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With a tremendous amount of pride, I am pleased to offer

you tire firlly comprehensiv e FINAL ELNTHSY X OFFICIAL

STRATEGY GUIDE. Our intention is to provide you with a

comprehensive walkthrough that will get vou from the beginning

of the game to the end. In addition, we have also documented all

the secrets, hidden items, and side quests that are well worth

exploring and acquiring in this phenomenal game. The goal all

along has been to provide players, whether thev are novices or

hardcore gamers, with all rh. <:. ,,,'ledge and tools required not

only to complete Squarest,:: \ :.:.'.,, :nasterpiece, but to dominate

the game completeh,'. I'r'r: '..:', ..,.:rcd about the book vou are

holding, and I hope r r. .  - . ,r  - , : .-c iust how much our guide

strives tp please.

Although one :l

wouid have been ::

:r on the coveE this book

'.:lc without the efforts of
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several contributing individuals. \Mes Ehrlichman was the one who

really started this project, by playing through an earlv version of the

game and making notes about puzzles and boss strategies. Shane

Mooney basically wrote the first draft of the blitzball chapter, and

we took it from there. Jaime Bencia of Squaresoft was an invaluable

resoufce evefy step of the way, informing us of secret strategies that

could be implemented and pointing out nuances in the game that

we wouldrit have found otherwise. My wife Laura helped me stay

physically healthy and provided me with enough emotional support

to basically keep me from going insane. And Tim Cox, the project

manager, guided this title from beginning to end with a confidence

and professionalism that is extremely rare in this field. A11 of these

people have my extended gratitude and humble thanks for their

tremendous contributions to this project.

-Dan Birlew



FINAL FANTASY X is a rolejplaying game, or RPG. This section will acquaint

you with terminology and provide tips to help you enjoy the experience.

1 RPGs can be complex, involving many levels of character management. It's best

to focus on the basics first, and then concentrate on more complicated aspects after

youVe played the game for a few hours.

HELP MENU
The Help menu has three major divisions: Basic Controls, Basic Terms, and

Reference. The Basic Controls section summarizes controls for Normal Mode, Battle

Mode, and the Menu Screen. The Basic Terms section explains common terms in the

game. Lastly, the Reference section provides information on Overdrives, Overdrive

Modes, Auto-Abilities, and Command Abilities.

BASICS OF EXPLORATION
One of the best ways to master FINAL FINT{SYXis to explore every location thorough-

ly. Open every door, and speak to every character several times to make sure you hear all

they have.to say. Many folks will offer you helpflrl items to aid you in your journey.

You can speak to other characters by pressing @.You also use the @ button to

search for useful items, open treasure chests, perform certain actions, and confirm

menu choices you make.

SA\TESPHERES
You can save your game at any Save Sphere. Each time you examine a Save Sphere

by pressing E, your entire parry's HP and MP will be completely replenished.

As the game progresses, Save Spheres will acquire new options.

It's best to record each of your saves as a separate file. This way, you can replar'

any partof the game without having to start from scratch. A good rule of

thumb is to save your game as often as possible.



O\{ERHEAD IUAP //
The area in which the party is currently located is displayed on the overhead map. You can turn

this function on and off in the Config menu. The map indicates where you can enter and exit an

area. Exits are highlighted with green markers, Save Spheres are highlighted with white markers,

and a red arrow indicates the direction you should travel next.

ITEMS
As you explore, you will acquire lots of useful items. Some are key to the storyline or help

trigger special events. These items are kept in a separate inventory. However, the vast

majority of items are all kept in the same list.

EQIJIPMENT
Each character can equip certain fypes of weapons and armor. When you're equipping a

character, the menu displays all equipment in your inventory avatlable for him or her. Use

the Sort command to organtze the party's equipment.

SELLING EqUIPMENT
Each weapon and piece of armor has a resale

value. Use the option to sell your equipment at

inns or shops. Hold onto weapons and armor

with rare abilities, and those with multiple

empty slots that you can customize. You

should dispose of equipment with lesser

abilities, or stuff that you havent used in

a long time.
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BASICS OF COMBAT
During this journey, the party must face walr after wave of fiends-Bt fear not, FINAL MNI)4SY Xhas an innorztive combat

slstem that is easy to learn.

BATTLEMODE
\\'hen a battle occurs, combat proceeds in a turn-based fashion. When the party's turn

comes up, the battle will wait for you to input your next command. After you defeat an

enemy, Abiliry Points are awarded to all the characters who participated in the fight.



HELPWII\$DOW
The bar at the top ofthe screen displays various information about enemies, commands, and actions. The Help window

displals additional information when the Sensor ability is equipped, or when Scan has been cast on an enemy. You can

disable the Help window in the Config menu.

COMTUANDWINDOW
Each character has a different set of commands based on his or her abilities. Every character has the Attack ability, but some

party members do not have the str€ngth to cause a decent amount ofdamage with a weapon.

Tle Skills command opens a menu ofcombat skills ar.ailable to the character. Characters can learn these skills through the

Sphere Grid. The Special command opens a menu of special techniques that are usually leamed by only one character, or urtil

other characters break ftee ftom their sectors of the Sphere Grid.

If a character possesses the White Magic or Black Magic command, that character can cast spells. Vy'hite magic is used

primarily to heal and protect the party, whereas black magic is used to attack and damage the enemy.

The Item command enables the character to use potibns or medicines on himself or others. You can damage enemies afflicted

with zombie status by using curative items like Potions or Phoenix Downs.

CASTINGTVIAGIC
Spells are powerful ways of attacking enemies or protecting characters, but they

consume MP. You can cast most spells at only one character or enemy, but some

will affect the whole group at once.

ELEMENTS
Many black magic spells have elemental properties, which means they draw upon the

elements of fire, water, ice and lightning. Enemies from various regions will be inher-

ently strong against some elements. However, being strong against one element may

make a fiend weak against the opposite element.

SUBCOMI\4AND WINDOW
To access the Subcommand window, press right on the left analog stick This menu enables characters to change equipment

during batde, or attempt an escape from battle.

The Weapon and Armor commands enable a character to change equipment during battle. I{you are fighting an elemental

creature, use the Weapon command to equip a weapon that strikes with the opposite element to inflict more damage.

Similady, ifyour character keeps getting put to sleep, then use the Armor command to equip armor bearing the Sleep

Ward or Sleepproof ability.



The Qscape command allows one character to run ftom battle. Keep in mind, however, that this option doesnt always work-

AIso, you cannot escape ftom boss fights. You can also use Tidus's Flee ability to have your entire Party escaPe from enemies.

This command works more reliably than Escape, but doesnt allow you to escape boss batdes.

TRIGGER COMIVTANDS
Trigger commands usually occur only in key boss fights and involve changing the party's

tormation, manipulating nearby objects, of even talking to the foe.

STATUS
The party's status appears in the bottom-right corner of the battle screen. It shows

each character's HP, MR and Overdrive gauge. It changes from white to yellow

rvhen the character's HP falls beneath half his max HP.

Overdrive

When a character's Overdrive gauge fills completely, he or she can perfotm a unique special attaclc The speed at which the

Overdrive gauge fi1ls is based upon the criteria of the Overdrive mode that is selected for that character. At the beginning of the

game, bach character only knows the Stoic Overdrive mode. In this mode, the Overdrive gauge charges whenever the character

takes damage from a foe.

To change a character's Overdrive mode, enter the Overdrive menu for that character and

hit S to return the cursor to the main commands. Select Set Mode and confirm the

action. The list of Overdrive modes currently available to the character will be listed.

Choose one and confirm it.

Bv carefi.rlly observing how each character contributes to a fight, you can best decide how to set his or her Overdrive mode. IfTidus

dettats an enemy each time he attacls, tlen set his Overdrive mode to Slayer. IfYuaa casts restorative magic often, set hers to

Healer. IfWakka is effective at inflicting status ailrnents on fiends, set his to Tactician. The fastest way to reach Overdrive depends

upon how the character contributes during battle.

DEFENDING
Sometimes the best maneuver is not to take any action at all. For example, if an enemy launches a powerful attack wery other round

rnd is about to do it again, use the Defend command f .

Rarhcr than aftack or cast spells, each character will guard against attacks until his or her next turn. lArhile defending, characters

take half damage ftom phlsical attacks. However, spells will inflict the same damage even when the character is defending.
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i' During battle, the window on the right side of the screen displays the order in which character and

enemy turns will proceed. This is an invaluable resource for planning your strategy against fiends, because

you can see exactly when their attack is coming. The picture at the top of the list indicates the next in line

to attack. AIl enemies are designated with a letter (A, B, C, etc.). Knowing this, you can focus your next

attack against the next enemy before its turn. You can also refer to the CTB Window to determine how to

heal or iure vour characters.

Affecting Character Turns

Different actions require different amounts of recovery time, and will thus have

varied effects on the order of turns displayed in the CTB Window. To preview how

your actions will affect the CTB Window order, just select the command you want ro

use and select the target of your action without executing the action.

SWITCHMENU
You are not limited to the abilities or shortcomings of the characters who begin a fight. On any

character's turn, press L1 to access the Switch menu. This displays all of the characters who are not

currendy involved in the battle. Select one of them and press @ to bring him or her into battle.

The character switched in can Lct immediately, so no turns are lost.

FORMATION
It's important to start battles offwith the right parry members whenever possible.

To set your battle formation before a fight, enter the Main menu. Use the Formation

command to set your frontline characters into the top three slots.

l
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ENEMYINFOWINDOW
By equipping a weapon with the Sensor abtlity, you can see the HP, strengths, and

weaknesses of an enemy. You'll have a much easier time strategpdngagainst an

enemy when you know its weak points.
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STATUS AILMENTS
Status ailments are an important Part ofcombat,

both for your characters and for the enemy. A1l status

ailmentr di.appear after a batde. but sometimes you

cant wait that long. The white magic spell Esuna

will remove almost any status impairment in batde.

You can also use items to cure these afilictions. The

tbllowing information provides a quick reference to

these items.

OVERKILL
Overkill appears when you defeat an enemy with more force than is required Usually, this

increases the amount ofAP and items the Party receives after the batde. On certain rare

occasions, it decreases the number of items received.

KO
When characters'HP is reduced to zero, they are considered KOd (knocked out). Ifyour

entire front line gets KOd, then the game ends. However, as long as one character sur-

vives or flees the battle, the game continues. Resuscitate the fallen by using a Phoenix

Down. If more than one Party member is down, use a Mega Phoenix to resurrect them'

The Life and Fu.ll-Life spells can also revive KOA Party members.

ABILITYPOINTS
\\'hat is all this fighting and suffering worthl Winning battles against enemies awards the characters with Ability Points, or AP

Each enemy is wonh a predetermined amount ofAP. This amount generally increases when an Overkill occurs. After acquiring

enough AP, a character will gain a Sphere Level.

SPHERE LEVELS
Each Sphere Level enables a character to move one step on the Sphere Grid. This permits the character to activate nearby nodes to

raise anributes such as Strength, Defense, Magic, Agility, etc. Moving across the SPhere Grid is also how the chaiacten learn new

abfities, skills, and spells.
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USING THIS BOOK
The walkthrough is broken into sma11er, more usable sections detailing each particular area of the game. Each section

has its own setup, which includes a listing of cnemies and items and a specific set of objectives. A1so, area maps of rele-

vant locations are included in each secuon.

The enemy boxes located at the start of each area are color coded to distinguish the regular fiends from the bosses. All bosses

appear in yellow, while regular enemies appear in blue. Regular items and key items are listed separately.

Items and Key ltems found in an area.

Area maps.

a
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Indicate items in treasure boxes.

Show the location ofAI Bhed Primers.

Save Spheres.

Area maps are also an important part ofeach walkthrough section. The maps serye t"vo tirnctions: 1. They show the critical

Path through each area. 2. They indicate the contents of treasure chests and the location oi Sale Spheres.

Itt best to refer to the area maps before exploring an area in full, as you can determinc lbr rourself if it's worth the cxtra

effort to gather the contents of every treasure chest in an area.

Eremies encountered in a particular area.

Objectives for each area.
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BOSS FIGHTS
Throughout the walkthrough, boss fights are always called out fiom the regular walkthrough text. Each boss fight has a yellowish-

orange background, complete with its own stats. The top portion above the Info Window cov€rs the g?ical information like HP

(hit points), AP (ability points), weakness, and the ability to steal from the boss'

The bottom box resembles the Info Window from the game. It basically provides a quick reference of a monster's strengths

and weaknesses to elemental attacks. The information to the left (WEAKNESS, ABSORPTION, IMMUNITY, and HALF

SINSPAWN GUI m***-
ofl drb rdd.ld|j d'6 h, d i.
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idt .tclirgndrih L'r!,$!ldo,

lddth. r ..ilr*di M& *.
L, dl hCr b n.Sr rl*dtt
odd& aadrn fid|lr dr:.4drc
.l|d rsL rIfltd idr do !4 h

rFd b ti!d! fs.tdlb nmllI

DAMAGE) describes the effect of the elemental attack on the

nonster The bubbles to the right, when highlighted, indicate

that a particular elemental attack has some sort ofeffect

The color code works as follows:
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TIDUS
Tidusisacheer{ir1youngteenager,thesterb1itzba1lp1ayerfortheZanarkandAbes.He

haslongresentedhisfatheqarenownedblitzbrr11plaverwhodisappearedduringTidus,s

youth. Tidus's quick moves allow him ro !1mick cren the swiftest foes with ease.

TIDUS IN FORMAIION
Bring Tidus into the party whenever an enern\ i. too agile lbr other characters to hit.

He can eliminate swift, four-legged crcatures n irh eese. As his strength and agility

improve, he will become able to eliminate aerlal clen.iies as well.

TIDUS ONTHE SPHERE GRID
As Tidus advances from his starting point, he c,rn lerrn rnanv support spells such as

Haste and Slow Tidust main benefit to the prrn is his ebility to increase the fie

quency ofthe party's turns and reduce those of rhe enerrl through abilities like

Hastega, Slowga, Delay Buster, and Qrick Attack.

After you complete Tidus's section ofthe Sphere Grid, he can proceed into Yuna's.

Teaching Curaga, Dispel, and Reflect to Tidus is .r good idca, but his low Magic

attribute makes him a weak healer
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develops on tl.re Sphere Grid.



Atlempts Required lo leorn
cvl:

0vetdrive

OVERDRIVE: SWORDPIAY
Tidus executes devastating sword attacks agait-tst one or

.LL1 enemies through his Overdrives. After choosing an

Overdrive technique, watch the meter carefully

.,nd press $ when the cursor is in the

niddle of the bar. The strength ofTidus's

Overdrive attack depends upon how much

time remains on the timer The more

Tidus uses his Overdrive, the more tech-

riques he will learn.
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YUNA ov

Yuna is the daughter of the high summoner who defeated Sin to bring about the

"Ca1m," a timc ofpeace. Yuna cmbarks on a pilgrimage to obtain the final aeon and

defeat Sin. To conplete hcr quest, Yuna has enlisted the aid of her most trusted

friends as her surrdians.

YTINA IN FORNL{TION
Since Yuna elreadl Llou s the Curc spcll and rvill learn many more protective and

restorative spe11s rs slic rrrvels across thc Sphere Grid, bring her into the acrion

whenever other parn nrembcrs need healing or status ailments cured. Her physical

attacks are ineffectilc, but br sunrmoning aeons Yuna can cause more damage ro

enemies thaD anl orhcr charectet

YUNA ON THtr SPHERE GRID
Yuna will quickh learn useful skills like NulFrost and NulBlaze, which negate the

next corresponding elemental attack on the parry Eventually, she will become the

backbonc of the party bv learring spells such as Shcll and Protect, which arc effective

at dccreasing damage to characters from magic and physical attacks.

Her Xl[agic attribute will quickly rise during the trek across her section ofthe Sphere

Grid, enabling her ro restore more HP to charactcrs with each increase. Teaching her

black magic spells, such as Flare and Ultima, is ir good idea.

i
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OVERDRIVE: GRAND SUMMON
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\lnat Overdrive is Grand Summon. Any aeon so summoned will appear with

r hrll Overdrive gauge. After the aeon uses its Overdrive attack, its gauge will

:e\,ert to its previous condition. Thus, the previous gauge isnt wasted'
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AURON
The legendary guardian who accompanied High Summoner Braska on the pil-

grimage to defeat Sin ten years ago. Auron guides Yuna and Tidus on therr

mission to vanquish Sin once more. He swings his gigantic sword with such

power that even the toughest fiends are cut asunder

AURON IN FORMATION
Almost all of Auron's massive blades bear the Piercing abiliry so you

should bring Auron into battle when facing an enemy with a hard shell.

Auron is ineffective at attacking nimble or aerial creatures, but hh Break abil

ities reduce the attacking and defending power of most enemies.

OVERDRIVE: BUSHIDO
Auron's Overdrives require the swift input ofbutton combinations before time runs out. The quicker you can input the sequence,

the more powerful Auront attack becomes. Auron gains new Oyerdrives through the acquisition ofrecorded spheres that recount

the journey of Auron's adventures with Braska. After defeating the Spherimorph at Lake Macalania, you can locate Jecht's and

Braska's Spheres that are scattered across Spira.

The status ailrnents are inflicted only when the command input is successful, although certain enemies can resist the ailments. If

resisted, the damage inflicted is slightly increased to compensate.
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AURON ONTHE
SPHERE GRID
As Auron gains

Sphere Levels, his

HP and Strength will slg'-

rocket. Once he reaches the end

of his section on the Sphere

Grid, it's a good idea to move

hin.r into Tidus's section. By

doing so, you can increase his

-\gility so he can attack more

,riten.

SPHERE LOCATIONS
Sphere Locolion

::hr Sphere I Spherinorph bolsfighl l\40m onio f0rest

.::'! Spher"' 2 Besoid Vil0g"', t0 lhe right0f lhe lempLeenlron(e.

::rt Sphere 3 SS Liki, on fie brldge (b00rd 018"'s0ld).

. hr Sphere 4 luto Sl0dlum, BosemeniA.

. i :hiSph"qe5 Ml' ihenHighr00d,oldro0d,South.

--on's Sphere MLlshroom Rotk R00d, Preripite.

.::ilspher"'6 lloonllo,){,S0ulhWhorl.

.::rtSphere 7 Thunder Ploins, South.

.:htSphere I ]\,\oololllo Woodt South.

: rth'5spherc lounloin Troil,I\l Gogozel.
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KIMAHRI
RONSO

A young warrior ofthe Ronso tribe, Kimahri watched over Yuna during her early

yea$. H€ is devoted to Yuna and serves her loyally as a guardian. Kimahri can learn

the special attacks of enemies with his Lancet ability.

KIMAHRI IN FORMATION
Kimahri is a versatile character The fact that he begins in the center of rhe Sphere

Grid is an advantage, because I'ou can then choose any direction to further Kimahrit

development on the Sphere Grid. It all depends on how you choose to develop

Kimahri.

KIMAHRI ONTHE SPHERE GRID
Kimahri has a small area on the Sphere Grid. Soon, the player must choose a path of

another character for Kimahri to emulate and unlock it using a Lv. 1 Key Sphere. If

you want Kimahri to hit harder, follow Wakka's path. To make Kimahri into a thief,

follow Rikku s path. Ifyou want Kimahri to become more agile and learn Haste, fol-

low Tidus's path. Lastly, ifyou want Kimahri to cast magic, follow Yuna or Lulut

path. Pick a path ofyour liking and follow it.

Develop Kinahri to suit your own preferences, and you'll probably enjoy using him

more in combat-

OVERDRIVE: RONSO RAGE
Except for Jump, Kimahri learns enemy skills bv using the Lancet abiliry Once you

see a monster using one of the abilities listed on the next page, bring in Kimahri and

use Lancet. Kimahrit Overdrive gauge will instantly fi1l up whenever he learns a

new technique.



O\/ERDRIVE



a

\A'\KI(A
Although he's the captain ofthe Besaid Aurochs blitzball team, Wakka plans to retire

from thc sport after this year's tournament so that he can devote himself entirely as

Yuna's guardian. His deadly bJitzball is especially use{i for shooting down aerial

enemies.

WAKKA IN FORMATION
Brinq in Wakka any time you encounter flying creatures. Wakka is the only character

rvho can hit them with great accuracy tr,ithout castirg spel)s. With his ability to inflict

status ailments early in the game, use Wakka against stronger enemies to blind,

silence, or put them to sleep.

WAKKA ONTHE SPHERE GRID
\Vakta's definitely one ofthe better attackers, but his Deiense and Magic Defense

der-elop more slowly. Wakka will acquire skills that int']ict clarkrress, silence or sleep on

enemies, as rvell as black magic spells that drain the HP end MP from enemies. Upon

reaching the end ofhis portion ofthe Sphere Grid, r'oLr cen continue to develop his

Strength, Delense, and Magic Defense in Auron's secion of the Sphere Grid.

O\,fERDRI\{E: SLOTS
Wakka starts offwith Element Reels and acquires his othcr Overdrives by winning

blitzball games in both League and Tournamenrs. \\'hener.er you use Wakka's

Element Reels Overdrive, slot wheels start spiin;ng. Iilou match all three wheels,

then Wakka performs a single-elemental attack rrqlinst all encmies. Ifyou match up

two wheels, then he performs a double-elerrentxl ilttirck ?lgainst a single, randomly

chosen enemy. Ifno wheels match up, \Vrkk.r performs a phvsical attack against one

randomly-chosen enemy. A similar concelr is elnplol.ed in his other Overdrives.
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LULU
Lulu's experience and wisdom are valuable assets to the parry She treats yuna as

though she were her younger sister. Although she may seem insensitive at times,

there arc depths to her emotions that only her closest friends can understand.

LULU IN FORMATION
Bring in Lulu whenever an enemy is strong against physical attacks or weaK agarnsr a

specific element. Her spellcasting enables her to attack from long range, and shc can

eliminate aerial enemies as well. Howeveq her weak physical de{i:nse and 1ow Hp

make her r'ulnerable to physical attacks.

LULU ONTHE SPHERE GRID
As Lulut X4agic attribute dses, her spells increase in power When she reaches the

cnd of her portion ofthe Sphere Grid, it's a good idea to learn spe11s like Drain,

Osmose, and Ultima. You can also move her over to Yuna's section of the grid, so that

she can learn white magic and continue to increase her Magic attribute.

OVtrRDRI\4E: FURY
When Lulu hits Overdri.ve, she can cast any black maeic spell she knows multiple

times \\'ithout spending MP Select the Fury command, anci thcn choosc a spell. Start

rot:rting the right analog stick clockwise in full rotations ;rs rapidly as possible.

Depending on the spell you ve chosen, the spell is cast one time for each several times

l'ou rotatc the stick. Lulut Overdrive is available er-cn $.hen she's silenced, and isnt

afiicted by any Shell or Rcflect effects on enemics. Tarscts are randomly chosen.
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) RI KIru
Rikku is a young A1 Bhed girl with an upbeat and positive personality. She dismantlcs

mechanical enemies with ease, and can steal items from enemies as well. When

Riklu joins the party near the Moonflow, her technical expertise .allows you to start

customizing equipment by adding abilities to the open slots on weapons and armor

RIKKU IN FORMATION
Switch Rikku into battle whenever a mechanical enemy appears. Using her Steal

command, Rikku can destroy machina by taking a vital item from it. Rikkut physical

attack is weak at first, so it is best for her to use items like Grenades and Smoke

Bombs to attack enemies.

Make sure you steal often when using Riktu. At first, she is the only character who

can use Al Bhed Potions. These items restore 1000 HP to all characters and removes

poison, silence, and petrification.

OVtrRDRIVE: MIX
Rikku's Overdrives are created by mixing any two items. Thc following is a list of the

combinations. Note that there are 64 total!

F
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A complele graph of recipes
(!n be lound on lhe nostel
included in this book
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RIKKU ONTHE SPHERE GRID
\i:rough Rikku is rot much of a fighter, she can learn the Mug ability

.:.:;h lets her steal and attack simultaneously. Mug enemies with a weapon

:1.: inflicts poison, zombie, or some other status ailments, and she quickly

-: ,mes a deadly fighter. Rikku also learns how to Bribe enemies, which

., -'ciul for acquiring rare items in the Monster Arena.
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The purpose of a summoner's pilgrimage is to visit the temples in

each ofthe major locations in Spira. Once there, the summoner

must enter the Chamber of the Fayth and pray for the power to call

upon spiritual beings for protection. These beings are called aeons.

