the pillar in the map’s northern area, and glide
south from there to the pillar with a treasure chest. You can also glide
east to the top of a palm tree, This tree marks the entrance to a cave
that takes you to

the previously
inaccessible

ledge at the
northern part

of Mermaid Lagoon.
Tread carefully as you
approach the chest
with the Blitz com-
mand. If an enemy
knocks you off, you
have to do the whole
thing again. If you
stay on your feet and
clear out all the other
foes, you're rewarded
with a pack of

Prize Pods.
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_ Feed Captain Hook to the Crocodile

- IMMUNETO I, Captain Hook is a skilled swordsman, so if you think you can walk up and start
STATUS RESISTANCES DEATH EFFECTS, A : o : .
RPN  swinging your Keyblade at him, you're in for a rude awakening. Captain Hook can block

W nearly anything you dish out when you attack him head-on.
:'ﬂgz G _ Fortunately, Ventus can block all of Hook's attacks too...
THUNDER IEST  and if you have the Stun Block command equipped, every

successful block leaves Hook open to a painful retaliatory

combo. The big exception is when he throws a bunch of

exploding presents...you should dash away from those.

There are a few interesting things about this fight: Captain
Hook is vulnerable to nearly every status condition in the
game. Any Fire spell works great during this battle Spells
with Stop and Freeze effects don't succeed every time, but there's a good chance they can immobilize
him long enough for you to use a healing spell and get behind him for a long combo.

Another interesting twist is the crocodile that circles the water. It will attack Ventus is he near
it in the water. The crocodile can take a fair amount of health from Ventus, and it can't he
destroyed, so avoid it at all times. When you use commands and dashes to slip around Hook,
try to attack from whichever side pushes him closer to the water. When he tries to regain his
balance on the ledge, use your Keyhlade to knock him into the drink. The croc delivers a hit

of extra damage, and when he spits Hook back to the battlefield, it's easy for Ventus to slip
behind him and fire up the next comho attack.
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TAKE AN UINPLANNED Pursue T™HE TRUTH ABOUT VENTUS

DETOUR TO THE The general terrain of Yen Sid’s vision looked a lot like the Badlands where Ventus and Mickey
Mysterious TOWER fought Vanitus. Return to the Badlands now, and you trigger a long string of events that takes
After you defeat Captain Hook, a series of you to the Land of Departure and Destiny
events ends with Ventus awakening at the Islands before returning you to the World
Mysterious Tower. Scour the grounds for Map. There are no battles to fight, so just ] Z

| KEYBLADE | LOST MEMORY
treasures and a very easy sticker. Then follow  sit back and watch the show. ITEM XEHANORT'S REPORT

Donald and Goofy inside to speak with
Mickey's mentor, Yen Sid. He gives you a clue
to Mickey's whereabouts, and Donald and

Coofy eagerly join the expedition to find him.

DIMENSION LINK GOOFY |
DIMENSION LINK DONALD

TAKE CARE OF UNFINISHED BUSINE

Before you return to the Badlands for the final battle, you may want
to return to Never Land to pick up those last two chests in the Cove
area where you fought Hook. Now is also a good time to take care
of any other unfinished business you may have, like claiming that
last sticker from the Enchanted Dominion castle. You need to Glide
or Superglide from the top of the staircase to get it.

If you want to level up for the challenges ahead, be sure to spend
some time at the Mirage Arena, even if you're playing solo. The
combat challenges are a good way te earn EXP and CP, and the prizes
include permanent HP boosts and the ultimate Shotlock: Multivortex.

MyYsTERIOUS TOWER
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Seat of War [
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RuN THE TWisTER TRENCH GAUNTLET
Return to the Badlands, which is now labeled with its proper name: Keyblade Graveyard. Scoop up the three chests and the easy sticker in the
Seat of War landing spot, then continue down the path to Twister Trench.

Fast-moving tornadoes sweep this wide gulch, each of which sweeps you into a special battlefield for a multi-round fight with unusually large
and powerful Unversed. These battles present a great opportunity to level up your stats and abilities, but they can be quite dangerous. If you
want to use these battles to gain more EXP, you must leave the world to get the tornadoes to re-spawn once they have all been destroyed.
Watch for the Mandrakes' spinning green blades, which inflict a ton of damage and can hit you from all directions in the wide-open battlefields.
Use the dash ability to charge through these blades without taking damage. Move quickly to slay all the Mandrakes.
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Five chests are in the Twister Trench, as well as the final sticker, which you can reach with an

easy High Jump against the northeast wall.

On the other side of the trench, you find a shop and a save point. This is your last opportunity
to juggle your Command Deck and save your game before the string of final boss fights
begins. Make sure you equip plenty of restorative spells and items, such as Curaga, Megalixir,
and Mega-Potion. Two excellent spells not only attack enemies but also heal Ventus: Faith and
Salvation. To gain the spell Faith, meld the spells Wind Raid and Break Time. To gain the spell
Salvation, meld the spells Wind Raid and Curaga.
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Destroy the Body of Vanitas

Ventus faces Vanitas alone in the final
battle’s first round. Vanitas still knows
most of the tricks he used against you in
your last fight, but he has several new
ones as well. One is to ride the wave

of Keyblades around the battlefield,
firing powerful projectile attacks.

You can dodge indefinitely by

using the Glide or Superglide
commands. However, this move

by Vanltas gives you an opportunity to deal damage with your Shotlock if

-,: you can time it right. One of the best ways to fight Vanitas when he

++ * rides the wave of Keyhlades, and stop him from using this attack,

2 is to use a few Mine spells.
When Vanitas fights on foot, stay close so he can't use 3
his annoying and difficult-to-dodge projectile attacks.
Be ready to block his incoming strikes, and retaliate il
with a combo of your own. Alternatively, use high- 9T
mobhility, multi-stage combo commands, like Time A
Splicer, to follow his erratic movements with a
swinging Keyblade.
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Vanitay

g s ] iri i
e T Destroy the Spirit of Vanitas
15
7 Vanitas typically begins this battle with a Shotlock-style
EVERVTHING P s
: multi-projectile attack. Answer this with a Shotlock of
.% your own. Execute the move when Vanitas's projectiles
. are about to make contact to exploit the brief window of
DARK invulnerability provided hy your attack.

-

P . )
* Vanitas has an entirely new A /
assortment of moves, many - P

"
of which are completely f ’ & j— —
unblockable. é —__ ! % i p
- /*" b %
<“
4:(" It can e difficult to track what's happening amidst this battle’s visual chaos, so forget

block-and-retaliate tactics and focus on dashing and gliding to evade Vanitas's attacks.
Unleash combos of your own-—Time Splicer and Mine commands continue to he fantastic here—and
use Shotlock barrages when you sense an opening. Vanitas has trouble warping away from area-effect
spells, such as Faith and Salvation, and they do double duty by refilling HP.
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Just when it seems you have Vanitas on the ropes, something strange happens. The battlefield explodes, and Vanitas forces
himself upon Ventus as a Dimension Link. Now you're floating in space, restricted to Vanitas's moves, such as Dark Spiral and Dark
Splicer. Whenever you execute certain attack chains on Vanitas, the camera switches to a side view, and you have to follow button
or analog stick prompts to push Vanitas off the screen. If you win this exchange, your Command Gauge charges. If you lose, Ventus
takes damage.

Don't be frustrated if you can't get damage through; that's just the way this scene works. Your goal is to fully charge your Command
Gauge so you can unleash Vanitas’s “Last Word™ Finish command... .that's the only move that can end this fight.

VENTUS WALKTHROUGH
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EARN YOUR MARK OF MASTERY

Aqua’s quest begins at her Mark of Mastery exam, where she, Terra, and Ventus have to demonstrate
their combat skills against several Orbs of Light. Use your Shotlock to wipe out the first batch of Orbs;
hold the =@ and ®» buttons to pull up a crosshairs,
lock onto your targets, and press the @ button to
execute. Then use your basic attack combos and
deck commands against the stragglers. Aqua alone
emerges from the test as a true Keyblade Master,

and she doesn't have to wait long to receive her

first mission from Master Eraqus.

MEeEeTWiTH TERRA INTHE CASTLE OF DREAMS

Aqua’s first destination is the Castle of Dreams, where she arrives in the ballroom Foyer just as Terra is
leaving. After parting ways, collect the four treasure chests in the room and put your newly acquired com-
mands to immediate use. Barrier Surge makes a fine replacement for Quick Blitz, which you've already

mastered, and the Thunderstorm Shotlock is a big improvement over Aqua'’s default Shotlock (although

..

you can find the even better Ragnarok
Shotlock on the Land of Departure
Command Board). Don’t miss Aqua’s
first sticker, which sits between the
stairs at the top of the foyer. A simple

jump is enough to grab it.

VENTUS
TERRA

Hone Your Skiis
IN'THE OUTSKIRTS
OFTHE PALACE

Enter the second-floor Ballroom to

speak to the Prince. You obtain the
map after viewing the event. Then
set off for the chateau that is due
south of the castle, pausing to save
your game and grab another three
chests and a second sticker in the
Palace Courtyard. This sticker
is a little too high to reach
with a jump alone, so leap

up and swing your Keyblade
when you're directly beneath
it. If you have trouble reaching
it with the Keyblade, you can
always come back later
when you gain a

higher jump.




Aqua is quite a bit weaker than Terra and Ventus, so you may want to spend some time

in the Palace Courtyard and Forest areas trying to level up Aqua, her abilities, and her
Dimension Links. While other characters had the option to Dimension Link with Aqua to
access her healing abilities, Aqua herself doesn't yet have any recovery spells, and neither
do any of her Dimension Link partners. To rectify this, it's a good idea to Dimension Link

continuously with Ventus until you get his second emblem, which unlocks his Cura ability.

There are no treasure chests in the Forest area, so

if you see one, expect to battle a Spiderchest. You
needn’t open the lid at all, but battling Spiderchests is
a good way to earn items and EXP early in the game.

Pay AVism1o LADY TREMAINE

You find the chateau just past the Forest, but
you won't be getting in through the front
door. As soon as you reach for the knob,
Cinderella’s Fairy Godmother appears, offer-
ing you an alternative means of entry. Don't
take her up on it until you're done with the
areas in the map's northern portion, because
once you go in, there's no coming back out.
(You get a second chance to grab the Magic
Recipe from a chest behind the chateau, but
you might as well snag that first.)

Inside the chateau, your mission is to

escort Jaq safely to his mousehole. If he’s in
danger, a @ button prompt appears, which
sends Aqua Barrier-Surging to his side, and
possibly offers you an opportunity for an &
button follow-up attack. But the best strategy
is to keep your foes from getting close at all.
Spells like Slow and Sleep give you plenty
of time to finish them off without putting Jaq
in danger. When Jaq reaches his hole, meet
him there and press the & button to end

the sequence. You learn the Command Style

Thunderbolt for completing this event.

AQUA WALKTHROUGH
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«* " QOverturn the Cursed Coach
The Cursed Coach is pretty spry for a vehicle. It can leap around the
hattlefield or launch a top-like spin attack. It can also try to suck up Aqua into a vacuum
and chomp down on her. Fortunately, Aqua can block these attacks, and her successful hlock leaves the carriage temporarily
stunned. Even better, your block may trigger a brief opportunity to overturn the Cursed Coach with a tap of the & hutton. This inflicts

damage and leaves the carriage . | e 1 ot
+ »

vulnerable to your attacks for a i

longer duration. " S ‘.’!

Even if you don't take advantage
of the block-and-overturn trick,
this can be a straightforward
fight. Every now and then, the
Cursed Coach spits out a trio of
Thornbite Unversed, which you can defeat for a bunch of HP prizes. The carriage doesn’t have a lot of HP or any way to dodge your
Shotlock blasts, so that proves to he an effective part of your offense.

RETURN TO THE LAND OF DEPARTURE

—— SR e S L s

After completing the Enchanted Dominion, the Land of

Departure unlocks alongside several new areas. Players ' w
who return to the area find that four new chests have been . :
placed in the Mountain Path and Summit areas, yielding a Hi- ‘.-\ JL

Potion, a Shimmering Crystal, a Fleeting Crystal, and the Bind
command. There are no enemies to contend with, so it's easy
to grah all four and tally up another 100%-completion crown.

CASTLE OF DREAMS
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“N ._ Dwarf Woodlands is the easier of the two newly unlocked areas, so now is a good time to
5 B pivsicaL 0 | xi0 | pay it a visit. Aqua arrives to find Snow White alreadly stricken by the poison apple, and vows
i B FRE 0000 | X125 |
% [ BuzzaRd | x| to save her. You risk your life by fighting through the Queen'’s castle in search of a cure, so
ETHUNDERE e | ]
BoARK =] ] you're entitled to help yourself to Snow White’s belongings. Don't miss the Attack Recipe
A BRUISER inside the cottage, as well as the Poison spell at the end of the river, which is easy to miss
% > E\ .ﬁ=% without a map. You can also buy a new Cure spell from the Moogle Shop.
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You finally find the map, a sticker, and a

few other treasures in the Courtyard, but

you can’t get all of them yet; you have to
come back at a later date for the unreachable
Fission Firaga spell. You find the entrance to

the castle’s Underground Waterway past the

well to the northeast,

RACE THE WATERWAY GATES

There are a few interesting gimmicks in the

castle’s Underground Waterway, although
they're already familiar to players who have
completed Terra's quest. The first is the vials
of liquid that shift in color from green to blue
to red. Smack ‘em open, and your reward
corresponds to the vial's current color: HP
prizes for green, D-Link prizes for blue, and a
painful explosion for red.

The second gimmick is a series of gates that
open for a few seconds when you use your
Keyblade to smack a wheel-shaped switch.
After hitting the first wheel, you have seven
seconds to run through the gate to the east.
The passage beyond that gate contains the
area’s first chest, as well as another wheel.
This one opens a pair of gates behind the
first wheel; getting past that first gate isn't
difficult, but getting past the second one

within the 13-second limit is a lot tougher.

To get a head start, hit the wheel and then
use a command like Sliding Dash or Fire
Dash at the ledge’s lip so you can soar over
the water toward the gate. Run through the
newly accessible central area before the gate
on the other side slams shut. Using Aqua’s
cartwheel dash is another effective way to
reach the gate quicldy before time runs out.
Then leap over a small gap to the north to
reach a chest with the Fire command. Also,
a chest with a Fleeting Crystal is between
the two gates, so you probably need to race
the gates twice.

UNLOCK THE SECRETS OF THE VAUIT

It's easy to race through the Vault area and into the Queen’s chamber, but those who take the

time to explore and experiment discover a hidden route to the powerful Magnet command.

The trick is to use the Fire command you won in the Underground Waterway to light the furnace

in the map's west side. That creates a geyser of bubbles you can ride to the Vault's central area,

where you find the treasure chest. You also get a good look at this area’s second sticker (up in

the sky to the east), but it's much too high to

reach with your current abilities.

Watch out for the oversized chests in the
Vault—every last one of them is a nefarious

Spiderchest.
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 Spirit of the Magic Mirror
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«~+* of the Magic Mirror

You're sucked into a boss fight against the Queen's

Magic Mirror as soon as you leave the Vault. The

Spirit of the Magic Mirror can warp around the

battlefield, so if it's too far away, use your Shotlock
instead of futilely rushing toward it. Watch for its
reflection on the ground as a clue to where it pops up next.

. N

When the Spirit creates its legion of fireball-spewing duplicates,

continuously cartwheel to evade the fireballs and move rapidly

among the clones—Aqua’s cartwheel is invincible to all attacks. The

real Spirit is the one with the different facial expression—as soon as you

see that wry smile, rush toward it and unleash a mighty melee comho. Aqua’s spells

aren't particularly potent here; however, charging them up to use either her Spellweaver or
her Thunderbolt Command Styles makes them very useful. You may also consider firing up a
Dimension Link with Terra or Ventus to take advantage of their Command Decks.
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STUMBLE INTO MALEFRICENT'S TRAP

Aqua lands on the Forbidden Mountain, an ominous path that leads to Maleficent’s castle.
Turn around to open the chest behind you, and then run up the path to the castle gates.
There you meet Maleficent's orc-like ~
henchmen, who wield a spear, a mace, or a e
bow. The archers are the most dangerous,

because they gladly pelt you from across

the map while you're engaged with their

brethren. Keep moving so they can't get a

good bead as you wipe out the henchmen

in turn. You can grab treasure chests from

both the northeast and southwest corners of

the map, but you can't claim the remaining

chests at this point in your quest.

The door at the end of the Gates leads to
Maleficent's Throne, where Aqua finds

Ventus wrapping up his own adventure on this world. But this is just the beginning for Aqua,

who gets dumped into an underground cell as soon as Ventus turns his back.

Team U 1o CreaN OurHe Casme Haw

With a little help from the good fairies, Aqua and Prince Phillip are able to flee their Dungeon
Cell. Grab the map and head west through the dungeon area to reach the castle's wide-open
Hall. Here, Prince Phillip draws his sword and shield and joins the fray. You don’t need to
babysit him; if he loses all his HP, he automatically recovers after a few seconds. Nevertheless,

sticking close together is a good way to avoid being surrounded by Maleficent's hordes.




Genroavac Fa » Once the room is clear,
| you can use the doors
to the northeast and
southeast to reach the
Dungeon area’s upper
level, where you can
claim a pair of treasure
chests. The southeast door should take you straight to the chest with the

Hi-Potion. You can jump from there to the larger platform to the north.

AQUA WALKTHROUGH

Once you clear away the guards, use a dash command like Sliding Dash to

cross the wide chasm from the eastern ledge to the distant chest with the

Ice Barrage command. A sticker is above the gap, but you can't reach it with

your current abilities.
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BREAK THROUGH THE CASTLE GATES
The Hall's west exit takes you back to Maleficent’s Throne, where she first snared Aqua in her trap.
Grab this area’s lone chest from behind her throne, and then head east to return to the gates.

Once again, Prince Phillip draws sword and shield to lend a hand. Clear the battlefield, moving
quickly and using active, Keyblade-based commands (as opposed to spells) to make yourself
a difficult target for the archers on the walls. When the battlefield is mostly clear, Prince Phillip
moves to a corner beneath the wall and beckons you over. Approach him and press the @
button to get a boost, and then press the & button to smash down hard on the castle wall. It
crumbles apart to create an easy staircase. Now you can clear away the archers on the walls,
grab a chest, and hit the wheel that releases the first gate.

You have to repeat the process in the southern half of the map. Once again, Prince Phillip
provides a boost, allowing Aqua to explore the eastern tower area. There you find the
wheel that lifts the final gate and a pair
of chests, including one with the

£ Sl Ry N e D N\ Absolute Zero Shotlock.
LACTION COMMAND | HIGHJUMP |

ENCHANTED DOMINION

RACE 10 AURORA’S PALACE
Aqua is on her own as she crosses the
Forbidden Mountain, Waterside, and Forest
Clearing areas. The fights here are pretty
easy to avoid, but those looking for a chal-
lenge can find one near the Waterside lake,
where the Unversed appear in particularly

large groups. Keep an eye out for the local

Prize Pods, which spawn in the same area.

Pick up a handful of new items along the

way, most of which are recovery items,
Use your new High Jump to leap up for the
Forest Clearing's Flower Sticker. Then save
your game and make sure you have good
recovery spells equipped, because a boss is

just ahead.
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Slay Maleficent’s Foul Dragon Form

As Aqua and Prince Phillip cross the bridge to Aurora’s Palace, Maleficent throws a
mighty obstacle in their path. Once again, teamwork is the key to victory.

In the first stage of the fight, the Dragon pounds the ground, creating rippling

shockwaves. It's easy to avoid these as you deliver air combos to the Dragon’s head.
However, keep an eye on Phillip at all times, because the Dragon’s next attack isn't
so easy to avoid. When the Dragon starts spewing its green flame, rush to Prince
Phillip’s side and press the @ button to have him hoost you to a height from which
you can smack the beast's snout and shut off its flames. If Aqua loses so much health
that she might not last long enough to accomplish this, have her jump to one of the
areas to either side of the Dragon. Aqua can stand here, just beyond the flames’
reach, in order to heal herself.

Repeat this cycle until the Dragon loses roughly half its health, at which point it
hegins flying around the battlefield. Use your Shotlock to damage it from afar (if
you're using Absolute Zero, you can only hit it when it's above the bridge), and wait
tor the Dragon to fly in low. Once again, have Prince Phillip give you a boost, this
time onto the Dragon's back. String together the longest combo you can before the
heast knocks you back off!

X Attack
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WEeED Our UINVERSED IN THE RADIANT GARDEN

Aqua arrives in the Radiant Garden's Central Square. Her first destination is the Front Doors of the giant castle in the distance, and to reach it

she needs to cross through the Unversed-packed Garden area. Leave the Central Square via the nondescript alleyway exit, which takes you to

the Garden'’s lowest floor.

The Garden is infested with Mandrakes, plant-like pests that spawn far from the action to pelt you with their spinning green projectiles. As
each new batch of Unversed spawns, circle the battlefield so you can spot and target the Mandrakes first. If you don’t destroy the Mandrakes
right away, their attacks can leave Aqua at a terrible disadvantage. Avoid running up to the Mandrakes; instead, cartwheel toward them so that

none of their projectiles connect.

The other new type of Unversed is the Tank Toppler, which strongly resembles a Bruiser but behaves quite differently. As soon as you attack

one, it begins to glow, transforming itself into a large, rolling bomb. You can destroy Tank Topplers before they turn into rolling bombs. Attack

the shutoff valve located on their backs to defeat them before they change into bombs. The bomb form is indestructible, so if you fail to destroy

them in time, your only option is to dash away before the bomb can explode.
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Team Up wirtH MICKEY ATTHE FRONT DOORS

Aqua finds Mickey Mouse at the castle’s Front Doors, where the two tearn up to battle a pack of
Unversed. The weak foes you face are nothing Aqua can’t handle solo, but it's a lot more fun to team up
with Mickey and wipe the battlefield with their joint Burst of Faith attack. Just stick close to Mickey and

press the @ button, and then the @ button, when the opportunity presents itself.

You win a new Keyblade and Dimension Link when

the battle ends, and you can find plenty of other great

treasures in the area. Don't miss the excellent Mine KEYBLADE

Square command against the compound's northwest

walls. The sticker near the
save point is a bit harder to reach. It would take a max-level High Jump to grab

it from below, but you can do a High Jump of any level from the stairs and
soar into the sticker with a Sliding Dash or a Fire Dash.

A standard combo doesn't
typically deal enough damage to

destroy a Tank Toppler before it
can transform, so use your most
powerful deck commands or a
combo from a Command Style.
Another option is to use immo-

bilizing commands like Magnet,

Bind, or Zero Gravity (a copy of
which can be found in the Garden's
first chest), which can
keep Tank Topplers
tied up long
e‘nough _fOrSv_éq fp e
i i
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#  Triple-Team the Trinity Armor . I
Back in the Garden, climh the thin staircase to the north to reach a suspiciously
smashed door. The Trinity Armor Unversed waits just beyond, and Terra and Ventus are
ready to join you in bringing it down. They stick with you throughout the battle,

but Aqua has to do most of the heavy lifting herself.

The boss has

three parts, and

unlike earlier bosses,
you need to destroy them
all. You can damage the
boss’s body, but you can't
finish it until you destroy
its arms and legs.

VGG "

AT Slat Edge L

Avoid its battlefield- il
sweeping energy beams. Start {
the hattle by pounding the Trinity Armor’s legs with your Shotlock l
abilities, and then move in to finish them off. Stay close to your target so it's easy ta slip behind the hoss when it sweeps the field. You

can also cartwheel directly through the heams without taking any damage. When you attack, focus on building up to a Command Style,
because it's hard for Aqua to inflict significant damage without one. Aqua’s Finishing command from her basic Spellweaver Command il
Style deals a lot of damage to the Trinity Armor, especially if you catch multiple parts in its whirlwind. This is most effective when
the Trinity Armor is in the middle of the field, firing its energy beam. i

X Attack




RETURN T0 THE CENTRAL SQUARE DRroP INTO MERLIN’S HOME

After she defeats the Trinity Armor, Aqua has to find her way back to the Central Square. The Fountain Court’s southeast exit leads to
That means passing through the Aqueduct and Fountain Court areas north of the battlefield. Castle Town, where you find a save point,
Although you encounter plenty of Mandrakes along the way, they're easy to avoid by walking ~ a Moogle Shop in a quaint kiosk, and the
along the lip of the waterway. Don’t miss the chests at the end of the Aqueduct, as well as final sticker. Before you proceed down the
the sticker you can reach only by doing a High Jump from the ledge above the water and then  southwest street to the Central Square,
swinging your Keyblade. follow Merlin into his home through the
brown door in the northwest. Inside, you

find the area’s final chest (which contains
one of Xehanort's Reports) and a book that

unlocks a new Command Board.

In the Fountain Court, leap east across the platforms along the
map's northern wall. When you get to the central platform,

drop down to the southeast, and jump into the fountain spout
to propel yourself to the ledge above. From there, you can
make one more jump to the east to reach a pair of treasure
chests. One includes the Counter Blast action command,
which adds counterattack potential to Aqua’s powerful

defensive barrier,

After you grab the loot, drop off the ledge to
the south. Wipe out a pack of Blue Sea Salts to
spawn this map's pack of Prize Pods.

RapiaNT GARDEN




Marked Boy

L s Vleet the Masked Boy's
T HTNET . Cha!lenge

EVERYTHING BUT
LA S e LR R R e S U Aqua finds a mysterious masked figure waiting

CREY L R for her in the Central Square, and he isn't
leaving without a fight.

[LPHYSICAL |

.
X The Masked Boy can be a tricky foe,

hecause he warps out of Aqua’s

comhbos to reappear ahove her,

iy striking with his blade as he falls.
! DECKCARACHY When you dish out combo attacks

*:,/TE} . against the Masked Boy, learn to
- cartwheel away the instant you
:‘.‘-_' see that he's frozen in place and your hits are not knocking him back;
.. # this means he’s replaced himself with a decoy, and the real Masked
Boy is about to strike from above. Once you get used to the timing,
you can use Aqua's Barrier to block almost all of the Masked
Boy's attacks. Sadly, he rarely gets close enough to be caught in
the Counter Blast.

W

The best way to create an opening for powerful combos is to
exploit his weakness to most status effects. If you have spells like
Zero Gravity, Sleep, or Magnet in your Command Deck, there's a
good chance they'll leave him stunned and vulnerable. You can get
extra damage out of spells, like lgnite or Freeze Raid, which have
Ignite or Freeze effects. If you don't have any of these in your deck,
use a Dimension Link; Snow White has access to a Sleep spell,
while Terra can use some Stun and Zero Gravity attacks.
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Barme UINVERSED ON THE FRumBALL COURT .

Aqua’s one and only Disney Town task is to defeat a pack of Shoegazer Unversed on the Fruitball Court. When you're ready to do battle, speak

to Horace in the southern part of the Main Plaza.

Fruitball is a simple game In which players try to knock bouncing fruits into each other's goals. You can jump as normal by pressing the @ but-
ton, swing your Keyblade like a racket via the @ button, put some spin on it with the @ button, or bounce a fruit up for a devastating spike with
the @ button. Use the analog stick to aim your fruit toward the goal whenever you take a swing. Each fruit behaves differently, with grapes and
bunches of bananas breaking up after they sustain a certain amount of damage. Each individual grape can score a goal, while bananas splinter
into banana peels that stun any player who steps on one—you can rotate the analog stick to speed up the stun recovery process. Always try to

spike these dangerous fruits to increase the odds they break up on your opponent's side of the court.




Aqua faces three Shoegazers at once. With
that many bodies on the court, it's difficult to
score any goals without using the & button
to pop the fruits up and spike them over
your foes' heads. The Shoegazers may have
an advantage in numbers, but they have
pretty lousy aim. Aqua can afford to neglect

her own goal and concentrate solely on an

aggressive offense.

Think you're ready to take on those
monsters in the Fruitball Court?
gust give me & minute.
4 VYes.

TIRRE FCORE. <
110 0 -JI

RETURN TO DIisNeY TOWN

Once Aqua bests the Shoegazers on the Fruitball Court, her Disney Town mission is officially
concluded. But there are still plenty of treasures and stickers yet to find, and there’s a lot
more fun to be had from this area’s various
mini-games. If you're up for the detour, set
a course directly back to Disney Town. But
if you're eager to move on, feel free to skip

ahead to the next chapter.

The Main Plaza is home to Huey, Dewey,

and Louie's ice cream shop, where you can
exchange the ingredients you earned from
Prize Pod battles for ice cream cones. You
can use these ice cream cones during combat
to trigger specific Command Styles. Huey,
Dewey, and Louie also offer the Ice Cream

Beat mini-game, where players fire an ice
cream cannon to the rhythm of a song. The Main Plaza also hosts a mailbox you can pound
on to get the Confetti command, which you use in multiplayer games. Finally, a shimmering

manhole leads down to several treasure chests that await those nimble enough to reach them.

DT RN D ST
T

There are attractions in the adjacent areas as well. From the Main Plaza, you can head south

to continue climbing the ladder on the Fruitball Court, or west to visit the Rumble Racing

Racetrack. You also find this map’s pack of Prize Pods just northeast of the Racetrack gates.




FACE NEW FOES ONTHE
FRUITBALL COUIRT

The unique Chaos Snake Shotlock awaits any
player who can defeat three progressively
tougher opponents on the Fruitball Court. In
round 1, you face a pair of Bruisers, who are
even easier to defeat than the Shoegazers were.
In round 2, Chip ‘'n’ Dale give you a run for your
money, hut at least they offer a decent prize:

the Magnera command. Your final opponent is
Captain Justice, who is more skilled at Fruithall
than he is at electioneering. In this match,

the goal posts randomly rise and fall, making

it difficult to score at times. When Captain
Justice’s goal post is up in the air, you may want
to switch to defense, aggressively guarding your
own goal until Captain Justice’s falls again.

FeeLHE IcE CrEAM BEAT

The stage beside the Main Plaza's ice cream shop is home to Huey,
Dewey, and Louie’s Ice Cream Beat. In this game, Aqua sits atop an
ice cream cannon and blasts ice cream onto the ducklings’ cones to

a predetermined beat. Your goal is to memorize the rhythm of Huey,
Dewey, and Louie’s clapping, and then replicate it by firing one shot
of ice cream to the appropriate duckling's cone for each clap. You get
points for accurately matching the beat, as well as bonus points for
your highest combo and the height of the ice cream cones at the end
of the game. At certain points in each song, you have an opportunity
to unleash a rapid-fire barrage of ice cream to build up your combo
score. High scores unlock new songs and more challenging versions,
while nearly perfect scores earn Aqua prizes, mostly consisting of
consumable items like Chaos Crystals and Mega Potions. Completing
“Hand in Hand" in Beginner Mode earns you Freeze Raid. If you
complete the song in Master Mode, you can obtain Blizzaga. The big
prize is the Frozen Fortune
Command Style, which you can
win by earning a “Fantastic”
score on the Master Mode

version of “Dessert Paradise.”
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RusH 10 THE RUMBLE RACING VicTORY LINE

The Racetrack offers five-lap races at four different Rumble Racing courses. When you first ar-
rive, only Country Chase and Disney Drive are playable, but a top-three finish in both courses
unlocks the next course, Grand Spree, Score
a first-place finish in that, and you unlock the
tricky Castle Circuit course.

The first-place prizes for the early courses are:
a Hi-Potion for Country Chase, Fire Dash for
Disney Drive, and Aerora for Grand Spree.