SUMMONINGAEONS
After Yuna has entered a temple and received the blessing ofthe fa1th, the aeon may

be summoned in batde. The summoner must pass throuqh a Cloister ofTiials to reach

the Chamber ofthe Fayth.

The aeon is summoned to perform devastating attacla against enemies, and its

Overdrive attacks are impressive to behold. You can shorten the aeont entrance scene

in the Config menu. By using the Short option, each aeon's firll summon animation

and firll Overdrive attack are only shown once.

OTHERAEON COMMANDS
Press right on the directional pad to display another list ofcommands. Aeons can

use the abilities Shield, Boost, and Dismiss on any turn.

Shield causes the aeon to defend. The aeon will take only one-quarter damage

fiom both magic and physical assaults. Sadly, the aeon's Overdrive gauge does not

fiIl even when attacked. These effects last until the aeon's next turn.

Boost causes the aeon to lower its ow:r defenses. It will take more damage from

attacks, but its Overdrive gauge will charge twice as fast. This is great for dispos-

ing ofweaker enemies. Boost lasts until the aeon's next turn.

Dismiss sends the aeon away. The party then returns to the batdefield and contin-

ues the fight. The order of turns before Yuna summoned is maintained, as if all

the aeon's actions took place during Yuna's turn.

AEONABILITIES
Once you receive the key item Summoner's Sou1, you can use items to teach aeons

new abilities. These include stronger spells, curative magic, support magic, as well

as any special techniques and skills that the characters can learn.

AEON POWERS
After Yuno summons on oeon, il on toke ih turn

otely. Mosloeons storl with o regulor ottock ond o

otlock. M0ny 0e0ns (0n (ost block ond white mogk os

well. Loter in lhe g0me, most oeons c0n leorn new (0m-

m0nd 0bilities iust like your (h0roders.

Aeons' unique oltocks moy be les powerful thon their

regul0r 0ti0[ks, but unique otto(ks ofien hove olher

properlies. Unique otto(ks often hove more recovery

0s l{ell, s0 enemies mighi gel l0 otiork more thon onre

ofter your oeon performs ih unique 0tt0&.

lf on oeon perlorms ils 0verdrive, suruiving enemies 'liill

often oel two 0r lhree iurnr before lhe 0eon (0n 0fl0(k

0nly use 0verdrives when you're sure it willwipe outthe

enemies. or ifvou're sure the oeon willsurvive lhe

enemies' otto(ks. Check the OB Window before performing

Overdrives.

Aeons 0re immune t0 every st0lus 0ilment ex(ept curse.

All oeons poses lhe out0-0bilities Sensor, Pierdng,

HP Bonier, ond Break MP Bonier.

Most oeonf Overdrive gcuges fillwhenever lhey 0tt0(k

ore otto(ked.

THE EXCEPTI()N T() THE RUIE
You ronnot te0ch obililies t0 Yoiimbo 0r the
Mogus Sislen.
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AEONATTRIBUTES
-{:icr \irna defeats Belgemine, she will

rn-crr e the Aeon's Soul. With this key

dc:: in r.our inventory, you can increase

rr.rs attributes by using spheres.

Th. ltributes that you can increase are:

HP. \lP Strength, Defense, Magic'

I lr-::r Dclen'e. {git iry. Luck. Eva.ion.

r.i -\;;uracy. The number ofspheres

rg-::cj to increase an attribute depend

o !.l.'rr hiqh an aeon's attributes are. ljse

5ivc. lo increase attributes of aeons that

rrr r.r:ticularly low. It's a good idea to use

-il i'.rircres in this manner when you've

i;.:-:i:cJ 99 of one kind of sphere.

AEON FIGHTINGTIPS
Aeons are useful in boss battles to shield the party from high damage attacks.

Their Overdrives inflict lots ofdamage, but the lorg recovery time sometimes

means death {or the aeon.

Since aeons are immune to almost every status effect, summon them to fight

creatures such as Ochu, Mandragora, and Malboro.

Elemental aeons can heal themselves by casting their own type of black magic

on themselves. Ifrit is healed by Fire, Shiva is healed by Blizzard, and Ixion is

healed by lightning.

Most aeons'regular attack cannot hit an enemy at a great distance. However, an

aeonk unique attack always reaches regardless of the enemyt range.

Ifa fiend is about to unleash a powerful attack against the pafy, summon an

aeon and use its Shield ability to reduce the damage. Then, if you want, you can

Dismi.. the aeon io thal the characlers can re.ume the fight.

lfie
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This aerial aeon easily dodges many attacks from the ground.

Valefor's regular attack is a quick, snatching motion, which is

enhanced by the aeon's high Accuracy.

UNIqUE ATTACK: SONIC WINGS
Valefor's unique attack sends a shockwave at one enemy, inflicting damage

and delaying the enemyt next turn. Because ofthe delay effect and short recoverv

time, you can often hit enemies repeatedly with Sonic Wings.

OVERDRIVE: ENERGY RAY, ENERGY BLAST
Valefor's Energy Ray fires a super-charged beam that explodes underneath all the foes

and causes non-elemental damage. Valefor also has a second Overdrivc that you can

acquire once Yuna joins the party. Return to Besaid and speak to thc littlc girl with a

dog standing next to the temple, and you'll receive an itcm that gives Valefor the

Overdrive Energy Blast. Ifthe little girl isnt near the temple, then look for her inside

the item shop. Energy Blast inflicts greater

damage at the cost of a higher

recoveiy llme.

Once Yuna activates her leg-

endary weapon Nirvana,

all of Va.lefor's attacks

can break the 9999

damage limit!

t



IFRIT
Although Ifrit has incredibly high Strength,

its Defense and Magic Defense are quite

lorv. Ifrit can regair.r HP bv casting Firc,

Iira, or Firaga on itsell lt's best to use

Iftit against enemies that are weak

I I.INIqUE ATTACK: METEOR STRIKE
Meteor Strike is a non elemental attack that is hurled at one enemy, but has a longer

recovery time than its regular attack. This is a useful long-range attack. It also Pcnetrates

Protect despite being a physical attack.

OVERDRIVE: HELLFIRE
Ifrit encases its foes in a swirling ball of fiery vengeance and detonates it for massive

damage to all enemies. All of Ifrit's attacks can exceed 9999 HP damage once vou

have activated Wakka's legendary weapon, World Champion.

against fire.
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fffi!ION
Location Acquiredt ,, ,,'1.:

Ixion's high Defense and Magic Defense attributes make it a

good aeon to summon when the party needs protection from

an attack.

LINI qUE ATTAC K: AERO S PARK
Ixion fires spinning, razor sharp discs that cor.rverge on a single enemy and cause

non-elemental damage. The attack also negates n.ragical elTects like Protect, Shell,

Reflect, Haste, Regen, and the Nul spells.

OVERDRIVE: THO R'S HAMMER
Ixion envelops all enemies in a stolr.ring vortex, and then disintegrates it. Lightning-

based elemental damage is inllicted against all enemies. Ixion can inflict more than

9999 HP damage once you've activated Kimahri's Spirit Lance.



Location Acquired:

I.INIqUE ATTACK: HEAVENLY STRIKE
Shiva creates a giant block oficc and drops it on an enemy. The anack slightly delays

the target's next turn in addition to inflicting non-elemental damage and the status

ailment threaten.

O\.ERDRIVtr: DIAMOND DUST
Shiva freezes all enemies in layers ofice, and thcn destroys everything with a

leisurely snap ofher fingers. All of Shiva's attacks can inl-lict more than

9999 HP damage after you've activated Lulu's legendar,v r,veapon, thc

Onion Knight.

I
l
,

t
.

SHI\,\
The queen ofice is a gorgcous sight to

behold and an agile attacker

.
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its attacks to exceed 9999 HP damage right from the start. Bahamut

has high Strength, Defense and Magic attributes.

Bahamut's regular attack causes more damage than any other aeon'.s.

Bahamut can also cast the highest elemental black magic spells.

UNIqUEATTACK: IMPULSE
Bahamut charges up four bal1s ofdark magic and hurls them, damaging all enemies.

Impulse is especially useful when fighting multiple opponents.

OVERDRIVE: MEGA FI-ARE
Bahamut anchors itself and fires a destructive breath attack that annihilates anlthing

in its path. Bahamutt Overdrive consistently deals over 9999 HP damage to all

enemies, and it will continue to grow stronger.



YOITMBO
Location Acquired:

Yo j imbo  i .  t he  . ec re t  aeon  )ou  Lan  acou r re

by visiting the Cavern ofthe Stolen Fayth

beneath the bridge at the northeast end of

the Calm Lands. To acquire Yojimbo, fight

through the cavc and defeat Yojimbo rn

bat t le .  P 'o .  eed ro  rhc  Chembcr  o f  rh .  Fa l rh

and speak to Yojimbo to negotiate a fee for his sen'ices. He will offer his lowest initial

asking price if 1'ou choose the option "To defeat the most powerful of encmies." For

vour first bid, offer half of his asking price plus 1 Gil. So, if he asks for 250,000 Gil,

offer 125,001 Gil. After his next offer, raise your bid by 1 Gil. By the time he proposes

205,000 Gil, he will generally accept offers below 200,000 Gil, though not much lower

If at any point vou offer him at least triplc his asking price, he will give you two

Teleport Spheres in addirion to his.ervice..

TINIQYE ATTACKS : DAIGO RO, KOZUKA,
WAKIZASHI, ZANMATO

Yojimbo doesnt have selectable attacks or Overdrives. As a sword-for hire, he

will attack enemies based on how much vou pay him. Yojimbot attacks

exceed 9999 HP damase once rrcu've activated Auron's Masamune.

ff
I

'ju"''
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LolltiogAcauired: .,,,:r.:iffi

Anima is first seen as Seymourt chilling aeon, but the party can

acquire it by undertaking a quest, Return to Baaj Temple from the air-

ship, defeat Geosgaeno, and then enter the underwater temple. Find

the slx hidden items in the Cloister ofTrials at each temple, and then

approach each statue inside Animak shrine. This opens the doorway to

the most devastating aeon in the game.

UNIqUEATTACK: PAIN
Anima conjures the essence of misery and ar.rguish, and unleashes it upon a single

enemy. The attack has a high chance of causing instant death. Pain has a high recoverv

t lme,

OVERDRIVE: OBLIVION
In the most horrifying of all the aeons' Overdrives,

Anima inflicts multiple non elemental

attacks on all enemies.



HE MAGUS SISTERS
Location

This trio made a previous appearance as enemies in FINAL FANTASY

IV. They can be yours to summon by undertaking a side quest. Capture all of

the enemies in the NIt. Gagazet area, and return to the monster arena to get the

Blossom Crown. Acquire all the other aeons, including Yojimbo and Ar.rima, and

return to Remiem Temple in the Calm Lands. Challenge and defeat Belgemine's ver-

sions ofyour aeons. After deleating her version ofBahamut, she will give vou the

Flower Scepter. Continue to defeat Yojimbo and Anima. Then move to the door in the

back  ard  un"ea l  i r  w i rh  the .e  n ,o  ker ' ' te -n . .

The X4agus Sisters are like three separate aeons. As such, thev are a bit difficult to con-

trol. There are verbal requests that must be made, and whether or not they grant Yuna's

wishes depends upon their level of morale.

UNIqUE ATTACKS : CAMI SADE,, RMZIA, PAS SAD O
The sisters might perform their unique attacks randomly when the "Do what you will"

choice is selected, or they might do it rvhen Yuna shouts "Gol Gol". Cindyt Camisade

shoots blades offire at an enemy, rvhile Sandy's Razzia launches her onto her target.

Little NIindl"s Passado will rapidly fire a burst offifteen stingers at a single enemy.

OVERD RIVE: DELTA ATTACK
When the Nlagus Sisters are all in Overdrive mode at the same time, a

ner,v command, "Combine Powers!" appears. The sisters will join

force. and perlorm one of Lhe -no.t deua.tat:rg

Overdrives in the entire game.
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GRID

FINAL I.7LNTASY X employs a unique new system for advancing your characters. When a character achieves new Sphere

Levels, access the Sphere Grid and move the character's markers across the nodes. Use spheres ofvarious tJpes to raise a

charactert attributes and learn new abilities. Any character can leam any ability and raise any attribute. By acquiring enough

spheres, you can eventually have a party of characters who have every ability and maximized attributes.



SPHERE GRID BASICS
The Sphere Grid becomes accessible after Rikku explains how to use it in a short

:;lorial. Each character who joins the party has a pre-designated starting point on the

::id. While each ofthe characters has his or her own section, you can remove the

].,.:ks between the diflerent sections by using the appropriate key sphere. Thus,

.irracter advancement is limitl€ss.

\\'hile in the Sphere Grid, press the SELECT button to zoom out from the current

.hrracter's position to see his or her relation to other characters. Press R2 and L2 to

thrnqe the viewing angle ofthe grid ifyou desire.

ABILITY POINTS AND SPHERE LEVELS
A rhe party defeats enemies, everyone involved in the battle receives Ability Points, or AP When enough AP is collected, the char-

l-r .r;hieves a Sphere Level. This is why it is essential to switch every party member into a boss fight for at least one turn, since so

-h -\P is at stake.

Sphere Level enables a character to move one node forward on the Sphere Grid, or up to four nodes backward ifdesired. Open

Snhere Grid and press @. After selecting the Move command, the number of nodes you can move in any direction is highJight

ll,'* e to the desired position and press @ again, and then confirm that you would like to remain at the selected position. You

;i.rnge vour mind and cancel out before deciding. Moving forward is essential to activating new sphere nodes and gaining new

HERE NODES
ltrLr\-ing a character's marker to a new location on the Sphere Grid, press @ again. Select the Use command, and a window

lnnz rhe 'r'ailable spheres opens. Use the spheres that you've collected to activate nodes in the viciniry You can activate the node

lor rhc markcr is positioned on or an adjacent node.
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SPHERES
By opening treasure chests, defeating enemies and bribing monsters, you can acquire spheres for use on the Sphere

Grid. There are five rypes of spheres.

Red Spheres: The most common lype, often won lrom com-
mon enemies. Power Sphetes enoble you to increose o choroc
ter's HB Strength, ond Defense. Mono Spheres increose Ml
li4ogic, ond Mogk Defense. Speed Spheres increose Agility,
Evcsion, and Accurocy. Ability Spheres teoch the chorocler new
skilk or soeriol obilities. Fortune Spheres enoble the rhoroder
to ortivole Luck nodes, but ihey ore lhe hordest red tpheres t0
come by.

Yellow Spheres: The roresi type 0f spheres, ihese enoble one
d0roder to ocquire cbililies olreody ocquired by onother (h0r0c

ter. Choroden (on leorn speciol obilities, skills, white mugk, ond
blork mogic spells thot hove okeody been leorned by othen.

Block Spheres: These could be considered the most impor-
t0nl spheres lo o[quire, becouse they renove locks thot block
progres on the Sphere Grid. The oppropriote level key sphere
is required to open o portkulor lock. The higher the level, the
horder lhe key sphere is to come by. All of the chororters will
eventuolly run into Lv. 3 and Lr 4 Locks in iheir ores of the
Sohere Grid.

Purple Spheres: These spheres enoble you lo turn on empty
node into 0n ottribute increose o{ some sorl. The increose h
higher thon fie rypirol ottribrte node. tor exomple, if you use
on MP Sphere to fill on empty node, the node will inaeose o
choroder's i4P by 40 poinls rother thon ihe usuol 20. You
should onsider using lhe MP ond HP spheres on Mogic users
like Yuno ond Lulu to compensote for their generol lotk of HP
nodes on their grids ond to moke spell costing eosier. Consider
using the Luck Spheres on Rikku, so thot her Steol ond Mug
obiliiies ore improved. Aho, try l0 use ihem wheneyer tt{o or
more (h0roders 0re neor eoch other, so thol more lhon one
choroder cqn immedlotely benefitfrom the new node.

Blue Spheres: These enoble you to move o chorcdels mork-
er l0 0nother point on lhe Sphere Grid, even ifthe chorocter
does not hove ony Sphere Leveh lo erpend. A Return Sphere
lets the ch0roder relurn to ony node thot they hove previously
octivoted. A Friend Sphere lets 0 choroder move t0 0ny other
choroclels locotion on the grid, ond c Teleporl Sphere lets o
(h0roder moye l0 0ny node 0divoled by 0ny other d0rocier.

COMBINING COMMAND AND ATJTO-ABILITIES
Here are some examples of effective combinations of Command Abilities and Auto-Abilities.

Auto-Ability: First Strike

Command Ability: Flee

Ifyou want to get through an area in a hurry have a character who's learned Flee equip a weapon with First Strike. Even ifthe

party is ambushed, he'll always go first, so you can flee from batde immediately.

Auto-Ability: Counterattack or Evade & Counter

Command Ability: Provoke or Sentinel

Equip a hard-hitting character with a weapon that has Counterattack or Evade & Counter Then, make him Provoke an

enemy into attacking him. Sentinel can also work if enemies only use physical attacks. Try experimenting with additional

Auto-Abilities like Capture, Stonestrike, or Deathstuike, too.

Auto-Abilities: One MP Cost, Magic Booster

Command Abilities: Doublecast, Ultima

With Magic Booster, each spell becomes 1.5 times more effective by consuming twice as much MP Combined with the

ability One MP Cost, each spell only costs 2 MP. This allows you to Doublecast your most powerfill black magic spells

for only 4 MP total.
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SPECIAL ABILITIES

SKILT ABITITIES
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AT\ID ARMO
The party needs weapons and armor to survive encounters against fiends. Some equipment

provides strength or defense bonuses, while other equipment provides special combat abilities.

EqUIPMENTABILITIES
Most weapons and armor have a predetermined number of abil ig

slots. The abilities on weapons can enable you to inflict

status effects or otherwise affect enemies'

fighting abilities. The abilities on armor

often prevent status effects and cast protective spells when the wearer is in danger. As

you progress further in the game, you'll find weapons and armor with empty abilitt'slots

that you can customize.

CUSTOMIZATION
Customization enables you to use items to add abilities to

equipment with open abiliry slots. You can only acquire some of

the necessary items by stealing or bribing fiends or boss

monsters. Other items are only gained by completing certain

side quests.

Adding abilities to weapons and armor can sometimes change

the purpose ofthe equipment, and the name along with it. The

new name reflects the new abilities ofthe item.

Armor and weapons with many open slots tend to be more valu-

able, since they can be modified with a variety of abilities. The more

'lots the equ.ipment pos5e\ses, the higher irs resale value.

7

d
z

!i

-
-

C
g
-

-
-)r
-
-

E:EA
E
E

;-
-
-
-



TIDUS'S
EQYIPMENT

\\,'EAPONS : LONG SWO RD S

ARMOR: BUCKLERS
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WEAPONS: RODS & STAVES
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WEAPONS: SPEARS & LANCES

ARIIOR:ARM
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LULU'S
EQJJIPMENT

WEAPONS: DOLL.S
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ARMOR: BANGLE
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Even a party ofwell-seasoned adventurers will need a good supply of defensive and offensive items to help them on their

quest. You can carry up to 99 of any one item. Additional quantities won in battle are automatically discarded.

You can use these items in the heat of

combat or between battles. These items

remove status effects, resuscitate KO'd

characters, and restore lost HP or MP.

Any character can use these common

items.

These items force enemies to drop

certain qT)es of spheres when a

battle ends. Arty character can use

these during combat.



USE ITEMS
You can use the following items in battle

with the special ability Use. While most

ofthese items inflict damage or status

effects, they can also be used to customlze

equipment.



SPHERES
You win spheres by defeating

enemies, and you can steal

or bribe the rarer ones from

certain fiends. Use spheres to

activate nodes on the Sphere Grid,

allowing characters to raise their

attributes and learn new abilities.

For a more detailed description

ofeach type of sphere, refer to

the 'Abilities & the Sphere Grid"

chapter.

MI ELI-{NEOUS ITEMS
Most of the items in this section are

rare items that you can only win or

steal during battle. Some add rare

abilities to weapons or teach your

aeons new abilities, and all can be

used for Rikku's Overdrive, Mi-r.

DTSCRIPTI



ITEMS
Event items are kept in the Key ltems

inventory separate from the others.



iSHOPS LIST
This section contains the inventory of every merchant and shop in

Spira. Use this section to compare prices and save your Gil for the

true bargails.

Take note that armor is included in the "Weapons" list, since this is

how it appears in the game. To purchase armor during the game,

ack  a  merchant  to .ee  rhe i r  weapon i .

To sell equipment, ask a merchant to see their

weapons. Then press (O and choose the "Sell"

option to view your inventory. You should

* .

IM PO RTA NT!
Ihe ilems in lhis chopler cppeor during yorr |irst visit to
0 pdrliculor oreo. 0n subsequent virits loter ir the
gome, the iternr will be different,

*a'= ' '
3i

: \{ *

a

: ' *

wait until your inventory is nearly firll

belore you selJ any exce"s equipmenr
1

at rock bortom orices. {44
*'* 
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O'AKA)OilII, MERCFIANT
EXTRAORDINAIRE

\A/hen the characters board the S.S. Liki bound for Kilika, there is an interesting character hanging out below the deck.

he calls himself a merchant, he doesnt have anlthing to sell at tlis point. Even worse, he wants to borow Gil fiom you!

Consider a loan to O'aka as an investment. The secret is that O'aka will eventually become the best merchant in all of Spi

When you talk to O'aka at specific points in the game, you can loan Gil to him. O'aka will begin to sell items 4#er you loan

him Gil. A11 you need to do is invest 1 Gil to get things started.

As indicated in the table below, an investment of 10,001 Gil will get you discounted prices. However, to receive cheaper

you need to shop so that the purchase total + 10,001 Gil is less than the totaTwhen purchased goods are shifted to standard

The specific purchase total at which this condition is satisfied is anlwhere above 23,336 Gil. Therefore, ifyoute not going to

invest very much in O'akat business and you still plan to shop at other places, then you're better offnot investing at all.

You can loan O'aka Gil at the followine locations;

s.s. Liki

S.S. Winno

Dock 1, Luca

Mi'ihen Highroad (outside the gates of Mushroom Rock)

Thereafter, O'aka's equipment prices finally drop when you encounter him next on Mushroom Rock Road before the combined

effort aeainst Sin.

OAK,ryS LOCATIONS
OUTSIDE LUCA STADITJM HR M ROCKR
WEAPONS WEAPONS |TEms

ffiffi

*Standard Prie" indiafus ?riees tt ordinft! tho?s.

WIAPONS
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Dl0P: N/A .
STEAI: l1/A

HR 2400 AP:0
0t! 0
DR0P: N/A
SItAL: ll/A

Breok t|rough tle Sinsroles lllirinorc dre sirsp$m.

F

THE STAR BLITZER
As the game begins, Tidus is on his way to a blitzball match at Zatarkand's stadium. However, a small crowd has gathered out-

side his residence. After speaking with those in the crowd, move past them. To get to the stadium, move across the bridge fuIl

people. During this shortjaunt, you can learn some things about Tidus's father, Jecht, from a commentator. Outside the arena,

the crowd mobs Tidus and wont let him through. Maneuver Tidus through the people to the large doorway.

THE STADIIJM IN RUINS
Dwing the exciting bhtz)>all match, Zanarkard gets attacked by Sin! As this occurs, Tidus falls from above and lands in the

rubble outside. Move down the ramp until Tidus spots Auron, and then follow Auron into the city streets.

Blihboll runs in Tidus's blood, os he k the son ofthe legendory blitzer Jeclrt.
But when Jecht mysleriously dhoppeorerl yeors ogo, Tidus wos lelt olone lo
Iend for himself. The hord times ore over, ond now Tidus is living up to his
old mcnl legocy.

z

e
N



THE INVASION
ri rnd Auron watch as a large monster crashes into a nearby building. A swarm of

rrles emanate from its tail and land in front ofthe duo. Auron then hands Tidus a

Use the Attack command to eliminate the enemies directh in ftont ofthe

:raters to move on to the oext area.

This silent ond cryptir m0n h0s seryed 0s mentor t0 Tidus. sinte Jechtt
dhoppeoronce, he hos looked olter Tidus from ofor

SINSPAWN AMMES ffiilHil:
wtalr Ets
AB'ORPTIOII
Itilfrlt llHY
HAII DATIIAGI

!
c

-

:red out-

Lge tulI o

ls in the

OGENYOF SIN
rlosome then reach a location where another qiqantic creature has crash-landed.

..rape the enemy invasion, this monster must die.

llis boss geh t0 0lt0(k first, ond olwoys tosh o spell colled Demi. This is c block
spell lhol redutes the chorocters' HP 0nly by o (ertoin perrentoge. Since

b the monslerk lone ottcck, it connot kill Tidus ond Auron! 5o don't wony
heoling your chorocfers, iust ottotk.

0nd Auron stort this botlle with lheir 0verdrive gouges neorly full. Ihe
s first ottock k usuolly enough io send Auront gouge over the edge.

il's Auron's iurn to ottock, press the
button lo occess the 0verdrive

Seled his 0verdrive, cslled Bushido,
his Drogon Fong ottock.l,Yhen

stods, qukkly enter the (om-

disployed on+creen. ll you ton push
butlons before time runs oul, the

rill be executed qt moximum oower.
Fong should eliminote oll the Sinvoles in front of the bos, thus

you lo [onrentrote the rest ofyour 0fi0*s 0n lhe sinspown.

s 0verdrive is rolled Swordploy. When the rountdown slorls, 0 m0rker ro(es
0 thin meter on-s(reen. Pres the $ button when lhe morker is diredly in

of the meler t0 exe[ute lhe Overdrive. The strenqlh ofthe ottock is
bv ihe omount of time left on lhe do*.

uing bofi thoroders' 0verdrives, keep ottocking lhe sinspown, chopping
of its ientodes eoch time. Auront Power Ereok obility is useless in

fight, beouse the creolure only ottock with mogic. After destroying oll of
tb tentodes, the bolde ends.
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THE FINALWAVE
Next, go to the Save Sphere located behind

the sinspawn's dormant cor?se. Touching the

Save Sphere restores your characters to full

health.

fust when Tidus and Auron think thcy

have broken through, they are surrounded

by even more Sinscales! During this

confrontation, watch carefirJJy for enemies

whose wings start to flicker. You should

eliminate tlat enemy nelt, or it will

perform the damaging Spines attack.

After the first wave is defeated and replaced by new foes, Auron instructs Tidus to attack rhe ranker

hanging from the bridge. Focus a1l ofyour atacks on the tanker until it falls and explodes.

REALITYDIVIDES
Tidus then finds himself drawn into a bizare situation. Press the I

button to float downward. Turn Tidus around aad head for the blurry

figure standing on the platform.



EL BHED TERRITORY
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ASTAWAY
iirrs finds himself alone and adrift amid a sea ofruins. tlse the lcft analog stick to

il.WffiW
[0nli[Lre 0i0r{] lh,.90rc 00lh lstope lron tlle Cal:qleno. 3! c 0 lirt I lr" lel! t iilri' :r i"' ir I r:l i rl rril
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Gll:1000
DIOP: IVA
SIIAI: N/A

Git ?
Dl0P: Powet Spherc
SIIAL Grenode

nP,42oo rlDHP:r5oo aP:5
GIL 50
DRoP: Abilily spherc (x2)
SIIAI: Grcnode

' r ' . r l iar l i

Gil: 0
DROP: N/A
ITEIL N/A

Nr!h l l re r ! in5lo

OBIE(IIVES

Poiion(x5) 6-
Hihrion (x2) 6-

Elher -
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Tidus through the water, and Press @ to dive under the surface.



On the far west side of thc

area, there is ) small set ofsrairs

' 
land.wjtere r rdus can get on ory I

The blue globe-1ike object is an

Al Bhed Compilation Sphere, I

which doesnt serve much use until

later in the game.

Another platform to erplore is on the far

east side of the warer area. There is a sign

here written in A1 Bhed, a language

Tidus doesnt understand. Direcdy behind

the sign's location is a partially hidden

tueasure chest containing 200 Gil.

When finished searching the new environs,

swim to the center stairs and move into the

texl area. 2

THE STCRII OT THI PI$URTS
ln lhe rlill shoh from lhe gome,lhe map disploy lunttion wcs lelt on lor ! reo'
son. lf you look rlosely 0l the shotr, you ton see where Tidus is slonding in the
environmenf. This will help you hunl down hidden ond setrel ifems lhot ore off
fhe heofen poth!

t

F

j

THE CRUMBLING
PATH
Use the Save Sphere near the start of this

aJea to save your game or to replenish HP.

Continue across the stone platform above

the water.

HOSTILE WATERS
After swimming around a bit, three Sahagin enemies confiont Tidus underwater.

After he disposes of two of them, the third monster is swallowed by an even larger

sea creature. Viewinq Tidus as another viable food source, the fiend attacksl

GEOSGAENO
When it's Tiduls turn to otto*, pres right on lhe left onolog sti(k to o(ress the
Subrommond i4enu, then select Escope eoch round. ll youle unsuccesful, keep trying.
The other woy l0 win this fight is lo ottock e0ch turn lor lhree rounds. However,
Geosgoeno will counterollock, culting
your HP in holf.

f r i r l l  1r :  ! r? i lbrr f .h 0 l lhp ! icn? pclh l0 fnd 0 rheslo l l lo t r i i !  |
Hr'Potion

H* 32,767 {m b ercope)

l{flfifflllllone : .: :..::.::::.: :l

STTAL VA

I'Y[Alll{E55
$50nm0
$fiuxni'

' ' .  r  r  D o i o n ,  I  _ , 0 '  . . o n p  o  S p  -

fla1t
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{THERING FUEL
ORTHE FIRE

\ring Tidus's escape from the massive sea

:.rer, navigate up the stairs and through

j '.,r. You need to build a fire. In thc

: of the massive room are logs that can

l:.Jled into flame. Go through thc doors

:he Save Sphere, search the open drawer

!!!e Flint, and return to the main chamber.

i ro the north part of the map, and enter

.itorway marked on the on-scfeen map

r green square. Ascend the stairs and

::re the dried flowers to obtain the

Bouquet. 3 Now you're ready to

:he fue.

i back down the stairway and return

kindling in the middle ofthe temple

\Vhen you examine it, Tidus starts a fre.

,J

c

| l [  e r ! : r r ] r : .  h l l1 lh, :  l l r i i r0r l l r  r j t r .  J l r .  N, i f  r ' r ' : l r . . r i \ i , r :  :11!5

l ! " . " [ t r l l r h i P o l o n

KLIKK HP: 1500 {4001
lP, 5 (7)
I*ll0ll55: l{one
SIIAI: Grenode

{$Aol$s <i;)-D--{}
msorm0il F
ftutu[fi <_r>.----
HAIF DATTiAGI<D><----

$ortly ofler Tidus dozes off, the compfire goes out. Turning t0 strounge I0r m0re
the blihboll chomo sees thal he is not olone.

l0 iustfrode blows with lhis ogile opponent. Keep 0 tl0se eye 0n lhe

0n lhe right side ofthe screen. When Tidus h0s two turns in 0
0 Potion 0r Hi-Poiion to redoim ony losl HP Keep striking the

rtil o group of people blow down fie door A young person
Iidus in the botlle, ond o iutoriol 0n using Grenodes

tlhen it is the girl! turn, s(roll down t0 lhe Spe(iol
fien select the Use ommond lo lhrow 0 Grenode.

lilus rcatinue b 0n0* vrhile lhe mystery girl steok
Grenode from the Kikk. Use the Grenode you iust stole 0nd let this boss hove it!

f iErd t ! ,1n i  Dnr ' i r  r , t | i r  i  I r i  r  l r :0 i ! . ,  ihr l l i i r r ' ( r , ,  l !  r r : r  Elhe,



AL BHED SHIP
Tidus is abducted and forced to work for the strange group ofpeople. On

the ship's deck, talk to the'soldier on the left to get three Potions. You can

also find the Al Bhed Primer vol. I in the opposite corner.

IHt AI BHTD I.A]IGUAGE

Turn lo the [Pe Brii6 sedion 0t tfie lront o{ this
book for o iomplete discussion 0n obtoining Al Bhed
Primers ond leorning lhis mysterious longuoge.

Return to the girl who speaks Tidus's language and talk to her. A short tutorial on Abilities and the Sphere Grid follows.

Afterward, the Sphere Grid command appears on the Main Menu. Tidus should have gained a Sphere Level after the last

fight, so use the Sphere Grid to acquire the Cheer ability.

Al Ehed Primer vol. l i5 lor0led i0 lho ghl ol lhe mtrlrn(e lo ihs
rh t! [lJ d.

Tolk lo lheAlShed lo re(eiv" three Potions.

SALVAGE OPERATION
After talking to the girl a second time, Tidus dives into the water. You may

encounter Piranhas along the way. Use these opportunities to steal Grenades

and gain spheres and AP.

Inside the sunl<en ruins, there is a Save Sphere just inside the entrance. Press

Q to descend to it. Swim forward and examine the large control panel.



ofthis
t A l B h e d
0ge.

bllows-

the last

Tidus opens the door, follow the girl

,, the second corridor. r

into the next large chamber, where some

.rnhas will attack. Again, steal as many

as possible and leave the

ofthese enemies up to Tidus.

join the girl in examining the

ice. Howwer, Tidus will draw t}re attention

.r rather massive foe. Swim back to the frst

to engage the enemy.

I
{

TROS
After eoch rhororter uses 0 turn t0 ottctk 0r steol,lhe beost swims to ihe other side 0l the domber,

otler yJhirh 0 short lutoriol on Trigger (ommonds follows. 0n your next turn, press lefl l0 enter
the Trigger fummond menu ond choose 'Stond By.' Thh chonte to resl reslores 50 HP t0

eod rhorocter. 0n Tidus's ne* turr, use the (heer obiliry if it! 0v0iloble. After the short
resl, Tros uses ils Noutilus Chorge lo oltock bolh cho.oclers 0l one.

llP:2200(600)
tR I (t?)

:1vilt0@',!ltii.
Slflh Grcnodes

watottst
IBSMP Of,
nffriui$l
HAIf DAIIAGT

-)
c

F

)

Spend your nert turns using
Potions to rerover ony lost HP
When you get on opporlunily, use
o Grenode ogoinstlhe boss.

Tros lhen swims to the olher side
ofthe room ogoin. lf it isn't
Iiduis turn, pres @ uniil he is

reody to go ogoin. lf you check liduls Trigger Comm0nds lhis time 0round, there is 0n option t0
pertorn 0 Pincr Ano*. Jhis ottock couses the chotcders t0 sulround the boss 0nd prevenls ils
l,loutilus (horoe ollork.

ERWATERMYSTERY
the tense batde, follow the girl through the hole in the wall and swim toward

direction indicated by the red arrow on the on-screen map.

crcw returns to the ship, and during the dialogue there is an oppornrnity to use

Save Sphere. Speak to the girl again when youle ready. Tidus has another st(ange

with Sin. He is swept away into the current, and there's no telling where

powerli.rl monsrer wiJJ take him nert!



LE OF BES
DK,E huer Sphero
STEAL: Podon

ilet lhe 8""!oid Aworh5. Lock lor uICenyolsr lreosures foll0yyy'cl(0 to lire viil0glr I'{"at witit the frusoders 0t
ihr'i lodge.

ID

ihe{krrui 3"'50d 
.Iemple. 

f6d Vy'ckk0's h0u5e ond
tok". e [!p

Moon (rest I
AlBhed Primer vol. ll @

DloR L{ono Sphere
SIUL Fish Scole

thesunmor:renerqs.

lliPntion {x2) i Pofion (x2) i Brotfierhood y' Seeker's Rino d
Rod of Wisdom ,.6 ttfier * 400 GilPhoenix :, 400 Gil

filffiffi
Sohe fts my5l""ry lrlfhs
(lor5l$ 1rlT,iolj

ns ffir* 3tr,'xffi
!!rhes5lhe clrnc 0l0 oari ijc .lJrlh lhe c0'x i0 the

c00190ft

Anfidote (x2)



EACH PARTY
ier meeting the local blitzball team, the

id Aurochs, collect the items scat-

around the area and then follow

.rkka toward the village. Also, ifyou talk

rhe team more than once, most of them
'  

' '  _  i  A l l i d o l "

!eerh ilgor ilra.iiergive you an item.

CAPTAIN  O f  THE  AUROCHS . ' - . . . . . . . '

The coptoin of the Besoid Aurochs k o ioviol fellow. 'Do your best" seems lo
be Wokkot motto. He hos vowed lo be o guordion to ovenge his brother's
deoth.

WWATERS OF BESAID
Wakfta inland until you reach a high cliff over a beautifirl lagoon. After Wakka shoves Tidus into the wate5 swim around a

and collect some usefirl items from yarious sunken treasule chests. You will encounter Piranhas, so move quicldy

5*Lr n'rl r ltu$ lldu5i 0fdinl pclnl, riil 5er rd !nde rYolEr f0 ll;:

!nr:ur". illpi:icricrrin! 0 Phoenir Dovrn

Ilr;9 5 0 Moon Cfen f 0liii i c i0,'c 'lll !!!T !: :la .l.crr lal:r

(0ni nue o,NU:,d llE fertr0rnn' (lnd 5e0rrit iDr it 5 e[5| h n]!\

Hi Poiion

A5 !'ul oove "ojt 0nd I'rim no'ih 0o;rq the fir rlln!..r rLtil.:elrrh f,:r

:i."51r l o Anlidoles



WAKKA'S VILLAGE
When the duo returns to dry land, head dou'n the mountain from the Save Sphere toryard the village. Wakka and

encounter two Crusaders. After Wakka teaches the prayer ofYevon to Tidus, explore the village for treasure chests.

Wakka is in the second tent on the right, but he's waiting for Tidus to pay a visit to the village temple on the hill.

the first tent on the left is a Phoenix Down, and inside is an item shop where you can buy Potions, Phoenix Dowas, and

Antidotes.

Tlris old monuondainq oround m}vn rm leJ you 0lly0! w0nt lo know
oboulSin ond Yevon.

filld lhe o0(mied 0rc0 bel\]veen lhe iiem shop ond frusodeAlodge t0
disr0ver lhfee tre0surerhesls onloining 0 lli-Potion,400 Gil,0nd l\|l]
Pofionr!



CRUSADERS
DGE
you're finished exploring, stop by

Crusaders Lodge on the left side of

village circle. Speak to Gatta and

about the origin ofthe Crusaders

rheir war against Sin. You can take a

at the inn ifyou like, and there's a

monitor next to the attendant's

SPHIRE MONIORS

You ton lind lhese decorotiye ponek ot inns ond shoPs. Use lhem t0 r;peot tutoriols, ond t0 hrush up

on FINAL FAIITASY X lerminology ond funclions. Loter in the gome, lhe sphere monitors leoth you

how t0 deleot certoin fiends in the region.

SUMMONER'S TEMPLE

speaking with the Crusaders, run uP the

to rhe temple perched on the hil l top.

head toward the central stairs. After a

about the summoners and the princi-

of Yevon, return to Wakka's hut and

his offer to take a nap.



When Tidus wakes up, retur[ to the temple and move to Wakka's side.

Tidus eventually gets fed up and invades the inner sanctum. Now the brash

young hero must solve an extremely clever puzzle.

BESAID TEMPLE-THE CLOISTER OF TRIALS
Tidus has entered a sacred area that can only be entered by the faithful. There are areas similar to this one in each temple

throughout Spira. Using magical glyphs and spheres, you must unlock the secrets ofthe Cloister ofTlials to enter the sacred

Chamber of the Fayth. This is where summoners go to pray for new aeons. There is always one powerful treasure hidden in

these areas. You'll need Destruction Spheres to find them.

ilove to the bork of the first
oreo ond er0mine lhe glyph oD
the woll.lhis ontient ideogrom
helps to open o new poth.
Anolher glyph glows on the
right side olfie room. fuomine
il lo reveolo lerct rhomber

De$end the $oirs lo the smoll
ovedong on the woll. Erumine
thh for o briel axplonotion obout
sphercs, ond then obloin the
Glyph Sphete. i,love to the door
dt the bofom of the stoirs, ond
inserl lhe tlyph Sphere lo open it.

Insert the Glyph Sphere to
reveol c sesel room. Inside is
o Desfrudion Sphere, but
don'l toke it iud yet Pro(eed
lo lhe ne oreo.

Toke lhe Glyph Sphere lrcm the
open door ponel, ond proceed lo
lhe next sohere reress.



lnsert the Besoid Sphere into the
pedesiol. Ihh reveok yet onolher
chomber, ond Tidur pushes lhe
pedestol inside.

At this poinl, leove the pedeslol
ond relurn to ihe Destruclion
Sphere.

Eromine lhe runes ocros from
the pedestol to reveol o Glyph.
homine lhe Glyph ogoin to
men o hidden thomber. Enter
fte chomber ond remove lhe
Eecoid Sphere.

IHt BEAUIIFUt SUMM0I{ER e
The new summoner ol Besoid Villoge k the young Yuno, doughter of High
Summoner Brosko. She hos leorned the obility to coll upon the oeons,
powerful supernofurol beings. Together with her guordiols, she must
embork upon o pilgrimoge to defeol Sin ond bring obout on ero ol peoce.

G OFANAEON

the party out of the temPle to the

circle, where Yuna summons Valefor

the first time.

that night around the campfue, talk to

When youie ready to continue, speak

Wakka and choose the option to sleep.

the night, Tidus has a strange dream.

move him toward Yuna on the Pier.

A IOYAL  GUARDIAN ' r

Lulu is o worm-heorted soul who tries to tontesl her emolions. Alihough
she con seem insenrilive ot times, she 0ls0 sefles 0s one olYuna's loyol
guordions.

Ploe fte Detlrudion Sph€re in
the slot in whkh you found the
Besoid Sphere. Thh opens n
hidden rhomber on the for side
of the 0oister.

:rnple

e sacred

Lden in

hre to
r. Inside is
Ffg but
L Pro&ed

Golo lhe new opening in the
woll, ond obhin o Rod ol
Wisdom from lhe lreosure thesf.

Retun lo lhe pedenol ond Push
it inb fie room unfil it 10(16 into
ploce ond sinks inlo the floor.



BEGINNING THE PILGRIMAGE
The next morning, examine the

lodge attendant's desk for the

Al Bhed Primer vol. II, 4 and

then exit the lodge to join the oth-

ers. Wakka gives Tidus the

Brotherhood, € a beautiful blue

sword. After Yuna joins the party,

they leave the village.

As the party travels up rhe mounta;n,

they will take pa{t in a series of tuto-

rial batdes against several different

creatures. Simply follow the advice of

the other characters to learn how to

use each party member's special skills

in battle.

At the top of the mountain, have Tidus

pray with the others ifyou wish. Then

head north from the place ofprayer

toward an ancient structure. There is

an indecipherable message wrirren in

Al Bhed on the first column. Qrite

suddenly, a monster jumps out and

attacks Tidusl

,. ,,8&33*_f_i.*fr:

Use tfte theer dility to rcteive less domoge from Kimoh 's 0tt0(k. Neep otto*ing Kirnohri ond
0y0id (onsuming ony heoling ihms unles itt obsolutely necessory. After the showdown, Tidus,s Hp

ond llP ore restored to full.

Hopefully, Iidust 0redfve will ldgger neor the ston ol fie bottle. Afier pedorming lour physirol
oltotk, l(mohri will oltemote htween physiml ottofu ond lfie powerful Jump othck.

KIMA
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T H E  Q U I E T  R O N S O

Yuno l mostlorthlul qtotdi0n this 5i lenl gl0nl l j  c( lu0l ly qul l t ,rrr0l l i0 r i

Ronso However hi5 qutel nlof lner lndt(01e5 0 | ! lsd0m bsy0ltd hts 1"eor, lht

blue funed worrior tor leon l iends' iethniquel by Jsing hit  l0ncel ,rbrl i ly

DEPARTING FROM BESAID
r::cr the battlc witl.r Kimahri, follow thc mountain trail prst thc rvaterfalls Bc

'.irr1red for additional tutorial battlcs. Whcn the light ensucs, 1()u rnust s\vitch

,,: Tidus for YLrnn. Then summon Valelbr

r, . i  clst magic spells on the encmy or use

'. :ic Wings. If pushed into Overdrive,

. r,rsh Vllcfor's Energy Ray attack to

: : ldy end the battle.

,\ FOND FAREWELL
'.:rurn to the berch and follow the Parry onto the picr. Beforc bo"rrding thc boat, talk to

' : townsfolk to rcceive some gifts, including an Ether, thrcc Phoenit Downs, 'r

leeker's Ring, and 400 Gi1.'lalk to the little boy on the plank to get a Remedy, and

' :n bold the S.S. Liki.



$ls. LIKI
ltP:2000
GtL 200
Dl0P: VA
SIEIL ll/A

CRUISE
After speaking to Wakka, go

below deck The entrance is

at the rear of the ship, next

to the bridge's door.

AP: l0 HP: 2000 A?:12
GlL:100
Dtoh rl/a
SIIAL IIIA

,ii:i.,.:i:r;:-ruot6l--, -iL
Remedv B_

i,: ' ..!, ..r AlBhei himer vol. t l l  I

Get lo lmow Yuno b"fi".lSeorrh lhe5hplor ilems ond find oli whot every0ne's
lntere$il]g Fopl".. soying oboutYun0.

Pe\/snlSil] irom drogging the
ship undelwohr.

Suiv l/"' lhe wrolh of$e

"1

PLEASURE

SeoJrh lhe bollom orcer 0i ihe p0.lJer room ioffnd $".
Al  Shed Pr imer vol . l l l .

In lhe (0bln, kid lhe lugq0ge lo qet 0 Polion. lfy0u
hoe less lh0n 20 P0li0ns. you u/ill keep re{eiving 0rc
Pollon unlllyou reod 20. Arr0ss lr0m fie 5uikose is0
Remedl.

O'AKA XXIII, MERCHAIIT TXTRAORDIl{AIRE

Below deck, Tidus meets 0'oko. With dilffiFtitp,{th on.b*ome o greot merhont After meering 0'0k0 the firsr
time, spe0k t0 him 0g0in. He lhen osk if you ton I00n him some Gil; (onsider it 0n investmenf in his businesj.
0'oko oppeors ogoin in voious ploces ftroughout the gome. lhpending on lfie onounlofGilyou give him,0'okol
prices moy be cheoper thon the shops.llyou loon him o lorge omotnl, he moy even sellsome rore items! Reler to the
Shop lists chopter lor more informotion on 0'oko.

GETTING ACqUAINTED WITH YTINA
When youte finished, retun to the deck and join the small crowd gathered

around the summoner. After speaking to Wakka again, approach Yuna on

the bow.



I Ht: sin: 2000 {1000t 5in$01e5r00 (400)
APr srn, l0 (l5), sin5oles, 2 (3)
vfrrmtss;t$tE
IIIAI: l{/A

This gigontic monster loundes Sinsoles t0 eng0ge the
porly 0n the de(k, whid 0re reploced by new Sinsrcles

Ior eoch set ofthree you eliminote. The reoltorget is

Sint gigontir {in.

Although you slort with Kimohri, Tidus, ond Yuno in
your porty, you ton reploce Yuno with Lulu ond cosl ony

spell 0n the giont fin. Then, using Tidus ond Kimohri,

two ol the Sinsroles. Leoving one Sinsccle olive lowers lhe 0m0unt 0f d0moge the p0rty

during lhe bonle. You rcn then switch out Kimohri for Wokko, ond bring Yuno bctk in to

dnroeten who need il. Wokko, [ulu, ond Kimohri ore lhe only rhorocters who c0n domoge

oddition to Volefor if
summons iL

Volefor ss the boltle tomes to on end. lJse physkol otl0tks l0 help fill itt 0verdrive

The oeon! Energy Roy oltock will most crloinly end this bottle.

AP NOTT

Ihe AP lisled for Sinspswn [thuilles is owcded only ulter winning fotfi boss
botlle:. Therelore, you con ree how imporlont it is lot Tidus lnd Wokko to
survive lhe serond encounler!