Players who conquer the Castle Circuit receive
something truly cool for their trouble: the - -
Victory Line Keyblade. It has better stats than ‘ - :

your current Keyblade, but that isn't the case B e —:“'&'A—”‘"r‘
zn.c_srnnu;m T
—_\_5&\_’4:: ’ :Pﬂ ?,L

e o

for long—if you want to get it, now's the

time to do it!

If you're playing for the grand prize, you need to master the proper turning technique. To turn
sharply without losing much momentum, press the @ button to brake while still holding the ac-

celerator (the @ button), and push the analog

stick in the direction you want to turn. Once
you learn the lay of the track, this technique
allows you to avoid walls and obstacles even

while you race at maximum speed.

To get a head start on any race, don'’t press
the accelerator until after the “1" of the countdown fades, just before the word “Go" appears. You
begin the race at full speed, while your opponents are stuck on the starting line.

GErHE Juice FLOWING INTHE GIZMO GALLERY

The Main Plaza’s shimmering manhole leads to an underground area known as the Gizmo
Gallery. The two chests on the ground floor hold copies of the Thunder command—could that
be some sort of hint? Add them to your Command Deck and fire them against the yellow
contraption in the southern part of the area. Or use one to trigger the Thunder Bolt Command
Style as you pound away at it with your Keyblade. Each electrically charged hit moves the
needle a little bit more to the right. If you can consecutively pound the machine with Thunder

attacks, you can get electricity flowing through the room’s many gears.

HunT FOR TREASURE

ONTHE GALLERY GEARS

Once the power is flowing in the Gizmo
Gallery, hop onto the Mickey Mouse-shaped
elevator in the southeast, and leap to the
north to reach a pair of chests. Then ride the
same elevator up to the gears to the south,
jump onto the moving hand, and ride it to
the next set of gears to the east. Your target
is the ledge to the north, over the bridge

of gloved hands. Wait until the Mickey
Mouse-shaped pusher retracts, then run (no
need to jump) from the gear to the second
hand, and jump across to the third and
fourth. Have a dash skill like Fire Dash ready
in case you can't reach the fourth hand in
time; dashing from the third hand should
get you there.

Finally, return to the samé set of gears. Leap (or

dash) across the rolling-pin gears in the map's

south end to reach the area’s final treasure
chest and the entrance to Pete’s Rec Room.




TAKE A RIDE IN PETE’S PINBALL MACHINE

Disney Town's final area is a giant pinball machine, with Aqua as the pinball. Climb the stairs to the top, then jump down the tube and leap
from the plunger. You bounce off the machine’s various bumpers, and when you fall to the button, you can press the mm and e» buttons

to activate the flippers. You can't do much to control Aqua’s movement, but you can change her trajectory a bit by leaning in the desired
direction. You need to master that to collect all the treasures on this map: Two are in the alcove on the machine’s left side; one is in the alcove
against the right wall, near the top of the machine; and one is in each of the two center alcoves. Initially, bars block the alcove in the middle of

the four rotating bumpers. You can lift them by bouncing off each of the four turquoise-shaped bumpers marked with a crown. When the door

opens, push the analog stick toward the machine’s back wall to grab onto the alcove’s lip and pull yourself up.

TAKE A LEAP OF FAITH OFF THE ROOFTOP

The alcove above the bumpers in the machine’s center contains a passage that connects to the roof of a tall building in the Racetrack area. Grab
the Slot Edge command from the chest on the rooftop. Then stand on the roof's southwest corner (south of the pile of crates), and look down

to see a sticker floating high above the ground.

Do a High Jump off the roof and, when you get close to the sticker, swing your Keyblade to propel yourself toward it. If you fail, let

the Unversed below kill Aqua so she can continue from the rooftop. Don't forget to open the chest each time.

X Attack
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Herr Hercures ERADICATE THE UINVERSED

You land to find the Olympus Coliseum under siege from the Unversed. But you're
not the only hero to rise to the challenge; Hercules is there to fight by your side.
Among the foes you face here are heavily armored Buckle Bruisers, who can block
any attack from the front. In one-on-one combat, you can block Buckle Bruiser attacks
and retaliate to leave them open to combos. With Hercules providing a distraction,

it should be much easier just to slip behind the Buckle Bruisers and attack their
unarmored backs. Aqua and Hercules can’t perform any co-op attacks, but Aqua can

rush to his defense with the @ button when he runs into trouble.
When the battlefield is clear, collect the sticker and three treasure chests in the Coliseum

Cates area. If you travel to the small area to the south, you can battle this area’s pack of
Prize Pods. If you head north, you find the Vestibule where the last chest awaits.
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PREPARE FOR THE COLISEUM QQUALIFIER

The first round of the Coliseum consists of 10

ATY'J, '-”:
Ji 0’45708

timed battles. If you run out of time, you're
given the option to either quit or retry. You ; HITS0012
have to replay all 10 rounds either way, m
but you keep all of the EXP, CP, and munny Vou H r this?

) . : Justamoment. |
you earned before you failed, so choosing oo~ Veslet'sbegin.

“Retry” makes more sense. If you've already
played as Terra, you discover that Aqua’s pass through the Coliseum is quite a bit easier, with

her receiving either an additional 10 seconds per match or a weaker assortment of foes.

Fill your Command Deck with spells in the Magnet and Zero Gravity series, which pull your
foes together so you can beat them quickly and cleanly. You may wish to forego equipping

healing commands, as your foes drop plenty of HP prizes. However, if you prefer having

healing commands available, you do have the time to use them if necessary.

Use your Shotlock as a silver bullet for tough fights; ROUND | FOES TIME I'_EMIT
1 SCRAPPER X3 30 SECONDS
you can hold your ground and blast all your foes 2 BRUISER X1 15 SECONDS
for a nearly instantaneous win, quickly eliminating 3 SPIDERCHEST X3 30 SECONDS
troublesome opponents like Buckle Bruisers. The 4 BLUE SEA SALT X3, YELLOW MUSTARD X3, AXE FLAPPER X1 40 SECONDS
5 HARERAISER X3 15 SECONDS
fight against the Jellyshades in the final round can 6 AXE FLAPPER X2 MANDRAKE X3 50 SECONDS
be tough; rush in close and catch as many as you 7 BUCKLE BRUISER X3 50 SECONDS
can in a Magnet blast. Then use other area-effect 8 RED HOT CHILI X2, BLUE SEA SALT X2, CHRONO TWISTER X2 50 SECONDS
9 SHOEGAZER X6 ; 40 SECONDS
spells and your Shotlock to finish any survivors. If 10 JELLYSHADE X30 40 SECONDS

the battlefield seems clear but the round doesn't
end, hold the = and ®® buttons to snap to the nearest foe; a Jellyshade is
probably lurking in the blind spot behind Aqua.

Orymrus COLISEUM



STRERGT S Duel with Zack

Ml DEFENSE

“INMUNETO AL in the Final Round

B status RESISTANCES NG

ZERD GRAVITY After you complete the first _»
S 10 rounds of the Coliseum, i
you have an opportunity
to save your game and change your
Command Deck hefore the championship
bhattle against Zack. Zack is vulnerable

to a number of status effects, so one good

' T strategy is to set up your Command Deck

e = with skills that can immobilize him, like Freeze
m g Raid and Stun Edge, as well as powerful

- " combos that capitalize on his inability to
v move, like Aerial Slam. Aqua’s Twisted
Hours Finish command is another

good way to slow Zack down, but

i steer clear of using elementally
T T N .| charged magic to avoid triggering

. =Y  aCommand Style.

AQUA WALKTHROUGH

X Attack

Without Hades® evil influence, Zack
T FTER isn't as tough as he was for Terra.

oL It's hest to fight him at mid-range,
which provokes a ground-slam move
that causes a shockwave. It's easy
to stay out of its range and retaliate
with a dash-style attack or Shotlock
blast. But if you're skilled at blocking,
(S you can expect hetter success fighting up
T Tem— s 8 close. Zack uses quick sword comhos, but
he moves in close
enough that you
can almost always
hit him with Aqua’s
Counter Blast after a £
successful block.

(x] Caunter; Blast :‘
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Battle Hades and His Newest Pet \‘,’*\"ﬁ

Aiter you fight Zack, you have another opportunity to save your game and adjust your
Command Deck. This time, bring a variety of Fire- and Blizzard-based attacks. If you don't
have any on you and can't afford the shop, you can Dimension Link with Ventus and use his I
Freeze Raid skill if you've collected two emhblems.
You battle Hades and the Ice Colossus at the same time, -« i
but Hade:'i is a passive ﬁglgter who doesn't l/
aggressively pursue you if you keep your
distance. Get as far away from Hades as
you can while still fighting the Ice Colossus, and tear into
the Colossus with your best Fire-type commands. Attack
aggressively, because triggering the Firestorm Command Style
speeds up things a lot. When the Ice Colossus is down to about 50% of
its HP, its attacks become much stronger, so you should finish it quickly.

When the Ice Colossus tumbles, turn your attention to Hades. Generally,
you want to fight him from a mid-range distance, using your Shotlock and
ranged attacks to stay away from his spinning flames. But don’t fight from so far
away that you can’t rush in to exploit an opening when a command like Freeze
Raid turns him into a block of ice. Long combo commands like Aerial Slam are very
effective against Hades, because he isn't much of a blocker.

Orymprus COLISEUM



TRAINING ATTHE
COLISEUM

After you defeat Hades, you can return to the

Coliseum to participate in a new mini-game.
To try it, speak to Hercules in the Vestibule and
agree to join him in an urn-smashing training
session. Use area-effect commands and the
Spellweaver Finish command to smash whole
groups of urns at once for an easy win. You can
also knock over barrels (the ones not marked
with a star) and jump onto them to barrel-roll
through the battlefield. The prize for your first
victory is the Sonic Blade command; after that,
you receive Panaceas instead.

X Mtack
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Aqua lands in the ship’s transporter room,
where a pack of Unversed is waiting. The
assortment includes Sonic Blasters, who can
warp away from any direct attacks Aqua
launches at them. Hit them from afar or try
to slip behind them for quick kills.

When the battle is over, a security guard escorts Aqua to the Control Room, where the Grand Councilwoman accepts your assistance in the

battle against the Unversed. Now you need to backtrack to the Durgon Transporter by heading southwest through the Ship’s Corridor.

BATIE GLIDEWINDERS FOR AN IMPORTANT REWARD

When you return to the Durgon Transporter, ignore the transporter itself, and head through the
northwest airlock into the void of deep space. Here, Aqua pilots her Keyblade Glider against a
dozen enemy Glidewinders. Fortunately, Aqua’s Keyblade Glider is an offensive powerhouse,
with its wide-swinging Wing Span attack (press the @ button) and a charged, long-range Wing
Arrow attack (hold and release the @ button). If that's not enough power for you, the bumpers
at any tip of this triangular battlefield can
whip Aqua around, turning her vessel

into a deadly projectile. T ACTION COMMAND | AIRSLIDE

When you destroy all 12 Glidewinders, you
earn the Air Slide action command and a
clue to Experiment 626's whereabouts.
Aqua automatically returns to the Durgon

Transporter Room.

DEEP SPACE

AvwrywiH EXPERIMENT 626
AgANST AN Unversep HorDe
This time, use the glowing pad in the center
of the Durgon Transporter to warp to the Turo
Transporter. Grab the area map from a chest
and head south to the Turo Prison Block,
where you encounter Experiment 626...and
plenty of Unversed.

You fight together as a team, and you can
even use the Astro Shot co-op attack by
pressing the @ button when Experiment 626
transforms itself into a ball. You shouldn’t
need much help to finish off this batch of

Unversed underachievers.

[ POWERUP [ MAXIMUM HP UP



LoormHE Turo PrisoN Brock

After the Prison Block battle, Aqua automatically returns to the Control Room to brief the

Grand Councilwoman. This means you have to walk back to the Durgon Transporter and warp

from there to the Turbo Transporter Room to get your hands on all that Turo Prison Block loot.

Run to the Turo Prison Block's south end and clear out any Unversed there to reveal this area’s

pack of Prize Pods. Then jump onto the only elevator that goes to the ground floor and take it

for a ride. When it's at its top and the elevator to the north is at its bottom, jump across to it

and open the translucent cell door to grab an Abounding Crystal. Ride the elevator outside the

X_Nttack

AT o ade

XLttt

cell to its top, and jump again to the north

to reach another treasure-filled cell.

Perform a High Jump and use Air Slide to
soar across the prison block to the platform
directly across from you on the eastern
wall. One Air Slide isn't enough to reach

it, so press the @ button to continue your
flight as soon as the first slide ends. The
treasure in that cell contains the Teleport
action command, a unique maneuver that
only Aqua can use. She can use Teleport to

instantly get behind an enemy.

Use the combination of High Jump and Air
Slide to continue down the eastern wall,
grabbing a sticker and a Mega-Potion from

the two southernmost cells.

the east door to the multilevel Ship's Hub.
Drop down to the ground floor and clear
away the Unversed. Then activate the nearby
terminal to sharply reduce the artificial
gravity in the room. Aqua can now leap from
floor to floor, grabbing a few treasures on

the way.

Near the top of the hub, you discover a chest
floating in midair. You can't open it until you
find the second terminal (across the way on
the same floor) and use that to return the
gravity to normal. Help yourself to the Prism
Rain Shotlock, then reduce the gravity again
50 you can leap and Air Slide to the sticker
floating in the center of this level. Resume
traveling upward to reach the door to the
Launch Deck.
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«* Save Experiment 626 from Gantu

Captain Gantu typically opens this battle with a
barrage of blaster shots, but you can deflect them
easily with your Barrier. If he keeps shooting, rush
in to execute a combo; long combo commands like
Sonic Blade and Aerial Slam can be extremely
effective against him.

You get another opportunity to execute one whenever
Gantu shoots Experiment 626, causing him to transform
into a ball. Rush up to your bouncing ally and press
the ® button to grab him, then the % button to spike
him into Gantu's face. While the two struggle, you can
execute any move you like.

e DEEP SPACE




distance so he can't surprise you with it, and exploit Aqua’s powerful new Prism Rain Shotlock. Between his long blaster barrages and the
distractions provided by Experiment 626, you have plenty of opportunities to attack Gantu safely.

-]

Aqua’s Deep Space mission is over, but she’s still four treasures short. To get them, return to the Control Room
and make your way back through the Ship’s Hub to the Launch Deck.

As soon as you enter, use your Shotlock to blast the turrets to either side of the door. Then drop down and
Shotlock the two turrets that surround the terminal against the north wall. Grab the two chests on the ground
floor, then use the terminal to reduce the gravity so you can leap up and reach a third chest on the balcony
against the east wall. You need to restore the gravity to reopen the door below the balcony, which leads to a
small room with the final chest.

You can find plenty of interesting foes in the Launch Deck. After you clear away a few batches of Tank Topplers,
Vile Phials, and Sonic Blasters, you can face new Blobmobs that split into smaller foes when destroyed (unless
they're immobilized with a spell like Magnet or Zero Gravity). Players who are trying to complete their Reports
should make sure to defeat at least one of them, because this is Aqua’s only chance to fight them.
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MEeerTHE Lost Boys INTHE INDIAN CAMP :

Aqua arrives in Never Land's Indian Camp, where she’s chosen to lead The Lost Boys on a treasure hunt. Before you get started, use the
trampoline to propel yourself up the Indian Camp’s largest totem pole. If you can dish out a powerful attack against the totem pole’s highest
segment, it rewards you with the Thundaga command. This isn't easy to pull off with Aqua’s default attacks, so experiment with Command
Deck combos like Aerial Slam, which propels you up the pole when you use it at the peak of your jump. Another Indian Camp secret: If you

leave the area and come back, you can fight the Never Land pack of Prize Pods in the map’s northern tip.
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PAY A Visirro PEreR’s HipEOUT

Grab the Never Land map from the Gully, and then head north to
the Jungle Clearing. Stop in at Peter’s Hideout to grab another pair of
treasure chests before you head northeast to Mermaid Lagoon—

the entrance is in
the base of the
withered tree. You

can find this area’s

first sticker among
the tree’s upper
branches, Stand BEGIN YOurR ASCENT OF RAINBOW FALLS
directly beneath it, Travel southwest from Mermaid Lagoon to reach the base of Rainbow
perform a high- Falls. The map says the treasure is at the top, so you need Tinker

level High Jump, Bell's help to find a
and swing your way up. She sprinkles
Keyblade at the very  clumps of fairy dust
peak of your leap. throughout the cliffs

You should be able around the falls; the

to grab it, just barely. Don't worry if you can't—it gets a lot easier once  dust provides a giant

you earn the ability to perform a double jump later in this world. updraft when you

jump into it. Before
DODGE CannoN FIrRe as You you begin your
Loor MERMAID LAGOON ascent, make sure to
Captain Hook catches wind of what's going on when Aqua’s party grab the two chests
arrives at Mermaid Lagoon. He retreats to his ship to pepper Aqua below. Both are in
with cannon fire, He's a pretty lousy shot, so if you don’t stay in one small boxes—the
place too long, you larger box is a
shouldn't need to Spiderchest.
worry about it.
On the Rainbow Falls:
Some nice trea- Base map, the way

sures are along this to go is obvious.

area's eastern reef. Each fairy dust cluster

You can Air Slide to leads directly to the
a sticker from the next, providing easy stepping-stones to the entrance of the Rainbow
shallow island, and Falls: Ascent map. But things get a little trickier there, with multiple
the powerful Firaga directions to travel and plenty of treasures to find.
Burst spell is

in a cove to

the northeast.

NEVER LAND




CLAM ™HE HIDDEN
TReASURES OF RAINBOW FALLS

Jump up a couple of natural steps at the
entrance to the map. Then turn right and jump
onto a grassy ledge, where you discover an
easily overlooked clump of fairy dust. Use

that to reach a series of ledges in the upper
part of the map, where you find two chests
and a sticker. Don't drop down to grab the
sticker until you open the second chest, which

contains the excellent Time Splicer command.

When you fall after grabbing the sticker, try to
drift a little to the west so you land on a solid
ledge. From the ledge, you can easily drop to
the remaining two treasure chests. If you miss
the ledge, don't worry—you land safely in the
Rainbow Falls: Base map. You can reach the

chests by jumping due west from the Rainbow

Falls: Ascent map's entrance and dropping
down to the lower ledge after you pass the
waterfall. Don’t miss the chest that's by the
falls at the very tip of the ledge!

Climb back up and continue to hop the

fairy dust to the west. At the road'’s end,
you need to make a three-stage fairy-dust
jump to reach the summit of the falls. This

is difficult because it's hard to see what
you're jumping toward. To hit both fairy dust
clumps, hold the analog stick to the east
when you make your first jump, and to the

west when you make the second one.

LEARN THE ART OF DOUBLEFLIGHT

Strangely, the treasure hunt returns your team to the Gully, exactly where you started. But

it isn’t a total loss; after you encounter Captain Hook, Aqua receives the Doubleflight action
command. This allows her to perform a second jump at the peak of her first, making it a cinch
to reach all those out-of-the-way stickers in previous worlds. But there’s no time to experi-
ment with it now; save your game and

adjust your Command Deck, because a

boss waits in the Indian Camp directly

[ACTION COMMAND | DOUBLEFLIGHT
to the west.

AQUA WALKTHROUGH

167




' : J‘(‘ 4

B e
STRENGTH ¢

DEFENSE 14

! I
B L Wl COMMAND STVLE sm}sr DRIVE

] 2 DIMENSION LINK PETER PAN

STATUS RESISTANCES IGNITE, POISON, DN

SLEEP, AND ZERO PIXIE PETAL
GRAVITY KEYBLADE STORMFALL*

i \ COMMAND BOARD NEVER LAND
PHYSICAL EEleeses
| FIRE B T |

X1.0 " * H
S . The Stormfall Keyblade is
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DARK Destiny Islands event.

Survive Vanitas's
Corrupting Darkness

At first glance, Vanitas doesn’t seem to have changed his tactics
since your last battle at Radiant Garden. But when you whittle
him down to roughly half of his max HP, he stops messing
around and hreaks out some powerful new moves. One

of them is an unhlockable attack that allows him to =1 4
burrow underground and erupt beneath Aqua to ouf -
deal heavy damage. With this technique in the mix, e

fighting defensively becomes
more challenging. Since Aqua’s __i,ﬁf,‘:,,”,‘?,”f )’
cartwheel is invincible, it serves ;

as a great defensive strategy. NP,
Cartwheel away from his techniques |3 ;\\& s
instead of blocking them, and run for \ |y
your life whenever you see a black- \ ;/.&
and-red blob coming after you.
L

L

Fortunately, Vanitas has all the same i A\ Y

weaknesses. When you fight him at
mid range, it's easy to hit him with
your Shotlock, and you can usually
begin the battle with a maxed-out
Shotlock blast that wreaks more
than a full life bar worth of damage.
You can still immobilize Vanitas
with commands like Zero Gravity,
Freeze Raid, or Deep Freeze. This
provides a perfect opening for a
powerful follow-up comho, such

as your new Time Splicer. Another
great strategy against Vanitas is

to use any of the Mine commands,
such as Mine Shield, Mine Square,
or Seeker Mine.

S
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Escorr Mickey BACK 10
THE MystERIOUS TOWER

After the battle with Vanitas, Aqua experiences a series of events that

COMPLETE YOUR STICKER
COLLECTION

ends with her finding a wounded Mickey. Bring him to the newly Before you visit the Keyblade Graveyard for

unlocked Mysterious Tower, where Yen Sid tends to him and gives

Aqua some
disturbing

news.

Before you

leave, be sure

to claim the three
treasure chests
outside the tower,
and the fourth in-
side. Don't miss the
hard-to-see sticker
at the tower's
ground floor; it's
just to your left
when you're facing
the front door. Jump
up and perform a
Doubleflight to grab

it with ease.

| DIMENSION LINK

|GooFY

DIMENSION LINK

DONALD

ITEM

XEHANORT'S
REPORT 4

MystERIOUS TOWER

the final battle, you may want to do some
backtracking to pick up a handful of stickers
and treasure chests you missed along the
way. Also, Aqua should be powerful enough
to tackle the Mirage Arena. If she clears all of
the Arena hattles, she can earn her ultimate
Shotlock: Lightbloom.

|-

_%) _%)

In the Dwarf Woodlands, warp to the Courtyard, where you

can easily Doubleflight to the chest that contains Fission Firaga.
Once you gain Fission Firaga, you can meld it with Crawling Fire
to make the powerful Mega Flare.

Then enter the Waterway and make your way to the Vault. Use
some sort of Fire spell to activate the bubble furnace, and ride
the bubbles to the top. From there, you can easily Doubleflight
to this area’s final sticker.

Warp to the Dungeon Cell in the Enchanted Dominion, and
use your Doubleflight to reach the crumbling ledge from the
dungeon floor. From there, you can Doubleflight to the sticker.

.‘& -
In Disney Town’s Main Plaza, use your Doubleflight to reach the
Minnie Sticker above the central pagoda.
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Seat of War

% START .

RuUNTHE TWISTER
"TRENCH GAUNTLET TORNADO GRINI
After you speak with Yen Sid, you un-

lock your final destination: the Keyblade Just in case you're looking to grind a few levels using the enemies
Graveyard. Scoop up the three chests that spawn in Twister Trench’s tornadoes, once all the tornadoes are

and the easy sticker in the Seat of War cleared, they do not re-spawn unless you leave the world completely.
landing spot, and then continue down

the path to Twister Trench.
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Fast-moving tornadoes sweep this wide gulch. Each tornado warps you into a special battlefield
for a multi-round fight with unusually large and powerful Unversed. These battles present a
great opportunity to level up your stats and commands, but they can be quite dangerous. Watch
for the Mandrakes’spinning green blades, which inflict a ton of damage and can hit you from all
directions in the wide-open battlefields. Move quickly to slay them all. Aqua's cartwheel is the

most effective way to approach and slay the Mandrakes without taking damage.

A0 Cura

FOCU s m—RT T
e

X Attack

An additional four chests are in
the Twister Trench, but Aqua
doesn’t find her final sticker
here. It's floating in the Fissure
area to the west of the trench,
where you also find the final
shop and save point. A tough
pair of bosses is ahead, so

make sure to equip plenty of

4"_ DHTRINED
hummerireg Cry

‘*\ /¢ N - such as Curaga, Megalixir, and
= : Mega-Potion. Melding Curaga

restorative spells and items,

(or Esuna) and Barrier to make
Renewal Barrier is a great idea.
This gives Aqua the ability to

heal while blocking.
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Ballistic Barrage

The first foe waiting for Agua is Braig.

PHYSICAL X10 :

AT i:g = He warps around the batt_leﬁeld. firing - o /

THUNDER X1.0 waves of bullets from a distance,

R along with rapid-fire bursts at close ) e |
range. Aqua’s Barrier can block most :
of them, but you won’t get far with that 2 w f

P, strategy. Air Sliding or cartwheeling
. _ over to ‘him p.rovides just as 'lqlllqlch . * f
T protection, simultaneously giving

you an opportunity to retaliate at
close range. Besides, you can't block all of Braig's bullets this time; if he
fires black or larger-than-normal projectiles, you need to run. If he fires
from midair, you can usually find a safe spot heneath him from

which you can strike back or cast healing spells. ” >
The key to your
offense is the
Shotlock. Braig s
can warp but . %, 'f} : ;

; ey s e 5 i
he d_uesn t move e EN-FQ}%}-'&.Q\%R}"";E é : 31
particularly fast, g = &,@f(" g

so your Shotlock
bullets rarely
have trouble
catching up to
him. They also
provide a moment
of invulnerability
that can be
invaluable when
he’s returning
fire. When you

do reach him, it's
good to have some
combo commands
loaded on your
Command Deck;
Time Splicer is
particularly good
at following a
moving target.
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=+ Free Ventus
.# from Vanitas

Vanitas is tougher than ever, but
this time you have Mickey Mouse
fighting by your side. Mickey doesn't deal
large amounts of damage, but his distractions
give Aqua plenty of openings to dig into Vanitas with
combo attacks like Aerial Slam or Time Splicer. As always, any of the Mine abilities work
great against Vanitas as well. You can also use Mickey and Aqua’s co-op Burst of Faith
attack, which provides temporary invulnerability and can usually deliver a solid chunk of
damage to Vanitas. A

Vanitas’s ground-burrowing Shadow Dive move remains his primary threat, and you need
to avoid it with a steady stream of cartwheels. He's no longer vulnerable to any status
effects, so stick to the basics of powerful Shotlock bursts and lengthy comho attacks.
Either move is easier to hit with if you execute them while Vanitas is locking Keyblades i it
. with Mickey.

‘ l One of Vanitas's new moves is a massive white explosion that requires

several seconds of charge time. When you see him gearing up for it, seize
the opportunity to pound him for a few easy hits, but don't get greedy. You
. need to start running before he can unleash the waves of destruction. If you
can't get out of the way in time, at least use a recovery item or spell to
ensure that Aqua survives the blast. {
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FinaL EPISODE

Once you complete the game with your third character and you've collected all of Xehanort's Reports, you're prompted to

create a new save file titled “Final Episode.” Load this save file, and you discover that there’s still more game left to play.

If you clear all three storylines but you have not collected all the Xehanort Reports, you must grab the final reports and clear

the storyline of one of the characters again.

XEHANORTgSIRERORITS

REPORT CHARACTER LOCATION

XEHANORT'S LETTER VENTUS RECEIVED AFTER LEAVING LAND OF DEPARTURE.

XEHANORT'S REPORT 1 VENTUS FOUND IN LAUNGH DECK TREASURE CHEST (DEEP SPACE).

XEHANORT 'S REPORT 2 TERRA PRIZE FOR DEFEATING BRAIG IN RADIANT GARDEN.

XEHANORT'S REPORT 3 AQUA FOUND IN MERLIN'S HOUSE TREASURE CHEST {RADIANT GARDEN).

XEHANORT'S REPORT 4 AQUA RECEIVED AFTER SPEAKING TO YEN SID IN THE MYSTERIOUS TOWER.

XEHANORT'S REPORT § TERRA PRIZE FOR CLEARING “WEAVER FEVER” ARENA MODE EVENT IN MIRAGE ARENA.

XEHANORT'S REPORT 6 AQUA PRIZE FOR DEFEATING BOSS OF ENCHANTED DOMINION.

XEHANORT'S REPORT 7 AQUA PRIZE FOR DEFEATING FINAL BOSS OF KEYBLADE GRAVEYARD.

XEHANORT'S REPORT 8 TERRA PRIZE FOR DEFEATING MASTER ERAQUS.

XEHANORT'S REPORT 9 VENTUS RECEIVED AFTER DESTINY ISLAND EVENT SCENE.

XEHANORT'S REPORT 10 VENTUS PRIZE FOR DEFEATING FINAL BOSS OF KEYBLADE GRAVEYARD.
EHANORT'S REPORT 11 TERRA PRIZE FOR DEFEATING FINAL BOSS OF KEYBLADE GRAVEYARD.
EHANORT'S REPORT 12 VENTUS FOUND IN SEAT OF WAR TREASURE CHEST (KEYBLADE GRAVEYARD).

RETURN T0 THE RADIANT GARDEN

You control Aqua, who receives the Brightcrest Keyblade after a series of events. She
then returns to the World Map, where you see a suspicious black cloud around the Radi-
ant Garden, That's the scene of this episode’s ultimate battle, but you needn’t rush over
there. You're free to visit the Mirage Arena, complete your sticker collection, or take care
of any other unfinished business you may have. In the Mirage Arena, Aqua can obtain
her ultimate Shotlock and the Ultima
‘Weapon Keyblade. If you have trouble
with the boss ahead, a little time spent
leveling up your character and abilities
in the Mirage Arena or a late-game area

could make a big difference.
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1200
HP(SECOND FORM] |1500 Free Terra from
STRENGTH [

DEFENSE i Xehanort's Clutches
TANCES IMMUNET
EVERYTHIN Sin
oy Before you begin this battle, make

sure Aqua has the Once More and
BLIZZARD X108 Second Chance abilities, which are total
T o lifesavers here. A fully maxed-out Dark Screen ability
also helps. Your Command Deck should include multiple
recovery spells or items—don‘t forget to set a shortcut.
Few offensive commands are useful in this fight,
hut Magic Hour and Time Splicer are fantastic
combos that Terra/Xehanort cannot dodge effectively. ; o |
You should have found Time Splicer in the Rainbow AS\V
Falls area of Never Land, and you can easily whip i
up Magic Hour by melding either Aeroga and Barrier 5 ; >
Surge (add a Pulsing Crystal to get the Second Chance ) e
ability), or Zero Graviga and Blitz (add a Shimmering
Crystal for Dark Screen).

DARK

Your humble Barrier is the key to this fight. You can use
itto hounce Terra/Xehanort's black Shotlock bullets

= A hack at him, dealing small amounts of damage that
= add up quickly. When Terra/Xehanort comes in for a
£ @ h combo, a timely block and Counter Blast protects
—é ‘ Agua and knocks away a few mare Hit Points.
o T—  When Terra stops after sliding around the

____—-f:___ hattlefield, fire up Magic Hour or Time
Splicer; it doesn't always waork, but
you can get lucky and deal a ton of damage. Just he ready to hlock when Terra/Xehanort

manages to dodge and retaliate.

Terra/Xehanort is quite skilled at dodging Shotlock blasts in this fight's first
stage, but you have little to lose by trying it when he’s far away. Attempt only a
few bullets at a time—he rarely stays still long enough to take a full load.