:  P!1ion. l l i r
.-p re{i]rvrlig SINSPAWN ECHUI LLES ffi*-

dives overboord to rescue Jidus, on undenfloier sinspown emerges from the depths. A very difficult bottle is

beginl
HATT

Geer obility to improve both men's slrength ond defense, ond use Wokko's Dork Attotk to blind Echuilles' This

its obility to droin HP from either chorocter. You shorld ignore the Sinsroles, olthough they ontinuolly inflid domoge. Keep striking

in on effort to end the bottle os soon os possible. Afler using two Droin Touch ottocks, Ethuilles uses ihe Blender ottotk.

onock depletes o lot of your chororters' HP (ontinue to use Wokkot Dork Attock when needed. ll Wokko runs oul of Ml use on

it. Keep o close eye on the CIB Window on the right side of the sffeen. Use o Potion or Hi-Polion when o chorocter hos lwo

wIAffItSS
aSsoRm0
ltFfiulllll '

ond is low on HP



'.k^rLII(A
,rra,rr&mlrf

GiL 4B
DROI: iueed Sulr':rr
STTAL Arlidrir

Or,rOffi
Gi[ 2/
Dl0P: Speed Sphere
5llAl,: Solt

rgffi=,-rp,rooo Ap:5r
Gi l , l 3
DRoP: -.1r;C jphere
STfAlj  A r:dit

Gil: 33
0n0P: li4oio sphere
SIIAI: t eriro ^4odle

Pollon h3) &
!11'' --,..
tlixir ---a
Mollo Sphere {x2)_- a
Refiredy _,, :"

-.|!-ulto:cl!!l! -- q
lqut 'i

- ltPofilrn , i
lu{ksoh@_ ',

HP: 4649
Gil:  420
DR0P: l',lP Sphere
STIAI: Polii]n

r
t

t
L .

;

i
i
i
i
:
I

I

.

.

I
f

?
OBJTCTIVTS
4

*

Al[hei ftlmerwl lV e,

: :  r  r ' : , .  i

To Kiliko Woods

l ,
I
I
I
i..

I
I
I

#i

Gil: 300
DRoP: Pov/er Spherc
STTAL N/A

: . i ' i . . r  " . : "  . , i

t t :  ! : l :

D



EE

in sloirs.

ta

l'

t
f
t

THE SENDING
Follow the other chamcters into the

remains of Kilika. The shop and the bar

are closed for now, so head west until

Tidus finds Yuna with the survivors.

They're preparing to "send" their loved

ones to the Farplane.

SIFTINGTHROUGH
THE RUBBLE
The next morning, one ofthe Aurochs

tells Tidus that Wakka is waiting. Before

reporting to him, rhere are a few tasks

remaining in Kilika.

luslnofh 01fte inn, pi(kup lhe lhree Polionr{r0m lhe llmsure desl
on lhe left.

Heod soulh l0 rejorolbor, wher". you ron find the AlBhed Primer
vol. lv on the tounter lf you s0ved fie b0rm0idt llflle sisl"r, she leh
you h0ve $e Elhef in lhercosL]re (hesl.

lultwe$ of fi"' nn, scve thegi lrom d0nge' ond rgr"'iv? 0 ftvr0d 0t
tie loiolb{lr

The'e i0n " 'qupmmi$0p50uih0l lheb0r lh0l5€ihSeeker0nnor.
Anolier g00d buy \ lulu! Co.lu0r 5i0F

DEPARTING FOR THE TEMPLE
Wakka is overseeing construction at the east end ofthe pieE so visit him when you're

ready to leave. Afterward, head west back through K.ilika.

z

i l
, F !

j



LORD OFTHE FOREST
Proceed straight ahead on the forest path to trigger another tutodal battle. Use Kimahri's Lancet ability to learn the Seed

Cannon attack from the Ragora. It doesnt hurt to perform Lancet each time you encounter a new type of monster Beyond

H
I f r

Lu

t() I

Ser

\ ,  i

the A1 Bhed sign

stand Luzzu and

Gatta, who intloduce

Lord Ochu.

C

Mono Sphere (x2)

L0RD OCHU (0ptionol)
This bottle should involve oll your choroders. Keep Lulu in the poiy lhe whole time ond cosl Fire, ond moke Tidus tost

Hosie, if ovoiloble, on Lulu to increrse her number ofturns. Kimohriinflicts the mosl domoge with o physkol 0ss0uh, while
Wokko con prevent Lord 0chut spell costing by using hh Silenc Atto*. Bring Yuno in to hecl choroclers low on health or to
rosl Eruno when choroders ore ooisoned.

li,loke sure one choruder hos o weopon equipped wiih ihe Sensor obility, su(h os Lulu's Coctuor Scope. When 0rhul HP gets below
2O0, you con hove Yuno summon Volefor ond continue to cost Fire spells. By summoning the oeon, you ron ovoid ()chut Eorthquoke
otock. However, you don't hove lo summon Yolefor t0 v/in the fight. tbe 50nic Wings belween eorh Fire spell to deloy 0chut turn.
0ehu nill hll osleep once it loses 2500 HP Since it regenerotes HP while dozinq, quickly use o physkol ottock lo woke up lhe boss.
Tfiis will ouse 0chu to perform the high-powered Eorlhquoke oltock, so look out!

d
h
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HIDDEN AMONGST THtr TREES
Ifyou manage to deleat Lord Ochu, speak to

I-uzzu to rcceive an Elixir, and then return

to the Savc Sphere to recuperatc. From the

Save Sphere, rnove along the short trail to

the east to find a chest with two Mana

Spheres. When finished collecting items,

proceed north along the riverbank to the

temple stairs.

_ , r  
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COMING' ROIIND THE MOLINTAIN
As the party races up thc mountain stairway to Kilika Tenple, take thc oPPortunity to

equip new items and save your game. At the top, the parqv finds trouble with Sin's

progenv once aga1n.

SINSPAWN GENEAUX
l fKimohri hos o piercing weopon equippec,

his physicol onocks con penetrote lhe bosls

shell. Since iis tenlodes obsorb mogic ottocks

direcfed ogoin$ the body, Hosfe Lulu ond hove

her cast Fire on them. Also, i0rget lhem with

weopons lo ho* them off.

one the lenlodes 0re gone, the body unwrops lnto its true form. All physitol ottocks will now hurt it,
but Fire stili works best. Use Wokko's Silence Attock t0 prevent il from (osting Woter, 0nd use Yun0 t0
heolond cost Esuno on poisoned porty members. You con 0ho summon Volefor 0nd use Sonk Wings
lo delov Geneour's lurns.

HP: Body, 3000 (900), Tenrorles, 450 (500)
AP: Eody:48 (/2), Tenlodes:5 (7)
Y{$10{EJ} 8dy, tire (ohsorh *str. Teftd,s: il0aa
SItAt: N/A
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KILIKATEMPLE
Follow the party up the remaining stairs to the temple courtyard. After

encountering some blitzball rivals, enter the temple.

After Yuna meets a competitor ofher own, follow the group into the inner

sanctum. When Tidus is left behind, head back toward the door for another

encounter with Dona and her

guardian. Now Tidus must unlock

another Cloister of Tiials.

KILIKA TEMPLE-CLOISTER OF TRIALS

Plote lhe Xiliko Sohere in the
dot nert to the door. This touses
it to tolth ftre. Remove lhe
sphere to extinguish dre blozg
ond bring it wilh you into fhe
next rhomber.

Proreed into the nerl chomber.
Inserl the |(iliko Sphere into the
dot on the norlh woll to moke o
glyph oppeor obove the shelf.
Remove the Kliko Sphere ond
insed it into one olthe side
shelvel ond then tourh lhe
glyph to open the wcll

Enler the Cloister ond remove
the lfilikc Sphere frorn the
pede$ol on lfte left

Remove the Glyph Sphere ond
set il on one of lhe side shelves.

I

I
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Bre ond
b shelves.

Toke the Kiliko Sphere from
the dght woll to eninguish the
llomes. Plote the Kiliko Sohere
iflio the pedeslol.

Return to the previous rhomb€f
ond gmb the Glyph Sphere. Plore
it in flre woll when you found the
Kiliko Sphere ond put out the
ffre. llis opens o serei chomber

Push the pedestol with lhe
Kiliko Sphere on it to the floor
rwiteh to mske o sedion ol lhe
pladorm drop.

Go downstsirs ond Ioke the
Kiliko Sphere lrom the rreu riol
Plo(e il into the dot oert lo the
exit, ond leove il ihere

obloin the lreslrudion Sphele
{rom inside the sesel thomber
on the top plotforrn.Ioke it
dowosloirs ond ose il in lhe new
slot beneoth the ledge.

0pen lhe dresl inside the newly
reveoled sreo to oblsin the led 

-

Amlel.

Toke the (iliko Sphere hom the
dot beride lhe erit ond (onfinue
throuqh lhe door

THE INTERLOPER
Keep talking to Wakka until he has nothing else to say. Then walk toward the door and

Yuna will apoear. She can now summon the aeon lfrit.

ANEWVESSEL
Leave the temple and return through the woods to the village. Join the rest of the parry

at the pier, and choose tie option to embark.
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BOREDOM IN
THE CABINS
Exit the cabin and speak to O'aka. Since

your party probably has more Gil at this

point, you're likely in a better position to

lend O'aka more Gil. Please refer to the

section on O'aka in the Shop Lists for more

information.Then check out the action on the deck.

EAVESDROPPING
ON DECK
Move to Yunat location at the rcar of

the boat to break up a convercation

between Yuna and rhe Luca Coers

blitzball team. Afterward, ascend the

stairs to the upper deck, where Tidus overhears Lulu and Wakka talking. Only a fraction ofthe backstory is revealed each

time you walk upstairs, so you must do so multiple times to hear it all. Then return to the lower deck and examine the

blitzball to start the Jecht Shot challenge.

THT JECHI SHOI CHALTENGE

Wherever the words pop up, prels the lelt onolog rti(k in thof direction ond
prerJ E. ll you su.(eed eleyen tines,lidus perlorms fhe move (orrectlyl When
done right, lidus acquires lhe Jechl Shot lor use in blitboll.

i :  :  :  :  :  : .  : 1 i 8 l ; d  l ' l n r r  r c l .  !
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THE MAESTER OF\'EVON
Yuna wants to witness the arrival of Grand Maester Mika at the next dock over. Exit

the dock where the Winno is anchored, and head north to reach the maester's ship.

LEARNINGTO BLITZ
Inside the Aurochs' locker room, an important tutorial takes place. Take the time

to thoroughly familiarize yourselfwith the rules and controls ofb[tzball. During

the next portion ofthe game, your blitzball knowledge will be tested in a most

extreme way!

Yuna hears that Auron is in Luca, and she wants Tidus to help look for him. After

leaving the locker room, you can access the blitzball tutorial agah by reentering the

room and examining the board next to Wakka-

SEARCHING FOR
AURON
Upon leaving the locker room, take a

moment to search Luca for usefirl irems.

Head left from the Aurochs' locker roorn

to the next stairway down, where the

opposing teams are located. Behind the

closest player's foot is the Al Bhed

Primer vol. VI, and there are two

Hi-Potions in a treaswe chest at the

very back of the hallway. There are

many other items to find around the

docks surrounding the stadium. After

collecting them all, head south from

the ticket booth to find Yuna.

Allhe do![whe'e lheWinn0 is 0 | | r h 0 | e d , 0 I r 0 0 5 L] r e di5l(0 rl0i[51r,,i0
Phoenl Downs.

0 o l o  r h o n q r q o o  r d 0 o r l  I  H e f 0  \ \ l i r "  [ d l , l 0 {  - r \

ovolloble for purrhose.
turllrsrb0{k0 Dor[ i, $ erl600 6ilorrd o TidoiSpeor flj,rrrlre
her]sNie ahi]$5.

I dderr lrih llre srrlcs 0i lhs bo(I( oiJo.L 5 3r! lr_.i hir-i!r: ir.!li
r0r i la i ! r in i l0 M0gi(  Sphere r in 0rrHP Sphere

cllr

ltc'

T
T
EI

th(

fcz

bar

Te

le:

Sp

m2

sn

N
Th

ter.

It:l

for

thc

SI
Th

Th

diu

Wc

the



In
t'
F

u
I
t
I

I
I

T

I
b
a.-

THE SPHERE
THEATER
Exit the stadium to find Yuna. Outside

the theater is a sphere monitor with a new

feature. The Fiend Info menu uses simulated

battles to teach you how to fight tricky

enemies. Check sphere monitors often for

new fiend info. I

Talk to everyone in the theater lobby to

learn about Music Spheres and Moue

Spheres. ? Spheres are quite pricey, so you

may consider returning here later in the

game with more Gil.

r.EARr{rilG rHt uitcuAct

After soving Yuno, relwn t0 E 0re0 inside lhe theoter lobby io find the Al Bhed Primer
vol. Vll on lhe floor fo lhe left.

MARKETPLACE
There is a shop on the right side ofthe entrance that sells Metal armor for every charac-

ter. i Ascend the stairs on the right side ofthe square, and keep climbing until you

reach a chest containing 1000 Gil. Across the balcony are Luzzu and Gatta, preparing

for the Crusaders' big attack. When you're finished browsing around the area, return to

the marketplace and enter the cafd.

SUMMONER KIDNAPPED!
The trio oflulu, Tidus, and Kimahi must rescue Yuna from the Al Bhed ship at Dock 4.

The shortest route to the dock is blocked off so you must go all the way around the sta-

dium through Docks 1 through 3. In the Dock 1 area, the party will encounter machina

Workers. Use Lulut Thunder spell to take them out quickly. More drones will assau.lt

the party as you cross the areas between docls.



a

At Dock 4, the A1 Bhed launch wave after wave of Workers in a single battle. After

the party watches the tournament broadcast for a moment, turn and head up Dock 4

toward the departing Al Bhed ship. The party leaps on board to face an extremely

oowerful enemv!

At this point in lhe gome, since Kimohri ond Tidus must rely upon
physkol ottocks ond Lulu is still rosting low-level spelk,lhis is o
tough light. However,lhe rone porked on the right side 0ffie plol-
form uoves to be o lifesoyer. First, ost Hqfe on Lulu. Then cost
Thunder on the crone every round l0 iump-storl it. use Tidust lrigger rcmmond lo
utilize the crone. When you ore successful, the crone rips off the top holf of the
0blitzerotor. This ottock gre0lly reduces the monster's HP ond immobilizes it.

TIMETO BLITZ
After Tidus walks Yuna out of the Aurochs' locker room, go back inside. You have

one last opportunity to check out the blitzba1l tutorial by examining the blue

monitor on the wall. When you're ready to play the Luca Goers, speak to Wakka

on the bench.

The Goers are a championship-caliber team and it shows. Their players' HP is

almost twice that ofthe Besaid Aurochs. It's very dillicult to win this first game, so use this exciting match to learn the basics

ofblitzball. Pass the ballto all ofthe players on the team so that they all get a chance to level up!
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LUCA IN PERIL
After the game, fiends inade the sphere pool! Tidus and Wakka must fight several

groups of Sahagin Chiefs on their own. Use weapons with the Darktouch ability, or use

Wakka's Dark Attack to blind one or more enemies during each batde. This helps to

reduce the accuracv of an enemv's attacls.

After Auron's &amatic entrance, his piercing sword should slay the Vouiwe in one

stroke. When Tidus and Wakka join him to fight the Garuda, use Wakka's Dark

Attack or a weapon with Darktouch to blind the creature. Also, Auron's Power Break

weakens the Garuda's attacks.

THE NEW GUARDIAN
Follow Auron from the docks through the square and up to the area where Luzzu and

Gatta were previously hanging out. After Au-ron formally joins the party, speak to Yuna.

Soon afterward, the quest for the final aeon continues.
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I\'fY WAY O R THE HIGHROAD
First, move to the Save Sphere on the left. A new option lets you play blitz$all

whenever you desire. I

Many people travel the Mi'ihen Highroad, and they are all very supportive of

summoners and their guardians.Items to gain by speaking to havelers along

the way include: a Hi-Potion, a Hunter's Spear, two Antidotes, a Lv. 1 Key

Sphere, four more Antidotes, a Red Ring, and 6fi) Gil. 2
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On the left side ofthe road is a historian named

Maechen, who can tell you about the Highroad

, t  , . " . , . ,
and Lord Mi' jhen. Continue up rhe left side to

the ruins of a small tower, where the old man

makes a formal introduction. There is an Al

Bhed message inside the ancient ruins, and an

Ice Brand in the treasure chest behlnd the ruins.

To
Mushroom
Rock Rood

r l r

Chocobo
Feolher

Mors Crest

PARTY POIITI(S

During boftles on the Highrold use Wokkc to shool down oeriol monrterr ond blind
Duol Horns. lidus should torkle tfie mole cgile ground beosls, while lulu should forus
on eliminsfing Wtile Henenls, Auron is elledive at killing hord-shelled enemies,
9ummon Volelor ond lfdt ofien. ond build Yunot ropport ',vith boih oeons. This ir 0
grecl oreo lo level up your thcrqcters for lhe chollenges oheod.

BELGEMINE
After a meeting with the Chocobo Knights, move into the small area on the right to

meet the summoner Belgemine. She challenges Yuna to an important battle.



THE SECOND STRETCH
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To win, either Yuna or Valefor should be in Overdrive mode when the

battle begins. Belgemine summons lfrit, leaving Yuna to summon lefor-

Qrickly perform Energy Ray, and then take note oflfrit's attack pattem. It

will perform a regular attack, followed by Meteor Strike. Before each Meteor

Strike attack, press the right directional button and use Valefor's Shield to

deflect some ofthe damage.Ifrit is immune to the delay effect ofValefor's

Sonic Wings, so either attack or cast Blizzrd at the opposing aeon.

By winning this battle, Yuna receives an Echo Ring. Ifyou lose, she gets a less

useful Seeker's Ring.

After your first encounter with

Belgemine, continue up the Highroad to

the next area. Move left and open the

treasure chest behind the Chocobo

Knight for a Remedy. Further up the left

side ofthe trail is a kid playing with a

blitzball. Leave the ball alone and speak to

him first. He'll hand over three Softs. If

you talk to the child first, he will be more

impressed with Tidus's kick. 3

When the Crusaders park their wagon on

the left, talk to the tembling man nearby

for an Ether. 4 Go talk to Luzzu and

Gatta. After meeting Shelinda, proceed to

the last treasure chest on this part ofthe

Highroad. There are three Eye Dtops inside it.

MR. RIN'STRAVELAGENCY
After taking a short break at Rin's Tiavel Agency, go outside and talk to Yuna.

Back inside the store, speak to one ofthe shoppers to get a Lw 1 Key Sphere.

Also, the clerk on the left side ofthe counter sells weapons and items. This

includes Pearl armor, which increases magic defense.
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(onloiiring 2000 Gil.
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As you start to leave, Rin introduces himself and gives Tidus the Al Bhed Primer vol.

VIII. When the trouble with the chocobos begins, he also supplies two Mega-Potions.

Go outside and run north toward the chocobo corrals to see what all the fuss is about.
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AP ond no gifts from Rin.

Storl fie light with o porty
of Lulu, Tidus, ond llolko.

(o$ Hoste on Lulu so she .0n perform {ire rpelk more ropidly. Use
W0kkq'! Dork Att0ck to blind the ftocobo toter. Eventuollx rub$itute
Kimuhri ond Auron lor Wokko ond Tidus, ond let Lulu keep costing spelh. Use Auront
Power Breok to redua physicol domoge received. i10ke sure 0llfie dcroders get some
time on the bottlefield, so tlot they oll receive tfte AP reword.

fffie ehocobo.Eoter geh knocked onto its boc( it l0ses ih 0rmorcd slotus, 0llowing non-
piercing lveopons to inllid nomold0moge. The porly's oflocks ron push lhe prone monsler
hckwords by infliaing over 500 HP ol domoge. This provides them more room owoy from
dre ledge. Aho, whenever lhe [hocobo Eoter is doyrn, 0e0ns' Overdrive ollotks inflic much
more domoge. So if Yuo hih Overdrive mode, sove
her Grond Summon until the rhorocfers get the
monsler on its bock lf you on push the (hoobo

fster off the diff, you will re(eive two

CONSEqUENCES OF THE STRUGGLE
If the Chocobo Eater pushes the party offthe cliff, they will find themselves at the

bottom of the gorge. If this happens, you must work your way back up to the gates of

Mushroom Rock.

Ifthe characters are victorious, Rin offers one complimentary ride on a chocobo. It is a

wise idea to go back inside and save your game first.

ffANACIIN DTVTIOPil:IIT

lhere ore itens in the volley lhot you con only recch while riding o thocobo.
However, when riding lhe cnimol, lhere rre no enemy eflcounlers. We suggerl
lhot you run fo the l$ushroom Rock Goles, ond lhen accepl the lree chocobo ride
onte you get fhere. This woy, your choroclels will continue to develop ond leorn
new obilities.

CHOCOBO EATER ffit'g*,r:: I
The Chorobo [oter is one tough customer! li l{ill 0c0-
sionolly slrehh out ih orms ond knock the porty bock
toword s diff. lf the rhorociers get kno*ed over
lhe edge, the bottle ends ond you get no



TOTHE GAIES OFMUSHROOM ROCK
As you continue along the Highroad beyond Rin's Tiavel Agency, Shelinda has a

bit ofa spill while trying to leap a gorge. On your way to console the embarrassed

young 1ady, keep a sharp eye out for the Al Bhed Prfunervol. D( on the ground.

The area outside the gates of Mushroom Rock is fiend-free. The sphere monitor

to the left ofthe gates contains combat

lessons on Funguars, Garudas, and

Basilisks. The chocobo handler is near

rhe sinspawn cages on the right side, and

you can ride a chocobo for free ifyou

defeated the Chocobo Eater. Dona and her

guardian cant get through the gates, and

you worit have any better luck until you explore the old

Highroad section. Hop on a chocobo and ride southeast.

CHOCOBO RIDING
While riding a chocobo, you can still search for items, open treasure chests' and speak

to people by pressing the @ button. As you proceed down into the valley, look for a

yellow chocobo feather * Press @ to make the chocobo hop up to two ledges to

acquire a Thunder Blade and a Scout. S
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Continuing into the gorge, speak to Lucil ofthe Chocobo Knights. Continue south

past her and look for a small alcove on the east side ofthe passage. Position the

chocobo at the bottom of the rocks and pt"ss @ to hop up to the ledge above.

After the chocobo finds the Fortune Sphere and trots back down to the ground,

continue south to find O'aka next to a Save Sphere. The Mars Crest is at the very

bottom ofthe area.
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OPERATIONMITHEN
Return to the gates ofMushroom Rock Speak to the guard on the right to leam

that you cannot pass. Howeler, he does reveal to you t}le Crusaders' plans.
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The guard on the left will accept donations for the cause. Ifyou

donate 100 Gil, you get a Scout in appreciation. For 1000 Gil,

the guard hards over an Ice Lance. Ifyou happen to have

10,000 Gil, the guard will give you Yuna's Moon Ring. Head

away from the gates until Maester Seyrnour approaches. The

powerfuJ Yevon leader ger. Yuna ud her group enrry inro

Mushrcom Rock Follow him inside when youie ready

MUSHROOM ROCK
After conferring wirh the young maester.

make your way through Mushroom Rock.

Speak to the Crusaders wandering this area

to receive a Tough Bangle, a Remedy, an

Ether, two Phoenix Downs, a Hi-Potion,

an X-Potion, and 400 Gil. Continue north until Clasko stops you and directs you to go west. O'aka is hanging out here with a fulI

inventory of equipment and items. After moving past him, the palty will encounter enemies again.

Past the next Save Sphere, a guard hands over

a Hi-Potion for luck. Next, step on the plat-

form bearing the Yevon symbol, and press Q

to rise to the level above. Continue north

until you spot a guard next to a treasure chest.

The chest holds 1000 Gil, and the guard

gives you ten Potions!

To Djose Highrood

-

I

I

\J',I
'g1F,7-'t

7  . . F

@.u

Serene Brocer



Move aroqnd the chasm and collect the Remedy nearby, Ifyou need

healing, talk to Shelinda. Continue up the path to find a Hi-Potion
' 

partially hidden behind a rock. You may notice a lower area on the map,

but you cannot reach it at this time.

Ride the next Yevon platform up to the high ridge. Take the path leading

west off the main path to access another Yevon platform. Ride it down to the

sma.ll area below to find a Serene Armlet. When back on top, return to the

main path and ride the last platform up to the highest ridge.

Talk to the guard posted next to the machina platform to receive a

Mega-Potion. Move past the Save Sphere to witness a conversation between

Luzza ar'd Gatta. Afterwards, speak to Luzzu again. Then save your game and

ride the machina up to the level ofthe command center.

ABII.IIY GOAIS

Wonder lhe Mushroom Rotk creo md loke port in sone rondon botfles tlnlil oll
your choroders leom new obilifies. Continue lo fighl fiends unlil Lulu csn leurn
more powerlul mogic, ssdl 0r tiro, Thundorq, Blizzaro. snd Wofers, Ihese spells
moke lhe uproming boss flghl much eosier

COMMAND CENTER
Continue west through a field of cannons and sinspawn cages to the command center.

Outside the vall, speak to the Chocobo Knight on the right side ifyou want to learn

more about the operation. O'aka stands to the left of the entrance, and he has more

equipment to sell.

Stepping through the gate, a less-than-enthusiastic Gatta greets the pafy. The

options you choose when talking to Gatta are crucial. They essentially determine

the fate of Gana and Luzzu, Ifyou speak to Gatta twice and choose the second

option both times, he will die in the upcoming batde. Any other option will cause

Luzzu to die instead.

After meeting Maester Kinoc, open the treasure chests on either side of Lulu and

Yuna to receive a Mega-Potion and a Serene Bracer. When youte ready to fight,

speak to the man whose position is marked on the map by a red arrow

il5s ihe 0ll 5irePn m(lp l0 find 0 nr]fl0vryasiern polh ]eodin0 oul lo o
:roi iedge. lh: is+here yoLrtoo find ile AlBhed Primervol. tr.

STYilIOURS OVIRDNUI

This ir lhe only tirne in the gorne in
which you ton wilness Seymou/s
0verdrive!
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()ie ofthe toughest bottles thus for con be

much eosier if you've clrecdy leorned o few
imporl0nl 0bilities. 5t0rt off with Lulu, Wokko,
ond Yunq on the bottlelield. 0aosionclly, the
heod will begin to move. When thh oaurs,
rounter the impending oltock with ony long-ronge
ottock or spell. lfyou eled nol l0 d0 so, be
prepored to use Yunot Esuno spell lo reverse lhe
effecs ofthe boss! Venom onock. Attock ond ccst spelk ot the
aeoluret heod, ond keep pumm€ling il unlil it dies ond turns groy.

After eliminoting the heod, swikh to o new slrotegy by bringing in
heovy hitters like Auron ond Kimohri. Eliminote the bosls orms firsf,
since they will deflec any ottock to the bodl ll Lulu knows ony
second-level spells, she con erodi(ote 0n orm with 0 single to$ing.
t40ke sure you rotote in 0ll the choroders, so thot every0ne re(eiyes
lhe mssive AP sword. The orms will regenerote every lhird turn
Gui tokes, but the boflle ends once lhe body is deleoted.

)

F

asl NSPAWN Gu | ffi*uun*xtttffirrr.""
wEtmEss
aBsoRn|oil
rflttul{llr
HAII DAIIIAGE

Yuno owokens to {ind Seymour holding the revitolized sinspown ot boy. In oddilion to the bost mossive redurtion in Hl the
moe$er's powerlul block mogic ond plentiful MP moke lhis botlle simple. 0ne cosling of Firo should eliminole fie m0nslert
heod. Deshoy the orms with mogk 0nd piercing ottocks. Yuno should stond bock ond heal the lwo men. Ako, cost Seymour's
block mogk on the body.

AP is finolly oworded ofter this bottle. Provided thot oll the chorociers were used in the
fkst bottle, everyone should goin severol sphere levels. You should olso rereive six
lv. I Key Spheres.

AFTERMATH
After Tidus awakens, take a moment to learn some new abilities on the Sphere Grid.

Then comb through the scattered bodies until you find Gatta or Ltzzt.

After the characters attempt to recover from the trauma ofthe carnage, collect the

Hi-Potion and speak to all the other party members on the beach. Then follow the

parry up the path toward Djose.
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SURWVORS OF
THE CRUSADE
All ofthe soldie$ praying to Yevon

will gladly give you some useful

items and weapons. A priest will

contribute a Hi-Potion ro your

continuing quest.

't '1,

Phr

t.rrl

' ! 'r n

vol.

Cor

.rnu

AI
C r,r

:  rde

atst

Thr

the



I
L
,
t
t

The first chest along the route contains two

Phoenix Downs. Move direcdy across the

path from this chest and search behind a

spiky rock to find the AI Bhed Primer

vol. XI.

As you proceed fi.uther north, look for a sma.l1 alcove on the west side. The chest hidden in this alcove contains a Bright Bangle.

Continue up the Highroad until it splits. You can always check the world map by examining the sign there. For now, head north

and speak to Auron, then go to the temple.

Lonet obiliryfo
Overdrives,

ARRIVALAT DJOSE
Cross the bridges, and speak to the Chocobo Knights ifyou like. After the temple opens, search for a treasure chest oo the far west

side ofthe area to get 4000 Gil. On the east side ofthe temple entrance, you'll encounter one ofthe Crusaders from Besaid. Move

east behind the small inn to find a treasure chest with four Abilig Spheres ilside.

The priest inside the inn wont allow access to tle treasure chest ultil you return from

the temple. Exit the inn and enter the temple.

SITMMONERSAT RISK
Inside Djose Temple, Yuna is introduced to the summoner Isaaru and his guardian

brothers. A-fter their conversation, follow the party up the stairs.



There are chambers on either side ofthe entrance to the inner sanctum. Outside the chamber to the left ofthe stairs

is a tueasure chest containing an Ether, while the treasure chest inside the chamber contains a Remedy. After collecting

the items, move up the central stairs and tell the pdest youte ready to face the trials.

DJOSE TEMPLE-CLOISTER OF TRIALS

Toke o Dlose Sphere from either
side of flre door, ond proreed io
the eoslern porl of lhe ploiform.
Ploe the sphere into either of
the two slols. Toke the sercnd
Olose Spfiere ond plore it into
lhe remoining sloL

Mogic Sphere

Toke lhe Diose Spheres from the
doh on lhe righl ond left, ond
ploce them into the two slots on
the double doon lo open them.
Proced into lhe nexl rhomber.

Push lhe pedeslol holding ihe
Djose Sphere under lhe upside-
down pedestol. This super-
chorges the sphere.

Toke the super-ehorged Diose
Sphere ond insdrt it info lhe dot
io the riglrl of the renlrol door.
This opens o door reveoling o
room wilfi o pit full of lightning.
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)iose
lhe slot
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ing o
thtning.

Remove the lwo Diose Spheres
you ploced in lhe eostern woll,
ond ploce them both on the
pedeslol.

Move to the for west port ofihe
plotfom, ond step on the floor
bulton lo move lhe pedestol bcck

Push lhe pedestol with two Diose
Spheres inio lhe room full of
lighining. The pedestol betomes
o suspended plotform, enobling
Tidus t0 le0p 0(r0ss lhe lightning.

8. Push the pedestol on the other
side of the lightning. This octi-
votes the "iris" of the symbol in

. ' the moin rhomber

Jump bock ocros lhe pedestol
plotform lo the moin room. Use
the {loor swikh on the west side
to extrocl lhe pedestol{rom the
lighlning.

There ore live pede$ols
equipped with Diose Spheres on
rhe upper level. ires E ot
eoch pedestol to push il into lhe
woll to octivcte one of the eiling
spokes.

Ploce the Destruction Sphere inlo
lhe cenhol pedestol. This
destroys o seciion of wollto the
eost, reYeoling o lreosure chest
with o lllogic Sphere. As(end
the sloirs to lhe l{e$.

Toke the Diose Spheres from
eoch side of the pedeslol. Return
lo lhe first chomber ond place lhe
Diose Spheres into the sloh on
eoch side of the room. This ocii-
votes lhe Mo "wings" of the floor
symbol.

Aclivoting ollfive ceiling spokes
reveok o sloirwoy on ihe llvest
side of the room snd o new
pedestol in lhe center. Return lo
the elevotor ploform ond ride
bock down to the lower level.

Toke lhe super-chorged Diose
Sphere from the dot to the right
of the door, ond ploce it into lhe
slot to the left of the door

Lo(te the glowing spot on the
west woll neor the floor switch.
[romine the glowing spot to
reveol o glyph.

Touch the glyph to open lhe
woll, reveoling o Deslruclion
Sphere. Toke the Deslruction
Sphere ond relurn to the upper
level on ihe mogk lift.

t5.

The compleled floor symbol
lurns the pedestol inlo on ele-
volor plotform. Ride the plo!
form up lo lhe nexl level.
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THETHTINDERAEON
Watch Yuna pray and enter the inner chambers. Dona appears and teases

the guardians. Afterward, move toward the exit and Yuna will emerge fiom

the Chamber of the Fa1.th.

GETTING THE PARTY GOING AGAIN
The next morning, Tidus emerges well-rested from the inn. Go back inside and collect the Switch Hitter ftom the treasure

chest, which you can now access. Speak to the party gathered outside the temple, and head inside. Yuna is resting in the small

chamber to the left ofthe main stairs. Soeak to the person near her to wake her.

Head across the bridges away fiom the temple, back toward the Djose Highroad.

The former Crusader standing on the north side ofthe frst bridge will give you

a Halberd, and a priest pacing the bridges will hand over two Hi-Potions. Aiso,

speak to the lone man on the next section ofbridge until he gives you ten

Potions. After checking on the Chocobo Knights again, follow the group

south to the spl.it in the Djose Highroad. Head north towards

the Moonflow.
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BELGEMINE'S
RETURN
Itt best ifYuna and her aeons start this

batde already in Overdrive mode.

Belgemine summons Ixion, so Yuna

should summon Ifrit. Unleash Hellfire

on Ixion first. Iflxion casts Haste and

unleashes consecutive attacks, heal Ifrit

with Fire. If it looks like lion will

reach Overdrive first, use Boost- \ry'hen

Ifrit reaches Over&ive, unleash Hellfire

again. Even if Ifrit happens to die, Yuna

can summon Valefor as a backup.

THE SOUTHERN MOONFLOWTRAIL
Head north along the trail until you meet Shelinda again. After her lecture, move

behind her into a small alcove to find three Lv. 1 Key Spheres.

After tangling with Kimahri's old rivals again, collect the X-Potion and move onward.

Continue northeast on the path and look for a sma1l alcove on the right to find three

more Lv l Key Spheres. I As you contrnue,

Yuna meets Belgemine once again.

You receive two Dragon Scales for defeating Belgemine. Win or lose, she gives you the Summoner's SouI, which lets

you teach new abilities to your aeons. You should be able to teach Cheer, Aim, Focus, and Reflex to all three aeons. If

you receive the Dragon Scales, one luclg aeon can learn Watera,
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THtr SHOOPUF
Lookforanarrowpathsplitt ingofftotheleft.FollowthistofindaMagicDefSphere,2

and then return to the path and continue north. Once you reach the shore, move west to

the shoopuf wharl

Collect the two Phoenix Downs, and check O'akas inventory. Ifyou've loaned him

moneS then he is essentially the only merchant in this area who you can ffust. Everyone

else has exorbitant prices.

Speak to Auron and then proceed to the western structure. Before heading to the

passenger loading zone, collect 5000 Gil from the treasure chest behind T'ulu and then

speak to both her and Wakka. When you're ready to leave, find the shoopufhandler.

gefore the light, equip Tidus ond Wokko with weop0ns th0i h0ve fte Lightningslrike obilily. Tidus should (ost Hoste 0n

himself ond Wokko. By corting H0ste, you (0n ottock ihe Exhodor multiple times for every one of its otlocks. lf lhe mochino

lounches deplh chorges, use Hi-Potions i0 replenhh 0ny lost l|P

THE NORTHWFIARF
Use the Save Sphere and move into the next area. O'aka is only selling medicines, but

take this opportunity to stock up on supplies. The more supplies you have the better, as it

helps immensely when the Customize option becomes available.

The Al Bhed Primer vol. XII is on the platform just above O'aka. Head west onto the

trail, taking the Ether from the treasure chest and sPeaking to the local Guado as you go.

HP: 4000 {600)
a* 660 (990)
l{tll0ltilS:tiirider
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THE PERKYTHIEF
Tidus is finally reunited with Rikku, and

she joins the party. As you proceed up

the path, a tutorial batde teaches

you how Rikku can steal from

treasure chests during batde. You also

learn how to use Riklu's Overdrive, Mix.

Afterward, continue to Guadosalam. You

can obtain four Antidotes from the fust

chest on the right and a Mega-Potion from

the treasure chest on the left side of

the path.
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K".ep llrlkinq lo ollihe porly
mem0e6

Seorth Gu0do500n l0r useful Enter lhe Cuodo borqudholl
items. ond speoklo Yuno.

i,.._'r- ' i4eqo-porion i i..it,:.,9_Al!h{tiqqtgLXnl, a
3000 Gil
tliir 3
lli-Potion(Ol a
tiqhtllino Morbe (xB)

Mego-Potion

the Forplone

THE GUADO HOMEI/,ND
After Tromell runs off with Yuna, Rikku provides a short tutorial on the Customize option. Ifyou have an excess of

Antidotes, Eye Drops, Echo Screens and various other medicines, you can add some useful abilities to the emPty slots on

your weapons and armor.

The inn is next to Tidus's starting point. The

only Save Sphere is located here as well, and

the sphere monitor on the right side of the

room teaches you how to fight the Larva and

lron lJlant uenqs.

llsod f$ " IhL]nder Ploinr

lo  lhunder f |orns
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]!\ove beyond lhe Il]yo Gu0d0 t0lind on Elixir in 0 tm05L|re dssl.
The enlmnre h lhe t0rpl0ne is 0t ihe tup 0l$e r0mp, but it's
ofi limib lor n1rw

llsldeihis"h0u5e," lo0kl0r fie AlBhed Primervol. Xlllin the mid-
de olthefroor. Also, o hidden tr"osure d"st0lthe very b0(k0fthe
room (onl1rlns 3000 Gil.

ih" Gu0d0 ircm shop is 0n lh" midi e hv"'l 0fthe t0\vn. lf you looned
momyl0 0'0k, he l//i hot'e ollthesome omoros the Gwdo ouroro
Iroltion oi ihe pri(e.

ROYAL PROPOSAL
When finished exploring Guadosalam, push open the red double doors to enter the

main hall's lobby. Ascend either staircase and look for a hidden treasure chest on the

upper balcony to get two Hi-Potions. After speaking to your party membe6, enter

the ourple double doors.

0 rhid" rl". 'ed door h.1r"o:, e rhc.t e " ;q* 161n . r 1y.no-
Polioir. yoLr should ovoid golng insldethe n0in holi until 0fier you've
0rquired lh, olher ilems in lh,.0reo.
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Where the great feast is laid out, speak to

€veryone to keep things rolling.

After Selmour speaks to Yuna, return to the

area outside the double red doors and rejoin

the party. Then head up the highest ramP

and through the entrance to the Farplane.

THE FARPI-ANE "
Just inside the corridor leading to the

Farplane, move left and search for a hidden

ffeasure chest containing eight Lightning

Marbles. The n join everyone on the slairs

leading up to the spiritual realm. Have Tidus

go up the stairs after the others.

\ . . . - _ ,

On the Farplane, speak to Wakka and Lulu to initiate some events. After Wakka's event,

Tidus's Brotherhood weapon gains the following new abilities: Strength +10%, Sensor,

and \Matetstrike. Afterward, check up on Yuna again to see if she's made a decision'
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}AINAS DECISION
After visiting the departed on the

Farplane, rejoin the party outsidc the

double red doors. After Tidus and

Lulu's conversation, follow her and

speak to her again. Then move to the

middle level and speak to Rikku. After

Kimahri emerges from the shop, fol-

low him back down and speak to Lulu one last time. During this convcrsrrion,

Tidus gets to confirm or deny his love for Yuna or flirt with Lulu or Rikl<u

instead.

Afterward, head down thc ramp from the double red doors toward the exit to

the Thunder Plains.
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UNDER PIAINS
, . . .

DloE A{o|1o Spherc
Sltlk tledm il odle

Glififil Phoenix oown iu) i
HiPolion(x2) i
5000 Gil
WolerBoll C
YellowShield 6
X-Polion i
tiher ;
2000 Gil
RemedY .- E

€ffi.4ll1:;-d-lld-Uoeryei.-Xry a

Be prepared to dodge lightning in this area. Head to the left side ofthe area to collect

two Phoenix Downs from a treasure chest, then make a beeline for the closest lightning

tower for safety.

5000 Gil

Hi-Potion (x2)

Phoenix Down
l^21

i-l
SIEAL Lunor Curloin

DRoP: ?olter Sphsr€
SIIAI: tighl Cufoln

Ren ol fie Tro!€l Agenry iind oul v/hol Yuno it up 10 Pret5 l]nlvord unlilpu reo(h
Mo(0lonio \{o1]d5.

Dl0k Speed Sphero
SITAL Gold Hourgloss

Dodge lighfninq ond no55
ihe plorns.

I-AND OF LIGHTNING



Most enemies in thilregion are lightning-based, so equip your party members with weapons that bear the Vy'aterstrike

ability. Due to the frequency ofrandom batdes and the quantity of Save Spheres in the area, this is a great place to

spend some time leveling up.

Items are scattered across the north

and south regions ofthe area.

For qxact locations of all the items,

-1"'"" '"r" ' t^ t l" - '-"

OACTUAR
()ne fiend lo wokh ort for is lhe Qocfuor. lk 1,000 Needles tounteroltock con kill
some of your les dqeloped choroclers. The eosiest woy l0 elimin0te 0 Q0du0r is t0
summon on oeon. Ani oeont regulor olt0(ks should be oble to deleol o Qoctuor
with one hit. Eorh Qoctuor is worth 525 Al so itt definitely worth the effort.

OACTUAR STONES
There ore glowing stones engroved with Qoducr siluoled lhrough-
out the Thunder Plcins. A book ot the locol Trovel Agency exploins
whol ihey cre. Ihey ore the key to gcining Kimrhri's ultimole
weopon. For ludher deloik, check oul lhe "Secrels" ehopler.
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REST STOP
There is a Travel Agency in the middle section ofthe Thunder Plains. Inside, a

book on the counter tells the story behind the QLctuar stones, Another book

on the table to the right indicates the number of times you ve eluded

lightning strikes.
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DODGING TIGHTNING STRIKES
Prizes ore oworded for dodging lighfning *rikes. Alter spending some time on $e Thunder Ploins, return to I
the TrovelAgenry ond exomine the fieoJure [hest out front. The ilem you receive depends upon the nu nber ol /
times you've dodged lightning strikes. For oll lhe dehils ond 0 complete list of the itums you con receive, -"/
pleose rheck out the 'Serrels' doder.

op

F

The Al Bhed Primer vol. XV is also here. To get it, speak to Rikku. After doing so, Rin

emerges from the corridor and asks how yoru study ofAJ Bhed is coming along. Choose

the top option, and he will hand over the Al Bhed Primer vol. XIV.

YTJNAS RETREAT
Follow Yuna into the corridor and Tidus will accidenta.lly stumble into her room. When

you're ready, exit the Tiavel Agency.

BACK ONTHE RTIN
Once back outside, continue north through

the plains. Check the ground outside the

Tiavel Agency to find a Yellow Shield. Equip

this on Tidus to nullify lightning damagel

Later, Yuna suddenly arrives at an important decision. After hearing her out, search behind

the structure for an Ether. There are a few more treasure chests to open as you head north to Macalania.



CAIANIA
Gih 9i0
DRoP: Abilily Sphero
STEAL Shininq Gem

Gi[ 220
DnoP: Abiliry Sphere
STEAI,: Hi'Potion

DnoP: Speed Sphere
STIAI: Hi-Potion

Gilr 138
DtoP. Spied Stherc
llffn: Soft

trt 5&l
Gi[ ]65
DloP: Pofi er Sphere
STtAl: Ui-Potion

HP36O A}
GiL 142
DR0R Speed Sphere
5IE[[: Hi-Polion

Gil: 188
DloP: l'4ono Sphere
SITAL ArcfirWlnd

Hh 1500 a
Gil: lB0
DR0P: ir{ono Sphere
ST[Al,: fish Srole

DRoP: tv. 2 |(ey Sphere
STIAI: 0her

HP,16,000 aP,4dod{g
GlL: 7000
DRoP: tlixi'
STEAI: Lunor Curloin

DRoP: Pou/er Spherc
SltAl,: lli-Polion

Cil! 192
DnoP: Power Spherc
SIIAL Sleeping toivder

HP:1000 AP,20tl
GtL 300
DnoP: Polion
SIIAI: Hi tolion

Gil:112
DloP: Power Sphere
SIIAI: Hi Polion

HP: 6000
GtL 500
DRoP: Blk l\4ogk Sphere
SIIAI: turbo Elher

lp,moo A xp,zooo aPz2eo
OlL: 300
DRoP: Abiliry Sphere
str$L: f i Potion

?
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rr,,,.*o rp,zroo
GlL: 3000
DRoP: Abililt Sphere
SIIAI: Silenre Grenode

Clro lorge tho moeter

Kil lhe nour0e ofthe
Ehere $r fg

llnod( lhe nrysieries o,tha tsr0pe li0rolDn 0 fumpl"' Slofd y''fi lround [!f f5t

ae pu?ze lhe ly'",ndilo

le.rn !?lri ll h1rgt ser'

i :. 51pry{srllilb_-- -* Remedv {x3) O 4006i1 Elixi' 3
2000cil i4eno'Polion a lliPolion (x?) 6- lrkSpher"' ,
Phoenix Down {x3l ,i ShellToroe O X Porion (x2) & Lv.lKevSphere O
/!\P Sphere e tther - 50006i1 tv.2 K"'vSphere O

PATH OFTHE
RIGHTEOUS
Go up the sharp incline into the woods.

Follow the path to the left and search

behind the tree trunk for a hidden

Sleepy Cait Sith. Continue along the

AlBhed Prim"'rvo. XV ,67
. AlBh".d Prim"r vo. XVI ,6,

lethfsSpher"'

rl

ffi
I rler l,lnrr] l]n ! TErr e

lil,lrarn'orc ? d49p i"olor';
lhs [e

[hrk r (lttlre Tr1rre Aqenri 0irllrrrrlllrs l Bired

path, keeping a sharp eye out for teasure chests.
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CHIIIiERAS

ione o{ the tough6frtgufins in this orec is lhe muhi-lolented Chimero. ljse
Auront Power Breok to weoken its 0tt0(k. Con Hosle on Lulu or summon

lxion when figlrting iL

BUTTERFLYCHASE
Follow the windin! branches until you

encounter a strange character. Move to the

closest butterfly and touch it to begin a short mini-game.

As time elapses, run along the path back the way you came and try to touch seven blue

butterflies before time runs out. Touching a blue butterfly causes a chest to drop. After

capturing all seven blue butterflies, a new chest appears. Ifyou touch a red butterfly, a

batde with local fiends occurs. These fights are much tougher, so avoid touching the red

butterflies at all cost!



O'AKAS SAVE FIAVEN
Ifyou examine O'akat inventory without purchasing an1'thing, he'11 wonder

if his prices are too steep. Ifyou agree they are, he will offer you a ma1or

discount! On the ground across from O'aka, look for the Al Bhed Primer

vol, XV.

SPHERIMORPH
Be{ore lhe bottle begins, equip your (h0rocters with non-elemenlcl trieop0ns. Physkol ottocks couse minimol

domoge, so mogic is the key. Whenever you otiock Spherimorph, il (0unterotlo(ks with 0 tpell. The spell used
indkales ils cunent elementol property. Cost 0 spell of lhe opposile elemeni i0 inflkt domoge. For eromple, if

lhe Spherimorph co$s Fire, (ounlerotto(k wilh Blizzord 0r Blizzoro.

time 0 sp€ll is cofiedly r0$ on it, the monster shilts ih element l0 0nother lype. Keep ottocking it physkolly
it reveols ils new element by costing onother spell. (eep Yuno on hond lo heol those low on HP lf she hits her

woilunlil lhe boss costs Woler or Blizzord spelh, ond then summon lxion or lfrit.

JECHT'S SPHERE
The creature leaves behind a memento from Tidus's old man, Jecht's Sphere. There

are several others scattered throughout Spira. Upon examining this one, Auron

learns a new Overdrive, Shooting Star.