Purge the Da.rkness within Terra

Once you cut through Terra/Xehanort's lifebar, the demonic
presence within him emerges for a second round. Don't
waorry; this fight is actually easier than the first. Among -
Terra/Xehanort's new attacks are long-distance moves,
like firing a twin energy wave. These provide a perfect
opportunity to go nuts with your Shotlock. Start to lock on
when you see the demon’s arms turn blue, and release it so
you're in the invulnerable Shotlock animation sequence when the D Tl
energy waves would make contact. You can also do this when Terra/ :
Xehanort starts to throw dark-energy orhs. But don't attempt your Shotlock when Terra/Xehanort isn't attempting a move, or
he sends a shadowy arm to attack you from helow. It's important to keep moving in this fight, so the quick-warping Magic Hour
and Time Splicer combos continue to prove effective. :

o

After around 30 seconds of fighting, and periodically after that, Terra/Xehanort pulls
Aqua into an alternate dimension and attacks her by throwing a series of dark orbs.
Avoid them easily by cartwheeling diagonally toward Terra/Xehanort. When you get
close, resist the temptation to attack——you can pull off a far more effective move
here. Get close to Terra and press the ® button when the prompt appears. Then
press the & hutton when the cirele closes around the next button prompt. When
you do this correctly, Terra joins Aqua in a “Dual Limit"” attack against the demonic
presence. This move can deal a ton of damage, but only if you nail the timing.

£ LTI T A
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Secret Movie

FiL INTHE “BLANK PoINTS”

After you defeat Terra/Xehanort, you have another opportunity to save your game. After doing so, return to the title screen and check out
the Trinity Archives. If you assembled all of the Xehanort's Reports and met the conditions of your difficulty setting, you receive a notice that
you've unlocked Blank Points, the secret post-ending movie of KINGDOM HEARTS Birth by Sleep, in the Trinity Archives Theater.

To recap, if you're playing in Proud
Mode or higher, you only need to have
beaten the game with each character
and cleared “Final Episode.” If you're
playing at the Standard difficulty
setting, you need to complete all of the

categories in the Reports menu on top

of finishing “Final Episode.”

DIFFICULTY MODE CONDITIONS FOR UNLOCKING "BLANK POINTS"

BEGINNER NOT ACCESSIBLE.

STANDARD MUST COMPLETE "FINAL EPISODE" AND THE ENTIRE REPORTS MENU.
PROUD MUST COMPLETE "FINAL EPISODE."

CRITICAL MUST COMPLETE "FINAL EPISODE."

Secret Bosses

BATILE THE SPIRIT OF VANITAS

Once you create a save file after completing the Final Episode, you can reload an old save file and seek out the first of two new hidden bosses.

Don't use your Final Episode save file, because you can't reach the second boss with that, but any other starred completion file will do.

You find the first hidden boss in the Keyblade Graveyard. When you choose to land, you have the option to arrive in a new “Badlands” area,

which is just Twister Trench without the twisters. Examine the crest on the spire to trigger the battle.




ﬁ\ /ﬁ . Don't ever use Cure-series recovery spells in this

‘4
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Vanitay’s ]Lu%em% S)mimt
Defeat Vanitas’s Lingering Spirit G

DEFENSE : 3 i ﬂ v

e This battle can he extremely t.ilﬂicu!t. Vanitas is so

powerful that almost any of his attacks can be a one-hit

FINAL EPISODE

o T kill; only your Second Chance and Once More abilities

BUZZARD X0.25 will allow you to survive long enough to take a second

THUNDER X 0.25 g : S S |
X025 hit. Needless to say, you must master those ahilities : \ oy

hefore this fight begins. Vanitas has only one HP bar, hut
his high defense scores and elemental resistances
make it difficult to punch damage through.

KEYBLAU{ V0ID GEAR

fight, as they allow Vanitas to copy the effect
and cast it himself. Instead, fill your Command Deck with Potions. Even normal Potions
will do—your HP total doesn’t matter as long as it's higher than 1. You should also ‘
refrain from using any enhanced form of evasion. Action commands like Firewheel p
and Thunder Roll provide a much shorter period of invulnerability than the standard
Cartwheel and Dodge Roll; that brief
window of invulnerability will save
your life countless times in
this fight. Generally, you also
want to evade Vanitas's 7
attacks, and never
hlock them.

S

Very few offensive '
commands are effective ’ \
in this fight. One is Ventus's

Tornado, which deals a dA
surprising amount of damage. & s
But Aqua and Terra need to rely

solely on the Mine series of spells: Mine Shield,
Mine Square, and Seeker Mine (only Aqua can
use Seeker Mine). When you have an opening,
set a trap, and then cartwheel, roll, or dash away.
Maneuver in a way that puts the mines between
you and Vanitas, and he usually blunders into them.

It takes a it of practice to learn when it’s safe to
quaff a Potion or drop some mines, but you can
generally do so without repercussion after Vanitas
swings and misses. But it's not worth attempting commands when Vanitas uses the move in
which he hides in a hlack orh in the center of the battlefield and sends a series of shadow
duplicates after you. This is a very powerful attack, and it's the one Vanitas almost always
chooses to open the fight. To prevent him from using it, start the battle using your evasion
skill—rush up to Vanitas and sucker-punch him once or twice with a standard attack.
That throws him off his game and keeps this deadly attack at bay. Dodge and drop
mines for the rest of the fight.
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FACE YOUR GREATEST CHALLENGE

Save the game after you defeat Vanitas's Lingering Spirit, and

then load a saved file in which you have access to the Land of
Departure. When you land on that world, you trigger an event
in which your hero discovers a mysterious figure at the Summit
area. This is the game’s ultimate challenge.

)
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O NAME

Figure

S 2 Defeat the Mysterious Figure

DEFENSE [ S

IMMUNETO Once again, your foe deals so much damage that you have little hope of surviving any

of his attacks with mare than 1 HP remaining. But unlike the previous fight, there’s no
penalty for using recovery spells here. Just don't expect your opponent to give you many
BLIZZARD s opportunities to use them. He strikes whenever he senses a moment's opening, such as
the instant before or after you cast a spell or trigger an offensive command. Most of the

STATUS RES]STANCES . EVERYTHING

FH\"SICM
FIRE

THUNDER

game’s most powerful
commands take too
long to trigger to be
useful here. Use only

/]“ i your swiftest attacks,
or gwé up on attack commands entirely and fill your Command
Deck with recovery commands. You can often safely squeeze
off a Curaga spell immediately after one of your opponent's
attacks knocks you upward or backward.

HI s()() 00

The heart of your offense should be your Shotlock, which X Rrgu a2

damages your foe and provides a crucial second of
invulnerahility that, if timed correctly, allows you to aveid any of
his attacks. After you unleash your barrage, lock back onto your
foe so you can see what he's doing. Use your evasive ability to
dodge until he provides an opening for another Shotlock harrage.
Using a long-range attack also protects you from some of your ‘
foe's powerful counterattacks, such as slowing your movement
while he moves at a normal rate. Counterattacks like that make
any sort of melee strike a losing proposition. Stick with your
Shotlock and rely on Elixirs, Megalixirs, and Mega-Ether to
ensure you never run out of juice.

CEYERTEE) ¥
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In addition to your main quest. you can ﬁnd p!enty of_distractl

optional worlds of Disney Town ami the erage Arena, and even in

your own Camp Menu. Besides offenng a pieasant way t pass

the time, these mim games offer several valuable rewards.

Camp MENU GAMES

Sticker COLLECTING

In each world you visit, each character can find between one and
three stickers that appear as shimmering golden crowns. Different
characters find stickers in different places, and you often need to

use your action commands in

clever ways to reach them.
You can find the location

of each sticker in the maps and
walkthroughs that appear in this
strategy guide.

Once you find a sticker, you can go to the

Reports section of your Camp Menu, select your
Sticker Album, and choose the “Arrange Stickers”
command. By peeling stickers off the left page and
sticking them on the right page, you convert them into

points. Experiment with different locations, as doing so may slightly

affect their point value. At certain point milestones, your characters receive
items or commands as rewards, so stick ‘em as you get ‘em.

STICKER COLLECTION REWARDS
POINTS  TERRA VENTUS AQUA

“ Pulsing Crystal | Wellspring ) Crystal

=
s

to stickar gz @ J..ﬁ'un tickar @ Flooly/reuoys sticker




ComMmMAND BOARDS

CoMMAND BOARD Basics

Command Boards are board game-style mini-games in which players compete with each other or NPC opponents in a race to earn a target
amount of GP (game points). At the beginning of each turn, players roll a die and move the number of squares shown on the die. The basic

idea is to pass each of the colored Checkpoints (Yellow, Red, Green, and Blue) and then return to the Start Panel to collect a bunch of GP

and refill your hand. Once a player earns the amount of GP needed for victory, he or she must return to the Start Panel to win.

Your hand is composed of commands from your inventory. You can spend them on one-time
effects, such as adding an extra die to your die roll or stunning a rival player. Or you can

play them on blank Command Panels when you land on one. When rivals step on a panel you've
secured with a command (and a GP payment), they have to pay you GP for tramping on your turf.

Use your command cards aggressively; you earn a new one every time you pass a Checkpoint, as well as a whole new hand of them
whenever you pass the Start Panel. Don't be afraid to spend your GP freely as well; your game score is based on the total amount of GP you
earn throughout the game (the bottom number by your name), not the amount you have on hand (the top number by your name).

CoMMAND BOARD REWARDS
The Command Board offers a variety of rewards. The commands

COMMAND BOARD

Keyblade Board
K

you attach to Command Panels gain a bunch of CP at the end of

the game, whether you win or lose—although you gain more for

winning. You can also earn entirely new commands: Each board

begins with a number of Command Panels that are already filled,
and if you buy those panels with GP, the commands are yours

B

to keep. This makes the Command Board a great way to earn

commands early in the game.

There are two ways to play the Command Board mini-game. You can fire it up from your Camp Menu when you're at a save point or the World
Map, or you can play it in the Mirage Arena. You find a very limited assortment of commands on the Command Board when you play it in the

Mirage Arena, and you never find any of the rare commands. So, if you're

trying to win commands, always play from your Camp Menu.

The exact commands that appear on a Command Board may shift from
game to game. Some are random, some appear only for certain charac-
ters, and some are replaced with new commands once they're taken.
However, the rare commands in the following lists should always appear
until your character claims them, at which point they disappear from the
board forever.



CoMMAND BOARD PANEL COMMANDS

RARE COMMAND
Ragnarok
COMMON GOMMANDS

Blizzard
Confuse
Ul

o
3

Poison Edge

Strike Raid
Zero Gravity

RARE COMMANDS
Focus Barrier (Aqua)

Focus Block
‘(Terra/Ventus)

Meteor Shower
COMMON COMMANDS
Blackout

 Fire Dash
Stun Edge

Thunder
_Wishing Edge :

RARE COMMANDS
Lightning Ray
. Limit Storm (Terra)
COMMON GOMMANDS

z
5

Blackout
 Firaga
Ignite

Sonic Blade

Thundaga
Th_undara
Zero Gravig

COMMON GOMMANDS

Blackout

Blizzard
* Blizzard Edge ]
Strike

ks c'lll'e e g i

KEYBLADE BOARD

ROYAL BOARD

TOON BOARD

RARE COMMANDS
Photon Charge
Munny Magnet (Aqua
OTHER COMMANDS
Aerial Slam

Binding Strike

Magnega
Mind Square
Poison Edge

“ Zero Gravira

RARE COMMANDS
Sacrifice (Terra)
Thunder Roll (Ventus)
OTHER COMMANDS
Confusing Strike

Fira

Fire Surge

Mine Square

Zero Gravira

RARE COMMANDS
Fission Firaga
Lightning Ray
Ragnarok

OTHER COMMANDS
Aerial Slam

Aeroga

Aerora

Confusing Strike

Fire Surge
Magnega
“ Sonic Blade
Thundaga
 Thunder
Thunder Surge
 Zero Graviga :
Zero Gravira

T TR

SKULL BOARD
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DisNeY TowN GAMES

RumBLE RACING

You can challenge the game's four racecourses at the Rumble Racing track either in Disney Town or the Mirage Arena. When you play

in Disney Town, you unlock the third and fourth courses by scoring high finishes in the first two available tracks, and you can earn a cool
prize for finishing the final race. The Mirage Arena doesn'’t award normal prizes, but players can earn medals based on their performance
and can raise their Arena Level by beating target times.

Victory is a matter of choosing the right course, using your weapons liberally while avoiding your opponents’ attacks, and making sharp
turns quickly by holding the brake and accelerator together ( the ® and & buttons). Players can get a head start at the beginning of each
race by pressing the accelerator only after the “1” of the countdown fades, just before the word “Gol” appears.

Which racecourse?
Gountry Chase
Dishey Drive
Grand Spree
Castle Circuit

CounTtrY CHASE

Stick close to the right wall and hit the first ramp to
jump onto a mountain ledge that offers this track’s
only shortcut. Hang a hard right when you return
to the track, and stick close to the right wall to be
in a better position to avoid the two tornadoes just

ahead. If you focus on a fast start and never miss the shortcut, you should stay far enough PRIZE FOR TOP-THREE FINISH  HI-POTION
ahead that you won't need to worry about your rivals. MIRAGE ARENA TARGET TIME 5 LAPS IN 2:30

DisNey DRIVE
Disney Drive is an extended version of Country

Chase that adds a long, straight city segment after
the first shortcut. Hit the first ramp in the city,
and pilot your Keyblade through the center of the

midair dash ring that follows it. That should keep :
you high enough above the track that you can blast directly through the tornado ahead PRIZE FOR FIRST-PLACE FINISH  FIRE DASH
without being spun off course. A new shortcut is at the map's southern tip, where aramp [l Z RS R 1L ST ie e

propels you onto a thin ledge. Make a sharp right turn when you land, and then bear gently to the right when you run out of ledge. After
that, try to stay toward the center of the track so you can hit the shield in the tunnel; that should keep you safe from your rivals for a while.



GRAND SPREE  —
Grand Spree is basically a reversed and remixed version ﬁ

of Disney Drive. In the city stretch, the shortcut added
to Disney Drive is boarded up, but you can still use the

ramp to leap up to the ledge and grab a shield. Two

ramps later, launch yourself straight through the tornado = ;
s0 you're in position to hit the next ramp, which is across the street. When youreach the old  [lilfA3at UE Rl AR VUL B 20V
Country Chase shortcut, you may not want to bear left to rejoin the course at the end of the MIRAGE ARENA TARGET TIME 5 LAPS IN 5:00
ledge. If you instead go straight off the ledge, you can hit a shield on the lower course before you turn. This could cost you a second, but

the invulnerability gets you safely across the finish line.

Castie CIrculr

The key to this confusing course is right at the begin-
ning. To get onto the optimal route, hang a sharp left
when you first get out into the grass. Then decelerate a

little and hang a sharp right. Driving down the center of | S

the ramp sends you into the fenced-in pit, shaving off a few seconds. The next move is easier, VICTORY LINE
g : i S PRIZE FOR FIRST-PLACE FINISH

but even more essential: A series of Mickey-head obstacles guides you onto one of two paths. KEYBLADE

Just follow the wooden ledge if you get the right-hand path. If you get the left path, you need

to hit the first ramp and then hit the second, or make sure you're going fast enough to reach

the ledge against the far well without it. Hang a sharp left, and you find yourself on the optimal course through the track.

MIRAGE ARENA TARGET TIME 5 LAPS IN 5:30

Ice CREAM BEAT

In Ice Cream Beat, your hero sits on top of an ice-cream cannon and blasts ice

cream onto Huey, Dewey, and Louie's ice-cream cones, mimicking a predeter-
mined beat. Your goal is to memorize the rhythm of the ducklings' claps, and then
replicate it by firing one shot of ice cream to the appropriate duck’s cone for each
clap. You get points for accurately matching the beat, along with bonus points for
your highest combo, as well as the height of the ice cream cones at the end of
the game. At certain points in each beat, you have an opportunity to unleash a
rapid-fire barrage of ice cream to build up your combo score. High scores unlock
new songs and more challenging versions, while nearly perfect scores yield prizes
primarily of consumable items, such as Chaos Crystals and Mega Potions. The

big prize is the Frozen Fortune Command Style, which you can win by earning a

“Fantastic” score on the Master Mode version of “Dessert Paradise.”

AFTER CLEARING
MASTER MODE

SONG MASTER MODE PRIZE

IT'S A SMALL WORLD ELIXIR ETHER

BLAST AWAY! -GUMMI BLIZZARA ETHER
SHIP Ii-

DESSERT PARADISE FROZEN FORTUNE HI-POTION
DESTINY ISLANDS CHAOS CRYSTAL HI-POTION
HAND IN HAND* BLIZZAGA MEGA-POTION
* HAND IN HAND ALSO HAS A PRIZE FOR ITS BEGINNER MODE : FREEZE RAID




FRUIMBALL

Fruitball is a simple game in which players try to knock bouncing fruits into each other's goals. You can jump as normal by pressing the @ but-

ton, swing your Keyblade like a racket via the & button, put some spin on your shot with the ® button, or bounce a fruit up for a devastating

spike with the @ button. Against tougher foes like the final opponent, you
FRUITBALL OPPONENTS

ROUND |OPPONENT
BRUISERS BALLOON LETTER Re
CHIP & DALE MAGNERA %

want to spike the fruit when the enemy goal is on the ground, and focus on

defense when the enemy goal is floating in the air. Use the analog stick to
aim your fruit toward the goal whenever you take a swing.

CAPTAIN DARK/JUSTICE  CHAOS SNAKE (SHOTLOCK)

Each fruit behaves differently, with grapes and bunches of bananas breaking

up after they sustain a certain amount of damage. Each individual grape can score a goal, while bananas splinter into banana peels that stun

any player that steps on one—you can rotate the analog pad to speed up the stun recovery process. Always try to sp]ké these dangerous fruits

to increase the odds of them breaking up on your opponent's side of the court.

In addition to the wide (_ g4 ¢
variety of games in .‘L‘W"’
Disney Town, there's

a mini-game that you

can play only in the

Olympus Coliseum, and

only when you return

to that world after

completing your primary mission there. To try it, speak to Hercules

in the Vestibule, and agree to join him in an urn-smashing training
session. Use area-effect commands and Combat Styles to smash
whole groups of urns simultaneously. Or give barrels a whack to
knock them down, then jump onto them and ride around the battlefield
to smash every urn you touch. The prize for your first victory is the
Sonic Blade command; after that, you receive Panaceas instead.




THE MIRAGE ARENA

MIRAGE ARENA BAsics

The Mirage Arena is the central hub for all the multiplayer options in Kingdom Hearts: Birth by Sleep. Here, players can meet up over a local
wireless connection and battle each other in the Versus Arena, at Rumble Racing, or compete on a Command Board. There are also more than

a dozen combat missions in Arena Mode that players can challenge with parties of their friends.

Solo players can visit the Mirage Arena to challenge most of these games alone. In fact, everyone should make a point to challenge at least a

few of the Arena Mode events, because doing so is a good way to earn HP bonuses, new Keyblades, Command Styles, and Shotlocks. It's also

the only way to earn one of the crucial Xehanort Reports that are a prerequisite to unlocking the game's final chapter.

GETTING STARTED

When you first arrive at the Mirage Arena, you get to design your avatar by selecting its name and color scheme. You're then prompted to

choose online or offline play. If you select online play, the game searches for nearby friends with whom you can share a lobby.

Whether you're playing with friends or going it alone, you start up a game the same way. Approach the terminal in the lobby, and select the
game you want to play and all its parameters. Then go the center of the lobby and press the @ button. Wait for your friends to do the same, if
you're playing together, and then press the @ button to begin the game. Note that you're able to play only those Arena Mode events that are

at or below your Arena Level.




ONLINE AND OFFLINE MODES

GAME MODE MULTIPLAYER SINGLE-PLAYER
Versus Arena Up to sn( friends can break into teams and battle each other in Not available

“Solo players can play any unlocked Gommand Board agalnst
NPC op onen

hj( RaisiNnG YOUuR ARENA LEVEL THE MEDAL SHOP
Your Arena Level determines which Arena Mode events you can sign up for, what Whenever you complete an event, you earn
prizes you can buy at the Mirage Arena Shop, and what sort of icon appears by your medals you can spend at the Mirage Arena’s
character's naﬁ\é; Your Arena Level increases by one whenever you succeed at one of Medal Shop. The shop sells some general-
the following arena challenges: use items, but it specializes in multiplayer
¢ Complété:';.;ﬁ Arqria Mode event (once per event). skills, like Group Cure, and one-time tickets

to arena events, which allow you to ignore

v @?#ack s [HECh e RO Racing (ouce pentack), Arena Level restrictions. Note that for an

¢ Beat a Command Board (once per board). - item to be offered for sale, you need to
i meet both its Shop Level and Arena Level
¥ Revgll ool milestone numbers of medals earmied (see the Pollowing chary) prerequisites, so not all the items listed here
MEDAL MLESTGNES You can track your success at earning the various Arena are available in the early stages of the game.
Level boosts by opening your Reports menu, choosing (Refer to the Commands section in this guide

-EEEIE_
=1 Game Records, and then selecting Arena Missions.

for more information about Shop Levels.)

EVG LESEL L,
FHSSION CORNPLETE

Conglete R Tiee to O "
Congiete “Copycat Crisis*
2277
Fumbis Facing
Country Chase.
Fiash five laps in 2minutes Nseconds. 4F §

Disney Drive
Finish five laps in S mnutes. kA

o preonie 17,

ARENA =~ MEDAL
LEVEL COST

MIRAGE ARENA EVENTS
The meat of the Mirage Arena are the Arena Mode events. Each features several rounds of
fights against standard enemies, usually capped by a fight with one or more of the eight arena
bosses, five of which are exclusive to the arena. It's from these events that you earn the arena’s
top prizes: stat boosts, Keyblades, Command Styles, Shotlocks, and a Xehanort Report. You can't
pause or open your Camp Menu during an event, so make sure you fill out your Command Deck
with your most powerful attack and healing commands before you press the @ button.




ARENA MODE EVENTS

OTHER REWARDS

A“E“f_‘ BATT!.E

 ROUNDS

1 Day of Reckoning ) 1 4 Iron Imprisoner | 75 —
1 |Wheels of Misfortune % 4 Cursed Coach 20 Aqua: Max HP +5
1 Weaver Fever " 4 Wheel Master 120 Terra: Max HP +5
3 |Sinister Sentinel W 5 Iron Imprisoner Il 150

Terra: Darkgnaw Keyblade
5 Dead Ringer W 5 Mimic Master 180

Ventus: M_a_)_(‘HP +5 =) .
Combined Threat LA 6 Trinity Armor 210 Aqua: Sky Climber Command Style

8 Risky Riches 4 3 —_ 105 —
10 Harsh Punishment biddd 6 Iron Imprisoner Il 300 I T

Aqua: Max HP +10
13 |ATime to Chill b6 & & ¢ 8 Hades + Zack, Ice Colossus 375

Ventus: Max HP__+10
15  |Treasure Tussle PLBO 3 — 5
17 Gopycat Crisis b & & & o 8 Mimic Master

et 5 Iron Imprisoner Ill, Imn

20  |Keepersof the Arena | s+t vir veoe 9 Imprlsogmr :
30 |Villains’ Vendetta b 46 & & ¢ 8 All Previous Bosses ? All: Ultlma Weapon Keyhlade

Mirage Arena Bosses

* Stats for each boss’s first/second)/third appearances are separated by sfashes.

[rON IMPRISONER I

HP 1200
Strength 13/40*
Defense 4f20*
Status Immune to
Resistances e\mﬁmg
ELEMENTA

Physical x1.0

Fire x1.0
Blizzard x 1.0
Thunder x1.0

Dark x1.0

1300

24/36/40%

13/19/20*

d Status

| Resistances _

Immune to

]lRON IIMPRISONER 11

2

A

Immune to

eVGE!Ehing

x1.0

x1.0

Bllzzard

x1.0

Thunder

1 x1.0

Dark

x1.0

]IRON ][MPRISONER W

JStatus
Resistances

Bllzzard

_Thunder

Dark




WHEEL MASTER

|
Mimic MASTER 4 | |
: HP (Body) | 1750 1 1
. | HP (Arms) | 650 i
| [ Strength 19/40* '
! l
|
|
|

1800/900*

19/30%

1/16*

Status Immune to all but

Resistances | Stun, Ignite, and
| Poison

Defense 1/20*

Siatus Immune to all but
Resistances | Ignite and Poison
AK
\_Physical x1.0

Fire x1.5

Blizzard x1.0

Thunder x1.0

[Dark x1.0

Cursep CoACH : { TrRINITY ARMOR
A T
Strength

1200 HP (Head) [ 1350 L
16/40° i

HP (Each
Def other piece) 1000
Defense 13/20* 1

Immune to

NES! | Status
| Resistances | everythin

i

m b o |
Immune to all but ; | Strength 24/40* i
Stun 1
f
\

.0
.0
.0
.0
.0

Blizzard |_Physical x1.0 =9 [
Thunder X Fire x1.0 i 1
Dark x 1 Blizzard x1.0 i I
o =4 Thunder x1.0 ﬂ> 4 ]
Dark x1.0 P

il / \

I
\ =i
ZACK Ice Corossus i
[HP 600 AP 1600 Ny |
Strength 30 Strength 30/40*
o lir?lmune to all Defense 1620 L
Status Immune to all but ‘
Status hut Stun, Freeze i i
Resistances Izqnite[i Poison and Resistances ; Lpnite ‘
e ENENTAL WA 5 Physical x1.0 { |
i ; Fire x1.25 i ‘
-Phusical | X1.0 Blizzard x0.5 :
Blizzard x1.0 Thunder x0.75 1
Thunder x1.0 Dark x0.75 i
Dark x 0.5 i i
[N
HADES 1 s
HP 1000 T
Strength 30
Defense 16 |
Status Immune to all but
Physical
Fire
Blizzard
Thunder

Dark




=1 [tems play a limited role in Kingdom Hearts: Birth by

=\ _v' Sleep. If you open the ltems section of your Camp Menu,
you find ovr'uly your assortment of Keyblades, and a stock menu that holds
MW" your key items, ice cream ingredients, and a few other items, such as crystals and Mirage
- PR . Arena tickets. :
. B~ Of course, there are also items like Potions and Ether that you can use in combat,
o but these are listed in the Command Decks menu of the game, and they're covered in
the Commandpedia section of this book.

; , ‘ CRITICAL  CRITICAL |
(YBLADE  STRENGTH  MAGiC LENGTH “RAEAt  RUGE: | VENTUS AQUA LOCATION

Earthshaker 3 1 Short 25% x1.2 Terra's starting Keyblade
e 3 1| shot | 0% | x135 Ventus's starting Keyblade
Rainfell 2 2 Short 25% x1.2 Aqua's starting Keyblade
Treasure Trove 3 2 Short 25% x12  Clear Dwarf Woodlands
hsﬂt:-'gﬁ%ﬂi 2 2 Medium 75% x1.35 Clear Castle of Dreams
Fairy Stars 2 3 Medium 25% x12 Clear Enchanted Dominion

: : Score a 1st-place finish in the Rumble
Victory Line 4 2 Long 75% x1.35 Racing Castie Circuit
m‘ ofa 5 1 Medium |  50% x15 Clear Olympus Coliseum
Hyperdrive 4 3 Long 50% x1.35 Clear Deep Space
Pixie Petal 3 6 Short 5% x1.35 Clear Never Land
Ultima Clear the “Villains' Vendetta” event at
Weapon 1 6 Long 5% X15 Mirage Arena

g Make all seven flavors of ice cream in
Sweetstack 6 4 Short _100% x1.2 Disney Town
Clear the “Dead Ringer” event at
Darkgnaw 5 2 Short 25% x1.35 Mirage Arena
Ezrd;ofthe 5 3 Medium 50% x1.35 Eam during Destiny Islands event
Chaos Ripper 10 -2 Long 25% x1.5 Earn by defeating Master Eraqus
Frolic Flame 3 3 Medium 50% x1.5 Clear Radiant Garden
Lost Memory 6 5 Long 75% x1.5 Earn during Destiny Islands event
Destiny's Eam after Unversed battle at Radiant
Embrace 3 3 Shart 7% X135 Garden’s Front Doars
Rainstorm 5 4 Medium 50% x1.35 Earn during Destiny Islands event
Brightcrest 4 1 Long 75% x1.5 Earn at start of Final Episode
Void Gear 8 4 Long m m Defeat Vanitas's Lingering Spirit
' NoName ] ] Long m " Defeat the Mysterious Figure




e VENTUS ~ AQUA PRIZE POD WORLD PRIZE POD AREA USEDINRECIPE  ELIFE

Apple Pie Dwarf Woodlands The Mine Honeybunny 2
Balloon Melon ' Deep Space Turo Prison Block Fabracadabra 2
Bijou Bean Enchanted Dominion Waterside Vanilla Glitz 1

' B:rﬂ:dav Cake - ' Castle of Dreams m?l‘;? Courtyard (Terral, Foyer | Royalberry 8
Bizarro Bean Deep Space Turo Prison Block Big Bad Pete 20
_Chéﬁyherry '  Enchanted Dominion Audience Chamber Double Crunch g
Chocolate Valentine Castle of Dreams Mousehole Goofy Parfait 5

: -'Cott_dn:{‘:_luudca_nd\'," o Olympus Coliseum {Town Near Thebes (Both) Milky Way 14
Cream Fluff Deep Space pargon ranshorter Ventush 1o | iy Way 1
Crystal Soda Castle of Dreams Foyer (Aqua) Donald Fizz 8
; Crystal Sugar Castle of Dreams Palace Courtyard Vanilla Glitz 3

L L Skull Rock: Entrance (Terra),
Dancin’Lemon ' :_Nja_va'r Land, Mirage Arena® &;ng?l_d ti?,?ﬂg%?ﬂ’g‘:; Spark Lemon 3
Sl i | Round (Ally*

Fizzy Tizzy Deep Space Turo Prison Block Donald Fizz 15
: EﬁtestMufﬁn_ _  Enchanted Dominion Audience Chamber Goofy Parfait 10
Galactic Caramel Deep Space Turo Prison Block Rockin’ Crunch 15
Gaspberry : : _Dv&arfwuudlands gmfgg’l:gg (‘ﬁgﬂgrw (Terral, | Royalberry 7
Golden Jam Never Land Skull Rock: Entrance Vanilla Glitz 1
'_Héﬁ:ic Orange Olympus Coliseum Town Near Thebes Fabracadabra 2
Honeybunch Never Land Mermaid Lagoon Honeybunny 3
Jumbo Almond - Enchanted Dominion Audience Chamber Goofy Parfait B
Mermaid Salt Never Land Indian Camp Donald Fizz 13
Merry D'air_v Dwarf Woodlands The Mine Double Crunch 5
Moagle Coffee Radiant Garden Fountain Court Goofy Parfait 7
Nebula Nectar Radiant Garden Fountain Court (Both) Royalberry 10
Nutty Nut gmasglmnod!ands, Olympus Hggererghr:ggg Waterway, Town Rackin' Crunch 12
Open Sesame Mirage Arena* Treasure Tussle - Final Round (All}*| Snow Bear 3
Peach Fantasy Dwarf Woodlands Flower Glade Fabracadabra 1
Prickle Pepper Disney Town Raceway (All} Bueno Volcano 5
Rainbow Syrup Never Land &?ﬁg?ﬂt@?mn (Ventus), Indian Milky Way 8
Rocket Shda : Radiant Garden Fountain Court (AII)' Spark Lemon 2
Rose Honey Enchanted Dominion Waterside (Both) Royalberry 7
Sky Blue Mousse _Enchanted Dominion Waterside Donald Fizz 8
Soy Milk Radiant Garden Fountain Court (All) Snow Bear 5
Star Syrup Deep Space Durgon Transporter Double Crunch 15
Thundercracker Olympus Coliseum Town Near Thebes (All) Spark Lemon 4
Toonbasco Disney Town Raceway (All} Bueno Volcana 3
Wedding Cake Castle of Dreams Mousehole Double Crunch 14
Whipped Dream Never Land Skﬁll Rock: Entrance Big Bad Pete 20




ITEM

Action Recipe

Attack Recipe

Block Recipe

Giga Attack Recipe
Giga Magic Recipe
Magic Recipe
Mega Attack Recipe

Mega Magic Recipe

Pink Fabric
Pink Thread
Sash
Wayfinder
White Button
White Lace

DESCRIPTION LOCATION

Alist of recipes that result in action commands. | Find in Never Land !
Alist of recipes that resultin basic attack Find in Enchanted Dominian (Terra) or i
commands. Dwarf Woodlands (Ventus/Aqua) -
Alist of recipes that result in defensive Find in Dwarf Woodlands (Terra) or
commands. Radiant Garden (Ventus/Aqua)

A lifetime passport to Disney Town. Received in event at Radiant Garden

Alist of recipes that result in ultimate attack Buy in Mirage Arena Shop for 2000
commands. medals

Alist of recipes that result in ultimate magic Buy in Mirage Arena Shop for 2000
commands. medals i
Alist of recipes that result in basic magic Find in Mysterious Tower (Terra) or Castle
commands. of Dreams (Ventus/Aqua)

Alist of recipes that resultin advanced attack Find in Olympus Coliseum (Terra) or Deep
commands. Space (Ventus/Aqua)

Alist of recipes that result in advanced magic Find in Never Land (Terra) or Mysterious
commands. Tower {Ventus/Aqua)

AQUA




| Abounding Crystal

| Chaos Crystal : i

Hungry Crystal
| Pulsing Crystal
| Ranger Ticket

Risky Ticket

Sentinel Ticket

Shimmering Crystal
Soathing Crystal
Threat Ticket 0

|

Wellspring Crystal

AQUA

DESCRIPTION

When melding commands, attaches abilities that
boost combat rewards.