HP: 12,000 (2000)
AP: 3240 (4860)
li{I (l{l5S: Vorier
SIH[: [iher

matft{rss
aBsotP otl
fiu[uMtY
HATT

I,.A.KE MACAI-{NIA, \

The party will find Clasko and the AI Bhed Primer vol. XVI outside of

another Tiavel Agency. Suggesting that Clasko take up chocobo breeding

may affect his future appearances in the game.
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Lv 2 Key Sphere

! Al Bhed Primer
i vol. XVI
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The Travel Agency has all the usual features. Make sure you save your game, because

coryihuing beyond the Tiavel Agency starts a shocking sequ€nce ofevents.

Afler defeoting the l,tegotor, you eon finolly use mogi ond rurronr. H*.rer, th.iilIo*n ro

R ln'**r*';*lltll";,*tU:

the il0no_Be0m_0fi0* begins. This sweeping 0tt0(k ron touse exheme dom0ge to ihe enthe
porty's HP Tfie best woy to ovoid the li,lono Beom is to summon ond use on a-eon,s Shield obility
to defled mod offie blost Aeons suth os llrit ond lxion con heolthemselves ty osring rheir
own block mogk on tfiemselves.
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THE ICETEMPLE
Upon arriving at the temple's entrance, don't bother backtracking for any

items. There is a better opportunity to co(ect them later For now, grab the

Mega-Potion fiom the chest to the right and enter

Sea
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An Al Bhed then bribes you to leave him

alone with 400 Gil. Cross the ice bridge

" - l  
. - t . '  rh .  + . -^1 .

GRIMWILL
Speak to Tromell inside the entrance to receive a ShellTarge. Shelinda is further inside. Continue up the stairs towards the

Cloister to witness an outcry from the chamber below. Follow the party inside to receive an eerie message. Afterward, check

the back ofthe chamber for two Reme&es and speak to the shaken witnesses on the dght to obtain two Hi-Potiens.
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From l,oke Mocolonio

.  - - .  - , \ _ - .

t:/-*a'
; 5  I



J

the

leck

Search the main hall for two X-Potions and

5000 Gil. Talk to the people in the northwest

chamber to get an Elixir, an Ether, and to

learn more about Seymour. lhe che.r in the

back contain. three Phoenix Downs.

When you're ready, enter the Cloister ;f

tials and face the treacherous Seymour

sEYMo u R' GUADS ifi##ffiw'ru"#iffiT!trl;'tt
GUARDTANS (21, ANrMA 'ffi;'ry

This is one of the more technicol botlles you will fight, so be extremely coreful. Tidus, Yuno, ond Wokko con oll use o
Trigger Commond before Anim0 is summoned. By tolking to Seymour, you con roise Tiduls Shenglh ond Yunct Mogic Defense.

Jhe Guodo Guordions eoch hove lhe Aulo-Potion obility. The eosiest woy l0 eliminote them is t0 sleol their potions ond then otto& them wiih
physicol otiocks. By t0king o potion from o Guodo, he won't hove the obility to heol himself ofter every ottock.

Now unguorded, Seymour roises Animo to fighi. After o few turns, look in Yuno's Summon menu for o new, unnomed oeon ond summon il,
The ke goddess Shivo will come lo the young summoner's oid. While Anim0 Boosts ond c0uses P0in, cost Shivot Blizzoro spells on herself to
keep her HP high. When she hih Overdrive, her Diomond Dust ottock will toke 9999 HP from Animo! Repe0l lhis l0cti( 0g0in to defeot
Animo wilh o minimum of efforl.
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Rcturninq blch through the ice tunnel celrses sections oi i t  to

disal1,s11. \  doolrvul irpptuls on the lel i  side leucl ing to the

Cloister ot ' l i i . r1s.
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Luck Sphere

l. Descend the romp io the floor
below, ond toke the Glyph
Sphere from lhe renirol tolumn.

5. Go bork up the romp and loke
the Mocolonio Sphere from
the roised sedion. Go botk
below cnd ploce the Morolonio
Sphere into the pedestol.

2. Plore lhe Glyph 5ph€re into the
pedestol neorby, ond push the
pedestol loword the stologmite
ol i(e fu hef up. The pedestol
touses lhe slologmile lo di5op-
pe0r.

6. Push the pedestoltoword the
column serlion on the for right.
Ihis rouses o section of the ice
lunnel to reopp€or obove.

Push the pedestolloword the
romp leoding downword on the
for side. Follow it down the
r0mp.

a,r&-.

7, Remove the Mocolonio Sphere from lhe
slol underlhe entr0n(el0 the (oister,

ond loke i ldown the r0mp. Pl0c i l  in
lhe s ol o0lhe o umn lo the lefi, (0uling

0 Jedion ol lhe i(elunne Iorobove to
reoppeor. T0ke lhe Mo(0i0nio 5phere
lrom the dolotf ietop offte romp, ond
plo(e il in lhe (enler (olumn. The loi
5edion of$e iG lunnelreoppeors
obove, in oddltion lo o floor 5!iikh.

4. Remove the Glyph Sphere from
the pedenol, ond rel i l in the
sloi to the for left. A (ube sec
iion of lhe woll rises into the
chomber obove, beoring o new
Mocolonio Sphere.

-?: 
i
I
I

Asrend the romp ond step on
lhe floor swikh, bringing the
pedestol ond the Mocolonio
Sphere to the lop level. This
olso roures o sedion ol lhe ke
lunnel to disoppeor. Toke the
Mocolonio 5phere from the
pedestol ond push it down the
f0mp.
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The pedestol is diverted to the
right by the glyph, ond gets
ieleporled info on ire stolog-
mite thot holds o Deslrudion
Sphere.

Destend the romp to the floor
below, ond step on the lloor
swikh to hring lhe pedeslol oul
of the stologmite. Ploce the
li,lorolonio Sphere Tidus h hold-
ing inlo the dot under the
enlrone to moke the firsl set of
ie $ologmiler reoppeor.

Push lhe pedestol loword the
romp on the for side olthe
room, so lhot it slides bo* down
to lhe oreo below. Push the
pedestol bock into ploce otthe
bottom olfie rclumn sedion to
reonstrurl lhe ics tunnelohove.

Toh lhe i{orolonio Sphere lrom the
{enter (olunn ond plfte il in the sl0t b
mole re rump reoppeor Tole lte
Dedrudior Sphere hon lhe pedefol
ond desrend $e rorp to lhe lovrest level.
Ploce lis Destrudi0n Sphere in lhe dot t0
the left of the doorwoy. Ilis destroys o
rrtion olthe ire behind lidus, rewling
o drst ontoining o [u* Sphere.

Ascend lo the level obove ond
loke lhe l4orolonic Sphere lhot
powers lhe romp. Ploce il into
ihe lost {olumn to romplete the
i(e lunnel.

Return lo the level obove ond
push the pedestol foword the
dologmiles ogoin. Get the
Mocolonio Sphere thot coused
the ke $ologmiles to reoppeor,
ond plo(e it inlo the pede$ol.

SNOWBOI.IND
After exiting the ice cavern, stick to the rocky

trail on the dght side ofthe chasm. This

eventually leads to a partially hidden treasure

chest at the end containing a Lv. 1 Key

Sphere. Cross the gap to the left side and

proceed to the next Save Sphere.

PERILOUS ESCAPtr
Upon your return to the main chamber ofthe

temple, a host of Guado attempts to block

your path. As you proceed onto the long,

curved ice bridge back towards the entrance,

Guado Guardians chase you. Ifone catches

you, the pafy must fight the guardian and

additional enemies.
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z The Guodo Guordions provide most of the rhollenge in this bottle, so summon on oeon lo perform on Overdrive ottork to

dispose olthem. As o finol 0d, they rost protedive spelk ond Berserk on the l,Yendigo. You con remove Berserk, though, by
using Threoien. Use lVokkot Sleep Attotk to keep lhe Wendigo from rompoging, ond then steol items ond cost Firo spells
0n iL Alio, con llosle on Lulu. lfthe Wendigo tvokes up, use Auron's Power Breok 0nd (imohril Jinr.

BENEATHTHE ICE
Use the Save Sphere to recover any lost HP, and then speak to all ofthe party

members. After Yuna leaves, talk to all ofthe characters again. There is a treasure

chest partially hidden behind Kimahd that contains a Lv.2 Key Sphere.
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Ether (x2)

BEACHED BUM
Tidus awakens io a small oasis in the center of a vast desert. Before climbing out, swim

to the lower left side to find a sunken fteasure chest containine four Remedies.

Hi{otion
lx[l

f)--ry<
Meqo-Potion-(x3)

SnNUBIA DESERT
'a.

H?:i2,000 AP:
Gil:r1200
DRoP: Polryer Spherc

Gil:225
DKIP: Pov/er sphere
STEII: Sleepirq Po\{del

Gil: 800
DRoP: Hi Polion
!I[AL Al Bhed Poion

I-*,*,*.&s.l;r

ffi@ffi
i

AI Bhed Pot;on (x8)

llP:800
Gil: 1500
DR0P:Speed Sphue
STIAI: [horobo feother

Remedv (x4) E 10.000 Gil
tdfuPrt-(,24) A, t-, Kry spl.tr O
Erher (x2) - tt ir a
NiPorion (xl6) 6 i eqolti' k3) e
X % on l\4) 6' h.po- \pte. (J)
Msqo Polio|l (x5) 6

r 0,000 Gil

8r0\e rh"' 5mdr0!0r0 r rkhohs Ra0d tfu A
mder:agrl

AlBhed Primervo. XVll  @
AlEhed Primer vo XVlll F7
ller(ury [resl _

M"e.rx{Ig

Gil:336
DRoP: Ilono Sphere
SIIAI: Remedy

08Jt(flvEs

R [[u ellds iio liol tu1lo,r th: A Blre,l rnorkers Ralrd lfu AIB rel ic ns

Mercury Crest
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clesert scavcngcr caLlcd a Zu. Si,vitch to a $'cirpotl $'jth the

Drrktouch abilin to blind it. Evcn blindecl, the Zu r.r'ill still

get in one rlevast'rt ing rtt.rck. When Auron.ioins Tidris, usc ,

his Porver Bre,rk trd }lent Brerk rrbilitics to lcrr dorvn thc

fiencl. \\rhen l-lrhL joins, use her Bio spell to poisoli thc Zu.

.T EJq.:: TS-T *AEI{ TH I{F]F] STILA.G G LF] i{5
Continuc north ul)t i l  thc p.1rt1'l lnds Wald<e. Opcn thc A1 Bhcd tist rid kit to tind

eight AI Bhed Potions. I Rikku cln lrse these au.esome itenrs on the p;rrt l clLrring

bltt lc. The splicrc monitor lclrbl contnins tutorials on irqhting Zus lnd Clct,.rlrs.

D-^ '^^r: '- -^-'r '  r^^f i-^- '  -"-r '^- \vritten in -{l Bhcd. If lou'r 'e collcctcd rrl l  slrteen

AL Bhed Primers l.r i lablc thus tar, r 'ou shoultl bc ablc to rcrd rnost of this signl

Thc mlrkcrs pLrccd bv the A1 Bhed pror,e to be ertremelv he$ful in eetti lg through

the desert.

Held elst liom the mlrker to find

K i r ' rF -  .  T l ' , . '  ' o ' lo ' v  -hc  
f . . r l .  \ rc  r

and north ,rgain to iind Rikku. At her

shrnn-, coLlcct thc nr.o Ethers iu tlie

trcrlsr.rrc chest .rnd the eigl-rt ;U tshed

Potions in the first aid kit.

DESTRI (A(IUAR5

The litlle green guys ore much sironger lhon their Thunder Ploins tousins, ond without Yuno's
summ0ning or reslorolive mogi( youie probobly better off ovoiding them il possible. Rikku ron
steol (horobo Feolhers from them, but she might in(ur the tvrcth 0f lhe 10,000 Needles ottorn.
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NOMADS
Follow Rikhu through the dunes until she reaches another Al Bhed marker that reads "Home Ahead." From the sign, travel south-

west to a chest containing four Hi-Potions.

You'Il eventually reach an expansive area full of items and helpful signs. Keep an eye on the on-screen map, and move towards large

objects in the field to find treasure chests. After collecting the items, there are two exits to consider, Use the inscription at the back

ofthe area to make your choice.

]

f  . ' :

l\"' ilr]5".tl orCrr!ri ! f;r ,rit rif ,: ! lr-'fir !:r;rltDntlin f0 lour
Hi-Potions

ihw d ie0ly yre5i fir]n ihe

e&

rhe\lro fifd r,,,i X'Poliont

,  s "
FORK INTHE PATH

' '  I  r l . v 2 ( e y S p h e ; e
10,000 Git

* : ;
At the back ofthe large area is an 41 Bhed sign with a warning. Weaker fiends are to the

right, while stronger fiends await to the left. There are befter items to the left, so go that

way first. Behind the sign is another A1 Bhed first aid kit containing eight AI Bhed

Potions.

Go left from the large sign into the western area. Amid these ruins, you'll notice that

ffeasurc chests appear during many battles. After collecting these items, return to the

Save Sphere.

liside ll,e!e ru r5 n?0r lh0 y,'asl Er I ! ih"Al ghed Primer
vol. XVll
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RIKKU'S ROIE

Wilhoul lhe summoning ond heoling powen of Yuno, you'll find lhot Rikku becomes more impor-
lani during botlles. Nol only rcn she use Al Bhed Potions to heol the entire p0rty 0t 0n(e, but she
con steol some incredibly useful iiems from the fiends of Sonubio. Keep Rikku 0n lhe front line
throughout your trovek here.

: i
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THE SAND PITS
The next area features a deep valley to the east, which is currently being bombarded

by an impenetrable storm. On the cliffsouth ofthe valley is a strange rock, which is

important to one of the game's secrets. For detailed information, re{er to the "Secrets"

section of this book.

Move east from the stone and find a small side area on the map. The first treasure chest contains eight Hi-Potions, and the one

sinking in the sand pit contains the Mercury Crest. In the larger section north of there, you can collect three Mega-Potions and

two X-Potions.

''ltlt

Moving directly east from the Mega-Potions, the party will find a chest sinking into a sand pit. However, the pit also contains

a Sandragora. Use fire magic to kill them, and remove any status effects with Al Bhed Potions. The chest in the first sinkhole

contains three Megalixirs, while the second one, a litde further northeast, contains two Teleport Spheres. To reach the

Al Bhed Home, head north.
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Gil: 300
Dt0P: Abil:ry spherc
SIIAI: Hi Polion

HiPotion (x2) 6,
Frielld Sphere -
ALBhed Polion (xl0) A
Speriol5phere ,
Ski Sphere ,

A Bhed Primer vo. XX I
AlBhed Primervol.fl l9
AlBhed Prinervol. XX .6t

Gil: 70
DIOP: Power Sphere
SJ[A[: Bomb troomenl
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lh r iclerrd Home

Gil: 105
DloP: lhiliry Spherc
SIlAl,: Potion

Gil: 970
DI0P: Abilily Sphue
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VRATH OFTHE GUADO
meeting Cid, search the area ourside Home. Search the dead bodl lor r*o

Potions. I Near the Save Sphere is the Al Bhed Primer vol. XIX. After the group

)ngregates in the center area, they get anacked by a Guado Guardian and other enemies.

is generally a good idea to take out the Guado Guardian first, since he will cast support

Al Bhed Primer
vol. XXI

10,000 Gil

on the monsters.



THE LIVING qUARTERS
Follow the party out of the center area. After Cid's waming, the Party gets

attacked by a Guado Guardian and Dual Horns.

After descending the stairs, turn around and head back down the south corridor

and enter the living quarte$ on the left. The two treasure chests in this room

require you to have a good Jibrary of A1 Bhed Primers. The Al Bhed Primer vol. )O( sitting on the bed nearby should he1p. If

you've collected all ofthe volumes thus far, this is no problem. If not, youte going to need some assistance.

The chest on the right requires you to translate three words in AI Bhed. The following screenshots show the corect answer to

higtrlighted word. The password chest contains a Friend Sphere, and the chest to the left asks what item you would Jike to receive

Exit the living quarters and descend the

stairs. Grab the four Al Bhed Potions ?

from the partially hidden treasure chest

ro the left. and move straight up the

corridor across the intersection. Alother

treasure chest in this area contains sir more Al Bhed Potions. 3

Move up the eastern diagonal corridor and search for the Al Bhed Primer vol. )Ofl

on the floor. Enter the blue-lit door nearby.

There are two more treasure chests in here that require a working knowledge of

Al Bhed. The chest closest to the Compilation Sphere has a number lock, and the

code requires some math. The table below shows how to

decipher the code. Input the code to receive the Special Sphere.
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The second chcst challenges you to correctly decipher fbur questions. You must

choose the correct answer each time. Correctlr. ansrvcr the qrLestions to reveal a

Skill Sphere. The table to the rigl.rt reveals the order.

THE SUMMONERS'SANCTUM
As you head through the crumbling citv, search under the st:Lirs for a Lv.4 Key Sphere.

Before you enter the sanctum, don't miss the Lv.2 Key Sphere on the ihr right. Search

inside the sanctum for a treasure chest containinq 10,000 Gil, and then head for the

airship dock.
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HE 32,000 AP:5400
GlL: 2600
Dl0P: Blkl4ogir Sphere
SIEAI: Wohr Gem

5 p e o l h t h " s 6 h r p s p l o f

Glk 105
Dl0Pr Abil y Spherc
STEAI: Potion

Gih 205
DnoE Speed Sphere
sItA.: t',,\usk

Speok lo everyone o|r the
brldg"'.

Reluri h lhe bIid0e ofd
sp"cok 1o everyone og1li[.

Rin womsolthe lmds
onb1rord.

S p o  8 , . e . , r o , d o n ' o r  e g r ' p b s f p 0 g 0 i n , t n l a
lhs oi '$ ip 5 (0bf .

MAIDENVOYAGE
Leave the ship's bridge and talk to everyone. Ifyou're in need of items look for Rin,

otherwise continue past him and enter the next door on the dght. Dona is in here

and needs consoling. The answer you give her affects her future appearances in the

game.

Return to the bridge at this point and talk to the airship's pilot. Upon derermining

Yuna's location, try to leave. Fiends have entered the ship, so as you proceed back

toward the cabin area erpect some fighting.

BATTLE PREPARATIONS
Storming the largest city on the planet and the center ofYevont teachings isn't

going to be easy. Save your game at the Save Sphere and speak to Rin before rid-

ing the platform up to the surface.

Ifpossible, equip as many characters as possible with armor and equipment with

the SOS Regen abiliry Also, keep in mind that Evrae is immune to most status

effects. Dont forget to equip weapons and armor that improve your pa(y

members' Strength and HP
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EVRAE ll*'f{i+,l'**
Stort by hoving Tidus cost Slow on the fiend, ond then rost Hoste on himself ond Rikku. This increoses their number

oflurns lhroughout the boitle, ond mokes it much eosier t0 use the Trigger (omm0nd to (ommuni(oie wilh Cid.

look corefully ol the lisl of chorocier lurns on fie right side of the screen. When Tidus or Rikkut turn is right belore (idt turn,
use the Trigger (ommond to pull the ship owoy from Evroe. lf you con keep lhe monster
ot long ronge until (idt next iurn lhereofter, fien he will unleosh o volley of misiles
ot Evroe.

The drogon moy then rounter wilh the Swooping Scythe ottock to get dose to the ship
0g0in. Eventuolly, Evroe will inhole on one turn ond exhole Poison Breoth on its next turn.
Whenever lhe pofi is impoired wiih slotus oilments, hove Rikku use on Al Bhed Potion.
Evroe willthen cost Hoste on itsell lhus nullifying Slow spells. To counter Evroet enhonced
speed, hove Tidus cosl Hoste 0n 0s m0ny (h0rqclers os possible.

Your rhoice of porty members depends
on whefier Evroe h close or for owoy.
When [vroe is neor the ship, use
physicol otlorks with dorocters like
Tidus, Auron, l(imohri, ond Rikku.
When Evroe is for owoy, use Lulu
ond V'lokko. But since Evroe holves
oll mogicoldomoge, Lulu will be
mostly inefferlive unless she knows Firogo, Wotergo, Thundogo, or Blizzogo.
Kimohri ron olso lse his Loncel obilily to siphon some HP Irom the drogon.

You'll need o heolthy supply ofAl Bhed
Potions ond Mego Phoenixes lo keep
your chorocten olive so lhol you on
collecl os murh AP os posible.
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OBJECTIVIS

Gil:460
DRoP: Abiliry Sphere
SItAL: Ui-Potion

Gil: 1300
DnoP: ill-Poiion
SIIAL Remsdy

Gil: 320
Dl0P: Speed Sphere
SIt[[: Hi'Potion

GiL 1300
DR0P: Hi'Polion
STEIL: Remedy

Gll: 300
DRoP: Speed Spherc
STEII: Soh

Gil:180
DRoP: Pov/er Sphere
SItAL: fish Smle

HP: 8000
GIL O
DR0P: N/A
STtAL: ll/A

AP: 0
Gil: 0
DRoP: l,VA
SIEAh N/A

HP: 12,000 AP:0
Gtk 0
DROP: l1/A
ITEAI: l!/A

HP:20,000
GlL:0
DR0P: N/A
STEAT: N/A

HP: 4000
GlL: 0
DR0P: N/A
SItAL: IVA

AP: 0

AP: 0

D[0P: Power Sphere
SIEAL: Dmgon Smle

DR0P: rt4ono Sphere
SIIAL: Drogon sco e

HP:36,000 AP:6300
GlL:3500
DRoP: L1/. 2 Key Sphere
SItAL: Teiro E emenlol

HP: 16.3B4 AP:5800
Gll.: 3000
DRoP: B k^og( Sphere
STIAI: Wolsr 0em

5hnd;ri0 lir l0 llhr,'5 Hrlr Ii0 ihC ltlrer lcr].i
u  o  b  . . 0 0 ,

Iro5h Seimorr'j lECdil1q
p 0 n !

R€,r:? !r li! Yrfiiir lllr
thonber oi lhr frtrr

HPSph"re d
Kniqht lonce ,*
Elork ^loqi( Soh""re {
Meqo-Polion 6
tlixir a
Whire A,\ogir 50hoe e

Skll lsphere 9
tucidRing 6
luenqe' I
Remotrh ril

A Bh"d Prim"q l/o. Xlll ,@Trop [".roe Alo[o r rlre
Ludexrt] terdronre!

NEVERMtrANTTO BE
After the parry lands on the roofofBevelle Temple, heal everyone before proceeding. You

must now charge through several waves ofBevelle guards, so it's best to start off strong.

The Warrior Monks with flamethrowers provide the

toughest fight, because they can douse the entire party

with fire. The second fight consists of two Waffior

Monks (with flamethrowers) and a giant machina.

Use a Dark Attack or a Smoke Bomb to blind the

machina, and then quickly dispose of the Warrior

Monks.

Proceed toward Seymour until you encounter a YAI-99. Defeat the guards

irt front first to advance on the machina.

HP:

[5io0; rll6e []o 5ter 1]i
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THETRUE FACE
OFYEVON
After Yuna and the others make their sepa-

rate escapes, use the Save Sphere and descend

:n to  the  remple .  The c i rcu la r . ta i rs  a re  eas je r

to descend ifyou use the machina panel at

the top. Head down to the Cloister ofTrials.

BEVELLE TEMPLE-CLOISTER OF TRIALS
The Cloister ofTrials in Bevelle consists ofa maze ofgliding paths. The pary must

push a pedestal holding a Bevelle Sphere onto the path, causing the pedestal to trans-

form into a moving platform. The sphere must be present or the pedestal will not work.

After Tidus rides down to the first stopping point, press E to begin.

fu you opprooch from fhe sforl-
ing poini, wokh the tirsl glyph
on lhe poth corefully. When the
ofiow on the glyph points lo the
righl ond Tiduls ploform is on
it, pres @ to turn right Follow
tftis poth to the bottom.

Toke the Bevelle Sphere from the
bottom, ond insef il into the
pedestol. Push the pedestol bock
onto the pofh, ond ride lhe plof-
form bock up to the top of lhe
m0z€.

!ei0ra srle! llrt ilre rhi!l?r, 0Nl fcr lre Al Bied Primer vol. )fill

0n 1r  fo+r i i?r 'd:  i i r lo ; i " ' lh ! r .  $, i r  e05'r  T0 nrr ! !