When meldin? commands, attaches a random
bility available to that command.

Lets you enter the Mirage
Chill” event once.

When melding commands, attaches abilities that
reduce command reload times.

When medling commands, attaches
related to collecting prizes.

When melding commands, attaches abilities that
provide damage boosts or defensive properties.

Lets you enter the Mirage Arena's “Dead
Ringer” event once.

Lets you enter the Mirage Arena’s “Risky
Riches” eventonce. :

When melding commands, acts as a Chaos
Crystal but also boosts command level to max.

Lets you enter the Mirage Arena’s “Sinister
Sentinel” event once.

When melding commands, attaches abilities that
boost elemental properties.

When melding commands, attaches ability
related to Max HP and HP recovery.

Lets you enter the Mirage Arena’s “Combined
Threat” event once.

Lets you enter thé Mirage Arena’s “Treasure
Tussle” event once.

When melding commands, attaches abilities that
extend combos.




Ulsing THE COMMANDPEDIA

Terra, Ventus, and Aqua each have different capabilities, and can only use a portion of the game’s commands. In the following
tables, an “0" appearing under a character’s name in a given entry signifies that the character can buy, equip, and meld that
command. If there is no “0,” the command will never appear during that character’s quest.

Many abilities deal damage of a certain elemental type. If you can pair the right elemental type with your foes’ weaknesses, you
can deal additional damage. Commands with no type listed either deal damage of a non-specific type or no damage at all.

Most commands gain levels as they earn CP. They become more effective when their level increases, dealing slightly more damage
or having longer durations, for example. Most commands can be melded only when they reach their maximum level.

A command's class (basic, advanced, or ultimate) typically comes into play only when melding. The recipe items that can show
you the results of melding are divided by class. You can meld commands without them, but you'd need the Mega Attack Recipe, for
example, to be able to preview a melding that would make an advanced-class attack command.

Many commands can be purchased at Moogle Shops, but certain conditions must be met before they appear on the shelves. You

begin the game at Shop Level 1, and your Shop Level rises by one each time you complete a world's main quest. So, you won't see

commands listed as Shop Level 4, for example, until you're into the fourth world of your adventure. ltems with no Shop Level must ) ’
be found or created through melding. % ]

Some commands have the “Buy Copies” hox marked with an “0.” In those cases, the command appears in the shop as soon as
you acquire a copy of it through some other means, allowing you to sell or meld your copy and buy a replacement later. Copies of
commands are added to the shop’s stock immediately, even if you haven't yet reached the command'’s Shop Level.

An item’s value determines the price you pay for it at the shop, if it's for sale at all. Even items that can’t be hought have a value,
which is reflected in the amount of Munny you get if you choose to sell it to the shop. Base commands sell for half of their value,
but are worth more Munny if they're leveled up or have abilities attached.




Battle commands are the special attacks, spells, and items that your heroes can equip to empty slots in their Command Decks and trigger via

e e

|

1 Ars Solum

the @ button. N SO
Attacks are divided ifiio‘m omyour hero's Magic stat, while attack
encounter friend omman , which are typically sold in the Mirage Arena, These function
a effects that are usefu prima; mulﬁpiayergames ' :

es. Magic commands derive their s

SHOP  BUY
VL. COPIES

COMMAND  RELOAD
GAUGE TIME

VENTUS  AQUA  siots DAMPGE "L"\ﬁx DESCRIPTION CLASS VALUE

; Pre|e1ss the @ button atthe
. right time to knock enemies

! Physical 4 into the air and then smack 15 2

them back down.

Advanced

Assail enemies with a
ferocious string of blows.
2 Physical 6 | Pressthe @ button atthe 6 25 Ultimate — —_ 4000
end to tack on a few extra
hits for goad measure.

Ars Arcanum

Assail enemies with a
ferocious string of blows.
2 Physical 6 | Pressthe @ button atthe 6 25 Ultimate — — 4000
end to tack on a few extra
hits for good measure.

1 | Physical | 3 |Cloakyourseffinabarrier 10 15 |Advanced | 5 0

Barrier Surge and rush the enemy.

1 | Physical | 3 |Ferformaspinning attack % 10 Basic | 4 0

Binding Strike that binds some foes.

Press the @ button at the
1 Physical 4 |righttime to perform a 15 15 Basic 8 0 1200
series of jumping attacks.

Cloak yourselfin ice and hit
the enemy with a jumping

1 Blizzard 3 | attack, after whichice 20 10 Basic 4 0 200
bursts from the ground for
additional damage.

Restore 10% of Max HP and
4 10 Focus Points each time 0 20

you press the @ button
when prompted.

Blizzard Edge

Break Time Advanced | — — 2400

Knut%k enemielfg]\tu the
: air, then smack them into i
1 Physical 4 next year with a powerful 20 20 Advanced | — 0 1800 i

spinning attack.

Press the @ button atthe :
right times to perform a
2 Dark 6 |series of charging attacks 15 25 Ultimate | — — 2500 |
gat blind or bind some 3

gs.

| Brutal Blast

Chaos Blade

Collisi Use mlagnatic i‘nrceetc:1 pull ‘
ollision . a single enemy toward you, . o
Magnet ! Physical | 4 | then send it crashing into X 20 | Advanced 0 1300 E

other foes.

Confusion

1 | Physical | 3 |Performaspinning attack % 0 | Basic | 5 0 | 450

Strike

that confuses some foes.
3 i 5 T T e T T




NAME

Dark Haze

Fire Dash

5

J Fire Strike

- | Fire Surge

-.

| Geo Impact
Limit Storm

| Magic Hour

: Magnet Spiral

| Meteor Crash

Poison Edge
| Quick Blitz

| Sacrifice

Salvation

| Slot Edge

Sonic Blade

=

=

3 =}
E o
[ o
-4 ©w
3 -

TERRA | VENTUS  AQUA

DAMAGE  MAX
SLOTS “ype L.

DESCRIPTION

Cloak yourself in darkness,
then charge at faraway
enemies. The attack has a
chance of dooming them,
leaving them five seconds
to live.

COMMAND  RELOAD
GAUGE TIME

CLASS

Advanced

SHOP  BUY v g

LVL.  COPIES

Cloak yourself in fire, then
punish faraway enemies
with a charging attack.

Advanced

Cloak the Keyblade in fire
and perform a spinning
attack at the enemy.

Rush the enemy while a
ring of fire revolves around
you, hitting targets multiple
times.

Cloak the Keyblade inice
and throw it at the enemy.
Freezes foes.

Advanced

Physical

A leaping strike which

causes giant boulders to
burst from the earth and
deal additional damage.

Physical

Perform a spinning attack
that deals additional
damage if you are low
onHP.

Ultimate

Physical

Press the @ button at
the right times to dive
repeatedly and create
columns of light that send
enemies flying.

Physical

Use magnetic force to pull
in surrounding enemies,
and then punish them all
at once with a single spin
attack.

Ultimate

Physical

Leap high into the air and
bring your Keyblade down
on the enemy, along with a
slew of metears.

Ultimate

Physical

Perform a jumping attack
that poisons some foes.

Basic

Physical

Perform a jumping attack.

Basic

Physical

Expend HP to perform a
single, powerful attack.

Ultimate

Physical

Perform a powerful
spinning attack and hit
enemies with lots of
columns of light at once.
You will also recover HP.

Physical

Punish faraway enemies
with a charging attack.

Physical

Press the @ button atthe
right times to perform three
jumping attacks and cause
symbols to appear; get
three of the same to win
prizes.

Physical

Press the @ button atthe
right times to perform a
series of charging attacks
that will reach faraway

Ultimate




AmCKS (conTinuED)

COMMAND  RELOAD CLASS SHOP  BUY
GAUGE TIME LVL.  COPIES

o DAMAGE  MAX
NAME VENTUS = AQUA  SLOTS TYPE LVL.

DESCRIPTION VALUE :

Throw the Keyblade at ‘
the enemy. If it connects, 3

1 Physical 5  |the Keyblade will splitinto 20 20 Ultimate — 0 1300
beams of light that fly in all
directions.

_ Spark Raid

3 Throw the Keyblade at the 20 10 Bisit 5 0 100

N
| Strike Raid enemy. Stuns some foes.

1 Physical

- Perform a jumping attack : !
T | Physical | 3 |nat stuns some foes. ) w Basie . : 2 4

Stun Edge

Cloak yourself in electricity
1 Thunder 4 | and rush the enemy, 10 15 Advanced | — 0 700
stunning foes on contact.

| Thunder

| Surge

Inflict Stop on enemies,
then press the @ button at ; %
the right times to perform a
combo while teleporting.

| Time Splicer 2 Physical 6 Ultimate — — 4000

Press the @ button atthe

: right times to knock nearby . . .
2 Physical 4 |arrmsistatha st 25 25 Ultimate 2700

- | series of whirlwinds.

Throw the Keyblade at the
1 Physical 4 | enemy. Causes some foes 20 15 Advanced | — = 500
to drop prize boxes.

Throw the Keyblade at the

: enemy, letting the wind . a t
1 Fiysiodl | 5 guide it toward your target 2 2 Uttimate 0 1500

for multiple hits.

Create a whirlwind with
1 Physical 5 | aspinattack and send 20 20 Ultimate — 0 1500
surrounding enemies flying.

1 Tornado
| Strike

| Treasure Raid

Wind Raid

Windcutter

Strike an enemy three
1 Physical 3 |times with a single jumping 15 10 Basic — 0 550
attack.

| Wishing Edge

Assail enemies with a
' single, blindingly fast
Zantetsuken 1 Physical 5 | Keyblade strike thathas a 40 20 Ultimate 5 0 1700
chance of destroying them
on the spot. i
i i ' o

T

DAMAGE MAX COMMAND  RELOAD : SHbP BUY i
NAME S SETpEE ] DESCRIPTION GAUGE. . TIME . B85S rvel coples | VALUE
Call on the wind to lift
enemies into the air and
then send them flying.
Stuns some foes.

4 Call on the wind to lift
| enemies into the air and
Aeroga send them ﬂyingtLor even Advanced

more damage. Stuns most
foes.

' Call on the wind to if
. enemies into the air and

j Aerora send them flying for more
4 damage. Stuns many foes.
3 i Bind any enemies grouped
k- around the target you have
; locked on, forcing them to
L stayin one place.

5 : Blind surrounding enemies

| Blackout to stop them from attacking Advanced

: in your direction




ENTUS ' AQUA = SLOTS

DAMAGE
TYPE

Blizzard

DESCRIPTION

Blast enemies head-on
with an even stronger
chunk of ice that cuts
through and potentially
deals multiple hits.

COMMAND  RELOAD CLASS

GAUGE

35

TIME

15

Advanced

SHOP
LEVEL

BUY

COPIES

VALUE

Blizzard

Blast enemies head-on

with a stronger chunk of

ice that cuts through and

gotentialty deals multiple
its.

Basic

it | Blizzara

Blizzard

Blast enemies head-on with
a chunk of ice that cuts
right through and potentially
deals multiple hits.

10

Basic

Confuse surrounding
enemies and cause them to
attack each other.

Basic

100

; Crawling Fire

Fire

Launch a slow-moving ball
of fire that deals multiple
hits to a single enemy as it
passes through.

Advanced

1800

Recover a large amount
of HP.

Basic

Recover a huge amount
of HP.

Advanced

| Curaga

| Cure

Recover a small amount
of HP.

Basic

| D-Link Magnet

Use magnetic force to yank
D-Link prizes right out of
enemies.

2%

Advanced

=

Dark Firaga

Dark

Launch a ball of dark fire
that blinds some targets.

35

Ultimate

Blizzard

Freeze surrounding
enemies. Attack frozen foes
to deal more damage than
usual.

Ultimate

Use magnetic force to yank
HP prizes right out of enemies.

25

15

Advanced

Recover from all negative
status effects.

Advanced

Send out columns of light
which devastate enemies,
and recover HP atthe same
time.

20

25

Uttimate

Fire

Launch a stronger ball of
fire toward enemies.

10

Basic

Firaga

Fire

Launch an even stronger
ball of fire toward enemies.

35

15

Advanced

Fire

Conjure up a ball of flame
overhead, then send fire
flying in all directions at
once. lgnites some foes.

Ultimate

- | Firaga Burst

Fire

Launch a ball of fire toward
enemies.

Basic

5 ; Fission Firaga

Fire

Launch a ball of fire that
explodes when it hits an
enemy, catching nearby
foes in the blast.

15

Advanced

e

Blizzard

Freeze enemies before
sending them flying.

20

Ultimate

2500

ce Barrage

Blizzard

Cause giantice crystals to
burst from the ground and
knock enemies into the air.

Ultimate

1800

Fire

Ignite the enemy you have
locked on and cause itto
take continual damage.

Advanced

...:. . l

Use magnetic force to pull
enemies in and deal even

more continual damage.

15

Advanced

1250




DAMAGE
ENTUS | AQGUA  SLOTS TYPE

| Magnera

MAX
LVL.

3

DESCRIPTION GAUGE

Use magnetic force to pull
enemies in and deal more 20
continual damage.

e N

COMMAND  RELOAD
TIME

10

CLASS

Basic

SHOP BUY
LEVEL COPIES

b

0

VALUE |

550

Magnet

Use magnetic force to
pull enemies in and deal 15
continual damage.

10

Basic

‘ Mega Flare

Launch a ball of fire
thattriggers a massive 55
explosion from which no
enemy is spared.

Ultimate

Bring a giant meteor
crashing down on the 40
enemy, triggering an
explosion on impact.

i)

Ultimate

Mine Shield

Set a row of explosive
magical traps which stun 20
enemies when tripped.

Advanced

1000

-‘- '

Set explosive magical lréps
all around you which stun 20
enemies when tripped.

Advanced

1000

" | them while they are shrunk

Temporarily reduce the size
of enemies. You can step on 8

to deal damage.

Ultimate

Munny Magnet

Use magnetic force to yank 25
munny right out of enemies.

15

Advanced

ki : m:.
5

Poison surrounding
enemies z_and cause them to 8
take continual damage.

10

Basic

Shake the earth and cause
boulders to burst forth
which knock enemies into 30
the air and stun them in the
process.

Ultimate

2500

2 Fire

1 Raging Storm

Cloak yourselfin a
whirlwind of fire, then fly
around at will, dealing 8
damage to enemies on
contact.

20

Ultimate

3200

-

Set explosive magical
traps nextto you which 15
zoom toward and stun any
enemies that get too close.

Ultimate

Put surrounding enemies 8
to sleep.

Basic

Manipulate time to slow
down the movement of
any enemies grouped 8
around the target you have
locked on.

Basic

150

Stop

Manipulate time to bring
surrounding enemies’ 8
movement to a complete
halt for 4 seconds.

Basic

100

Manipulate time to bring
surrounding enemies’ 8
movement to a complete
haltfor 8 seconds.

10

Advanced

1200

.-

Manipulate time to bring
surrounding enemies’ 8
movement to a complete
halt for 6 seconds.

10

Basic

1 Thunder

Strike surrounding enemies
from above with even
stronger lightning that 30
shocks other nearby foes if
it connects.

15

Advanced

Thundaga Shot 1 Thunder

Blast enemies head-on
with a bolt of lightning that 35
shacks other nearby foes if
it connects.

20

Advanced

P T T Bat A S
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Magic (CONTINUED) S L
DAMAGE MAX DESCRIPTION COMMAND RELOAD CLASS SHOP BUY

NAME VENTUS | AQUA~ SLOTS  “qype™ i GAUGE  TIME LEVEL COPIES

VALUE

Strike surrounding enemies
from above with stronger .

1 Thunder 3 lightning that shocks other 25 10 Basic 6 0 600

nearby foes if it connects.

Strike surrounding enemies
1 Thunder 3 from above with lightning 20 10 Basic 3 0 150

that shocks other nearby
foes if it connects.

Use the analog stick to
contral a mighty whirlwind
2 — 6 |anddrag enemies into the 25 30 | Ultimate — — 3200
vortex, where they will take
continual damage.

Create an anti-gravity field
no enemy can escape,

2 — 6 |thendeal damage by 3 20 Ultimate — — 3000
sending them hurtling in all
directions.

Blast enemies head-on
with a series of three

1 Blizzard 4 | chunks of ice that cut right 10 15 |Advanced | — 0 1800
| through and potentially deal
multiple hits.

: Launch a series of three
! Fire 4 | fireballs toward enemies. U 15 |Advanced | — 0 1800
Potentially wipe an enemy
1 o 5 | from existance. You will not 20 15
receive EXP, but the enemy
will still drop prizes.

Create an anti-gravity field
and send foes around you
drifting into the air for even 3 15
stronger continual damage.
Hit floating enemies to
confuse them.

Create an anti-gravity field

and gar;:]d foes a;gund :
you drifting into the air for ;

1 T 3 | stronger continual damage. 5 10 Basic 6 0 600

Hit floating enemies to

confuse them.

Create an anti-gravity field
and send foes around

- you drifting into the air :
L 3 |for continual damage. Hit 2 10 Basic 3 0 150
floating enemies to confuse

them.

| Thundara

7
| Thunder

| Tornado

Transcendence

e s

i Triple Blizzaga

R o g

Triple Firaga

Warp Advanced | — 0 1500

Zero Graviga Advanced | — 0 1300

Zero Gravira

. e

| Zero Gravity

FRIENDSHIP

COMMAND  RELOAD CLASS MEDAL
GAUGE TIME = COST

NAME VENTUS AQUA  stots DAMAGE ’f‘v"LX DESCRIPTION VALUE

- 4 |Restorea small amount of HP to 0 %

yourself and nearby friends. Basic

Group Cure

1 2 4 Restore a large amount of HP to 0 3% | Advanced | 360 800

|| Group Cura yourself and nearby friends.

o Restore a huge amount of HP to
! 4 yourself and nearby friends. 0 3% |Advanced | 500 1500

| Group Curaga

Eliminate all negative status effects
! = ! from yourself and nearby friends. 0 15 Advanced | 360 50

| Group Esuna

Scatter confetti. The characters it
1 - 1 tuuchkes get critical hits on their next 0 5 Advanced | 150 250
attacks.

Confetti

1 s 1 The next time you receive damage, it 0 5 AdUancad I 40 900

| Fireworks will be seven points.

Provoke enemies into attacking
1 - L only you. 0 5 Advanced | 100 250

Gl o S M TR =



FRIENDSHIP (CONTINUED)

DAMAGE ~ MAX COMMAND  RELOAD

; | 1
NAME ENTUS = AQUA  SLOTS TYPE VL DESCRIPTION GAUGE TIME CLASS ll | F
|
_ Receive an EXP bonus equal to triple : = |
VictoyyFose ! |theEXP ofthe lst foe you defeated. | o0 B |
Make yourself invisible to friends ;Ei
- 1 | andfoesfora set period of time. 2 & Advanced | 750 20 = |
Teran': bp with fr;lends and detonate = | ‘
fph i e a light charge. Have everyone press =
Trinity Limit 1 e A 0 40 Advanced | 1400 4000 = !
more power. o M
Team up with friends and rush a il
: _ the enemy. Press the button that :
Uion fush 4 1 appears at the right time for more 0 L Basi 000 500§ i
pOwer. | i
,’ Team up with friends and jolt 1
g enemies with electricity. Line up :
; Voltage Stack 3 Thunder 1 your markers with the analog stick 0 40 Advanced | 1800 4800
to trigger an explosion.
Irem COMMANDS |
NAME VENTUS ~ AQUA DESCRIPTION capaciTy  SHOP ‘ ii 9 |
- v i

RECOVERY ITEMS

Balloon Letter Can be used once to completely restore the D-Link Gauge.

Elxir Can be used once to completely restore your HP and the Focus Gauge. 9 8 250

Also eliminates all negative status effects. |

o Ether Can be used once to restore a large portion of the Focus Gauge. 4 1 50
‘ Hi-Potion g Can be used once to restore a large amount of HP. 4 4 80
" Mega-Ether Can be used once to completely restore the Focus Gauge. 3 7 160 f
3 Mega-Potion Can be used once to completely restore your HP. 3 7 150
| ossts e @
: Panacea Can be used once to eliminate all negative status effects. 3 3 50

Potion Can be used once to restore a small amount of HP. 5 1 30

_ ICE CREAM CONES

| Big Bad Pete Can be eaten once to activate the Dark Impulse Command Style. 3 — 120
\?g!?:r;?m Can be eaten once to activate the Firestorm Command Style. 3 — i 40 ‘
Donald Fizz Can he eaten once to activate the Ghost Drive Command Style. 3 — 120 i

1

] gfu”rﬂ!ﬁ Can be eaten once to activate the Wingblade Command Style. 3 = 120

7 Fabracadabra Can be eaten once to activate the Spellweaver Command Style. 3 - 40 :
Goofy Parfait Can be eaten once to activate the Cyclone Command Style. 3 — 80

| Honeybunny Can be eaten once to activate the Fever Pitch Command Style. 3 — 40

| Milky Way Can be eaten once to activate the Sky Climber Command Style. 3 - 80

: g?lf:";;{ Can be eaten once to activate the Rockbreaker Command Style. 3 - 80 ‘
Royalberry Can be eaten once to activate the Bladecharge Command Style. 3 — 80
Snow Bear Can be eaten once to activate the Diamond Dust Command Style. 3 — 40

; Spark Lemon Can be eaten once to activate the Thunderbolt Command Style. 3 — 40

| Vanilla Glitz i Can be eaten once to activate the Critical Impact Command Style. 3 — 40




The action commands provide all of your characters’ basic abilities, from blocking and jumping to counterattacks.

MOVEMENT

MAX COMMAND  SHOP
NAME i VENTUS | AQUA |y DESCRIPTION GAUGE LEVEL BUYCOPIES  VALUE

| Air Slide

4

4 Hold the analog stick and press the ® button to quickly 0 1 ) 200
handspring out of harm’s way.

Press the @ button in midair for a burst of speed. 0 —_ 0 800

; Cartwheel

; Dodge Roll 4 Hold the analog stick and press the @ button to roll out of 0 1 0 200

) harm’s way quickly.
' Doubleflight 1 Press the @ button mid-jump to leap even higher into the air. 0 — — 2800
o Hold the @ button in midair to cloak yourself in fire and glide. e e
1 Fire Glide 3 Enemies take damage on contact. 8 2500
Hold the analog stick and press the ® button to cloak yourself
| Firewheel 4 linfire and quickly handspring out of harm's way. Enemies take 12 — 0 2000
1 damage on contact.
| Glide 1 Hold the @ button in midair to glide. 0 — 0 2000
| High Jump 4 | Pressthe @ button to jump higher than normal. 0 — 0 500
Homing Slide 4 Press the @ button mid-combo to quickly close in on an enemy. 0 — — 450
A : Press the @ button in midair to cloak yourselfin ice and gain a iy i
| Ice Slide 4 burst of speed. Enemies take damage on contact. 12 2000
| Jump 1 Press the @ button to jump. 0 — — 200
; Lock on to enemies and press the @ button just as they attack i =
i Reversal ! to quickly whirl around behind them. 0 600
Slide 4 | Holdthe analog stick and press the @ button for a burst of 0 1 0 200

speed which can also be used to evade enemy attack.

< Press the @ button while sliding to perform a charging attack i i
: Sonic Impact 4 that sends enemies flying. 2 A
| Superglide - Hold the @ button in midair to glide at high speed. 0 — — 3000
.
: Teleport 1 E(ra?:: Jhﬂ? e:‘bumn just as enemies attack to teleport 0 e Pl 2300
Hold the analog stick and press the @ button to cloak yourself
Thunder Roll 4 |inelectricity and quickly roll out of harm's way. Enemies take 12 — — 2000
1 damage on contact.
DEFENSE
Barrier 3 Press the @ button to block attacks from all sides. 0 1 200
Block 3 Press the @ button to block head-on attacks. 0 1 200
Confuse 3 Press the @ button to block attacks from all sides and confuse 0 6 0 500
Barrier your attackers if successful.
; Press the @ button to block attacks from all sides and restore
Focus Barrier 3 | some ofthe Focus Gauge if successful. 0 o = 600
Press the @ button to block head-on attacks and recover Focus
Focus Block 3 i# sticeasshil 0 —_ — 600
: Press the @ button to block head-on attacks and peison your
Paison Block 3 | attackers if successful. L 2 T 600
Renewal 3 |Pressthe® button to block attacks from all sides and recover 0 45 i 600
Barrier HP if successful.
Renewal 3 |Pressthe® button to block head-on attacks and recover HP if 0 e 55 500
Block successful.
. Press the @ button to block attacks from all sides and inflict
Sip Aaer I Stop on your attackers if successful. 0 - i 00
Press the @ button to block head-on attacks and stun your
Stun Block 3 attackers if successful. 5 B 0 il




BeSkeas
] NAME

| Counter Blast

Counter
Hammer

|| Counter Rush

j Payback Fang

| Payback Raid

Payback
| Surge
| Reversal
| Slash

Your primary long-range weapon. Shotlock commands can target many foes at once and require Focus to use.

NAME VENTUS ~ AQUA

% Absolute Zero
b
1

1 Bio Barrage

| Bubble
| Blaster

Chaos Snake
: Dark Volley

| Flame Salvo

| Lightbloom
| Lightning Ray
Meteor

Shower

| Multivortex

VENTUS ~ AQUA

MAX
LVL.

DESCRIPTION

COMMAND
GAUGE

SHOP
LEVEL

MAXIMUM DAMAGE MAX

Press the & button after succeeding with Barrier to shatter the 20 6 0 1200
barrier and send it flying into surrounding enemies.

Press the @ button after a successful Block to strike the ground 40 5 0 1200
and attack surrounding enemies with the aftershock.

Press the @ button right after a successful Block to counter

with a flurry of blows. 4 6 0 1200
Press the @ button after being knocked into the air by a

powerful blow to counterattack. kY 1 0 1400
Press the @ button after being knocked into the air by a

powerful blow to counterattack. 30 3 0 1400
Press the @ button after being knocked into the air by a

powerful blow to counterattack. 30 4 0 1400
Press the @ button after a successful Reversal to follow up with

a jumping attack. 0 ! 0 800

=TT T TR B

LOCKS  TYPE  LVL DESCRIPTION LOCATION
Cloak yourself in ice and rush targets Di
] isney Town treasure chest (Terra) or
12 Blizzard 4 Li‘t’;]ar}gﬂ%Ef;faﬁ]n;gzséopggf’i;a;ﬂgg of Enchanted Dominion treasure chest (Ventus/
ice to erupt beneath the foes you hit. Aqua)
Launch a salvo of projectiles that poison
8 A 4 (50% chance) targets. Extra attacks: Perform | Mirage Arena shop — 2500 medals. Can also
a well-timed button press to fire additional | be created by melding commands.
blobs (based on your timing rating).
Launch bubbles at targets. Extra attacks:

15 — 5 | Pressthe @ button rapidly to fire bursts of | Aqua’s starting Shotlock.
two additional bubbles.

Launch projectiles that zigzag at targets

2 o 4 and confuse enemies they hit. Extra attacks: | Prize for defeating Captain Justice or Captain
Press the @ button rarldlvtu fire burstsof | Dark in Fruitball.
three additional fireballs.

Launch dark projectiles at targets. Has a

18 Dark 5 mglgogmg'nﬁ:g%fgrﬁ!ﬂauﬁg I:wﬁﬁﬁee Prize for defeating Braig in Radiant Garden.
additional projectiles.

: ; Starting equipment (Ventus's starting
Launch fireballs attargets. Extra attacks;

15 Fire 4 | Pressthe @ button rapidly to fire bursts of | Snotiock), Dwarf Woodlands treasure chest

three additional firsballs (Terra), or Mirage Arena shop — 900 medals
; (Aqua).

T?e ulﬁr?alte Shotlock. P?rfogrln a se;ies

of graceful spins as you fire blasts of light : o "

20 — 6 |inalldirections. Extra attacks: Rotate the E&';ﬁ;%ﬂﬁ,:”"%gﬁ: pers of the Arena
analog pad to unleash a second barrage of ge :
projectiles.

18 i 4 E:gg Eaﬂ{g:ﬁrgg:::eﬂtzrgg?&r;m&%:peed Prize on Deep Space Command Board. Can
prompted to fapeattha e also be created by melding commands.
Launch small, star-like projectiles at targets.

0 _ 4 |Hasanespecially highlock-on count. Extra | Prize on Castle of Dreams Command Board.
attacks: Press the @ button rapidly to fire Can also be created by melding commands.
bursts of three additional meteors.

The ultimate Shotlock. Rapidly swing the

20 e 6 gﬁgs:gggv‘:r;dﬂm?;gm&gg ;'::’012'_’ Prize for clearing “Keepers of the Arena”
Extra attacks: Rotate the analog pad to bventin Myage/renn.
elongate the whirlwind.
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SHOTLOCK COMMANDS{(CONTINIUED
NAME venTus | aaua  METeCM DAl GRS DESCRIPTION LOCATION

LOCKS TYPE LVL:

Rush targets repeatedly and attack with the
power of light. Extra attacks: Press random
buttons when prompted to cause explosions
centered around the foes you hit

Mirage Arena shop — 1600 medals.

Launch a salva of rainbow-colored orbs.
1 s Extra attacks: Perform a well-timed button
j Prism Rain : | press to fire additional projectiles (based on Deep Space treasure chest.

your timing rating).

| Photon
harge 3 ey
- j e Launch energy blasts from the tip of your
- . i | : Keyblade and bombard targets with a series
useBomb [ " 4 of small explosions. Has a high lock-on

count. Extra attacks: Perform a well-timed Deep Space treasure chest.

button press to cause additional explosions
(based on your timing rating).

Launch a single salvo of light projectiles.
Racnarok : Gy e Extra attacks: Perform a well-timed button
g ; press to fire additional projectiles (based on
: your timing rating).

Prize on Land of Departure Command Board. |

o : : Become one with the shadows and rush
Sonic : e : A targets repeatedly, blinding the enemies
Shadow = ¢ you hit. Extra attacks: Press random buttons | Terra’s starting Shotlock.
_ | 1 when prompted to cause explosions
: \ i centered around the foes you hit.

i : Launch a small single slavo of electric blasts.
i | Even one blast by itself packs a significant
Thunderstorm | 0 [ ! punch. Extra attacks: Perform a well-timed | Castle of Dreams treasure chest
i ; | button press to fire additional blasts (based

on your timing rating).

The ultimate Shotlock. Transform your Keyblade
Ultima i i : i into an enormous weapon that causes massive
Cannen 0 = o= explosions with every blast. Extra attacks:
o Perform a well-timed button press to cause the
bullets to explode after impact.

Prize for clearing "Keepers of the Arena”
eventin Mirage Arena.



COMMAND RECIPES 3

Make frequent use of the Meld Commands option to create your own commands. This allows you to get commands that are otherwise unavail-

able, or get commands far earlier than you otherwise would. You can also mix in crystals to add abilities to your melded commands.

Consult the following table fo learn what auto-abilities you get when you include synthesis items wile Melding commands.

To figure out how to make a specific command you desire, consult the “Recipes by End Product” chart, which begins on the next page;

it shows you every way to make a particular command. To figure out what you can do with the commands you already have, check the
“Recipes by Ingredient” chart at the end of this chapter. The levels in both charts refer to the minimum level of each skill necessary to

make the command.

Note that, in addition to attack and magic commands, it is possible to use certain action commands in recipes. But the game does not aliow

you to do so unless you have a replacement in your inventory, so you need to buy copies at a shop.

ABILITIES GAINED BY INCLUDING SYNTHESIS ITEMS

SECTION  ABILITY DESCRIPTION AMOUNT EQUIPABLE
Prizes Treasure Magnet '~ Automatically scoops up nearby prizes for you. Multi-install the ability to increase range. 5 '
Prizes HP Prize Plus Increases the number of HP prizes enemies drop. Multi-install the ability for even more prizes.

Prizes Link Prize Plus Increases the number of D-Link prizes enemies drop. Multi-install the ability for even more prizes.
Prizes Lucky Strike Increases the number of prize boxes enemies drop. Multi-install the ability for even mare prizes.

Stats HP Boost Increases your HP. Multi-install the ability to bump it up even further.

Stats Fire Boost Increases the damage dealt by your Fire commands. Multi-install the ability to deal even more damage.

Stats Blizzard Boost Increases the damage dealt by your Blizzard commands. Multi-install the ability to deal even more damage.
Stats Thunder Boost Increases the damage dealt by your Thunder commands. Multi-install the ability to deal even more damage.
Stats Cure Boost Increases the amount of HP you recover with Cure commands. Multi-install the ability to recover even more.

W W W W W LW o W W

Stats Item Boost Increases the effectiveness of recovery item commands. Multi-install the ability for an even larger improvement.

Shortens the reload time for all attack commands installed in your deck. Multi-install the ability for even quicker
reloading.

Shortens the reload time for all magic commands installed in your deck. Multi-install the ability for even quicker
reloading.

Stats Combo F Baost Increases the damage dealt by the last blow of your combos. Multi-install the ability to deal even more damage.

o1

Stats Attack Haste

(52}

Stats Magic Haste

Stats Finish Boost Increases the damage dealt by your Finish command. Multi-install the ability to deal even more damage.
Stats Fire Screen Increases your resistance to Fire attacks. Multi-install the ability to bump it up even further. .
Stats Blizzard Screen Increases your resistance to Blizzard attacks. Multi-install the ability to bump it up even further.

Stats Thunder Screen Increases your resistance to Thunder attacks. Multi-install the ability to bump it up even further.

Stats Dark Screen Increases your resistance to darkness-based attacks. Multi-install the ability to bump it up even further.
Stats Reload Boost Shortens the reload time for all commands installed in your deck whenever your HP falls below 25%.

Stats Defender Increases your Defense whenever your HP falls below 25%.

Support ~ Zero EXP Prevents you from gaining any EXP when you defeat enemies.

Support  Combo Plus Adds one stroke to your ground combos. Multi-install the ability for even longer combos.

Support  Air Combo Plus Adds one stroke to your aerial combos. Multi-install the ability for even longer combos.

Support EXP Chance Doubles the EXP you receive whenever your HP falls below 25%.

Support  EXP Walker Awards you 1 EXP for every step you take.

Support Damage Syphon Restores some of the Focus Gauge when you take damage.

IlEnsures you always retain 1 HP after an attack that would otherwise finish you off, unless you are already down to

el e U S B R R - B S B R C R G R G

Suppart Second Chance

Ensures you always retain 1 HP throughout a combo that would otherwise finish you off, unless you are already at

Support  Once More 1 HP when the first attack hits.

Support | Scan Displays the HP of the targeted enemy.
Support  Leaf Bracer Prevents you from taking damage while using Cure commands.




COMPLETED
.OMMAND

Aerial Slam

Aero

Fire Surge

SUCCESS

RATE

100%

FLEETING

PULSING

WELLSPRING

ABOUNDING |

Gravity

i Aerial Slam Aerora Fire Strike 90%*
¥ vl Sam o Fire Dash 100%
Aeroga Aero Aerora 90%*
Aeroga Aerora Aerora 90%*
Aeroga Aerora %”,:fzk 90%*
i ;. Aerora Aero Aero 95%*
| Aerara Aero %}:&k 95%*
: Aerora Aero Thunder 95%*
Ars Arcanum %?ﬂ";:l Blitz 100%
J- Ars Arcanum | Aerora Fire Strike 10%
| ArsArcanum | Cura Bgﬁ.aerd 5%
| ArsArcanum | Cura Pgésgc;n 5%
| Ars Arcanum | Quick Blitz Blizzara 5%
Ars Arcanum | Quick Blitz Blizard 5%
| ArsArcanum | QuickBifz | 3 | SlotEdge 10%
Ars Arcanum S[I}igisr;]g Blizzara 5%
~ | Ars Arcanum Sgadisrll.lg Blizzard 5%
1 Ars Solum C"é‘tfr‘i’f;”" Thundara 5%
A s Solum gfa'gg Dark Haze 2%
| Ars Solum Stopga Dark Haze 20%
| Ars Solum Stopga gfa':,': 20%
ArsSolum | Thundara e 5%
-3 Ars Solum Thunder Sl;igis?‘g 5%
Ars Solum Thunder Sé‘g::f 5%
:: Barrier Surge | Fire Dash Barrier 100%
| Barrier Surge | Stun Edge Barrier 100%
4_ Binding Strike | Quick Blitz Bind 100%
i Binding Strike | Surke Bind 100%
| Binding Strike | Stun Edge Zero 100%

CRYSTAL CRYSTAL  CRYSTAL  CRYSTAL  CRYSTAL  CRYSTAL
: Attack | Leaf HP Prize | Link Prize |
Fire Screen Heds | pissas Combo Plus | HP Boost Plus Plus
Attack | Finish HP Prize | Link Prize
Fire Screen fEe Boost Once More | HP Boost Plus Plus
: Magic Leaf | AirCombo HP Prize | Link Prize
FireBoost | Locte | Bracer | Plus | ¥ BOOSE | Vpyyg Plus
Magic | Combo F Item | Treasure | Lucky
Cure Boost Haste Boost Combo Plus Boost | Magnet | Strike
Reload | Second Treasure | Lucky
Cure Boost Boost | Chance Combo Plus | Defender Magnet | Strike
Dark Attack | Finish | AirCombo item | Treasure | Lucky
Screen Haste | Boost Plus Boost | Magnet | Strike
Blizzard Magic Leaf Item HP Prize | Lucky
Boost Haste | Bracer Combo Plus Baoost Plus Strike
Blizzard Attack Leaf | AirCombo ltem HP Prize | Lucky
Screen Haste | Bracer Plus Boost Plus Strike
Thunder Magic |ComboF | Air Combo HP Boost Treasure | Link Prize
Boost Haste Boost Plus Magnet Plus
Blizzard Reload | Second | AirCombo | Damage |HPPrize | Lucky |
Boost Boost | Chance Plus Syphon Plus Strike
; Attack | Finish HP Prize | Link Prize
Fire Screen Haste Boost Once More | HP Boost Plus Plus
Blizzard Attack Leaf | AirCombo [tem HP Prize | Lucky
Screen Haste | Bracer Plus Boost Plus Strike
Dark Magic |ComboF | Air Combo Item | Treasure EXP
Screen Haste Boost Plus Boost | Magnet | Walker
Blizzard Magic |ComboF | Air Combo Item HP Prize EXP
Screen Haste Boost Plus Boost Plus Walker
Blizzard Attack Leaf | Air Combo Item HP Prize | Lucky
Screen Haste | Bracer Plus Boost Plus Strike
Dark Attack | Finish | AirCombo | Item | Treasure | Lucky
Screen Haste | Boost Plus Boost | Magnet | Strike
Blizzard Attack Leaf | Air Combo Item HP Prize | Lucky
Screen Haste | Bracer Plus Boost Plus Strike
Blizzard Magic Leaf ltem HP Prize | Lucky
Boost Haste | Bracer Combo Plus ‘Boost Plus Strike
Thunder | Magic |ComboF | Air Combo Treasure | Link Prize
Boost Haste Boost Plus HP Boost Magnet Plus
Reload | Finish Damage | HP Prize EXP
fireBoost | ‘oost | Boost |OnceMore | ‘yhon | Plus | Chance
" Reload | Finish Damage | HP Prize EXP
FireBoost | ‘oot | Boost |O"ceMore | ‘suonon | Plus | Chance
Blizzard Reload | Second | AirCombo | Damage | HPPrize | Lucky
Boost Boost | Chance Plus Syphon Plus Strike
Thunder Attack | Finish Treasure | Link Prize
Screen Haste | Boost Combo Plus | HP Boost Magnet Plus
Thunder | Attack | Finish Treasure | Lucky
Screen Haste | Boost Combo Plus | HP Boost Magnet | Strike
Thunder | Attack | Finish Treasure | Link Prize
Screen | Haste | Boost |COmboPlus |HPBoost | ypooner | by
Attack Leaf HP Prize | Link Prize
Fire Screen [t e ipeey Combo Plus | HP Boost Plus Plus
Thunder Attack | Finish Treasure | Link Prize
Screen | Haste | Boost |COmboPlus (HPBoost | e oner | plus
Thunder | Attack | Finish Treasure | Link Prize |
Screen | Haste | Boost |ComboPlus |HPBoost | we oo | =ppe™ |
Dark Attack | Finish | Air Combo Item Treasure | Lucky
Screen Haste | Boost Plus Boost | Magnet | Strike
Thunder Magic |ComboF | Air Combo Treasure | Link Prize |
Boost Haste | Boost Plus HFiB et Magnet Plus




Recipes BY END PRODUCT (CONTINUED)

§ COMPLETED INGREDIENT C |
COMMAND 1 LVL il VENTUS AQUA

Bio Barrage Poison | 3 Block |1 | 20%*

WL SHIMMERING  FLEETING  PULSING WELLSPRING SOOTHING  HUNGRY ABOUNDING

INGREDIENT
2 CRYSTAL CRYSTAL  CRYSTAL CRYSTAL CRYSTAL  CRYSTAL  CRYSTAL

. 2 Poison
| Bio Barrage Edge 3 Block |1 | 20%*

|BioBarrage  |QuickBliz | 2 | Poison |2 | 5%*

| Bio Barrage Sél;hslg 2 | Poison |2 | 5%*

Bio Barrage Sg{riiilée 2 | Poison |2 | 5% — — =l — L o —
| Blackout Confuse | 3 G%:\Eﬁ'a 3 | 100% Cure Boost ’E:ggf gﬁgﬁgg Combo Plus | Defender Tl{qe:gsrl]'éf gﬁg i
Blackout Confuse | 3 GE:\r:iDty 3 | 100% Cure Boost ﬂ:gti: CgrgggF Combo Plus Bltneg;t -K;:gs#éte Efrclg
e e e e e e e
‘Blitz Barrier 3 Wishing 3 0% Dark Magic | ComboF | Air Combo ltem Treasure EXP
Surge Edge Screen Haste Boost Plus Boost | Magnet | Walker
o oo |soee |3 | o e e e
| Biiz StunEdge | 3 |SiotEdge |3 | 90%* onder | Ntk | Boit | ombo Plus | HP Boost | easurs | L Prze :.‘
[ | i [ [ i [ [ o R e
;Biizzaga Blizzard | 3 | Blizzara | 3 100% Béiﬁzrtd ﬂ:g: aﬁg;r Combo Plus Bl?cznst HF;,E]rsiZE ‘,Iglt'r[:g
oy |t |3 | |3 | o el
Jocae | oo |2 | s |2 ] s
-; Blizzara Blizard | 2 | Blizzard |2 | 100% Hizard” | abic el ) orboplus || BT (R lucky
Joas | o 2 | % [2 | o ol e e e
[oure [ e | [t [ 2] e e e e e
|BizardEdge | QuickBitz | 2 | Bizzara |2 | 9% Blzand. Cf Magc:|ComoF Aelombo | n HERWEs | BXE !
1 Blizzard Edge | QuickBliz | 2 | Blizard |2 | 9%t Fleard o il ey SiaCom ) tom R L
[ | 59 |2 [ ot |2 o R e R R

Blizzard Magic Leaf ltem HP Prize | Lucky
Boost Haste | Bracer Combo Plus Boost Plus Strike

Dark Magic | ComboF | Air Combo ltem Treasure EXP

| Bizard Edge Sidng 1 5 | Blzard |2 | %%

( Break Time Curaga | 2 Focus 2 10%

Barrier Screen Haste Boost Plus Boost* | Magnet | Walker
Jocoitne | oo [2 | oo |2 | o e
Break Time Curaga | 2 Hggfr‘iz?{ 2 10% Cure Boost %egﬁif gﬁgggg Combo Plus | Defender .lﬁ:;#éf 'é"s'ﬁ::g
‘Brealeme Curaga | 2 H%ng(al 2 10% Cure Boost 'Ee;ggf gﬁ:::g Combo Plus | Defender Ea:;:éf lé"t'gg
fouasun | i, |2 |82 [ m Tt [ | 0 oo o [ | 5t

Dark Attack | Finish | Air Combo ltem | Treasure | Lucky
Screen Haste Boost Plus Boost | Magnet | Strike

Reload | Finish Damage | HP Prize EXP

; Mine
\‘BmtaIBIast StwnEdge | 3 | ooy |3 | 0%

Sonic

T

T T

| Chaos Blade Blade 5 |DarkHaze |4 | 80% FireBoost | pooct | Boost | Once More Syphon Plus Chande

| Collision B Thunder Attack | Finish Treasure | Link Prize
Magnet QuickBlitz | 3 | Magnera |3 | 80% ST il iR Combo Plus | HP Boost Magnet Plus
Collision P Thunder Attack | Finish Treasure | Lucky
Magnet StunEdge | 3 | Magnera |3 80% Serder Haste Boost Combo Plus | HP Boost Magnet Strike




ReciPEs BY END PRODUCT (CONTINUED)

B COMPLETED

INGREDIENT

SUCCESS

b COMMAND e H\IGF'-EzUH‘a L
[t | oo T [ |3 | o
E gg?rfit::re Confuse | 3 | Barrier |1 | 100%
{Gomnss | Coghison | 3| gamier |1 | 100%
| Sonfusion | Confuse | 2 | SHke 1 | 100%
Somfusion | QuickBitz | 2 | Confuse |2 | 100%
o A R [
- | Crawling Fire Slow 3 | Fraga |3 | 80%*
1 CrawlingFire | Stopga | 3 | Firaga |3 | 80%*
. Crawling Fire Stopra | 3 | Firaga |3 | 80%*
Cura Aero |2 | Cure |2 [ 100%
_l Cura Cue |2 | Cure |2 [ 100%
: Cura Cure 2 | Thunder |2 | 100%
: Curaga Cura 3 Cura 3 | 100%
| Curaga Cure 3 Cura 3] 100%
| D-Link Magnet | Stopra | 3 | Magnera | 3 | 100%
3 D-Link Magnet G%:\Eg'a 3 | Magnera | 3 | 100%
1 Dark Firaga DarkHaze | 4 | Firaga |4 | 100%
1 Dark Firaga Firaga | 4 | Blackout [ 3 | 100%
é Dark Haze FireDash | 3 | Blackout |3 | 100%
? Dark Haze G%:&?ra 3 |FireDash [3 | 100%
Dark Haze GZ;:;?W 3 |FireSurge | 3 | 100%
Deep Freeze lert!r?l[cgg 3 | Blizzaga |4 | 100%
? Deep Freeze FrRea?EB 4 | Blizzaga |4 | 100%
Deep Freeze B}E‘ESE 4 | Blizzaga | 4 | 100%
1 ﬁl:;gzt Cura | 3 | Magnera |3 | 100%
] ﬂ:&ﬂgt Cure 3 | Magnera | 3 | 100%
;Faim WindRaid | 5 | B |4 | q00%
Fira Fire 2 Fire 2| 100%
4 Fira Fire 2 |FireDash |2 | 100%
| Fira Fre |2 |FireStike |2 | 100%

SHIMMERING
CRYSTAL

Thunder
Boost

N PULSING

CRYSTAL

Combo F
Boost

WELLSPRING

CRYSTAL

Air Combo
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HP Boost

Treasure
Magnet
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Screen

Finish
Boost

Combo Plus

HP Boost

Treasure
Magnet

Fire Screen

Finish
Boost

Once More

HP Boost

HP Prize
Plus

Blizzard
Screen

Leaf
Bracer

Air Combo
Plus

[tem
Boost

HP Prize
Plus

Dark
Screen

Finish
Boost

Air Combo
Plus

ltem
Boost

Treasure
Magnet

Thunder
Screen

Finish
Boost

Combo Plus

HP Boost

Treasure
Magnet

Fire Boost

Leaf
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Plus

HP Boost

HP Prize
Plus

Fire Boost

Finish
Boost

Once More

Damage
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HP Prize
Plus

Fire Screen

Leaf
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Combo Plus

HP Boost

HP Prize
Plus

Link Prize
Plus

Dark
Screen

Finish
Boost

Air Combo
Plus

[tem
Boost

Treasure
Magnet

Lucky
Strike

Cure Boost

Combo F
Boost

Combo Plus

Item
Boost

Treasure
Magnet

Lucky
Strike

Thunder
Boost

Combo F
Boost

Air Combo
Plus

HP Boost

Treasure
Magnet

Link Prize
Plus

Cure Boost

Second
Chance

Combo Plus

Defender

Treasure
Magnet

Lucky
Strike

Cure Boost

ComboF
Boost

Combo Plus
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Boost
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Magnet

Lucky
Strike

Thunder
Boost

Combo F
Boost

Air Combo
Plus

HP Boost
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Link Prize |
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Finish
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Plus
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Plus
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HP Boost
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Plus

EXP
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Plus
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LVL

LWL SUCCESS RA | VENTUS ~AQUA SHIMMERING  FLEETING ~ PULSING ~WELLSPRING  SOOTHING ~ HUNGRY ABOUNDING S8

& COMPLETED INGREDIENT INGREDIENT
1 2

COMMAND RATE CRYSTAL  CRYSTAL CRVSTAL  CRVSTAL  CRVSTAL CRYSTAL  CRYSTAL
| Fira | tgnite 2| Fre {2 | 0% | Fire Scroen | eck | BSh 1 gnoo Mare | HP Boost | MR Frze | Link Prize
iﬁraga Fira 3 Fira 3| 90%* Fire Boost %eolzif Eﬂiﬂl Once More %32‘:3# HF;IFI‘nge ChE;(nPc g F::J
'5 Firaga Fre |3 | Fa |3 | 9% | BroBrost (. ool | bact FADAND. Jiip B RS Lk Brite é
Firaga FreDash |3 | Fra |3 | 0% | Fire Screen | Atack | L& | compo prug | 4P Boost | HRPrize. | Lk Prize é
|FiagaBurst | Aewoga |3 | Fira |3 | 2% | Fire Boost E:gt‘g B&:ggr Air&zrsnbo HP Boost H';Ersile Li"hﬁ;ize J
: Firaga Burst Aeroga | 3 | Firaga |3 20% Fire Boost IEeulggE ;'ggssq Once More %?;ﬁgrf HI;EJTE Cf:nie
Firaga Burst Aerora |3 | Firaga |3 | 20% Fire Boost hlfaasgti: Bll:ggLr Airﬁﬁrghu HP Boost Hi;ll;rsize Linlﬁﬁ;ize
% | Firaga Burst Slow 3 Firaga |3 20% Fire Boost hl-,llggti: B&ngr Airglzrsnbu HP Boost HI;IF:IrSize Linlp(lﬁéize
FiragaBurst | Stopga |3 | Firaga |3 | 20% Fire Boost %B;?]gf gg{'fsq Once More %?fm?: Hl;ﬁlr;ze Cl%ﬁ:e
Firaga Burst Stopra |3 | Firaga |3 | 20% ‘ Fire Screen 'mgf: Blfaaﬁgr Combo Plus | HP Boost H%ﬁgze Lin;lﬁgim
FraDash | CONfSOn | 5 | Firp 1o | 100% FireScreen | 458k | Lo8F 1 combo pus | Hp Boost | HFFrize | Lk Prize
‘-. Fire Dash Slg'g;‘;]g 2| Fra |2 100% Fire Screen ﬁtat:fé‘ Qggssq Once More | HP Boost HI;II:r;ze Li":,‘lﬂ;ize
| Fire Dash sgg'smg 2 | Fire |2 | 100% %. Fire Screen ’:ﬁ:g Blr-::far Combo Plus | HP Boost HPPIJ:’rsize I_in;IE;ize
| Fire i Gide |— | Firaga |4 | 100% | FireBaost | heioed | Sh -} gg pporg %3;";5: LA S
: | Fire Glide Glide |— [FireSurge [ 3 | 100% Fire Screen ﬂt;:fsk E'gfs': Once More | HP Boost H';,mze Linl;hl;’;ize
Firewheel Firaga 4 | Cartwheel | 4 | 100% _ Fire Boost ’E{g:? E'&'fsq Once More %3';1;[?: Hﬁ,mze CI%F:: 3
Firewheel Fire Surge | 3 |Cartwheel | 4 0% ; Fire Screen ﬁ?sf: gg:fs}; Once More | HP Boost HI;'FI’]rsize Unglz;iza
Frowheel | FSSON | 4 | Carsheol |4 | 100% FireBoost | feioad | ESh | onoeMore | Qamate | HEPe | BXF
| Fire Srike Fro |2 | TR 2 | oo | FieScreen | 42k | Lea | eombs plus | WP Boost | MPFize | LinkPrize |8
: Tfl Fire Strike Stun Edge | 2 Fire 2 | 100% | Tshcurggﬁr ﬁgif: Eg'oill Combo Plus | HP Boost 'ﬁ'ﬁe:gs#;te Linl;IE;ize
Arrosuie | WG 15 | ignive |2 | 1008 HreBoust | MBdic, . Leef. ) ALamba S yp ooy | M Brize Lk Pizg
Afresuge | BP0 15 | fa |3 | 100w Dueder | fitack | Frish | comboPlus | HP Boos | ToeEura | LicPrize
weove [P [+ | w0 o] s | o T (50 1 | b |
Arroswge  |Freswie |3 | Fra |3 | 1o0% FimBoost | Motk | oot | AGCIIED | oo | HEFES | HIKEIES
I Fire Surge Ignite | 3 | FireDash |3 | 100% | Fire Screen .:.{t;gf;( Blr':::er Combo Plus | HP Baost HPPEI;Z& Linglggiza j
1 Fission Firaga | Aeroga | 3 Fira 3| 80%* | Fire Boost r‘ffaasgti: B&:ggr Airﬁzr?ho HP Boost HI;,EJTB Lin'i;lﬁ;ize
; Fission Firaga | Aeroga | 3 | Firaga |3 | B80%* Fire Boost FE;%:? Eig;ss'; Once More %;E!:gl? HF;,::EZB Crgnﬁ: ;
.~ AFissionFiraga | Aerora | 3 | Fraga |3 | 80%* | Fire Boost M:sgt': Bla:g:];r Airﬁﬂ?bo HP Boost HPPE]rSiZE Linglﬁgize
Freeze Raid Bsigt‘il'i(r;q 3 Bgsz;er d 13| 100% | ghcl:,';i:r ﬁt;;fak ESLSSQ Combo Plus | HP Boost ﬁ:;#;f Ijn;lE;ize ‘
i Freeze Raid Sﬁ:i':f 3 | Blizzara |3 | 100% : Tg';gdsfr hl_?:sgtig CuBrch!JsutF Airgl?glbe HP Boost .ﬁ:gsﬁgf Linl;lsgize

R b N s s S e S ks




ReciPEs BY END PRODUCT (CONTINUED)

! COMPLETED

INGREDIENT

po | WL M‘*-.'Gﬂ.Ezﬂ\Eh.‘-T i .SUF%TEESS
| Geo Impact %r;::tl 4 %1:3' 4 | 70%
| Glacier FE::fe 5 | Blizzaga | 4 | 100%
| Glacier B, |4 ] foe 15 | oo
|Homing Slide | AirSlide | 3 | Magnet |3 | 100%
Homing Side | AirSide | 3 | g | 5 | 405
Homing Slide Sgg;“hg 3 | Magnera | 3 | 100%
{lceBarage | e |4 | Bizzaga |4 | 100%
| Ice Barrage Sl\thijgﬁe 4 | Blizzaga | 4 | 100%
Ice Slide AirSlide | 4 | Blizzaga | 4 | 100%
1 Ice Siide mirside |4 | B 13 | o0
| lgnite Bnd |3 | Fra |3 | 100%
| Ignite Bind 3 Fire 3| 100%
: Lightning Ray | AirSlide | 4 Bliz 4 | 10%*
Lightning Ray Bsffr‘;:r 3 | Aeroga |4 | 10%
| Lightning Ray | DarkHaze | 4 | Biz |4 | 10%*
| Lightning Ray | Thundara | 3 Bsirgnd’i";g 31 10%*
| Lightning Ray | Thundara | 3 | Thundara |3 | 10%*
LightningRay | Thunder | 3 |Thundara |3 | 10%*
| Lightning Ray T'S“jl‘r’;:r 4 |FireDash |4 | 10%*
{uimitstorm | Binding | 5 | Brutal 00,
LimitStorm | Coffusion | 5 | Brutal ) |y,
Magic Hour Bszrrrgzr 3 | Aeroga |4 90%
Magic Hour Grz:\{iZa 4| Biz |4 | 0%
' Magnega Magnera 3 Magnera 3 | 100%
| Magnega Magnet | 3 | Magnera | 3 | 100%
Magnera Magnet | 2 | Magnet |2 | 100%
Magnera StunEdge | 2 | Magnet |2 | 100%
_ Magnera Thunder | 2 | Magnet |2 | 100%
| Magnet Spiral Bsirt:_?'i:;g 3 %ﬂo.!,lhs;ﬂ 4 1 100%
Magnet Spiral Bég?ii(r;g 3 |Magnega | 4 | 100%
Magnet Spiral | QuickBliz | 3 | Magnera | 3 20%

B s

ERRA | VENTUS AQUA

PULSING

WELLSPRING

SOOTHING  HUN

Y ABOUNDIN

SHIMMERING
CRYSTAL CRYSTAL  CRYSTAL CRYSTAL CRYSTAL  CRYSTAL CRYSTAL
Reload | Second Treasure | Lucky
Cure Boost Biee I Chance Combo Plus | Defender Magnet | Strike
Blizzard Magic Leaf Item HP Prize | Lucky
Boost Haste | Bracer Combo Plus Boost Plus Strike
Blizzard Reload | Second | AirCombo | Damage | HPPrize | Lucky
Boost Boost | Chance Plus Syphon Plus Strike
Thunder Attack | Finish Treasure | Lucky
Screen Haste Boost Combo Plus | HP Boost Magnet | Strike
Attack | Finish HP Prize | Link Prize
Fire Screen Haste Boost Once More | HP Boost Plus Plus
Dark Magic | CombaF | Air Combo ltem | Treasure EXP
Screen Haste Boost Plus Boost | Magnet | Walker
Blizzard Reload | Second | AirCombo | Damage | HPPrize | Lucky
Boost Boost | Chance Plus Syphon Plus Strike
Blizzard Magic | ComboF | Air Combo [tem HP Prize EXP
Screen Haste Boost Plus Boost Plus Walker
Blizzard Magic |[ComboF | Air Combo Item HP Prize EXP
Screen Haste Boost Plus Boost Plus Walker
Blizzard Reload | Second | AirCombo | Damage | HPPrize | Lucky
Boost Boost | Chance Plus Syphon Plus Strike
Attack | Finish HP Prize | Link Prize
Fire Screen basa B Raoat Once More | HP Boost Plus Plus
Magic Leaf | AirCombo HP Prize | Link Prize
FireBoost | pacte | Bracer | Plus |1 008t | Tpyg | pius
Attack Leaf HP Prize | Link Prize
Fire Screen Hasic | Brager Combo Plus | HP Boost Plus Plus
Blizzard Attack Leaf | Air Combo ltem HP Prize | Lucky
Screen Haste | Bracer Plus Boost Plus Strike
Reload | Second Treasure | Lucky
Cure Boost Rooct. | Chancs Combo Plus | Defender Magnet | Strike
Dark Attack | Finish | Air Combo ltem | Treasure | Lucky
Screen Haste Boost Plus Boost | Magnet | Strike
Thunder Reload | Combo F Treasure EXP
Boost Boost | Boost Once More | Defender Magnet | Chance
Thunder Magic |ComboF | Air Combo HP Boost Treasure | Link Prize
Boost Haste | Boost Plus Magnet Plus
Magic | Combo F ltem | Treasure | Lucky
Cure Boost Haste Boost Combo Plus Boost | Magnet | Strike
Thunder | Attack | Finish Treasure | Link Prize
Screen | Haste | Boost |ComboPlus | HPBoost | peoner | pius
Thunder Magic |ComboF | Air Combo HP Baost Treasure | Link Prize
Boost Haste Boost Plus Magnet Pus |
Thunder Attack | Finish Treasure | Link Prize |
Screen | Haste | Boost |ComPoPlus |HPBoost | yyoner | pys f
Thunder Reload |ComboF Treasure EXP
Boost Boost Boost Once More | Defender Magnet | Chance
Thunder Attack | Finish Treasure | Link Prize
Screen Haste | Boost Combo Plus ' HP Boost Magnet Plus
- wrmer e e i




INGREDIENT

FLEETING  PULSING WELLSPRING S NG

HUR

NGRY

ABOUN

Jﬁ¢1ppu|L,E;TqE[1D \NGHEIDIEP\JT i WL SUPF’L\[‘ZTE
Magnet Spiral | StunEdge | 3 | Magnera 20%
r-‘ Magnet Spiral GE:\;?H 3 | Magnet 20%