Remove one ol the Bevelle
Spheres from lhe pedestol ond
ploe it into the slot. This odi-
Yotes o portion oflhe lower polh
in the moze,Push the pedestol
bock onlo the poth.

p

Fj

At the lop of the moze, use the
floor glyph to turn right. At the
nexl glyph, turn riglrt ogoin.
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Al the end of ihe top poth, use
the lost glyph to turn 180
degrees ond go bock.

Push the pedeslal bock onto
ihe polh ond ride off the end to
stori ol the beginning of the
lower poth.

Toke lhe Deslruction Sphere ond
gel bock on the plotform. Ride
it offthe end to stort over from
the beginning.

leove the pedestol ot the bot
iom of lhe stairs ond oscend.
0pen lhe treosure chest on the
right lo (olled on HP Sphere.
The heosure chest lhen disop-
peors, reveoling o floor swilch.
Step on it to ieleport the
pedeslol up lhe $oirs.

Nexi, use the middle glyph to
turn right. Remove ihe Bevelle
Sphere from the slot ond plcce
it into the pedeslol. Puth lhe
pedestol bock onto the poth ond
ride the plotform off the end lo
stort over ot the beginning.

At the first glyph on the lop
poth, turn right ond ride down
to ihe lower polh. Turn left st
the intenection ond go ioword
the end of the poth.

11. Run lo lhe end of the long poth
ond toke the Glyph Sphere.
Plore it into lhe pedeslol, ond
ihen gel bock on the poih.

15. Ride lhe plotform bo(k b the lon
glyph on the lower level ond turn
right.Ioke lhe Bevelle Sphere
thot you inserled here, ond insert
il into ihe pedestol. ffyou do rol
hove lwo Bevelle Spheru d this
poinl, you wlll nhs oul on o gred
ilen!

8. Move post the lirst wo glyphs
ond turn right ot the Iosiglyph
neor ihe edge. Toke one ofthe
Bevelle Spheres from the
pedestol ond set it into the slol
lo ihe lefl. This opens the poth
io o slol with o purple glyph.

12. Ride the lower poth to the end
and turn right. [ross to the pur-
ple glyph ond insert the Glyph
Sphere. The woll gives woy,
reveoling o Deslruclion
Sphere.

Ride the ploiform offihe end ofthe
lol,/er poth to slortogoin otthe
beginning. At the second glyph,
whith you hoven't used before, iurn
right. Push the pedestol orros the
plotlorm ond ride to the end where
lhe new poth lies. This tokes lidus
up lo o nev/ oreo.

20- Ride the plot{orm bock ocros lo
the top of lhe $oirs ond erit to
the right.

10. Ride the lower poth to the
second-io-lost glyph ond
lurn right.

14. Ride the polh to the serond"to-
lost glyph ond turn right ogoin.
Run oaoss the long slrelch ond
insert lhe Deslruction Sphere
into the slot where you got lhe
0lyph Sphere. This opens o new
polh in the next (orridor over.

to.

18. Ioke one ofthe Bevelle Spheres
from the pedeslol, ond insert ii
into ihe dot to open o poth on
the left.

19- Push lhe pedestol on the left
poth ond ride it to lhe end.
Here, Tidus receives the Knighf
[once.
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PI.INISHMtrNT OF THE SUMMONER
After Yuna receives the aeon Bahamut, the party is sentenced to the Via Purifico. The

separated heroes must find their way back together to escape from Bevelle.

MAZE OF SORROW
Controlling Yuna, move east out of the starting chamber and follow the corridor. Three of your party members are in the maze, and

you can find them by using the teleport pads or simply wandering through the area. Since it's very important for Yuna to dcvelop

and learn new abilities, we would suggest that you wander through the area and avoid using the teleport pads.

Skill Sphere

LlJCrd Krng
Block Mogic Sphere

r0,000 Grl

Mogic Sphere



Follow the corridor east and then north until you enter a room with Kimahri. l After he rejoins the parry move left

and open the treasure chest for a Mega-Potion. ? Continue north from where you picked up Kimahri, and the wind-

ing corridor will eventually lead you west to Auron. 3

I
.

Use the Save Sphere and continue west.

Go straight through the next T-inte$ec-

tion until you reach a locked room with

a few treasure chests.4* We'llreturn ro

these later For now, head south, Follow

the corridor until you reach another tele

port pad, and turn onto the short eastern path. This takes you to Lulu, and beside

her is a treasure chest containing a White Magic Sphere. *

Continue south from where you found Lulu until you reach a dead end. Collect the

Elixir from the treasure chest, and activate the g\ph in the rubble. Return north to

the last T-intersection and head east. The corridor eventually returns you to the room

in which you started.

THE LOCKED ROOM
To get the treasure chests in the locked room, move north from the first Save Sphere

and take the first right turn. A Black Magic Sphere is in the right side ofthe cham-

ber, and the floor g\ph shou.ld now be active, When you step on it, the teleport pad

outside is moved to a new location to the west.

Go back toward the Save Sphere where you located Auron, and head west again.

,When you reach the chamber where the gate bars your path, stand by the teleport

pad. When the gllph arrow points toward

the room, step on the pad to teleport

inside. Now you can collect the Skill

Sphere and the Lucid Ring inside. Return

to the last Save Sphere and head north

through the red{it corridor
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lhh bottle is o test o{ using your oeonl obilities wiselp h consists of o series of

three sep0r0te fighh, 0llowing Yun0 to summon 0 new oeon eoch lime.

The fhst encounler h with kooru! version of lfrit, Grothio. Summon Bohomut ond
use the oeon's lmpulse ottock to send Grolhi0 into 0verdrive. Bohomul will weother
this otfock, ond will most likely go into Overdrive os well. Megc Flore should eosily
finish off Grofhio.

lsooru ihen summons his version of
Volefor, Pleryo. Since Pleryo doesn't hove
ony element0l $rengths, summon eilher
Shivo or lxion, whichever is doser t0 hit-
ling Overdrive. After toking domoge, use
your chosen oeon's blork mogk on ihelf t0
heol. ll Pleryo gels dose to 0verdrive,
stort using Shield.

lsooru lhen summons his version of Bohomul,
Spothi. Summon on oeon th0t ron heol ihelf
with its own block mogie, like lxion or 5hivo.
After using o spedol ottcck, Spofhi hegins o

countdown. When the rountdown reoches 0,
use Shield lo reduce domoge from the

|.,lego tlnre oltork.

wEAr0,llss
AB$RMOil
I llU lfY
HAU DAMIGE

o-
c

=

THEWATtrRLOGGED ONES
To the right ofTidus's starting position in the underwater channels is a blue chest where

thc trio can purchase items. Before proceeding, consider customizing one ofTidus's

weapons to get the piercing abiliry Most of the creatures in this area possess strong

armor. and piercing r.reapon. are mu.t elfecti\e against them.

Swim forward and around the corner until you see another Save Sphere. Make sure you

\rve your progress before proceeding into the round chamber.
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HP: 16,384 p000)
AP: 5800 (B/00)
WEAKT{ISI: Curc nrog(
STIA[: \'/oler Gem
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EVRAE ALTANA
You con use lrigget (omm0nds to strike the l0(ks on the gotes behind the chororters during

eoch lurn. This gives you lwo woys t0 fighl this zombified version of Evroe. You c0n strike the
locks ond run from Evrse. Eo(h lime y0u 0pen 0 gote, it provides on odditionolturn in whirh

io use 0 Soft 0n 0 petrified rhoroder (ontinue doing this through the chonnels until the p0rty
(optures Evroe in the linolseriion. In on endosed oteo, the boss susloifls more domoge thon in the
preYious oreo.

By lropping Evroe in lhe underwoter chomber, however, you'll miss oul 0n s0me voluoble items in
lhe submerged tunneh. Anoiher woy to defeot Evroe is lo use Phoenir Downs on the boss. 5inre it
is offlicied wilh Zombie stolus, tr,rio 0r lhree Phoeflix Downs will kill the bossl

The bottle will end neqr lhe Sove Sphere rother thon toking ihe rhorocten directly t0 the nerl
scene- Continue swimming lhrough the rhonnek, collecting the Avenger ond the Remutrh from
lhe two lreosure (hests.
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SEYltllOUR NAIUS, |IllOR
Tidus, Yuno, ond Auron will oll hove Trigger (ommonds thot ollow them to boost one of their

THE HIGHBRIDGE
Newiy reunited, the party runs into Seymour

again. Unwilling to sacrifice Kimahri, Yuna

and the others come to his aid.

There are two Save Spheres on the

Highbridge, one at each end. This area is an extremely good place to level up. IfYuna can gain enough AP, try to learn the Reflect

ability. Tiy to get each character into Overdrive mode but save the attack for the upcoming boss fight.

utes. Stort by pounding owoy 0t lhe du0 rllith Overdrives, if they ore ovoiloble. Do nol summon oeons,
betouse Seymour will immedioiely kill them. Insteod, use Yuno's obilities to heol ond restore life.

lf you ono* Seymour dhecly, he
will counter by to$ing one ol his
muhi-spelk, or he mighl eliminote
othoroder vrith Flore. H€ con oko
turn one ol your pony members to
stone. lf this orurs, immediotely
use o Solt on thol $oroder.

The prime torget in ihis fight is the i,lortibody. When its HP runs dry il will druin HP from Seymour'
tlowever, if olso rosh turo on Seymour. You con use lhis l0 your odvonloge by hoving Yuno cost Refletl on3
Seymour. Then when lhe Mortibody lies to heolSeymour, one of your porty members will be hecled insteod.
With Rellect in ploce, keep ottcking the li,lortibody ond eventuolly it will droin Seymour of all his HP

otlrib-

fiP: Seymour:36,000 i3500), l,\odib0dy: 4000
AP: 6300 (9450)
Vttll0{tss: l{one I
STEAI: SeymourrTeir0 llement0, M0dibody, llone

-)

wEAt0tISs
atsoRP 0ll
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''THE CALM IANDS
Gll: 320
DR0l: tl4ono Sphere
ST[A[: Poison fong

Git 980
DRoP: Pol'ver Sphere
ST[A[: Stomino Spring

HP:64000 AP: 6600
GlL: 3500
DR0P: Lv 2 ky Spherc
STTAL: tumr turloin

DRoP: Speed Sphere
STEAI: Sofl

Git r 100

Gll: 3d8
DX0?: Sp"ed Sphere
STtAL: Hyp".llo Polioll

DR0P: [4ono Sphere
STEAL: il ono Spdng

Gil: 1500
DR0P: A4ono Sphere
STIAI: Remedy

Gil: 750
DROP: Power Sphere
STEAL: Pdrlly Gr,node

Gil: 520
DR0P: t\4ono Sphere
STEAI: Sh ning Thorf

Gil: 750
DI0P: lllono Sphere
STIAL: Phoenix Dowfl

oir: {3
DRoP: Phognik Down
STIAL Ai4hed Polion

DRoP: ^4ono Sphere
STTAL tighining Gsm

Gil 530
DRoP: ^4ono Sphere
9TEAL: 5i ente Grenode

10.000 Grl
forplone Wind (x60)

5re0kl0 frther fuk".0r ilre fid Erlin n0 ori 0(".p1
iad,r  ouipo5r her r |c lq l r

I
cr?10

Je(hfsSphere
Aeoll's Soul
AlBhed ftlnrervol XX I lq7
AlBhed Primervo nlv l9

Coudy l,firrcr
Rusry Sword
ilBhed Prim".rvol. XW @

CAMPSITtr
The first part of this section starts in Macalania Woods. After saving your game,

head south through the crossroads and go past Kimahri to find Yuna.

In the morning, the group heads south. You should first renrrn to the campsite

and get the Lucid Ring I fiom a partiallv hidden treasure chest there. At the crossroads, continue west past a Bevelle

sentry to find anotherJecht's Sphere. 2

After viewing it, return to the crossroads and

continue east until the world map appears.
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,,)t To Monster Areno

Chocobo Feother

Chocobo Feoiher

To Remiem
rempre

5,000 Gil

To Covern of the
Stolen Fo)4h

FEATURES OFTHE SOUTHERN CALM I-.,TqfS---
Upon entering the Calm Lands, head west down the incline and Maechen will give you a briefhistory of the region ifyou desire.

Upon reaching the base of the valley, you can visit Rint Tiavelling Agency and purchase some very handy, but expensivei weaPons.

lfi :H ii:,iff:l[Iiffi :il',;],l t;:::iJiiliJ.
THE CENTRALAREA
Thereb a large, circular area in the center ofthe Ca.lm Lands with an Al Bhed trading post and a Save Sphere. Upon entering, the

party encounte$ Father Zuke, a retired summoner. On the far left side ofthe outpost is an Al Bhed with a message from Cid.

fuit lhe lr0din,Q 0ulp0sl 0nd rull 0'0und hehind I h Iind th s lreosure
iieslrlrrrloiI ng o LY 2 (ey Sphere.
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BELGEMINE'S CFIALLENGtr
Head southwest from the circular area to encounter Belgemine once again. $ She will call Shiva this time. You can

easily win this battle by summoning Ifiit, and healing itselfwith fire spells. For defeating Belgemine this time, you

receive thirty Power Spheres and the Aeon's Soul. This key item enables you to use inventory items to increase attributes

for your aeons.

z
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THEMONSTERARENA
From the two treasule chests, move north along the face ofthe cliff until you find a

passage leading east. Here, you'll find the Crusaders' ancient training arena. The

owner needs you to help him capture several escaped fiends. Ifyou agree to help him,

he will sell you weapons with the Capture ability. The monster arena is a source of

multiple rewards.

To save some G!I, consider purchasing only two of these wg4rons and customize them

for greater potential. Ifyou purchase the Taming Sword for Tidus or the Beastmaster

for Auron, customize it with the Piercing ability. Ifyou choose the Catcher ball for

Wakka, customize it with a status-inflictinq ability like Poison or Darkness.

After collecting all nine monster species, return to the moflster arena and speak to

the owner. The treasure chest he produces wont open until you get a certain key item

later However, speak to him again and you should receive sl'rty Faryrlane Winds!

Collect fiends from every area of Spira and take them to the arena. The owner will

then combine them to create powerfirl creatures that cant be found anlwhere else.

Some ofthem yield extremely rare prizes, t'you can defeat theml For additional

information, refer to the "Side Qrests and Mini-Games" chapter.

THE NORTHERN CALM I"{,NDS
Tlavel to the extreme northwest corner ofthe CaLm Lands. Qlip{hlly search

the area to find the Al Bhed Primer vol. )frIII near the cliff s edse. 4
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Move directly east along the cliff from the primer's location and speak to the woman

riding a chocobo. She can teach you how to ride a chocobo.

CHOCOBOTRAINING
To ride a chocobo across the expansive Calm Lands, you need to train one properly. This involves racing the chocobo from start to

finish in under 12.8 seconds. Since the chocobo is wild and tries to steer offthe path, it's somewhat difficult to manrge this.

However, ifyou can meet the required time limit, you receive a prize rnd permission to ride a chocobo across the Calm Lands.

Afterward, you will receive additional prizes whenever you manage to beat your best time.

Here is a rundown ofprizes you receive in each game:

Note that ifyou get a perfect time of 0:0.0 in the fourth game, you

receive the Sun Sigil.
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RtrMIEMTEMPLE
You can reach Remiem Temple with the help of a chocobo. Ride back to the

south enftance ofthe Calm Lands, and head east to the cliffabove the two

treasure chests. While still on the chocobo, examine the chocobo feather on

the ground to make the chocobo leap into a new area of the Calm Lands. After

dismounting the bird, run up the path to Remiem Temple.

Al Bhed Primer vol. XXIV

On the far left side is a sphere tiat explains

how to race chocobos around Remiern

Temple. Just above the sphere is the Al

Bhed Primer vol. )O(IV 5 Ifyou want

to race, go to the chocobo on the right

side ofthe temple and hop on its back.

The rules of the race will then be explained.

During the first race, don't worry about opening any treasure chests or using the shortcuts. Just race down the ramps in a

spiral pattern; it doesn't matter how many poles you hit. Ifyou can reach the center platform before the champion chocobo,

you will receive the Cloudy Mirror. 6 This

item will enable you to get all ofthe characters'

legendary weapons! For more information, refer
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Inside Remiem Temple, Belgemine waits to challenge Yuna. After gaining all ofthe

aeons, including the secret ones, return here and challenge each one of them. Ifyou

can defeat all ofthe aeons in the game, then the doorway at the back will open and

you'll receive the Moon Sigil. More information is available in the "Secrets" chapter.

LEAVING THE CALM I,.A.ND S
When you're ready to leave the Calm Lands, exit through the northeast canyon and use

the Save Sphere on the dght. The party then meets up with Seymour's minions.

This mosive creoture hos n0 inherent weoknesses. Stort wilh 0 p0rly 0f Yun0, Tidus cnd Auron, ond io.sl Hosie
using lidus. Then using Auron, pummel Defender )( with Armor Breok ond Mentol Breok. (eep Tidus in tlre porty

l0 cost Hoste on new porty members, ond bring in Lulu once Auront iob is done. \

While Demi ond Bio ore ineffective, spelk like Wotergo work wonders. Yuno should cost Proted ond Cur0 0n
everyone 0s needed. lf her 0yerdrive l|e0ler is ovoiloble, she will be oble to Grond Summon in no lime. Avoid
summoning unless the oeon 0r Yun0 is 0lreody in 0verdrive, be(ouse Defender X will moke shorl work of them.

After the battle, move to the dght side ofthe bridge. There is a sharp descent that leads down into the gorge. The Cavern of the

Stolen Fayth is the area where you can fight and acquire the secret aeon Yojimbo. It is also where you can find the Rusty Sword, 7

which is needed to acquire Auron's legendary weapon. More on both ofthese subjects is described in the "Secrets" chapter. The items

you will find in the cavern are included in the items list at the beginning ofthis section, as well as the enemies you will encounter.
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T.GAGAZET
Gll.: 1500
DR0P: Reiurn Spher"'
STEAI: tv 3 ]tuysphere

DRoP: irhno spherc
SIIAI: Anildore

llR 31,000 AP:6230
GiL 1200
DR0P: tllono Sphere
STTAL Renedy

Gil: 530
D[oP: l]r-Potion

jSTEAL: G'enode

HP: 12,800 AP:3/50
Gil:1080
DROh tl,lono Sphere
STEAI: Slor tufoir

DRoP: Power Sphere
STtAI:soulspfing

HPr23,000 AP:6540
Gil: 1350
DRoP: Power Sphere
lTtAt: lrher

'*'""' 1,.i ttr,*,*, rp,qsoo i',S rr,vo,i,, Ap:4500
Gllr 1500
DRoP: Relurn Sphsre
SIEAI; Lv. 3 ky Spher"'

llt: 4000
Gil: 0
DROP: I]/A
STtAtr N/A

DRoP: Pol,yer Sphere
SIEAI: Fire Cen

Gil:610
DX0P: l\,\ono Sphere
STIAI: tightnin0 Gem

HP:80,000 AP:
Gth 12,000
DRoP: Lv. 3 (ey SpheB
STEAL: Sh lllng Gem
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Gi[ 330
DR0P: l',\ono Sphere
STIAI| Iryoter Gem

*T'7t HP:40.000 AP:11.000
GtL 6500
D[oP: Relurn Sphen
SIIAL: Iurbo tlher

Gik 420
DRoP: Polrl/er Spherc
SIIAL: Woter Gem

Gil:  100
DloP: Pol,v'r Sphere
ST[A[: Grenode

Gil: /30
DnoP: Abiliiy Sphere
STEA[: Hl-Polion

Re(overy Rinq d
Stor Amluord '

Gil: 650
DRoP: Abilily Sphere
STEAT: tr\usk

Brosko's Sphere20,000 cil l\l.4 (ey Sph""re O
[,l".oo-potion(x2) 3 tv.lK"'ySphere O

tortun".sphere d
Retrm Sphere
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I
I

,..,

THE RONSO HOMELAND
After Yuna gains the permission of Kelk, speak to the other Ronso in the area and save

vour game. The taller Ronso on the right side sells items and weapons. Ifyouie low on

Hi Potions and Holy Waters, you should stock up immediately.

lf l(imohri hom't ocquhed fire Ereoth, Aquo Breoth, Thrust |(ick, Mighty Guord, D00m, Sl0ne Breoth,
self-Destruct or white wind, he should be oble to do s0 n'w. when one 0l rhe Ronso folh, rhe other will go
berse* ond inflict t'vke os much domoge os before. lf Kimohri hih Overdrive, use Mighty Guord. 0nly use
Aquo Breolh if the two Ronso ore slonding dose together, ond use Fire greoth if they surround (imohri.
Aho note thot you con steol some Lv. 3 |(ey Spheres from eilher Ronso.

THE CI{ALLENGE OF GAGAZET
After the fight, return to the gateway and save your game. The road ahead is fraught

with peril and few Save Spheres. In the area with lots ofledges on either side, hop onto

the top ledge to the right to find a hidden treasure chest containing 20,000 Gil. I Then

continue up the left side ofthe path until you find two Mega-potions. 2

As you proceed up Mt. Gagazet, you'll encounter graves of fallen summoners ancl

guardians. Continue up the zigzagging path, until you find a short and narrow path

heading north around a large rock. At the end ofrhisparh is nr""t ut Spt 
"r". 

I tf tii,

is the third sphere you've obtained, Auron will learn a new Overddve.

COMBAT ON MT. GAGMET

From this point on, enemies become extremely power-
ful. The ThreoteB obility works greot 0g0inst Boshuros
ond other lorge enemies. Also, ontinue t0 (0plure
enemies os you climb li4t. G0g0zet. Try t0 (opture
ol leost oncol eo(h kind.



From Wantz's location, descend the slope. When it rises again, look for a sma11

spot under thc path to find two treasure chests. Open these for an HP Sphere and a

Lv.4 Key Sphere. Head east from here and then north to another grim landmark.

BATTLE PREPARATION
After possing the nexl Scve Sphere, you will engoge in 0ne 0f the toughest botlles yet. T0 pre-
p0re, fight unlil Yun0 0nd sll ol her oeons ore in Overdrive mode, 0s well 0s 0ll the other porty
members. Stori the bottle with Tidus, Yun0, 0nd Kim0hri.

Continue up the path until you reac.h a

"T'Lintersection. Keep going straight to find r

Defending Bracer, which is lintastic armor for

Auron. Then return to the intersection and

head north. Around the next corn€r, you mect

O'aka's brother, Wantz.

HP: seymour, /0,000 (3500); ltlorri0rdis: 4000
AP: Seymour: 10,000 (15,000)
WIll(NlSS: Nore
STEAI: tlixerSEYl\llOUR FLU)(, IIIIORTIORC

Seymour provides o much lougher chollenge lhi5lime 0round. Tidus, Yun0, 0nd Kimohri oll hove the lrigger
Commond option 0f i0lking to Seymour ond roising their Strength 0r M0gic Defense.

rs
WtAl0llsi @----
A0Sd[pIto C]>----
ll llrMlY i, o----
HAl.t DAllaGE@----

Use Tidus t0 (ort H0$e90, ond hove Yuno use
her Protert spell on everyone. Seymour 'rrtill
occ0sionolly c0st Dispel 0n the \,Jhole gr0up,
thus nullifying your hord work!

Seyrnour's (ros (leove otlo(k (0n deplele over
2500 HP from eoch pofi member! However,lhose
rovered with the Protedspellwill only toke holfthel v t e r s u  r n "  I n e  |  , u , E u  J P s r  t r n ,  v x , t  , u ^ E . , v , ,  , , , r

domoge. Seymour concentroles on o poitern of eliminoling choroders individuolly. He will use Lonce of Atrophy l0 inflid zombie 0n 0\
choroeter.0n his nextturn, he will cosl Full'life to deplele the thoroter's HP You only hove one turn between both of Seymourt
ofiork, s0 use il l0 0dminisier o Holy Woter io the offlicted chorocter. Ako, try to Silen(e Seymour s0 he (on't cost ony spelk, ond don't
forget lo use Bio.

When the i40rtiorchis hegins to rhorge up tlre Tolol Annihil0tion 0its(k, it will perf0rm it in
two or three furfls.One 0f your rhoroders needs l0 perlorm on ottock thot will redure oll of
Mortiorchist HP This couses the rhoriott0 siphon more life from Seymour ond deloys the
otts* somewhot llt best fo bring in Auron ond Lulu 0l this noge of the fight Seymour
oho storts usiry flore spelk, so rost Shell ond Proted 0n your porly members. AIler surviv-
ing the lotol Annihilotion oltork, quickly use o Mego-Potion to recover. This is when you
mn st0rt iummoning your oeons to help finish olf Seymour. Eod oeon will only get in
one shot, so moke sure it's in (herdrive mode!