Mega Flare F%?g"‘;’: 4 Cr?rml':!eing

Meteor %T:;I 4 | Magnega
| Meteor Irr?:aoct 5 | Quake
e e R

Meteor Crash | Fire Strike | 3 | Brute!
MeteorCrash | Quake | & Bliz

; M]egﬁv%rr Thundaga | 3 Firaga
i %mrr Thundaga | 3 Fﬁiée
{Yoer | e | 3 | e
N =
Mine Shield Fira 3 | Block
Mine Shield Stop 3 Ignite

Mine Shield Stopra | 3 Block
| Mine st doe |3 | Fra
Mine Square Aerora | 3 Ignite
| Mine Square Fira 3 | Barrier

Mine Square Stop 3 Fira

Mine Square Stopra | 3 | Barrier
Mini Bind 3 | Magnega
Mini Magnega | 4 | Magnega

Mini Warp 4 | Magnera
m:g::t Thundara | 3 | Magnera

ey, | Y59 |3 | g
rescron | S | o | Sotr
_. PaybackRaid | ke | 2 | Shding

e[ [ [
R
| Poison Block Poison Block

STAL  CRYSTAL CRYSTAL  CRYSTAL  CRYSTAL  CRYSTAL  CRvsTAL MO
Thunder Attack | Finish Treasure | Luc
Screen Haste Boost Combo Plus. | HP Boost Magnet Strillg
Thunder Magic | ComboF | Air Combo Treasure | Link Prize
Boost Haste | Boost Plus | HPBoost | ocnet | Plus
Reload | Finish Damage | HP Prize EXP
Fire Boost Boost Boost Once Mare Syphon Plus Chance |
Attack | Finish HP Prize | Link Prize | |
Fire Screen atte | ‘Botat Once More | HP Boost Plus Pits Bl
< Reload | Finish Damage | HP Prize EXP
Fire Boost Boost | Boost Once More Syphon Plus Charice
Reload | Finish Damage | HP Prize EXP
Fire Boost Boost | Boost Once Mare Syphon Plus Chance
Attack Leaf HP Prize | Link Prize
Fire Screen Hasia. | Bimer Combo Plus | HP Boost Plus Plus
Reload | Second Treasure | Lucky
Cure Boost e e Combo Plus | Defender Magnet Strike
Attack | Finish HP Prize | Link Prize | 1
Fire Screen Haste | Boost Once More | HP Boost Plus Plus ||
Attack Leaf HP Prize | Link Prize |
Fire Screen Vasto | RECar Combo Plus | HP Boost Plus Plus
Magic | Combo F Item Treasure | Lucky
Cure Boost Haste Boost Combo Plus Boost | Magnet | Strike
Magic Leaf | AirCombo HP Prize | Link Prize
Fire Boost Haste | Bracer Plus HP Boost Plus Plus
Attack Leaf HP Prize | Link Prize |
Fire Screen Hasts - | Brocer Combo Plus | HP Boost Plus Plus
Attack | Finish HP Prize | Link Prize
Fire Screen et | R Once More | HP Boost Plus Plus
) Magic Leaf | Air Combo HP Prize | Link Prize
Fire Boost Haste | Bracer Plus HP Boost Plus Plus
Magic | Combo F Item | Treasure | Lucky
CureBoost | Yacte | ‘Boost |COMPOPIUS | goost | Magnet | Strike |
Thunder Magic | ComboF | Air Comho HP Boost Treasure | Link Prize | |
Boost Haste Boost Plus Magnet Plus
Thunder | Reload |ComboF Treasure EXP
Boost Boost | Boost |OnceMore |Defender,| wiooner | Chance
Reload | Second Treasure | Lucky
Cure Boost Boort | Chiatico Combo Plus | Defender Magnet | Strike | |
Thunder Magic | ComboF | Air Combo HP Boost Treasure | Link Prize
Boost Haste Boost Plus Magnet Plus \
Thunder Attack | Finish Treasure | Link Prize
Screen Haste Boost Combo Plus | HP Boost Magnet Plus
Dark Magic | ComboF | Air Combo ltem | Treasure EXP
Screen Haste | Boost Plus Boost | Magnet | Walker
Dark Magic | ComboF | Air Combo ltem Treasure EXP
Screen Haste Boost Plus Boost | Magnet | Walker
Attack | Finish HP Prize | Link Prize
Fire Screen Haste o Once More | HP Boost Plus Plus
Thunder Attack Finish Treasure | Lucky
Screen Haste Boost Combo Plus | HP Boost Magnet Strike
Dark Magic | ComboF | Air Combo Item | Treasure EXP
Screen Ha Boost Plus Boost | Magnet | Walker

MINMANDIZEIDIAS

),

€O




REecIPES BY END
:7 OMP D RED RED
0 AND A
| Poison Block PEujsg(;n Block 80%*
Poison Edge | Quick Blitz Poison 95%*
Paison Edge Séigg;g Poison 95%*
| Paison Edge srgii:f Poison 95%*
Quake Ee i 0%
| Quake %rlﬂt;l Magnega 90%
| Quake Stun Edge N N%
wte | 2o, o] e [4] om
j Raging Storm Fira Fira 10%
Raging Storm Firaga Blitz 10%
4 Raging Storm Firaga Fira 10%
Raging Storm Firaga Firaga 10%
| Raging Storm Fire Fira 10%
| Raging Storm | Fire Dash Fira 10%
Raging Storm | Fire Surge Cartwheel 10%
;. | Raging Storm Esrsag: %EP; 100%
f g‘;’:ﬁ;‘:ﬂf Curaga Barrier 100%
ggl;lg;\:al Esuna Barrier 100%
gfg‘:ﬁ”al Curaga Block 100%
Efun:ﬁ”al Esuna Block 100%
, Sacrifice Dark Haze Warp 100%
. Sacrifice Warp Pgé;%n 100%
| Salvation | Wind Raid Curaga 100%
| Seeker Mine Shﬂ:gﬁ' Magnega“ 100%
t Seeker Mine Shﬂ:gﬁ, shé‘lilgﬁe 100%
| Seeker Mine S?thg‘ree Magnega 100%
1 Stotdge Cura loan 95%*
Slot Edge Cura PE&Z? 95%*
| Slot Edge Curaga g:f#:r 90%

PRODUCT (CONTINUED)

ERRA a . " A A A R A .l
Blizzard | Magic |ComboF | AirCombo | ltem |HPPrize | EXP [
Screen Haste Boost Plus Boost Plus Walker
Dark Attack | Finish | AirCombo ltem | Treasure | Lucky
Screen Haste | Boost Plus Boost | Magnet | Strike 3
Thunder Attack | Finish Treasure | Link Prize |
Screen Haste Boost Combo Plus | HP Boost Magnet Plus :
Attack Leaf HP Prize | Link Prize &
Fire Screen Uash. | Bratar Combo Plus | HP Boost Plus Plus T
Reload | Second Treasure | Lucky
Cure Boost Boost | Chance Combo Plus | Defender Magnet Strike
Attack | Finish HP Prize | Link Prize |
Fire Screen | ‘oo | Boost | OnceMore | HPBoost | “p) o Pus |
Thunder Attack | Finish Treasure | Lucky
Screen | Haste | Boost |ComPoPlus |HPBooSt | npoongt | strike ,?
Dark Attack | Finish | Air Combo ltem | Treasure | Lucky e
Screen Haste | Boost Plus Boost | Magnet | Stike |
Reload | Finish Damage | HP Prize EXP
Fire Boost Boost Boost Once More Syphan Plus Chance
- Reload | Finish Damage | HP Prize EXP 14
FireBoost | ‘Boost | Boost |O"@Mo%® | guphon | Plus | Chance |
: Attack | Leaf HP Prize | Link Prize |
Fire Screen Haste | Bracer Combo Plus | HP Boost Plus Plus
Magic Leaf | AirCombo HP Prize | Link Prize
FireBoost | pocte | Bracer | Plus | 008t | Tpiys™ | Pius
Reload | Finish Damage | HP Prize EXP
Fire Boost Boost | Boost Hics Mo Syphon Plus Chance
Magic Leaf | AirCombo HP Prize | Link Prize
Fire Boost Haste | Bracer Plus HP Boost Plus Plus
Attack Leaf HP Prize | Link Prize
Fire Screen Hista || Bracer Combo Plus | HP Boost Plus Plus
Attack | Finish HP Prize | Link Prize
Fire Screen Haste Roost Once More | HP Boost Plus Plus
Reload | Finish Damage | HP Prize EXP g
FireBoost | ‘Boost | Boost |OnceMore Syphon Plus Chance | =
Dark Magic | ComboF | Air Combo ltem | Treasure EXP £
Screen Haste | Boost Plus Boost | Magnet | Walker |
Reload | Second Treasure | Lucky |
Cure Boost Bodst. | Cherice Combo Plus | Defender Magnet | Stike |
Dark Magic {ComboF | AirCombo | Item |Treasure | EXP |
Screen Haste | Boost Plus Boost | Magnet | Walker
- Attack | Finish HP Prize | Link Prize
Fire Screen Haste Boost Once More | HP Boost Plus Plus ;
Reload | Finish Damage | HPPrize | EXP i
Fire Boost | ‘goost | Boost Once More Syphon Plus Chance |
Attack Leaf HP Prize | Link Prize
Fire Screen Haste | Bracer Combo Plus | HP Boost Plus Plus
Reload | Second Treasure | Lucky i
Cure Boost BoRct | Chanas Combo Plus { Defender Magnet | Strike _.
Attack | Finish HP Prize | Link Prize [
Fire Screen | Lo | Boost Once Mare | HP Boost | py o Plus i
Reload | Finish Damage |HPPrize | EXP f
Fire Boost Boost Boost Once More Syphon Plus Chance |
Attack Leaf HP Prize | Link Prize
Fire Screen Madte | Bracer Combo Plus | HP Boost Plus Plus :
Blizzard Attack Leaf | AirCombo [tem HP Prize | Lucky :
Screen Haste | Bracer Plus Boost Plus Strike
Dark Magic |[ComboF | Air Combo ltem | Treasure EXP
Screen Haste | Boost Plus Boost | Magnet | Walker |
Dark Magic | ComboF | Air Combo ltem | Treasure EXP
Screen Haste | Boost Plus Boost | Magnet | Walker




Recipes BY END ProDUCT (CONTINUED)

7 Egﬂm;ﬂ%n JNGHEID\ENT WL !NGREZDIENT " SURCJETEESS r
| Slot Edge Curaga | 2 E‘;ggf 90%
| Slot Edge Curaga | 2 Rg:r'}‘:;fl 0%
:: Slot Edge Curaga | 2 Hglrs:{(al
: Slot Edge nggrg 2 Cure
. Sonic Blade Air Slide | 4 Blitz
Sonic Blade | DarkHaze | 4 Blitz
1 Sonic Blade Tgﬂ?g:‘r 4 | Fire Dash
Spark Raid FrReaei;a 4 | Magnega
: .‘ Spark Raid le?gk 3 Dﬁgﬁe
SparkRaid | Thundaga | 4 Dggﬁe
Spark Raid Tgﬂpg:’ 4 Dggﬁe
1 Spark Raid Tr%aasigre 4 | Magnega
1 Stop Barrier Stopga | 3 | Barrier
‘Stopga Stop 3 | Stopra
Stopga Stopra | 3 | Stopra
Stopra Slow 2 Slow
Stopra Stop 2 Slow
| Stopra Stop 2 Stop
StkeRaid | QuickBitz [ 2 | Shand
| StunBlock | StunEdge | 3 | Block
Stun Block Thundaga | 4 | Block
Stun Edge Thundara | 3 Sét;iikde
Stun Edge Thunder | 2 sggg;]g
.{ Stun Edge Thunder | 2 Sﬂtgii'ff
_ Thundaga Thundara | 3 Bsim"';g
Thundaga Thundara | 3 | Thundara
Thundaga Thunder | 3 | Thundara
‘ Q‘ﬂgd“a Thundaga | 3 | Firaga
Do e [ | P
gﬂﬂ?d“a Thundaga | 3 SF?;:":‘

SHIMMERING
VENTUS = AQUA CRYSTAL

Dark
Screen

FLEETING
CRYSTAL

Magic
Haste

PULSING
CRYSTAL

Combo F
Boost

WELLSPRING

CRYSTAL

Air Combo
Plus

SOOTHING ~ HUNGRY ABDUNDlNG

CRYSTAL

[tem
Boost

CRYSTAL

Treasure
Magnet

CRYSTAL

EXP
Walker

Cure Boost

Reload
Boost

Second
Chance

Combo Plus
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RECXPES BY )END PRODucr (CONTINUED)
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] ESHPWL,ETJ%D LGl SULCTEEbS ERRA VENTUS AQUA. (g FCLHEEET!E ERiTAL | CRITAL CRVSTAL  CRYSTAL  CRYST
{Thundara | Thunder | 2 | StunEdge 100% Tounder | Atiack | Fnsh | Combo Plus | HPBoost | RaRE | LriCPRe
: Thundara Thunder | 2 | Thunder |2 | 100% Tglg(‘gfr ?1"3?:15 cg?:;F Airglﬁr:bo HP Boost ﬁ:;:;ta Lin;lsgize
Thundara GE:':% 2 | Magnet |2 | 100% Tshéjr';izr ﬁt;gg QSLSSQ Combo Plus | HP Boost ﬁ:;#;f lé',:rc[g
:Thunderﬂull oun s | e Tounder | Aftack | Fish | comho Plus | HP Boost | Tasure | Lk
‘j Thunder Roll | Thundaga | 4 Dggﬁe 4 | 80% ght:‘r:zir ﬁt;:f: Eﬂfsq Combo Plus | HP Boost Thrﬂeaa;#;? 'é‘,:::g
et [T [+ % [+ o e e
; Thunder Surge Coguf_?;;on 3 | Thundara | 3 | 95%* Tg‘;ggfr hl-faasgti: Cg':g:tF Airgﬂ?ho HP Boost -m!:;#;te LingIE;ize
: Thunder Surge | Thundara | 3 | FireDash |3 | 100% Fire Screen ﬁt:as;:: B'F:g:r Combo Plus | HP Boost Hi:{gze Lin#lﬁgiza
[ s |3 | 57 [ ] e e e
J; Thunder Surge | Thundara | 3 |StunEdge | 3 | 100% Tg'égg:r Ii\_lfl:sgti: Cgrgg;F Nraﬂ?hn HP Boost Tﬁ:;:;f Linhﬁ;ize
feesnor | 258 [+ [ o [+ | o SRR
e | o o | | e
|TmeSplicer | Stopga | 3 | Barier [1 | 20% Fire Screen ﬁt;asg: Eggs;l Once More | HP Boost Hl;ﬁjrsize Un#lﬁgize
| Time Splicer | StunEdge | 3 | SlotEdge |3 | 10% g’curgg?‘r ?{?sf: Eg:ns;‘t Combo Plus | HP Boost W:::;f Lin'IJ(IE;ize
Tornado Aero 2 Aero |2 5% Béi:z;asl;d nlfaﬂsgtlec BIF:gLr Combo Plus EIEEI Hl;lFl’jr;ze ;ﬁg
Tomado Mero |3 | Aerora |3 | 10% Cure Boost ﬂ:g:’ Cg';’g:t': Combo Plus Brtzatﬂt 'l;{;:;:;ta Ls‘t’gg
e | o [+ 8 [2] e e D e i
| Tomado Mero |2 | Thunder [2 | 5% Tlél;r;ds?r w:sgt': nggsutF Ai'glﬁ':bo HP Boost Ef:gs:;f Li“ﬁﬁ;ize
; 1 Tornado Aeroga | 4 |Magnega |4 | 100% Cure Boost %a;g:td gg:ggg Combo Plus | Defender .ﬁ:;#;? L&uﬁg
| Tornado Merora |3 | Aerora |3 | 10% Cure Boost RBe;t;:td g;:ggg Comho Plus | Defender ma:;#;: "S‘t"ﬁg
fromats | saors |3 | % 3] o ot o |t i | o i |
[ [ [+ |1 | e
v | s [+ [ | et e e e
8 Transcendence Gzr:vri;a 4 “g;lgr';?t 5 | 100% Tlé:r;dsgr %ecl'g::i Cg*gg:f Once More | Defender ?f:::;f Ctll-::nie
i Treasure Raid | SlotEdge | 3 | Magnera | 3 | 100% @:rzzir ﬁt;asf: Egﬂ; Combo Plus | HP Boost Tn:f:;:;f Linlp(lﬁts'ize
1Treasureﬂaid SlotEdge | 3 | Magnet |3 | 100% Fire Screen ?-I!:as:: BIF:gLr Combo Plus | HP Boost HI;EITE U"IP‘IEEZE
{resworsa | S5 | [t [ | on g | | [ | o e |
Trle Blizaga | Blzzaga [ 3 | Biz |3 | 100% leeety 7| e el gttt e B ) #
-E Triple Blizzaga | Blizzaga | 3 | Blizzaga |3 | 100% Béi;?srtd RBB‘}?;E gg:ggg Airﬁ:gtho DS?{?hag: HF;,mm '#;g )
|Tiple Blizaga | Biizera | 3 | Biizaga |3 | 100% Bllzal | Meokc ) Leet s comppiist| 1B [HRRIEE S (L



ReciPes BY END PRODUCT (CONTINUED) 1
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| Triple Firaga Fira 3 | Fraga |3 | 9% Fire Boost P:I‘:sgt[: Bt:grar AirF[’IigrQba HP Boost Hi;II:rsize Lin;lséize 1 l
| Triple Firaga Firaga | 3 Bliz |3 | 90% Fire Screen ﬁt;astc: BEa::gLr Combo Plus | HP Boast HF;IF:II'SI'ZB Linglsls'ize i = :
‘Trip|e Firaga Fraga |3 | Fraga |3 | 90% Fire Boost %esﬂastd ESLS; Once More %321;3: Hl;mze [‘.rll?npce g
.Warp Aero 2 | Magnet |2 [ 10% Sgraergn hif:sgtlg ngg:tF Airﬁ?‘?ho BltoenT:t ]I-{'Ie:gsli‘;te W?I(Eer :' é :
I L R~ o | Mot | el | Arfambo | pgons | Teas | ke [N
o [ |2 [ 22 o] e
| Warp fo&ﬁa 3 GE:‘:ﬂa 3| 2% Cure Boost 'Ellgif gﬁ;ﬁgg Combo Plus | Defender 1&;;:;? lélégg
e e crotns | Wil 0 oors | o [T | 2 [}
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Zero Graviga Gfaevr?ra 3 GE:\EiDra 3 | 80% Cure Boost gedgg gg:ﬂgg Combo Plus | Defender K;:gs:: 'g?,f,'f! b '
Zero Graviga Gzr:\r"ony 3 GE:\.r'i[:-a 3| 80% Cure Boost al-f:s?ri: ngg:tl: Combo Plus B'?un;t Eaagsr?els Iélilﬁg ! |
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Juoosmin | munae |2 | Zom 2] wn AR
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RECIPES BY INGREDIENT

* Success ate varies by character.

COMPLETED COMMAND  SUCCESS RATE VENTUS

S |

INGREDIENT 1 INGREDIENT 2
| Aerial Slam 4 |Blitz 4 |Ars Arcanum 100%
| Aerial Slam 4 |Stopga 4 |Time Splicer 100%
|Aero 2 |Aero 2 |Aerora 95%*
| Aero 2 |Aero 2 |Tornado 5%
{Aero 3 |Aerora 3 |Aeroga 90%*
Aero 3 |Aerora 3 |Tornado 10%
| Aero 2  |Blizzard 2 |Blizzara 100%
Aero 2 [Cure 2 |Cura 100%
Aero 3 |Fire Surge 3 |Aerial Slam 100%
1| Aero 2 |Magnet 2 |Zero Gravira 90%
Aero 2 [Magnet 2 |Warp 10%
|Aero 2 |QuickBlitz 2 |Aerora 95%*
{Aero 2 |Quick Blitz 2 |Tornado 5%
| Aero 2 |Thunder 2 |Aerora 95%*
| Aero 2 |Thunder 2 |Tornado 5%
Aeroga 4 | Barrier Surge 3 [Magic Hour 90%
Aeroga 4 | Barrier Surge 3 |Lightning Ray 10%
Aeroga 4 |Binding Strike 3 |Windcutter 100%
Aeroga 4 |Binding Strike 3 |Tornado Strike 100%
Aeroga 4 |Confusion Strike 3 [Windcutter 100%
Aeroga 4  |Confusion Strike 3 [Tornado Strike 100%
Aeroga 3 |Fira 3 |Fission Firaga 80%*
Aeroga 3 |Fira 3  |Firaga Burst 20%
| Aeroga 3 |Firaga 3 |Fission Firaga 80%*
Aeroga 3 |Firaga 3 |Firaga Burst 20%
| Aeroga 4 |Freeze Raid 4 |Wind Raid 100%
|Aeroga 4 |Magnega 4  |[Tornado 100%
| Aeroga 4 |Treasure Raid 4 |Wind Raid 100%
Aerora 3 |Aero 3 |Aeroga 90%*
Aerora 3 |Aero 3 |Tornado 10%
Aerora 3 |Aerora 3 |Aeroga 90%*
| Aerora 3 |Aerora 3  |Tornado 10%
| Aerora 3 |Firaga 3 |Fission Firaga 80%*
Aerora 3  |Firaga 3 |Firaga Burst 20%
| Aerora 3 |Fire Strike 3 |Aerial Slam 90%*
| Aerora 3 |Fire Strike 3 |Ars Arcanum 10%
Aerora 3 |lgnite 3 [Mine Square 100%
Aerora 3 |Quick Bliz 3 |Aeroga 90%*
Aerora 3 [Quick Blitz 3 |Tornado 10%
| Air Slide 4 |[Blitz 4 |Sonic Blade 90%*
Air Slide 4  |Blitz 4 |Lightning Ray 10%*
Air Slide 4 |Blizzaga 4 |lce Slide 100%
1 Air Slide 4 [Blizzard Edge 3 |lce Slide 100%
| Air Slide 3 |Magnet 3 |Homing Slide 100%
| Air Slide 3 |Sliding Dash 3 |Homing Slide 100%
| Barrier 3 [Confuse 1 |Confuse Barrier 100%
| Barrier 3 |Confusion Strike 1 Confuse Barrier 100%
| Barrier 4 |Curaga 1 Renewal Barrier 100%
| Barrier — |Esuna 1 |Renewal Barrier 100%
Barrier 3 |Fira 1 |Mine Square 100%
Barrier 3 |Fire Dash 3 |Barrier Surge 100%
| Barrier 3 |Stopga 1 |Stop Barrier 80%
Barrier 3 |Stopga 1 |Time Splicer 20%
Barrier 3 |Stopra 1 Mine Square 100%
| Barrier 3 |Stun Edge 3 [Barrier Surge 100%
Barrier Surge 3 |Aeroga 4 |Magic Hour 90%
| Barrier Surge 3 |Aeroga 4  |Lightning Ray 10%
|Barrier Surge 2 |Strike Raid 2 |Wishing Edge 100%
|Barrier Surge 2 |StunEdge 2 [Wishing Edge 100%
| Barrier Surge 3 |Wishing Edge 3 |[Blitz 90%
| Barrier Surge 3 |Wishing Edge 3 [Time Splicer 10%
|Bind 3 |Fira 3 |lgnite 100%
|Bind 3 |Fire 3 |lgnite 100%
Bind 3 |Magnega 4 [Mini 100%
BIT‘JE _ 5 "[luick Blitz 2 Biﬂiing Strike 100%




] R P A PR A ABOUND
| Blizzard Boost Reload Boost Second Chance  |Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
| Blizzard Boost Reload Boost Second Chance  |Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
| Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike
| Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike
| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike
Cure Boost Magic Haste Combo F Boost Combo Plus ltem Boost Treasure Magnet | Lucky Strike
Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker
Dark Screen Attack Haste Finish Boost Air Combo Plus ltem Boost Treasure Magnet | Lucky Strike
Fire Screen Attack Haste Leaf Bracer Combao Plus HP Boost HP Prize Plus Link Prize Plus
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
1 Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  [Link Prize Plus
a Cure Boost Reload Boost Second Chance  |Combo Plus Defender Treasure Magnet | Lucky Strike
E i e = B = e
| Blizzard Boost Reload Boost Second Chance  [Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
| Blizzard Boost Reload Boost Second Chance  |Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Cure Boost Reload Boost Second Chance  |Combo Plus Defender Treasure Magnet  |Lucky Strike
|Blizzard Boost Reload Boost Second Chance | Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Cure Boost Magic Haste Combo F Boost Combo Plus [tem Boost Treasure Magnet  |Lucky Strike
| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike
Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Dark Screen Attack Haste Finish Boost Air Combo Plus ltem Boost Treasure Magnet | Lucky Strike
| Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
| Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet | Lucky Strike
Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker
Blizzard Boost Reload Boost Second Chance | Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus link Prize Plus
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet  |Lucky Strike
|Fire Screen Attack Haste Finish Boost Once Mare HP Boost HP Prize Plus Link Prize Plus
|Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
|Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet  |Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Cure Boost Reload Boost Second Chance  |Combo Plus Defender Treasure Magnet  |Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus ltem Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Dark Screen Magic Haste Combo F Boost Air Combo Plus ltem Boost Treasure Magnet  |EXP Walker
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
|Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Thunder Boost Magic Haste Combo F Boost: Air Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus __




RECIPES BY INGRE

DIENT (CONTINUED)

D D OMPLETED COMMAND
| Bind 2 |Strike Raid 2 |Binding Strike 100%
| Binding Strike 4 |Aeroga 3 |Windcutter 100%
| Binding Strike 4  |Aeroga 3 |Tornado Strike 100%
| Binding Strike 3 |Blizzaga 4 |Deep Freeze 100%
| Binding Strike 3 |Blizzard Edge 3  |Freeze Raid 100%
1{Binding Strike 3 |Brutal Blast 4 | Limit Storm 100%
Binding Strike 3 |Collision Magnet 4 |Magnet Spiral 100%
| Binding Strike 3 |Fira 3 [Fire Surge 100%
Binding Strike 3 [Magnega 4  |Magnet Spiral 100%
| Binding Strike 3 |Mine Square 3 |Quake 30%
| Binding Strike 3 |Mine Square 3 [Brutal Blast 0%
Binding Strike 2 [StunEdge 2  |Wishing Edge 100%
| Binding Strike 3 [Thundara 3 |Thundaga 90%*
|| Binding Strike 3 |Thundara 3 |Lightning Ray 10%*
| Blackout 4  |Firaga 3 |DarkFiraga 100%
| Blackout 3 |Fire Dash 3 |Dark Haze 100%
| Blitz 4 |Aerial Slam 4  |Ars Arcanum 100%
| Blitz 4 |Air Slide 4 |Sonic Blade 90%*
Bliz 4 |Air Slide 4 |Lightning Ray 10%*
Blitz 3 |Blizzaga 3 |Triple Blizzaga 100%
| Blitz 4 |Dark Haze 4 |Sonic Blade 90%*
Blitz 4  |Dark Haze 4 |Lightning Ray 10%*
Blitz 3  |Firaga 3 |Triple Firaga 90%
‘*Bﬁtz 3 |Firaga 3 |Raging Storm 10%
| Blitz 5 |Quake 4  |Meteor Crash 100%
Blitz 4  |Zero Graviga 4 |Magic Hour 90%*
Blitz 4 |Zero Graviga 4  |Meteor Shower 10%
| Blizzaga 4 |Air Slide 4 |Ice Slide 100%
Blizzaga 3 |Binding Strike 4  |Deep Freeze 100%
Blizzaga 3 |Bliz 3 |Triple Blizzaga 100%
| Blizzaga 3  |Blizzaga 3 |Triple Blizzaga 100%
| Blizzaga 3 |Blizzara 3 [Triple Blizzaga 100%
iBIizzaga 5  |DeepFreeze 4 |Glacier 100%
| Blizzaga 4 |Freeze Raid 4 |Deep Freeze 100%
' i Blizzaga 4 [Mine Shield 4 |IceBarrage 100%
Blizzaga 4 |Mine Square 4 |lce Barrage 100%
| Blizzaga 4 |Triple Blizzaga 4 |Deep Freeze 100%
Blizzara 3 Blizzaga 3 [Triple Blizzaga 100%
| Blizzara 3 |Blizzara 3 |Blizzaga 100%
| Blizzara 3 |Blizzard 3 |Blizzaga 100%
| Blizzara 3 |Blizzard Edge 3 |Blizzaga 100%
Blizzara 2 |Quick Blitz 2 |Blizzard Edge 95%*
Blizzara 2 |QuickBlitz 2 |Ars Arcanum 5%
Blizzara 2 |Sliding Dash 2 |Blizzard Edge 95%*
Blizzara 2 |Sliding Dash 2 |Ars Arcanum 5%
| Blizzara 3 |Strike Raid 3 |Freeze Raid 100%
| Blizzard 2 |Aero 2  |Blizzara 100%
| Blizzard 3 [Blizzara 3 |Blizzaga 100%
| Blizzard 2  |Blizzard 2  |Blizzara 100%
| Blizzard 2 |Blizzard Edge 2 |Blizzara 100%
Blizzard 2 |QuickBlitz 2 |Blizzard Edge 95%*
| Blizzard 2 |Quick Bliz 2 |Ars Arcanum 5%
| Blizzard 2 |8Sliding Dash 2 |Blizzard Edge 95%*
Blizzard 2 |Sliding Dash 2 |Ars Arcanum 5%
| Blizzard 2 | Strike Raid 2 |Blizzara 100%
| Blizzard Edge 4 |Air Slide 3 |lce Slide 100%
| Blizzard Edge 3 |Binding Strike 3 |Freeze Raid 100%
| Blizzard Edge 3 [Blizzara 3 |Blizzaga 100%
Blizzard Edge 2 |Blizzard 2  |Blizzara 100%
| Blizzard Edge 2 |Cura 2 |SlotEdge 95%*
Blizzard Edge 2 Cura 2 | Ars Arcanum 5%
Block 4  |Curaga 1 |Renewal Block 100%
Block — |Esuna 1 |Renewal Block 100%
Block 3 |Fira 1 |Mine Shield 100%
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HP Prize Plus

p R e RYSTAL  ABOUND \
| Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet  |Lucky Strike =
| Blizzard Boost Reload Boost Second Chance  [Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike 4 |
Blizzard Boost Reload Boost Second Chance | Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike -
|| Blizzard Screen Magic Haste Combao F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker i
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus E
|Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus —[ !
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus |

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus {

{ Thunder Boost Reload Boost ComboFBoost  |Once More Defender Treasure Magnet  |EXP Chance -
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike [‘
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike 3

| Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet | EXP Chance s

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet [ Link Prize Plus ¢

- |Fire Boost Reload Boost Finish Boost Once Mare Damage Syphon HP Prize Plus EXP Chance £
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus E i
| Blizzard Boost Reload Boost Second Chance | Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike ;

| Cure Boost Reload Boost Second Chance  |Combao Plus Defender Treasure Magnet | Lucky Strike E i

;iBlizzard Screen Attack Haste Leaf Bracer Air Combo Plus [tem Boost HP Prize Plus Lucky Strike
~ {Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus 3
. 2
~{Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus ;
{Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet | Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet  |Lucky Strike 1

| Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker P

|| Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker

| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike

| Blizzard Boost Reload Boost Second Chance | Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike

| Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike

| Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Boost Reload Boost Second Chance | Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker

| Blizzard Boost Reload Boost Second Chance  [Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike

| Blizzard Boost Reload Boost Second Chance  |Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike

| Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike E

| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike |

Mzzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker ¥

| Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker

| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Priza Plus Lucky Strike ‘.

| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike .

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus 8

i Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker -

| Blizzard Boost Magic Haste Leaf Bracer Combo Plus ltem Boost HP Prize Plus Lucky Strike L

| Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike i
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike

| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike

|Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike

| Blizzard Boost Magic Haste Leaf Bracer Combo Plus ltem Boost HP Prize Plus Lucky Strike
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus ltem Boost HP Prize Plus Lucky Strike
Blizzard Boost Reload Boost Second Chance  [Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
'iThunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus ]
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
| Blizzard Screen Attack Haste Leaf Bracer. Air Combo Plus Item Boost HP Prize Plus Lucky Strike
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus ltem Boost HP Prize Plus Lucky Strike
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
3 g Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
{Fire Screen Attack Haste Finish Boost | Once More HP Boost Link Prize Plus




RECIPES BY INGREDIENT (CONTINUED

D D DCOo
|Block 3 [Poison 1 |Bio Barrage 20%*
| Block 3 [Poison 1 Poison Block 80%* E O
| Block 3 |Poison Edge 1 |BioBarrage 20%* b
|Block 3 |Poison Edge 1 Poison Block 80%* I
| Block 3 |Stopra 1 Mine Shield 100%
aBIock 3 |Stun Edge 1 |Stun Block 100%
| Block 4 |Thundaga 1 [Stun Block 100%
|Break Time 5  [Wind Raid 4 |Faith 100%
| Brutal Blast 3 |Binding Strike 4 |Limit Storm 100% I
Brutal Blast 4 |Brutal Blast 4  |GeoImpact 70%
Brutal Blast 4 |Brutal Blast 4 |Quake 30%. )
Brutal Blast 3 [Confusion Strike 4 | Limit Storm 100% 0
Brutal Blast 3 |Fire Strike 4 |Meteor Crash 100%
Brutal Blast 4 |Magnega 4 |Quake 90%
| Brutal Blast 4 [Magnega 4 |Meteor 10%
- | Brutal Blast 4 |Zero Graviga 4 |Meteor 10% [
| Brutal Blast 4 |Zero Graviga 4  |Quake 90%
| Cartwheel 4 [Firaga 4 |Firewheel 100%
1 Cartwheel 3 |Fire Surge 4  |Firewheel 90%
iCatheel 3 [Fire Surge 4 |Raging Storm 10%
| Cartwheel 4 |Fission Firaga 4 |Firewheel 100%
| Collision Magnet 3 | Binding Strike 4 | Magnet Spiral 100%
Confuse 3 Barrier 1 Confuse Barrier 100%
Confuse 2 |Quick Blitz 2 |Confusion Strike 100%
| Confuse 2 |Strike Raid 2 |Confusion Strike 100%
Confuse 3 |Zero Gravira 3 |Blackout 100%
Confuse 3 |Zero Gravity 3 |Blackout 100%
Confusion Strike 4 |Aeroga 3 |Windcutter 100%
ifunfusion Strike 4 |Aeroga 3 |Tornado Strike 100%
Confusion Strike 3 |Barrier 1 Confuse Barrier 100%
Pfusion Strike 3 |Brutal Blast 4 |Limit Storm 100%
Confusion Strike 3 |Fira 3 |Fire Surge 100%
'agnnfusion Strike 2 |Fire 2 [Fire Dash 100%
| Confusion Strike 3 |Thundara 3 [Thunder Surge 95%*
| Confusion Strike 3 |Thundara 3 |Ars Solum 5%
Counter Hammer 2 |Sliding Dash 2 |Payback Fang 100%
| Crawling Fire 4 |Fission Firaga 4  |Mega Flare 100%
2 |Blizzard Edge 2 |SlotEdge 95%*
2 |Blizzard Edge 2 |Ars Arcanum 5%
| Cura 3  |[Cura 3 |Curaga 100%
[ Cura 3 |Cure 3 |Curaga 100%
Cura 3 |Magnera 3 |Energy Magnet 100% :
Cura 2 [Poison Edge 2 |SlotEdge 95%* i
Cura 2 |Poison Edge 2 |Ars Arcanum 5% e
| Curaga 4 | Barrier 1 |Renewal Barrier 100% R
| Curaga 4 |Block 1 |Renewal Block 100% B
| Curaga 2 |Focus Barrier 2 |SlotEdge 90%
| Curaga 2 |Focus Barrier 2 |Break Time 10% i
| Curaga 2 |Focus Block 2 [SlotEdge 90% i
Curaga 2 |Focus Block 2 |Break Time 10% =
Curaga 2 [Renewal Barrier 2 |[SlotEdge 90% b
- {Curaga 2 |Renewal Barrier 2 |Break Time 10% i
|Curaga 2 |Renewal Block 2 |Slot Edge 90% o
Y Curaga 2 |Renewal Block 2 |Break Time 10% i
|Curaga 5  |Wind Raid 4 |Salvation 100% i
Cure 2 |Aero 2 |Cura 100% e !
A Cure 3 |Cura 3 |Curaga 100% e
Cure 2 |Cure 2 |Cura 100% B
Cure 3 |Magnera 3 |Energy Magnet 100% i
| Cure 2 |Thunder 2 |[Cura 100% 2 )
Cure 2 |Wishing Edge 2 |SlotEdge 100% i
| Dark Haze 4 |Bliz 4 |Sonic Blade 90%* D
Dark Haze 4 [Bliz 4 |Lightning Ray 10%* T
Dark Haze 4 |Firaga 4 |DarkFiraga 100% 0
e T = ——enregs | e —




SHIMMER

NG CRYSTAL

FLEETING CRYSTAL

PULSING CRYSTAL

WELLSPRING CRYSTAL .

SOOTHING CRYSTAL

HUNGRY CRYSTAL

ABOUNDING CRY

|
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
iBIizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker
Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Lucky Strike
| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Cure Boost Reload Boost Second Chance Combo Plus ‘Defender Treasure Magnet | Lucky Strike
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
| Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet  |Lucky Strike
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus ltem Boost HP Prize Plus Lucky Strike
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
_|Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
_|Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
iﬁ'e Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
’] Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
:ilhunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
lDark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
| Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet | Lucky Strike
Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
| Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike
| Cure Boost Reload Boost Second Chance | Combo Plus Defender Treasure Magnet | Lucky Strike
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet  |Lucky Strike
Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet  |Lucky Strike
Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet | Lucky Strike
Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
[ Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike
iEure Boost Magic Haste Combo F Boost Combo Plus [tem Boost Treasure Magnet | Lucky Strike
Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet  [Lucky Strike
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack ﬂa!s_t'e Leaf Bracer Combo Plus _ H’P B:onst _[HP Prize Plus _ L!EE Prize Plus




~ RecIPES BY INGREDIENT (COM

INGREDIENT 1 LVL

INGREDIENT 2

4 LVL
Dark Haze 5 |Sonic Blade 4 |Chaos Blade
- | Dark Haze 5  |Sonic Blade 4 |Ars Solum
- {Dark Haze 4 |[Stopga 4 |Zantetsuken
Dark Haze 4  |Stopga 4 |Ars Solum
- | Dark Haze 4 |Warp 5  |Sacrifice
Deep Freeze 5 Blizzaga 4 |Glacier
Deep Freeze 4 |[Triple Blizzaga 5 |Glacier
Dodge Roll 3 |Stun Block 4 |ThunderRoll
{Dadge Roll 3 |StunBlock 4 [Spark Raid
Dodge Roll 4  |Thundaga 4 |Thunder Roll
| Dodge Roll 4  |Thundaga 4 | Spark Raid
Dodge Roll 4 |Thunder Surge 4 |ThunderRoll
~ |Dodge Roll 4 |Thunder Surge 4 |Spark Raid
~ |Esuna —  |Barrier 1 |Renewal Barrier
- |Esuna —  |Block el Renewal Block
Fira 3 |Aeroga 3 |Fission Firaga
| Fira 3 |Aeroga 3 Firaga Burst
. {Fira 3 |Barrier 1 |Mine Square
|Fira 3 [Bind 3 |lgnite
{Fira 3 |Binding Strike 3 |Fire Surge
Fira 3 |[Block 1 Mine Shield
_ |Fira 3 | Confusion Strike 3 |Fire Surge
|Fira 3 |Fira 3 |Firaga
Fira 3 |Fira 3 |Raging Storm
3 |Firaga 3 |Triple Firaga
3  |Firaga 3 |Raging Storm
3 [Fire 3 |Firaga
3 |Fire 3 [Raging Storm
3 |Fire Dash 3  |Firaga
3  |Fire Dash 3 [Raging Storm
3 |Fire Strike 3 |Fire Surge
2 |Poison Edge 2 |Fire Strike
2 |Sliding Dash 2 |Fire Dash
3 |[Stop 3 |Mine Square
3 |Zero Gravity 3 |Mine Shield
3 |Aeroga 3 |Fission Firaga
3 |Aeroga 3 |Firaga Burst
3 |Aerora 3 Fission Firaga
3 |Aerora 3 [Firaga Burst
4 |Blackout 3 |DarkFiraga
3 |Bliz 3 |Triple Firaga
3 |Bliz 3 [Raging Storm
4  |Dark Haze 4  |DarkFiraga
3 |[Fira 3 [Raging Storm
3 |[Fira 3 |[Triple Firaga
3 |Firaga 3 |Triple Firaga
3 |Firaga 3  |Raging Storm
— | Glide 4 | Fire Glide
3 |Slow 3  |Crawling Fire
3 |Slow 3 |Firaga Burst
3 |[Stopga 3 [Crawling Fire
3 [Stopga 3 |Firaga Burst
3 3 |Stopra 3 |Crawling Fire
~|Firaga 3 |Stopra 3 |Firaga Burst
~ |Firaga 3 |Thundaga 3 |Thundaga Shot
- |Firaga 3 |Thundaga 3 |Meteor Shower
- |Firaga 4 |Cartwheel 4 |Firewheel
Firaga Burst 4 |Fission Firaga 5 |Raging Storm
{Fire 3 |Bind 3 |lgnite
: i Fire 2 |Confusion Strike 2 |Fire Dash
| Fire 3 [Fira 3  |Firaga
Fire 3 |Fira 3 |Raging Storm
Fire 2 |Fire 2 |Fira
| Fire 2 |Fire Dash 2 |Fira
Fire 2 |Fire Strike 2 |Fira

COMPLETED COMMAND
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4 R RYSTA p BOUND A
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance !
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance 4
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance ‘
Fire Boost Reload Boost Finish Boost Once Mare Damage Syphon HP Prize Plus EXP Chance |
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance |
Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike |
| Blizzard Boost Reload Boost Second Chance  |Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike 1
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike il
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike L W
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike : i ;j
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike il &
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker i ‘
| Dark Screen Magic Haste Combo F Boost Air Combo Plus ltem Boost Treasure Magnet  |EXP Walker |
Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet | Lucky Strike 1 |
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus ' i
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once Mare HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance "
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus e
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus - q
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus l!;' A
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus . ‘ : \
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus i
|Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
|Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Comho Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
|Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
|Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer : Combo Plus HP Boost HP Prize Plus Link Prize Plus
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RECIPES BY INGREDIENT (€O

LVL COMPLETED COMMAND  SUCCESS RATE

INGREDIENT 1

i LVL INGREDIENT 2
Fire 2 |lgnite 2 |Fira 100%
Fire 2 |Sliding Dash 2 |Fire Dash 100%
|Fire 2 |StunEdge 2 |Fire Strike 100%

’EFire Dash 3 |Barrier 3 |Barrier Surge 100%
| Fire Dash 3 |Blackout 3 |DarkHaze 100%
| Fire Dash 3 |Fira 3 [Firaga 90%*
| Fire Dash 3 |Fira 3 |Raging Storm 10%

Fire Dash 2 |Fire 2 |Fira 100%
Fire Dash 3 |High Jump 3 |Aerial Slam 100%
|Fire Dash 3 |lgnite 3 |Fire Surge 100%
Fire Dash 3 |Thundara 3 |Thunder Surge 100%
| Fire Dash 4 |Thunder Surge 4 |Sonic Blade 90%*

| Fire Dash 4  |Thunder Surge 4 |Lightning Ray 10%*

| Fire Dash 3 |ZeroGravira 3 |Dark Haze 100%
Fire Strike 3 |Aerora 3 |Aerial Slam 90%*

| Fire Strike 3 |Aerora 3 |Ars Arcanum 10%
| Fire Strike 3 [Brutal Blast 4 |Meteor Crash 100%
| Fire Strike 3 |Fira 3 [Fire Surge 100%

Fire Strike 2 |Fire 2 |Fira 100%
| Fire Surge 3 |Aero 3 |Aerial Slam 100%
| Fire Surge — |Glide 3 |Fire Glide 100%
| Fire Surge 2 |Sliding Dash 2 |Payback Surge 100%
[ Fire Surge 3 |Cartwheel 4 |Firewheel 90%

- |Fire Surge 3 |Cartwheel 4 |Raging Storm 10%
|Fire Surge 3 |Zero Gravity 3  |Dark Haze 100%
| Fission Firaga 4 |Crawling Fire 4 |Mega Flare 100%

Fission Firaga 4  |Firaga Burst 5 |Raging Storm 100%
| Fission Firaga 4 |Cartwheel 4 |Firewheel 100%
Focus Barrier 2  |Curaga 2  |SlotEdge 90%
| Focus Barrier 2 |Curaga 2 |BreakTime 10%
Focus Block 2 |Curaga 2 |Slot Edge 90%
Focus Block 2 |Curaga 2 |Break Time 10%
| Freeze Raid 4 |Aeroga 4 |Wind Raid 100%
| Freeze Raid 4 |Blizzaga 4 |Deep Freeze 100%
| Freeze Raid 4 |Magnega 4 | Spark Raid 100%
Freeze Raid 3 |Thundaga 3 |Thundaga Shot 85%
| Freeze Raid 3 |Thundaga 3 [Meteor Shower 15%
Freeze Raid 3 |Thundara 3 [Thunder Surge 100%
Geo Impact 5 |Quake 5 |Meteor 100%
| Glide — |Firaga 4 |[Fire Glide 100%
?ﬁe — |Fire Surge 3 |Fire Glide 100%
|High Jump 3 [|Fire Dash 3 |Aerial Slam 100%
Ignite 3 [Aerora 3 |Mine Square 100%
| Ignite 2 |Fire 2 |Fira 100%
Ignite 3 [Fire Dash 3 |Fire Surge 100%
Ignite 3 |[Stop 3 |[Mine Shield 100%
| Ignite 2 |Wishing Edge 2 |Fire Strike 100%
Magnega 4 [Aeroga 4 |Tornado 100%
| Magnega 3 |Bind 4 |Mini 100%
[ Magnega 3 |Binding Strike 4 [Magnet Spiral 100%
{Magnega 4 |Brutal Blast 4 |Quake 90%
Magnega 4 |Brutal Blast 4 |Meteor 10%
{Magnega 4 |Freeze Raid 4 |Spark Raid 100%
Magnega 4 |Magnega 4 [Mini 100%
Magnega 4 |Mine Shield 4 |Seeker Mine 100%
| Magnega 4 |Mine Square 4 |Seeker Mine 100%
| Magnega 4 |Treasure Raid 4 | Spark Raid 100%
| Magnera 3 |Cura 3 |Energy Magnet 100%
Magnera 3 |Cure 3 |Energy Magnet 100%
| Magnera 3 |Magnera 3 [Magnega 100%
Magnera 3 |Magnet 3 [Magnega 100%
| Magnera 3 |QuickBliz 3 |Collision Magnet 80%
|Magnera 3 |Quick Blitz 3 |Magnet Spiral 20%
| Magnera 3 |Sliding Dash 3 |Homing Slide 100%
Magnera 3 |Slot Edge 3 |Treasure Raid 100%
e e el S e R T
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Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus .;
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus i
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once Mare HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Finish Boost Gnce More HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
|Fire Screen Attack Haste Finish Boost Once Mare HP Boost HP Prize Plus Link Prize Plus
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance i
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
‘| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike i
Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet  |EXP Chance
Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once Mare HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo-Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Lihk Prize Plus |
Cure Boost Reload Boost Second Chance | Combo Plus Defender Treasure Magnet | Lucky Strike i
| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet  |EXP Chance !
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus i
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus 3
Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet  |EXP Chance
Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet  |EXP Chance
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus i
| Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet | Lucky Strike |
| Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet | Lucky Strike |
Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike ]
Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet  |EXP Chance
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
Thunder Screen Attack Haste Finish Boost Combo Plusjw HP Boost _ Treasure Magnet | Link Prize'Pius po



- RecIPES BY ]INGREDEENT CON'HNU_ED

NGREDIENT 1 LvL INGREDIENT 2 LVL CDIVIPLETED COMMAND SUCCESS RATE VENTUS

| Magnera 3 |Stopra 3 |D-Link Magnet 100%
- |Magnera 3 |Stun Edge 3 |Collision Magnet 80%
| Magnera 3 [StunEdge 3 |Magnet Spiral 20%
- |Magnera 3 [Thundara 3 |Munny Magnet 100%
| Magnera 4 [Warp 3 |Mini 100%
Magnera 3 |Wishing Edge 3 [Munny Magnet 100%
Magnera 3 |Zero Gravira 3 |D-Link Magnet 100%
Magnet 2 |Aero 2 |Zero Gravira 90%
Magnet 2 |Aero 2 |Warp 10%
Magnet 3 |AirSlide 3 |Homing Slide 100%
Magnet 3 [Magnera 3 [Magnega 100%
Magnet 2 |Magnet 2 Magnera 100%
Magnet 3 |SlotEdge 3 |Treasure Raid 100%
- |Magnet 2 | Stun Edge 2 |Magnera 100%
| Magnet 2 | Thunder 2 |Magnera 100%
- | Magnet 3 |Zero Gravira 3 [Collision Magnet 80%
Magnet 3 |ZeroGravira 3 |Magnet Spiral 20%
Magnet 2 |Zero Gravity 2 |Thundara 100%
| Magnet Spiral 4 | Zero Graviga 5 |Transcendence 100%
i Mine Shield 4 |Blizzaga 4 [lce Barrage 100%
~{ Mine Shield 4 Magnega 4 | Seeker Mine 100%
Mine Shield 4 | Mine Square 4 |Seeker Mine 100%
Mine Shield 3 |StunEdge 3 |Quake 30%
| Mine Shield 3 |StunEdge 3 |Brutal Blast 70%
| Mine Square 3 |Binding Strike 3 |Quake 30%
Mine Square 3 |Binding Strike 3  |Brutal Blast 70%
Mine Square 4  |Blizzaga 4 Ice Barrage 100%
Mine Square 4  |Magnega 4 |Seeker Mine 100%
Mine Square 4 |Mine Shield 4 |Seeker Mine 100%
Poison 3 |Block 1 |BioBarrage 20%*
IPU!SOH 3 |Block 1 Poison Block 80%*
| Poison 2 |Quick Blitz 2 |BioBarrage 5%*
- |Poison 2 |Quick Blitz 2 |Poison Edge 95%*
- {Paison 2 |Sliding Dash 2 |BioBarrage 5%*
~{Poison 2 |Sliding Dash 2 |Poison Edge 95%*
Poison 2 |Strike Raid 2 |BioBarrage 5%*
| Paison 2 |Strike Raid 2 |Poison Edge 95%*
| Poison 3 [Zero Gravira 3 |Blackout 100%
Paison Edge 3 |[Block 1 Bio Barrage 20%*
| Poison Edge 3 |Block 1 [Poison Block 80%*
~ |Poison Edge 2 |Cura 2 |SlotEdge 95%*
| Poison Edge 2 |Cura 2 |Ars Arcanum 5%
| Poison Edge 2 |Fira 2 |Fire Strike 100%
Poison Edge 5 [Warp 3 [Sacrifice 100%
| Quake 5 |Bliz 4 |Meteor Crash - 100%
!(luake 5 |Geolmpact 5  |Meteor 100%
| Quick Blitz 2 |Aero 2 |Aerora 95%*
| Qick Blitz 2 |Aero 2 |Tornado 5%
| Quick Blitz 3 |Aerora 3 |Aeroga 90%*
| Quick Bliz 3 |Aerora 3 [Tornado 10%
| Quick Blitz 2 Bind 2 Binding Strike 100%
| Quick Blitz 2 |Blizzara 2 |Blizzard Edge 95%*
2 |Blizzara 2 |Ars Arcanum 5%
2 |Blizzard 2  |Blizzard Edge 95%*
2 |Blizzard 2 |AreArcanum 5%
2 |Confuse 2 |Confusion Strike 100%
3 |Magnera 3 |Collision Magnet 80%
3 |Magnera 3 |Magnet Spiral 20%
2 |Poison 2  |Bio Barrage 5%*
,’ Quick Blitz 2 |Poison 2 |Poison Edge 95%*
Quick Blitz 2 |Sliding Dash 2 |Strike Raid 100%
| Quick Blitz 3 |SlotEdge 3 |Blitz 90%*
Quick Blitz 3 |SlotEdge 3 |Ars Arcanum 10%.




| SHIMMERING CRYSTAL

FLEETING CRYSTAL

PULSING CH.YSTAL

WELLSPRING CRYSTAL

SOOTHING CRYSTAL

HUNGRY CRYSTAL

ABOUNDING CRYST,

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  [Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Lucky Strike
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  |Link Prize Plus

| Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker

| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet [ Link Prize Plus

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  {Lucky Strike

| Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet  |EXP Chance

| Blizzard Boost Reload Boost Second Chance | Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike

| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance

| Dark Screen Attack Haste Finish Boost Air Combo Plus [tem Boost Treasure Magnet | Lucky Strike

| Dark Screen Attack Haste Finish Boost Air Combo Plus [tem Boost Treasure Magnet | Lucky Strike

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Lucky Strike

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Lucky Strike
Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker

|Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus

| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance

{Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker
Dark Screen Magic Haste Combo F Boost Air Combo Plus [tem Boost Treasure Magnet  {EXP Walker
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus

|| Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance

|| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus [tem Boost HP Prize Plus Lticky Strike

| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet  |Lucky Strike

{Dark Screen Attack Haste Finish Boost Air Combo Plus [tem Boost Treasure Magnet  |Lucky Strike

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus

|Blizzard Screen Magic Haste Combo F Boost Air Combo Plus ltem Boost HP Prize Plus EXP Walker
Blizzard Screen Magic Haste Combo F Boost Air Combo Plus Item Boost HP Prize Plus EXP Walker

| Blizzard Screen Attack Haste Leaf Bracer Air Comba Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike

| Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet  |Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus ltem Boost Treasure Magnet  |Lucky Strike

|Dark Screen Attack Haste Finish Boost Air Combo Plus Itern Boost Treasure Magnet | Lucky Strike

CEOMNMANIPDIZE]




REC[PES BY ]quREmENT C@N‘HNLHED

SUCCESS RATE

INGREDIENT 1 LVL INGREDIENT 2 LVL COMPLETED CDMMAND
- |Renewal Barrier 2 |Curaga 2 |Slot Edge 90%
| Renewal Barrier 2  |Curaga 2 Break Time 10%
| Renewal Block 2 |Curaga 2 |SlotEdge 90%
| Renewal Block 2 |Curaga 2 |BreakTime 10%
| Sliding Dash 3 |AirSlide 3 [Homing Slide 100%
| Sliding Dash 2 |Blizzara 2  |Blizzard Edge 95%*
| Sliding Dash 2 |Blizzara 2 |Ars Arcanum 5%
Sliding Dash 2 |Blizzard 2 |Blizzard Edge 95%*
Sliding Dash 2 |Blizzard 2 |Ars Arcanum 5%
Sliding Dash 2 |Counter Hammer 2 |PaybackFang 100%
| Sliding Dash 2 |Fira 2 |Fire Dash 100%
| Sliding Dash 2 |Fire 2 [Fire Dash 100%
Slldlng Dash 2 |Fire Surge 2 [Payback Surge 100%
Shdlng Dash 3 [Magnera 3 |Homing Slide 100%
Sliding Dash 2 |Poison 2 |Bio Barrage 5%*
~|Sliding Dash 2 |Poison 2 |Poison Edge 95%*
| Sliding Dash 2 |Quick Blitz 2 [Strike Raid 100%
| Sliding Dash 2 |Strike Raid 2 |Payback Raid 100%
Sliding Dash 2 |Thunder 2 |StunEdge 95%*
| Sliding Dash 2 |Thunder 2 |Ars Solum 5%
| Sliding Dash 2 |Thunder Surge 2 |Payback Surge 100%
Sliding Dash 2 |Zero Gravity 2 |Confusion Strike 100%
Slot Edge 3 Magnera 3 |Treasure Raid 100%
Slot Edge 3 |Magnet 3 [Treasure Raid 100%
Slot Edge 3 |Quick Bliz 3 |Bliz 90%*
| Slot Edge 3 |QuickBlitz 3 |Ars Arcanum 10%
Slot Edge 3 |Strike Raid 3 |Treasure Raid 100%
Slot Edge 3 |StunEdge 3 |Time Splicer 10%
Slot Edge 3 |StunEdge 3 |Blitz 90%*
Slow 3  |Firaga 3 |Crawling Fire 80%*
| Slow 3 |Firaga 3 |Firaga Burst 20%
Slow 2 |Slow 2 |Stopra 100%
| Slow 2 |[Stop 2  |Stopra 100%
Sonic Blade 5 |Dark Haze 4 |Chaos Blade 80%
| Sonic Blade 5 |Dark Haze 4 |Ars Solum 20%
Sonic Blade 4 |Stopga 5 |Zantetsuken 80%
Sonic Blade 4 |Stopga 5 |Ars Solum 20%
Stup 3 |Fira 3 [Mine Square 100%
3 |lgnite 3 |Mine Shield 100%
7 Stup 2 |Slow 2 |Stopra 100%
| Stop 2 |Stop 2  |Stopra 100%
| Stop 3 |Stopra 3 | Stopga 100%
| Stopga 4 | Aerial Slam 4 |Time Splicer 100%
| Stopga 3 Barrier 1 Stop Barrier 80%
_ Stopga 3 | Barrier 1 Time Splicer 20%
| Stopga 4  |Dark Haze 4 |Zantetsuken 80%
ok Stnpga 4 |Dark Haze 4 |ArsSolum 20%
| Stopga 3 |Firaga 3 [Crawling Fire 80%*
Stopga 3 |Firaga 3 |Firaga Burst 20%
Stopga 4  |Sonic Blade 5 [Zantetsuken 80%
| Stopga 4 |Sonic Blade 5  |Ars Solum 20%
Stopra 3 |Barrier 1 |Mine Square 100%
- |Stopra 3 |Block 1 [Mine Shield 100%
Stopra 3 |Firaga 3 |Crawling Fire 80%*
| Stopra 3 |Firaga 3 |Firaga Burst 20%
| Stopra 3 |Magnera 3 |D-Link Magnet 100%
[ Stopra 3 |[Stop 3 |Stopga 100%
Stopra 3 |[Stopra 3  |Stopga 100%
Strike Rald 2 |Barrier Surge 2 |Wishing Edge 100%
Strike Raid 2 |[Bind 2 |Binding Strike 100%
| Strike Raid 3 |Blizzara 3 |Freeze Raid 100%
| Strike Raid 2 |Blizzard 2  |Blizzara 100%
| Strike Raid 2 |Confuse 2 | Confusion Strike 100%
Strike Raid 2 |Poison 2  |BioBarrage 5%*
| Strike Raid 2 |Poison 2 |Poison Edge 9% §

VENTUS




ABD D

Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
Cure Boost Reload Boost Second Chance  |Combo Plus Defender Treasure Magnet | Lucky Strike
Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet | Lucky Strike
Cure Boost Reload Boost Second Chance  |[Combo Plus Defender Treasure Magnet | Lucky Strike
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike
Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
|Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
- {Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
A Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Fire Screen Attack Haste Leaf Bracer Combao Plus HP Boost HP Prize Plus Link Prize Plus
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet  |Lucky Strike
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Blizzard Boost Reload Boost Second Chance  [Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Blizzard Boost Reload Boost Second Chance | Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Blizzard Boost Reload Boost Second Chance  [Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
| Blizzard Boost Reload Boost Second Chance  |Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Blizzard Boost Reload Boost Second Chance  [Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet  |Lucky Strike
| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet  [Lucky Strike
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet | EXP Chance
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike
Fire Screen Attack Haste Leaf Bracer Combo Piuiw.r HP Boost HP Prize Plus Link Prize Plus

|
|
|
|
i




ReciPES BY INGREDIENT (€O

INGREDIENT 2

SUCCESS RATE

TR T

& INGREDIENT 1 LVL LVL  COMPLETED COMMAND
| Strike Raid 2 |Sliding Dash 2 |Payback Raid 100%
1 Strike Raid 3 |SlotEdge 3 |Treasure Raid 100%
| Strike Raid 3 |Thundaga 3 |Thundaga Shot 85%
| Strike Raid 3 |Thundaga 3 [Meteor Shower 15%

| Strike Raid 3 |Thundara 3 |StunEdge 95%*

| Strike Raid 3 |Thundara 3 |Ars Solum 5%
Strike Raid 2 |Thunder 2 |Stun Edge 95%*

| Strike Raid 2 |Thunder 2 |Ars Solum 5%
Stun Block 3 [Dodge Roll 4 |Thunder Roll 80%
Stun Block 3 [Dodge Roll 4  |SparkRaid 20%

1 Stun Edge 3 |Barrier 3 |Barrier Surge 100%

|Stun Edge 2 |Binding Strike 2 |Wishing Edge 100%

|| Stun Edge 3 |Block 1 |Stun Block 100%

| Stun Edge 2 |Fire 2 |Fire Strike 100%

| Stun Edge 3 Magnera 3 Collision Magnet 80%

| Stun Edge 3 |Magnera 3 [Magnet Spiral 20%

| Stun Edge 2 |Magnet 2 |Magnera 100%

| Stun Edge 3 |Mine Shield 3 |Quake 30%

| Stun Edge 3 |Mine Shield 3 |Brutal Blast 70%
Stun Edge 3 |SlotEdge 3 |Time Splicer 10%

| Stun Edge 3 |SlotEdge 3 |Biiz 90%*
Stun Edge 3 |Thundara 3 |Thunder Surge 100%

| Stun Edge 2 |Thunder 2 |Thundara 100%

| Stun Edge 2 |Zero Gravity 2 |Binding Strike 100%

| Stun Edge 2  |Barrier Surge 2 |Wishing Edge 100%
Thundaga 4 |Block 1 |StunBlock 100%

|Thundaga 4 |Dodge Roll 4 |Thunder Roll 80%

{Thundaga 4 |Dodge Rall 4 |Spark Raid 20%
Thundaga 3 |Firaga 3 [Thundaga Shot 85%

‘| Thundaga 3 |Firaga 3 [Meteor Shower 15%
Thundaga 3 |Freeze Raid 3 |Thundaga Shot 85%
Thundaga 3 |Freeze Raid 3 |Meteor Shower 15%
Thundaga 3 [Strike Raid 3 |Thundaga Shot 85%

| Thundaga 3 |Strike Raid 3 |[Meteor Shower 15%

| Thundara 3 |Binding Strike 3 |Thundaga 90%*

~|Thundara 3 |Binding Strike 3 |Lightning Ray 10%*

| Thundara 3 |Confusion Strike 3 |Thunder Surge 95%*
Thundara 3 |Confusion Strike 3 |Ars Solum 5%

{Thundara 3 |Fire Dash 3 [Thunder Surge 100%

| Thundara 3 |Freeze Raid 3 [Thunder Surge 100%

s ':ﬁThundara 3 |Magnera 3 [Munny Magnet 100%
Thundara 3 |Strike Raid 3 [Stun Edge 95%*
Thundara 3 |Strike Raid 3 |Ars Solum 5%

|Thundara 3 |StunEdge 3 |Thunder Surge 100%
Thundara 3 [Thundara 3 |Thundaga 90%*

| Thundara 3 |Thundara 3 |Lightning Ray 10%*

| Thundara 3 |Thunder 3 |Thundaga 90%*

A Thundara 3 |Thunder 3 |Lightning Ray 10%*

| Thundara 3 |ZeroGravira 3 |Zero Graviga 80%

| Thundara 3 |Zero Gravira 3 |Warp 20%
Thunder 2 |Aero 2 |Aerora 95%*
Thunder 2 |Aero 2 |Tornado 5%

| Thunder 2 |Cure 2 |Cura 100%

iThunder 2 |Magnet 2 |Magnera 100%

[ Thunder 2 |Sliding Dash 2 |Stun Edge 95%*

iThunder 2 |Sliding Dash 2 |Ars Solum 5%

| Thunder 2 |Strike Raid 2 |SunEdge 95%*
Thunder 2 |Strike Raid 2 |Ars Solum 5%
Thunder 2 |Stun Edge 2 |Thundara 100%

| Thunder 3 |Thundara 3 |Thundaga 90%*

| Thunder 3 |Thundara 3 |Lightning Ray 10%*
Thunder 2 |Thunder 2 |Thundara 100%
Thunder 2 |Zero Gravity 2 {Zero Gravira 90%

{Thunder 2 |Zero Gravity 2 |Wa i
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Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker

| Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet  [Lucky Strike
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Lucky Strike

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus

| Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet  |EXP Chance
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Thunder Boost Magic Haste Combo FBoost | Air Comba Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Lucky Strike

| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus

| Blizzard Boost Magic Haste Leaf Bracer Combo Plus Item Boost HP Prize Plus Lucky Strike

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus

| Blizzard Screen Attack Haste Leaf Bracer Air Combo Plus Item Boost HP Prize Plus Lucky Strike

‘| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet  |EXP Chance
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet _ |Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  [Link Prize Plus

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  [Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Boost Magic Haste Comho F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus

A Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet |Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  |Link Prize Plus

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet  |Link Prize Plus
Thunder Boost Magic Haste Combo FBoost __|Air ComboPlus ____|HP Boost _|Treasure Magnet _|Link Prize Plus




RECIPES BY INGREDIENT |

CONTINUED )

| INGREDIENT 1 LVL INGREDIENT 2 LVL COMPLETED COMMAND  SUCCESS RATE
Thunder Surge 4 Dodge Roll 4 |Thunder Roll
Thunder Surge 4 |Dodge Roll 4 [Spark Raid 20%
Thunder Surge 4 |Fire Dash 4 [Sonic Blade 90%*

~{Thunder Surge 4 |Fire Dash 4 |Lightning Ray 10%*
Thunder Surge 2 |Sliding Dash 2 |Payback Surge 100%

| Treasure Raid 4 |Aeroga 4 |Wind Raid 100%
Treasure Raid 4 [Magnega 4 |Spark Raid 100%
Triple Blizzaga 4 |Blizzaga 4 |Deep Freeze 100%
Triple Blizzaga 4 |Deep Freeze 5 |Glacier 100%
Warp 4 |Dark Haze b |Sacrifice 100%
Warp 4 |Magnera 3 |Mini 100%
Warp 5  |Poison Edge 3 |Sacrifice 100%
Wind Raid 5 Break Time 4 |Faith 100%

| Wind Raid 5 |Curaga 4  |Salvation 100%
Wishing Edge 3 |Barrier Surge 3 |Bliz 90%
Wishing Edge 3 Barrier Surge 3 |Time Splicer 10%

| Wishing Edge 2 |[Cure 2 |SlotEdge 100%

| Wishing Edge 2 |lgnite 2 |Fire Strike 100%
Wishing Edge 3 [Magnera 3 | Munny Magnet 100%

| Zero Graviga 4 |Bliz 4 |Magic Hour 90%*

| Zero Graviga 4 |Blitz 4 | Meteor Shower 10%
Zero Graviga 4 |Brutal Blast 4 |Meteor 10%
Zero Graviga 4 |Brutal Blast 4 [Quake 90%
Zero Graviga 5 Magnet Spiral 4  [Transcendence 100%

|Zero Gravira 3 Confuse 3 Blackout 100%
Zero Gravira 3 |Fire Dash 3 |Dark Haze 100%
Zero Gravira 3 |Magnera 3 [D-Link Magnet 100%

| Zero Gravira 3 |Magnet 3 Collision Magnet 80%

|Zero Gravira 3 |Magnet 3 |Magnet Spiral 20%
Zero Gravira 3 |Poison 3 |Blackout 100%
Zero Gravira 3 |Thundara 3 |Zero Graviga 80%

| Zero Gravira 3 |Thundara 3 [Warp 20%
Zero Gravira 3 |Zero Gravira 3 |Zero Graviga 80%
Zero Gravira 3 |Zero Gravira 3 |Warp 20%

| Zero Gravira 3 |Zero Gravity 3 [Warp 20%

| Zero Gravira 3 |Zero Gravity 3 |Zero Graviga 80%

| Zero Gravity 3 |Confuse 3 Blackout 100%
Zero Gravity 3 |[Fira 3 [Mine Shield 100%
Zero Gravity 3 |Fire Surge 3 |Dark Haze 100%

| Zero Gravity 2 |Magnet 2 |Thundara 100%

| Zero Gravity. 2 |Sliding Dash 2 | Confusion Strike 100%

| Zero Gravity 2 | Stun Edge 2 |Binding Strike 100%
Zero Gravity 2 |Thunder 2 |Zero Gravira 90%

| Zero Gravity 2 |Thunder 2 [Warp 10%
Zero Gravity 3 [ZeroGravira 3 |Zero Graviga 80%
Zero Gravity 3 |Zero Gravira 3 |Warp 20%

| Zero Gravity 2 |Zero Gravity 2 |ZeroGravira 90%

[ Zero Gravity 2 2 |Warp 10%

: T T R T AT : "

Zero Grav'a

VENTUS




| SHIMMERING CRYSTAL

FLEETING CRYSTAL

 PULSING CRYSTAL

WELLSPRING CRYSTAL

SOOTHING CRYSTAL ]

HUNGRY CRYSTAL-

ABOUNDING CRYSTAL

| Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker ‘
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Link Prize Plus

| Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Lucky Strike

| Blizzard Boost Reload Boost Second Chance | Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike

| Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet  |Lucky Strike
Blizzard Boost Reload Boost Second Chance  [Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Blizzard Boost Reload Boost Second Chance  [Air Combo Plus Damage Syphon HP Prize Plus Lucky Strike
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance

| Cure Boost Reload Boost Second Chance  |Combo Plus Defender Treasure Magnet  |Lucky Strike

| Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet | Lucky Strike

|| Cure Boost Reload Boost Second Chance  [Combo Plus Defender Treasure Magnet  |Lucky Strike
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet | EXP Walker
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker

| Dark Screen Attack Haste Finish Boost Air Combo Plus [tem Boost Treasure Magnet | Lucky Strike
Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Dark Screen Attack Haste Finish Boost Air Combo Plus Item Boost Treasure Magnet  |Lucky Strike
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Fire Boost Reload Boost Finish Boost Once More Damage Syphon HP Prize Plus EXP Chance
Thunder Boost Reload Boost Combo F Boost Once More Defender Treasure Magnet  |EXP Chance

| Cure Boost Reload Boost Second Chance Combo Plus Defender Treasure Magnet  |Lucky Strike

|Fire Screen Attack Haste Leaf Bracer Combo Plus HP Boost HP Prize Plus Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet  |Lucky Strike
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Dark Screen Magic Haste Combo F Boost Air Combo Plus Item Boost Treasure Magnet  |EXP Walker

| Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Cure Boost Reload Boost Second Chance  |Combo Plus Defender Treasure Magnet  |Lucky Strike
Cure Boost Reload Boost Second Chance  |Combo Plus Defender Treasure Magnet | Lucky Strike

| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike

| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike

| Cure Boost Magic Haste Combo F Boost Combo Plus ltem Boost Treasure Magnet | Lucky Strike

| Fire Boost Magic Haste Leaf Bracer Air Combo Plus HP Boost HP Prize Plus Link Prize Plus
Fire Screen Attack Haste Finish Boost Once More HP Boost HP Prize Plus Link Prize Plus
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Lucky Strike
Thunder Screen Attack Haste Finish Boost Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus
Thunder Boost Magic Haste Combo F Boost Air Combo Plus HP Boost Treasure Magnet | Link Prize Plus

| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike

|| Cure Boost Magic Haste Combo F Boost Combo Plus ltem Boost Treasure Magnet | Lucky Strike

| Cure Boost Magic Haste Combo F Boost Combo Plus Item Boost Treasure Magnet | Lucky Strike

| Cure Boost Magic Haste 2 Combo F E}onst Combo Plus Item Boost Treasgre Magnet | Lucky Strike




BE STIARY

enemy’s data box to determine their stats.

ELEMENTAL WEAKNESSES: These weakness modifiers affect how much
damage the enemy suffers when attacked by a spell, command, or basic
attack charged with a particular elemental property. Thus, a value greater
than 1 means the enemy takes additional damage, while a value less than 1
shows that the enemy is capable of resisting some of the damage.

ITEM DROPS: Sometimes enemies drop items when they are defeated. The
odds of this happening are expressed as their Drop Rate. The exact items
they drop are affected by your Shop Level, a hidden stat that tracks how far
you've progressed through the game; Shop Level is also used to determine
what items are for sale at shops. Your Shop Level begins at 1 and rises by 1
each time you clear a major world.

HEgCINVERSED

Ll ARCHRAVEN

ELEMENTAL SHIMMERING CRYSTAL (40%) :

- i WEAKNESSES CONFUSE (60%)

|FIRE_ | X125 | SHOP LEVEL 7-8

| UINDERSTANDING THE BESTIARY DATA

HP AND EXP: Each enemy’s HP and EXP are determined by the Combat Level of the area in which they appear
(see the following chart for those specific values). Those base values are modified by the multiplier listed in the

BASE ENEMY STATS
BY COMBAT LEVEL

COMBAT

LEVEL HP | ATTACK | DEFENSE | EXP
1 30 1 3 4
iz |1 31 8 3 6
3 32 11 4 8
4 36 14 6 10
5 40 16 9 13
6 46 19 12 17
1 53 23 14 25
8 57| & 15 | 35
9 61 26 15 48
10 66 27 16 65

DROP RATE 6%
(HP [12 [ R

 SHOPLEVELS:S

SHIMMERING CRYSTAL (50%)

CONFUSION STRIKE (50%)

BLIZZARD | X1.0 | CHAOS CRYSTAL (5%)

THUNDER [ X1.0 |-
[ DARK |

WEAKNESSES
PHYSICAL | X1.0 |
EFIREERES XAy |

BLIZZARD
THUNDER | X1.0 |
[ DARK [ X1.0 |

STUN EDGE (40%)

CONFUSION STRIKE (95%)

/ ‘_-- ; ELEMENTAL ABOUNDING CRYSTAL (60%) ;




DROPRATE 24%

SHOP LEVEL 5 SHOP LEVEL 6

STSTTINYEE SHIMMERING CRYSTAL (50%)  SHIMIMERING CRYSTAL (50%)

WEAKNESSES

PHYSICAL | X1 |- - MASNERAGS%) . MASNERATZ)
[ERIRERE T

HI-POTION (25%) MEGA-POTION (25%)
| BLIZZARD | X1.0 [ q

THUNDER | X075 SHOP LEVEL7-8
[DARK [ X10 |

SHIMMERING CRYSTAL (50%)
MAGNET SPIRAL (1%)
MEGA-POTION (49%)

DROPRATE 12%

£ SHOP LEVEL 5-6

ELEMENTAL SHIMMERING CRYSTAL(20%)  SHIMMERING CRYSTAL (25%)

WEAKNESSES

UPHYSICAL | X1.0 | BLIZZARD (40%) BLIZZARA (25%) :
|FIRE [ X1.25 |

ETHER (40%) ETHER (50%)
| BLIZZARD | X05 [®

THUNDER | X075 |4 SHOP LEVEL 7-8 _:
|DARK [ X0.75 | SHIMMERING CRYSTAL (50%)

BLIZZAGA (5%)
MEGA-ETHER (45%)

Bruis

SHOPLEVEL12 ~ SHOPLEVEL3S

ELEMENTAL PULSING CRYSTAL (25%) PULSING CRYSTAL (40%)
WEAKNESSES [

U PHYSICAL | X1.0 | HUNGRY CRYSTAL (25%) HUNGRY CRYSTAL (30%)

POTION (50%) HI-POTION {30%)
| BLIZZARD | X1.0 [® 3
|DARK | X1.0 |  PULSING CRYSTAL {40%)

HUNGRY CRYSTAL (40%)
MEGA-POTION (20%)

SHOP LEVEL 6-8

ELEMENTAL PULSING CRYSTAL (50%) PULSING CRYSTAL (90%)

_Esm“S HUNGRY CRYSTAL (25%) MINE SHIELD (5%)

|FIRE [ X1.0 |

BLIZZARD | X1.0 |
| THUNDER | X1.0 |
[ DARK [ X1.0 |

BESTIARY

HI-POTION (25%) MINE SQUARE (5%}




HP

EXP

PHYSICAL

FLEETING CRYSTAL(50%)  FLEETING CRYSTAL (50%)

STOP (25%) STOP (45%)

FIRE

BLIZZARD

SLOW (25%) STOPRA (5%)

THUNDER

DARK

Froon

HP

EXP

i

PHYSICAL

DROP RATE ‘4%

; OF 3
SOOTHING ~ SOOTHING CRYSTAL (39%)

CRYSTAC(100::) SECRET GEM (1%)

FIRE

BLIZZARD

THUNDER

DARK

DROPRATE (0%

WEAK
PHYSICAL

X2.0

* ELEMENTAL WEAKNESSES AND RESISTANCES VARY BY COLOR:
RED IS WEAK TO BLIZZARD AND RESISTANT TO FIRE;

FIRE

VARIES*

BLUE IS WEAK TO THUNDER AND RESISTANT TO DARK;

BLIZZARD

VARIES*

YELLOW IS WEAK TO FIRE AND RESISTANT TO THUNDER.

THUNDER

VARIES*

DARK

VARIES*

WEAKN
PHYSICAL

ELEMENTAL
ESSES

DROP RATE (8%

SHOPLEVEL12  —  SHOPLEVEL3®
HUNGRY CRYSTAL (40%) HUNGRY CRYSTAL (40%)

FIRE

BLIZZARD

THUNDER

POTION (60%}) CURE (60%)

SHOP LEVEL 7-8
HUNGRY CRYSTAL (40%)

DARK

CURE (59%)

MEGALIXIR (1%)




~ DROPRATE 8%

SHOP LEVEL 5-8
SOOTHING CRYSTAL (40%)
AERO (60%)

PHYSICAL
FIRE
BLIZZARD
THUNDER
DARK

DROP RATE 0%

PHYSICAL
FIRE

BLIZZARD
THUNDER

: DROP RATE 8%

, SHOP LEVEL 7-8
ELEMENTAL ABOUNDING CRYSTAL (60%)  ABOUNDING CRYSTAL (95%)
WEAKNESSES

PHYSICAL AERORA (40%) AEROGA (5%)

FIRE
BLIZZARD
THUNDER
DARK

ELEMENTAL HUNGRY CRYSTAL (50%) HUNGRY CRYSTAL (40%)
WEAKNESSES =
PHYSICAL SLEEP (50%) STRIKE RAID (60%)
FIRE i ; OP ; 0p g
BLIZZARD
THUNDER | X1 HUNGRY CRYSTAL (95%) HUNGRY CRYSTAL (40%)
DARK FREEZE RAID (5%) STRIKE RAID (60%)




LHEE ek
=T T
ELEMENTAL
WEAKNESSES

PHYSICAL
|FIRE___ |

| X1.0_|
[ X10 |
| BLIZZARD | X1.0
| THUNDER [ X10 | -
[ DARK [ X1.0 |

by area.

Reo HorCruut =

e s
ELEMENTAL
WEAKNESSES

| PHYSICAL | X1.0 |
[ X05_|

[FIRE___| ETHER (40%)
THIDR SHOP LEVEL 4

X0.75 | SHIMMERING CRYSTAL (45%)
IGNITE (5%)
ETHER (50%)

SHOP LEVEL1-2

POTION (40%)

When hit, drops ice cream
ingredients items that vary

SHIMMERING CRYSTAL (20%)

SHOP LEVEL 3

SHIMMERING CRYSTAL (20%)

FIRE (40%)
ETHER (40%)
SHOP LEVEL 5-6 ]
SHIMMERING CRYSTAL (25%)
FIRA (25%)
ETHER (50%)
SHOP LEVEL 7-8

~ SHIMMERING CRYSTAL (45%)

FIRAGA (5%)
ETHER (50%)

DROPRATE 6%

fwp 110 ]

ELEMENTAL
WEAKNESSES

PHYSICAL | X1.0 |
X190 |

EEIRERS |
BLIZZARD | X1.0 |
THUNDER [ X1.0 |

| DARK [ X10 |

SHOP LEVEL 1-2
WELLSPRING CRYSTAL (30%)
POTION (40%)
PANACEA (30%)

SHOECAZER

ELEMENTAL
WEAKNESSES

PHYSICAL | X1.0 |
[ARE_ [ X1.0 |8
| BLIZZARD | X1.0 |
| THUNDER | X1.0_|

BIND (60%)

BINDING STRIKE (50%)

SHOP LEVEL58
FLEETING CRYSTAL (50%)

SHOP LEVEL 3-8

~ WELLSPRING CRYSTAL (50%)

HI-POTION (25%)
PANACEA (25%)




__~ DROPRATE 12%

SHOP LEVEL 7-8

ELEMENTAL FLEETING CRYSTAL (60%) i FLEETING CRYSTAL (95%) !
WEAKNESSES e e i e = s .. | i

CPHYSICAL [ X10 | QUICKBUTZ(®W) BLITZ (5%)
BLIZZARD | X1.25 | E \\

BESTIARY

SHOP LEVEL3

ELEMENTAL SHIMMERING CRYSTAL (30%)  SHIMMERING CRYSTAL (40%)
WEAKNESSES R i i LS
m FLEETING CRYSTAL (30%) POISON (20%)
|FIRE_ | X1.25 | POISON (20%) PANACEA (20%)
_mm . SHOPLEVEL4B
| DARK [ X1.0 | SHIMMERING CRYSTAL (40%)

POISON EDGE (30%)
PANACEA (30%)

SHOP LEVEL 5-6

ELEMENTAL PULSING CRYSTAL (50%) PULSING CRYSTAL (50%)
WEAKNESSES s i
PHYSICAL | X10 | ZEROGRAVITY(25%)  ZERO GRAVIRA (25%) |
[ FIRE | X10 | BALLOON LETTER (25%) BALLOON LETTER (25%) ; i
| SHOPLEVEL7S ]
| DARK [ X1.0 |

PULSING CRYSTAL (60%)
ZERO GRAVIGA (5%)
BALLOON LETTER (35%)

P TromEmEl
[(wp 712 §
ELEMENTAL FLEETING CRYSTAL (40%) FLEETING CRYSTAL (50%])

|
|
i 1
o FLEETING GHVOTAL (o l |
PRYSIGAL | x10 | SLIDING DASH (61%) FREDASH(50%) |
|FRE X115 |3 i -

:, SHOP LEVEL 6-8
» ~ FLEETING CRYSTAL (95%)
| DARK | X1.0 | FIRE SURGE (5%)

SHOP LEVEL 1-2 SHOP LEVEL 3-5

R = ~

A0

il 243




. SHOPLEVELTS
WELLSPRING CRYSTAL (90%)

PHYSICAL MAGNEGA (5%)

FIRE VARIES* COLLISION MAGNET (5%)

BLIZZARD | VARIES*

THUNDER | VARIES® |~z eMENTAL WEAKNESSES AND RESISTANCES VARY BY THE COLOR

DARK X1.0 OF THE CENTRAL COMPONENT: RED IS WEAK TO BLIZZARD AND
RESISTANT TO FIRE: BLUE IS WEAK TO FIRE AND RESISTANT TO
BLIZZARD: YELLOW IS RESISTANT TO THUNDER,

; DROP RATE 12%)

SHOP LEVEL5 SHOP LEVEL 6
HUNGRY CRYSTAL (50%) HUNGRY CRYSTAL (50%)
T CURA (25%) CURA (25%)

FIRE . HI-POTION (25%) MEGA-POTION (25%)
BLIZZARD 3

oieenrt ~ SHOP LEVEL7-8

DARK . HUNGRY CRYSTAL (60%)
CURAGA (5%)

MEGA-POTION (35%)

SHOP LEVEL 7-8
PULSING CRYSTAL (90%)
PHYSICAL AEROGA (5%)

FIRE : ELIXIR (5%)
BLIZZARD
THUNDER

EXP 2.0

TETTIG T SHIMMERING CRYSTAL(25%)  SHIMMERING CRYSTAL (50%)
WEAKNESSES - :
T TTRETT THUNDARA (25%) THUNDARA (25%)

FIRE X0.75 ETHER (50%) MEGA-ETHER (25%)
BLIZZARD | X1.25 |9 =
THUNDER | X05 | SHOP LEVEL 7-8 :

DARK X075 | SHIMMERING CRYSTAL (50%)

THUNDAGA (5%)
MEGA-ETHER (45%)




STRENGTH 14
DEFENSE 6
STATUS RESISTANGES IMMUNE TO ALL BUT IGNITE, POISON, AND SLEEP

PHYSICAL X1.0
FIRE X1.0
BLIZZARD X1.0
THUNDER X1.0
DARK

HP
STRENGTH
DEFENSE
STATUS RESISTANCES IMMUNE TO EVERYTHING °
ELEMENTAL WEAKNESSES
PHYSICAL X10

FIRE X1.0

BLIZZARD X1.0

THUNDER X1.0

DARK X10

HP
STRENGTH
DEFENSE
STATUS RESISTANCES IMMUNE TO MINI, DEATH EFFECTS, MAGNET

AND WARP

PHYSICAL X10
FIRE X1.0
BLIZZARD X1.0
THUNDER X1.0
DARK X10




THUNDER
(SORRREE L e o [OOR T b

P D
AT T N

R T A DA

L e R

IDEFENEEE. et i

STATUS RESISTANCES | IMMUNE TO EVERYTHING
ELEMENTAL WEAKNESSES

HP (EXPERIMENT221) [s0 |
HE(ROBOTICARMS 21 1 SOt i e T R e |
(5T RENGTH=ES Sesasl g Wi s s i = e ]

S e .

| DEFENSE |
IMMUNE TO ALL BUT STUN, FREEZE, IGNITE,
STATUS RESISTANCES | CoNFUSE, POISON, AND STOP
ELEMENTAL WEAKNESSES (EXPERIMENT 221)
PHYSICAL SR 0 G e o e

PORE RSP SR T
BLIZZARD e e e T e
THUNDER X0.75




THIEEECE o R M S oS
STRENGTH [P e
UDEFENSES L~ L ]

STATUS RESISTANCES IMMUNE TO ALL BUT POISON

E _ELEMENTAL WEAKNESSES

PHYSICAL
URRES= === =]

DR ]

BLIZZARD A e
THUNDER R S MO
EARKEE A e e e e S|

Haves:

STRENGTH
STATUS RESISTANCES

PHYSICAL
FIRE

BLIZZARD
THUNDER

s0a R ]

LR R e

T o e A D)
IMMUNE TO ALL BUT FREEZE

ELEMENTAL WEAKNESSES

XA R
RS ZRpy o ]
EMDSTRE R |
TR s S

BESTIARY
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e €

E TR 0 |

IR e R

(oerense o |
STATUS RESISTANCES | IMMUNE TO ALL BUT IGNITE

ELEMENTAL WEAKNESSES

PHYSICAL

R e
[HRES === SR =
BLIZZARD XN |
A\ [THUNDER [ Xors |

\ IR e e

A
STRENGTH
EDEFENSE |
STATUS RESISTANCES | IMMUNE TO ALL BUT STUN
ELEMENTAL WEAKNESSES
PHYSICAL X1.0

|
|
— ]

T
STRENGTH

ST
STATUS RESISTANCES | IMMUNE TO ALL BUT IGNITE

ELEMENTAL WEAKNESSES

PHYSICAL

BLIZZARD
THUNDER




ELEMENTAL WEAKNESSES

PHYSICAL
(FRE____ |
EARIGEEE )

RERAQUS

750
STRENGTH 25
|DEFENSE [ 15
IMMUNE TO EVERYTHING
ELEMENTAL WEAKNESSES
PHYSICAL

XTI |
XD o e
BLIZZARD e |
Fa NS SES
e

THUNDER

BN T e T
(RO o e
E
PRl

BESTIARY
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THUNDER

R N O e
STRENGTH e

R S R e O
STATUS RESISTANCES | IMMUNE TO ALL BUT IGNITE AND POISON '

ELEMENTAL WEAKNESSES
PHYSICAL

BLIZZARD i
THUNDER

[HpE R s ]
STRENGTH

JRDEEENSESE SiS3 vl O Seee r
STATUS RESISTANCES | IMIMUNE TO ALL BUT STUN, FREEZE,
IGNITE, POISON, STOP, AND SLEEP
ELEMENTAL WEAKNESSES
EEBEREET e ]

B i ey e |
BLIZZARD B e e v

THUNDER RS T e e ]
P e e U e e A e




SPIRITOETHE MAGIE!

i 0 [ R AN
STRENGTH ST R
| DEFENSE |

Ty R A
IMMUNE TO ALL BUT STUN,
STATUS RESISTANCES | pIMUNE TO NG BY

ELEMENTAL WEAKNESSES
EHREG 2o

BESTIARY

BLIZZARD X
| THUNDER [ X1.

_Svm

HP (MASTER)

HP (INSTRUMENTS)
IEDEFENSERRE ]

OWASTER I STANCES | IMMUNE TO ALL BUT IGNITE AND POISON |

STATUS RESISTANCES | IMMUNE TO ALL BUT FREEZE, MINI, CONFUSE, STOP, s

(INSTRUMENTS) ZERO GRAVITY, AND MAGNET N
ELEMENTAL WEAKNESSES

X1.0 W
|FIRE [ X1.0(VIOLIN: X1.5)

X 1.0 (TRUMPET: X 1.5)

X 1.0 (DRUM: X 0.5)

EOARKEE R D




AT ST D e ommseny

RI00E= " i i
STRENGTH S s )

[ R i A, S|
STATUS RESISTANCES IMMUNE TO EVERYTHING

ELEMENTAL WEAKNESSES
PHYSICAL P
ERREEIE o bl i S
BLIZZARD T
THUNDER B T e s |

| HP(EACHPIECE) |80 |
STRENGTH TnrE T
DEFENSE [ aSs = o S|

STATUS RESISTANCES IMMUNE TO EVERYTHING

ELEMENTAL WEAKNESSES

PHYSICAL XA |
[aiais e
PO s
E R O
[ e




RADIANT GARDEN

BADLANDS

N HP

STRENGTH

14

DEFENSE

6

STATUS

RESISTANCES
ELEME

PHYSICAL

IMMUNE TO ALL BUT
STUN, FREEZE, IGNITE,
POISON, SLEEP, ZERO
GRAVITY, AND MAGNET
TAL WEAKNESSES

X1.0

FIRE

X1.0

HP

550

STRENGTH

14

DEFENSE

6

STATUS
RESISTANCES

PHYSICAL

IMMUNE TO ALL BUT
STUN, FREEZE, IGNITE,
POISON, SLEEP, ZERO
GRAVITY, AND MAGNET

A

X1.0

BLIZZARD

X1.0

FIRE

X1.0

THUNDER

X1.0

BLIZZARD

X1.0

DARK

X1.0

NEVER LAND

HP

550

THUNDER

X1.0

DARK

X1.0

KEYBLADE GRAVEYARD: TERRA VERSION

HP

550

STRENGTH

23

STRENGTH

26

DEFENSE

14

DEFENSE

15

STATUS
RESISTANCES

ELEME
PHYSICAL

IMMUNE TO ALL BUT
STUN, FREEZE, IGNITE,
POISON, SLEEP. AND

ZERO GRAVITY'

X1.0

TAL WEAKNESSES

STATUS
RESISTANCES

PHYSICAL

ELEMENTAL WEAKN

IMMUNE TO ALL BUT
STUN, FREEZE, IGNITE,
POISON, SLEEP, AND

ZERO GRAVITY

X1.0

FIRE

X1.0

BLIZZARD

X10

FIRE

X1.0

BLIZZARD

X1.0

THUNDER

X1.0

THUNDER

X1.0

=8

DARK

X1.0

|

"T@'

BESTIARY




KEYBLADE GRAVEYARD: KEYBLADE GRAVEYARD:
VENTUS VERSION, PART | VENTUS VERSION, PART II

[ T .| (T 700
STRENGIHE A [Izohe e oo | |STRENGTHE S |idemere el ]
|DEFENSE___ [15 | EEE e

| DEFENSE___|
STATUS IMMUNE TO ALL BUT STATUS IMMUNE TO EVERYTHING
RESISTANCES | STUN RESISTANCES

ELEMENTAL WEAKNESSES ELEMENTAL WEAKNESSES

XIS  SPHYSICAE
NI o |
(R

PR T

(WP T100 ]
STRENRTHI G |20 e e ad
IDEFENSE___ |15 |

STATUS IMMUNE TO EVERYTHING
RESISTANCES

ELEMENTAL WEAKNESSES

LFIRE. ]

TN
BIZZARD:E 2 X0 S
THUNDER _ [X10 |
FARRE R




HP (BODY)

HP (ARMS)
STRENGTH
DEFENSE
STATUS RESISTANCES IMMUNE TO ALL BUT IGNITE AND
(BODY) POISON

CARIAAS RESISTANCES | |\MUNE TO EVERYTHING

PHYSICAL X1.0
FIRE X15
BLIZZARD X10
THUNDER X1.0
DARK X1.0

LRSS o

HP 600
/| STRENGTH 16
DEFENSE 9
STATUS RESISTANCES IMMUNE TO ALL BUT STUN, FREEZE, IGNITE,

Pmsm\lj AND ZERO GRAVITY

PHYSICAL X1.0
FIRE X1.0
BLIZZARD X1.0
THUNDER X1.0
DARK X1.0
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THREE FRIENDS,
THREE DESTINIES

Long before Sora was chosen by his Keyblade, the worlds’ safety lay in the hands of the true
Keyblade Masters. Three youths—Terra, Ventus, and Aqua—train to prove that they, too, exhibit
the Mark of Mastery. But they soon face a crisis affecting worlds far beyond their own. Can you
confront the Unversed, find Master Xehanort, and discover the saga preceding the original
Kingdom Hearts? This essential guide shows you how—Destiny Is Never Left to Chance.

TERRA, VENTUS , AND AQUA—
THReE CoMPLETE WALKTHROUGHS!
We lead you step by step through the adventures of
all three aspiring Keyblade Masters. Detailed item and
. enemy rosters prepare you for each world!
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Furl COVERAGE OF ALL NEW
ELEMENTS

We show you the ins and outs of new in-game
features: get the most out of the Command
Boards, build potent and effective Command
Decks, exploit powerful Dimension Links,
and much more!

Our maps reveal item locations, save
points, shops, and other critical areas.
Locate and collect every sticker!

Our complete stats prepare you for
battle against any Unversed enemy.
B Select the best tool for the job with
our detailed item and weapon data.
I Compréhensive recipes help you
meld commands to create

: new attacks!
(PLETE MINI-GAME COVERAGE
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