Even wilh olllhese poinlers, there is $ill 0 @rtoin elemenl of lnck to surviving this bottle. Moke sure your chqroders ore oll odequoiely proiecied between
eoch of Seymour's turns.
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CAVERNS OF
DARKNESS
After a quick nap near the falth clusrer, conunue

up the mountain into the caves. A stuange hole

next to the Save Sphere prevents you from

continuing north. Go through the

the west until the party reaches an

area. Tidus, Wakka, and Rikku will continue

onward without the others.

(OMBAT IN THE CAVERNS
h t0kes some sm0rt todi(s to toke down lhese
tough nerr enemiesl After using Armor Breok 0n
0 Dork Flon,ony choroder should be oble to
domoge it effedively.

Eehemoths ore resistont to m0st st0lus efferts, s0
use oll of Auront Breok obiiities ond (ost Hoste
ond Protect on the porty. Bio oko works well.
The Mondrogoro will inflid multiple st0ius effects
with its orhu Donce. Use Sleep Bu$er ogoinst iL
ond then deplete ih HP with Demiond tirogo.
Bio works well here, too.

#8'

I st Triol prize:

Lv. I Key Sphere
To Zonorkond Ruins

caveln to

Slor Armgourd

Relurn Sphere



THE FIRSTTRIAL OF GAGAZET
As.the opening in the shield rotates, press (8 to throw the ball through the

shield and hit the glowing orb in the middle. Simply watch the speed and

timing of the rotating shield, and you shou.ld have no trouble hitting it. A

fteasure chest appears in front ofthe shield containing a Lv. 1 Key Sphere.

NEWPATHS OPEN
Return through the water to the area with the Save Sphere. The massive hole has

been replaced with a stairway, so ascend the steps and move north to the next

watery area. The trio will split off again to swim ahead.

BOSS PREP
trom lhis poinl lhrooghlhor,ohoinder of ihe gome, you should prepore for the
upcoming bosr fighls by summoning ollofYuno! oeons during r0ndom bottles in
hopes of hoving them reoch 0verdrive mode. Don't wasle lhe 0verdrive ottock on o
regulor enemy, but insieiid'mve if forfie lough boses to rcme.

THE SECONDTRIAL OF GAGAZET
Swim to the end ofthe second channel to find a set of tfuee lights. You need to guide

each character into one ofthe colored lights. The colors correspond to each character's

color on the Sphere Grid. They are:

Passing this trial causes a tueaswe chest to appear. Inside the chest is a Fortune Sphere.

GAGAZET I.INLOCKED
Swim back tltough the tunnel and return to the area near the Save Sphere. Rocks have '

fallen in the south passage, paving the way to yet another short swim. There are two

teasure chests near a cliff on the other side ofthe channel. Get a Return Sphere and

a Recovery Ring i from the chests and return to the Save Sphere. As you move west

dowl the first corridor, you'll see that boulders have created a path to a previously

inaccessible treasure chest. Grab the StarArmguard f and go back to the north passage,

A path has now formed heading up the left side

ofthe second chamber. Cross the rocks until

Yuna and Auron have a conversation, and then

use the final Save Sphere and exit thti caves. Your

arriral at tle summit is greeted by a particularly

virinrr< nrntcrtnr
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SAN CTUA RY KE E P E R fr,I!.i{*'.'iiJl,
Begin this fight with Tidus, Yuno, ond Auron.

C0st H0slego ond Proteci 0n lhe enlire porty,
ond use Auront Armor Breok ond Mentol
Breok ogoinst the fiend. After breoking down
its defense, swikh other chorocters inlo Auront
rpot. Remember t0 cost Ho$e ond Pr0ted 0n
eoch new fighter you bring in.

Cost Re{led on the creolure ond lhen summon
0e0ns thot ore in Oyerdrive mode. Eorh ceon will
only gel one shot, ond ihen the
Sonctuory (eeper will use Mono
Breolh to eliminole them. Afler
the Scnctlary Keeper loses holf
iB He ft will ofiempt lo cost
Curogo on itself. With o Reflect
spell in ploce, one ol your
porty members will reop the
rewords from lhe soell insteod ol$e monsler

This bos hos on ottork potlern. lt $orls with Photon Wings, followed by two regulor
otto*r, Mono Breoth, ond then tnro (urogos. Ihe Sonduory Keeper will sometimes
counter with Joil Sweep too. li's imporlonll0 proled your porty memberr 0g0inst
the st0tus effeds of th€ Photon Wings ottock, so equip your ch0ructers to pro-

tecl ogoinst Sleep, Silenre, Dorkness, ond (onfusion.

r8c



GiL 1200
DRoh i[ono spherc
SIIAI: Remedy

Gll:1080
DRoP: i4ono Sphe'e
SIIAI: Siof (urloin

DloR Po|,ver Sphere
SItAl.: llher

DloP: Abilily Sphere DRoP: tv. 2 Key splrerc
SItAL: Hi Potion STIAI: Lunortufoin

#',.ii*' ;;,r;;#in,oroo i,.idai'
GlL:7000 GlL:9000
DR0?: Lv.4 KeySphere Dl0P: Lv.3l(ey Sphere
SIIAI: Etfrer SIIAL: ^,\eoo Polion

0esend fhe 50F5. l:oihei ien! on youJ !r!y to
In9 000te.

DR0P: Hi-Potion
SIEAI: Holy l,l/otel

DRoP: Phoenix Dol,n
SIIAI: Hoy Woter

DloP: Abiliry Sphere
STIAI: tondle ol lifu

Sun G,slfortune Sohere J
SoirituolTorqs @
r0.000 6i l
hiend Sohere e
Lv.3 Kev Sphere ||
turk Sohere d
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FIENDS AMONGTHE EAYTH
Navigating the Zararkar'd Ruins is rather simple. Unt you reach the dome, you will

encounter fiends from Mt. Gagazet. Inside the dome, the fiends are much stronger

Use Armor Break and Mental Break against Defender Z. Ifyou encounter a Fallen

Monk, use a Phoenix Down to instantly kill him. AIso, try to eliminate YKT 11s

before all other enemies, or they'll eject individual party members from batde with

their Thrust Kickl
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10,000 Gil

When the roads seem stacked on top of each other, search for a path up to a treasure chest on the upper level and claim 10,000

Gil. Eventually, you will come upon a ghostly image of Seymour as a child. When the ghosts fade, search the eastern platform of

the intersection for a Friend Sphere.

irlh?n irrr55 n! lhr C0b' :, 00[ I0r 0 pr":h liC r! dr?,n l0 0 tu 3 l(ey
Sphere.

ZANARKAND D OME-CLOI STER OF TRIALS
Follow the ghosts into the temple. Dont miss the Luck Sphere amid the debris on the right side, and save your game before enter

ing.'[he trial of Zanarkand is the simplest but most time-consuming one yet. You cannot obtain the secret item in this area until

later in the game. Check the "Secrets" chapter for more information. Your only reward for now is an extremely dangerous bossl
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Step onto lhe green squore neor
the enlronre to ortivote the floor
puzzle.

The puzzle solution h dhployed
on the for woll. Refer to lhe
screenshot to determine where
to slep.

e

(o

DO
oIt

e0.
fton
rirdr

Siep on the (orred white floor
switrh lo orlivote eoch puzzle
piece. Triggering on in(orred
floor swilch couses lhe puzzle lo
reset

After you octivote oll of the prop-
er floor designs, the door lo the
nexl rhomber opens. Six
pedestok then slide inlo the
room,lhree on eoch side.

Push lhe norlhwest pedestol ond
o new puzzle solution is dis-
ployed. Enler the nexi room.

This is lhe solulion for the
norlheosl pedestol puzzle.

Go to the sraen displq ond prcs E t
rrlolir 0lllhe solrrtions 0pp0r,shp 0rr lhe
floor swithes to rrtivote ollthe pierer
rholyn i[ lhiJ $reenshot lf Fu rtep 0n 0
piee tfi0 is notshown, dre puale will
rent lf you forgel where dre proper floor
designs 0re, de lhe rff€en displ0y 0g0i|].

This is the solulion for the
soulheosl pedestol puzzle.

After you complete the puzzle,
o symbol oppeors oround lhe
(entrolrhosm.

This is the soluiion for fie
southwesl pedestol puzzle.
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Insert the Kiliko Sphere inlo the
pedestol on the west side ofthe
{irsl chomber.

Afler completing oll{our puz-
zles in lhe lorger chomber, toke
tha Kiliko Sphere from ihe
left side olthe screen disploy
ond rejurn to the fir$ (homber.

The chollenge in this fight h ovoiding the Spedrol (eeper's counterottork ofier
your initiol ottock. ltt impo ont t0 position most 0f your porty out of hormt

woy before otlocking the bos. Storl wilh o porly of Tidus, Yuno, ond Auron. Equip
everyone with ormor beoring Berserk Word or Berserkproof if ovoiloble.

(o$ Hostego immediotely so the rhcraclers con move oui of the woy before the
bos finds them ogoin. Move iwo (h0roders to (ir(les behind the Spedrol Keeper,
ond leove the chqrocter with the highesl HP out in front t0 keep lhe monsler distrod-
ed. 0thenrise, it will turn t0 0tt0(k ihe eniire porly. Hove Yuno (osl Protect 0n the
frondine person, then let lhot person ottork. The boss l]vill lhen counter0tto(k, slriking ihe three
cirdes in fronl of it lt might oho use its Berserk Toil otlock, berserking the torget.

Glyph mines willform on lhe surfoe oflhe drdes, und lheir explosions meon
cerloin deoth. $etk the CIB Wifldow lo determine when eoch mine will
explode. Use lhe trigger omm0nd Move t0 estope lhe explosion.

This couses the gionl chosm lo
glow. Ako,i new Sove Sphere
oppeors in the first chomber.
Sove your gome ond prepore lo
fight o boss.

SPECTRAL KEEPER ffi-$$irffi

-

THE FIRST LADY OFYEVON
Follow the party into the bowels ofthe tem-

ple. After meeting Lady Yunalesca, record

your game at the Save Sphere near the ele-

varor. It. r ime for another batrle, this time

in three stages!

Sinte oeons ron'f e*ope glyph mines, they die qukkly. llthey ore sum-
moned, they'll only hove lime for one 0verdrive. S0, summon 0t your otrnrisk.

RE(HARGE Y()UR ()VERDRIVESI

lf you used your choroders'0verdrives in lhe lcsl boss fight, you should
consider returning to lhe dome oreo. Fighl some fiends until you refill
your rhorcders' 0verdrive gouges.

Reiurn to the lorger (homber
ond toke the Besoid Sphere.
Inserl thk into the finol pede$ol
in the firsl chomber
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WEAK Ess <D).D.D-
ABSORPTIO <I)- ..
lMMuttlfl C).>.D-i-
HAIF DAMAGE <D).-.D.>.-

Before pro(eeding intolhis fighl, you need t0 equip your poriy memben with 0rmor th0t will
pr0ted 0g0in5t slolus effedr. In p0rti(ul0r, slolus effects like Deoth, Zombie, Dorkness, Silenre,

ond Sleep.

Yunolescot first {orm is e0sy l0 defeot, s0 don't use ony Overdrives yet. Yunolesto
responds lo eoch physirol otiock by inflicting D0rknes, ond eoch spell cosi on her is mel
with Silence. She oko responds io Specioltechniques, such 0s Ste0l, l.l/ith 5lsep.

ln her second form, Yunolesco unleoshes o new otlork, Hellbiter This ottock inflirts
zombie stotus on your choroders, so quickly rse o Holy Woter or Remedy. Yunolesco
will then cost heoling mogi( on rhoroderr t0 d0moge lhem, so if you remove the zombie
effeo quickly enough, you con benefit from this. Moke sure thot Hoste is in elfert on the
entire porly.

Itt impodont lo keep 0 bolonre between hoving ch0rocters wifi the zombie effect while some remoin nor-
mol. Another woy to hondle the stolus €ffeds is l0 srlilch out porty members whenever ihe need orises.

When the true foce o{ Yunolesro is reveoled, cost H0ste 0nd Proled 0n the entire p0rty. Also, do not
remove the zombie effect hom the poriy. Any choroder who is noi offlided with zombie will be killed
inslontly when Yun0les(o performs her Mego-Deolh ottock.

lf o chorocter is hit with Regen, use Yuno's Dispel
l0 remove lhe ronst0nl heoling efled without
negoting the Zomhie effec. Aho, bring in some
0f your slrongesl0e0ns ond perform their
Overdrives.

FATE IS SEALED
Scarch the battleground ibr the Sun

Crest, and then ride the eler-ator back

to the surface and exit the dome.

WaIk eround outside until Cid

arrives in the airship.
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When Yuna leaves the bridge, follow her up

to the cabin upstairs and speak with her.

After Kimahri makes a suggestion, return to

the bridge. Now you have command ofthe

airship. Talk to Cid, and you can go any

where in Spira byjust pointing to it on the

wo d map.

FI.INCTIONS OF THE WORLD MAP
Th-e "List" option displays the places the party has visited, and includes a new one-the Highbridge. Since the pafy has

decideldto visit Maester Mika, the Highbridge ofBevelle is highlighted as your next destiration.

The "Inpiut" option allows you to enter the answers.to three Al Bhed riddles from different locations of Spira. Refer to the

"Secrets" thapter to discover the three passwords decoded.

The "search;t option enables you to move the cursor across the map and search for hidden locations. A.lso, you may have

noticed areas or treasure chests that you couldnt reach no matter how hald you tried. This is how you find them!

Check the "Secrets" chapter for exact coordinates.



SIDE qUEST TIME!
Before rushing offto fight Sin, your characters may need a litde more seasoning. It will be easier to reach the end ofthe

game if you visit a few extra places off the beaten path. For the complete rundown of all the side quests and mini-games,

please read rhe "Side Qgests and Mini Game." chapter

HiddenAeons

Z

You can now acquire addi-

tional aeons. For more infor-

mation on what you need to

do, refer to the "Secrets" chap-

ter. It reveals all the information

required to access every hidden

aeon in the gamel

Monster Arena Revisited

Try collecting fiends from all

over Spira for the monster

arena. You can obtain some nice

prizes ifyou keep the owner

h"PPy.

Hidden Legendary Weapons

You can search for each character's hidden legendary weapon.

You can learn more information in the "Secrets" chapter.

Chocobo Tiaining, Cactuar
Chasing, & Thunder Plains
Revisited

You can do some more chocobo training

in the Calm Lands, and you can also

return to Sanubia Desert to chase some

Cactuars. Or, rerurn to the Thunder

Plains to dodge Jightning bolts. For more

information about these topics, turn to the

"Side Qrests and Mini-Games" chapter

Omega Ruins

Another topic covered in depth in the "Side Qrests & Mini

Games" chapter is the hidden dungeon, Omega Ruins. There is

no better training ground for your characters, but there is also

no place more dangerous. Omega Ruins is also the home ofone

ofthe most powerfirl bosses in the game.

AURON'S OVERDRIVES

Remember thoi ihe spheres Auron needs lo ocquire his overdrives ore now
scoltered oaoss Spiro. The lor0tions ore Iisted in lhe rh0r0ders chopter titled
1A Summoner ond Her Guordions."
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BACKTO THE SHIP!
Ifthings get too rough, you can use any Save Sphere to return to the bridge of Cid's airship. A way to make additional Gil is tr

visit Omega Ruins a bunch of times and then sell all the extra equipment you collect. Some of the better items at"Omega will

AI
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Life

1a1n
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Onr
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sell for 10,000 to 20,000 Gi.l each!
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llP: 2800
Gil: 650

HB d7,500
Gil: 1850
DloPr Power Spherc
STIAL: Heoling Woler

GiL 2200
DRoP: Polrller Sphore
STEAL: fleoling Wolel

Gi l :  l l l l
DRoP: Power Sphere
SIIAI: Lighltu oin

Gi[ 840
DRoP: l,,\ono Spherc
STEAL: Silen(e 0renode

7400

DRoP: Ablliry Sphere
STEAI: lllusk

0il: l4/0
DR0P: i4ono Sphere
STIAI: Pelrifo Grenode

Gil: 1900
DRoP: i4ono Sphere
SIIAI: Remedy

Gik 1070
DRoP: [4ono Sphere
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THE HIGHBRIDGE
Return to the Highbridge at Bevelle, and move

up toward the monks guarding the high court.

AREYOU PREPARED FOR SIN?
Odds are that ifyou've completed a couple of side quests and survived several trips to the Omega Ruins, you're in good shape

to face the final bosses. Also, havid all the aeons in your possession should make things easier.

We suggest that you fight the final bosses by yourselfwithout using the book. Then, ifyou have no luck, read our boss strate-

gies and take note ofany character-specific abilities mentioned.

Some abilities that are useful in the final boss fight include Doublecast, Ultima, Holy, Qrick Attack, Fu1l Life, and Auto-

Life. By referring to the Sphere Grid, you'll see that these abilities are pretty far apart. However, the'Abilities" chapter con

tains some tips on the best ways to move around the Sphere Grid. Ifyou're short on Lv 3 and Lv. 4 Key Spheres, you can

obtain a good deal of them in the Omega Ruins.

After a few trips to Remiem Temple, you should be able to use items to customize Yuna's and Lulu's weapons with the

One MP abiliry Imagine being able to cast Curaga, Ultima, or Holy for only one MP! Your armor should protect

against confusion, berserk, and petrification.

Gil: 2200

Se,,'rr llrr Let I r se".,'r lhe R 0lrl | ll
ffimffio'r'!(r'v'E'

DNie(] t ! f  behrei ld" ' \ l ror
ihr ci|51[a
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LEFT FlN, RIGHT FIN rfr,*,iir,,,r," jT::Hr*
Stsrting ihe first fhree b0ss fighh is os eosy os pointing (id toword Sin, ond then

stepping outside ihe ship. The first tr,vo bottles ore fought exoctly the some woy.

Stort the bottle with lidus, Lulu, ond Yuno in your p0rty. Cost Hosleg0 on the entire
porty l0 speed up your turns. Then hove Yuno rost Shell on everyone ond moke Lulu
Doublecost Flore or ultimo.

lf you don't hove these obilities, summon oeons ond use their speciol ottorks. You ron
olso use the higger commond to drow the ship doser to Sin. Ploce Auron in fie group
and use Armor Breok, while Tidus, Rikku ond Kimohri strike the Iin 0t dose r0nge.
Move lhe ship bock out ofier everyone gets in one hit, becouse Sin couses much more
domoge oi close ronge.

You fighl the Righl Fin using the s0me t0dics. Just remsi Hoste on everyone ond you're
set. Sove your Overdrives for on upcoming botlle.



SlN, SlNSPAWN GENAIS g*N,li ffiffi**il*
The sinspown obsorbs ony mogi( (osl 0t Sin, s0 l0ke it out first. Cost Slow ond Silence on Genois.

By rosling Silence, you con prevenl it from (osting CuI0.

0nce Genois crumbles, the group odvonces on Sin's weok poini. Physicol attocks won't inflicl much dom-
oge uniilyou use Armor Breok. ll Rikku or Kimohri hos lhe (opytol obilily, you (0n switch lhem inio the
light. t'love Lulu Doubleoit Florc or Ultimo, depending on her remoining MP Then hcve Yuno tost Holy,
onrl moke the third penofl in your porly (opy(ot Holy if posible. Bring in Rikku to heol ond cure Venom
slotus with Al Bhed Polions os needed, ond focus Yuno on costing Holy or summoning. Agoin, ovoid using
your choroders' 0verdrives during lhis bottle. You wlll need them lo survive the next encounter.

Before the fight begins, m0ke sure the p0rty is equipped wilh ormor thot proterts 0g0insl pellifico-
lion, ronfusion, ond zombie. This fight requires o lot more speed ond power lf 5in monoges to cost

Gigo-Gr0vit0n, lhe porly! finished. Sl0rl wilh Tidus, Yuno, ond Lulu.

Doubleco$, Hostego, Quick Attotk, Armor Breok, cnd Mentol Breqk ore oll extremely useful in this bot-
tle. When the fighting storh, (0sl Hosiego ond stort Doubletosting Flore or Uliimo. Hove Yuno cost Holy,
ond use Tidus lo heol or ture petrifkotion.

Bring in Wokko ond unleosh his Overdrive, ond hove (imohri perform Fire Breoth. use Rikkut Spore
(honge obility ond tos 100,000 Gil 0i Sin to infli(t 9999 HP domoge. When Sin pulk you in furlher, use
Iiduls, Auront, ond Rikkut 0verdrives. lf 5in gels dose t0 its Oveldrive, bring Yuno botk in ond sum-
mon your slrongest oeofls.

WEAK [5S <D)----
aBsoRpTtoil <=)----
lfilmu W O----
tlAu DAIIIAG[@----
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HP: r40,00q (r0,000)
lPr 20,000 {30,000)
I'VEA|0|E5* l{ose
ST[A[: hiei, Supreme 6em
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| (24,00)
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THE SEA OF SORROW
Aftcr defeating Sin, thc airship cntcrs the creature's shell. This doesn't

mean, however, that you cant do more exploring outside.

Use the maps to find 1'our way through this area. Treasure chests are located

at the top ofwaterfalls. To reach these valuable items, you'll need to take the

long way around. Upon reaching the

platform decorated with Seymour's

staves, you know what's coming next...

Speciol Sphere

z

HP Sphere

Four-on-One

TOUGH MONSTERS!
Mony fiends inside Sin ore like minibosses. Although lhis is 0 greol 0reo t0 level up your chorouers,
don'l wonder for from o Sove Sphere.

Note thot B€hemoth Kings will .osf ileieor when killed, which ton seriously dorog, your. po,fi HP
T0 counler lhis 0tt0(k, (ost Aulo-Life 0n y0ur entire porty before lhe bottle ends. ,

t

L v 3 K e
Sphere
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S EYM0 U R 0M N I S f'*itr*$id#,__,'*
Before dimbing the stoirs neor Seymour's stoves, equip porty members with ormor

lhot obsorbs or nullifies elementol oflocks.

t The wheeh behind Seymour deiermine his elementol.pr0pe y. He ir vulner0ble t0 the
lopposite properly, whkh you con see by using Scon. ltk impo ont t0 use Armor Breok,
Mentol Breok. ond Nulsnelk in lhis bottle too.

0ccosionolly, Seymour will ottock the Moriiphosms behind him, shifting his elemenlol
choire. When this oasrt, bring in Kimohri ond Auron to strike the Mortiphosms. You'll
need $lokko to hit the highest Mortiphosm. When
four orbs of the some olor ore lined up oround
Seymourogoin, summon on aeon or bring Lulu
bork for more Doublecosting. After Seymour
costs Dispel, he will cost c powerful version of
Uhimo. Keep in mind lhot Seymour will even-

- tuolly Bonish your aeons.

wIAt0'lEss
aBsotP otl
lllltrtuNlll
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TOWtsR OFTHE DtrAD
Continue past the Save Sphere and search the

right-hand wall for a glvph. A message hints

that you need to kill 10 ficnds to open the

door After killing 30 fiends to open three

doors tota1, pick up a Lv. 4 Key Sphere.

When you reach a square platform with a Yevon symbol, stand on it momentari\r It will lift you up to a treasure chest wlth Wakka's

Four-on-One. Across from the Four-on-One treasure box, push the bridge dovr.n to find a Defending Bracer. !-urtl.rer up, look for a

ramp down to a chest containing 20,000 Gil, and step on the platform beside it to access an HP Sphere and a Defense Sphere. A

lift back down to the ground is near the second item.

=

'.']

Continuing northeast, look for an alcove along tl.re south wdl to find a small building.

will slide down a long spiral. At the bottom is Yuna's Laevatein. To exit this pit, move

th. E bl.rtton appears. continue to search for

poihts to climb out of the hole. Continue up

the ramp unril you find the final Save Sphcrc

in the game.

Enter the building from the south, and Tidus

e long rhc  wa lJ  re r r  to  rhe  , r " , ' " r 'a  . l  . . ,  u '  f l



As you proceed north, the Tower ofDeath crashes to the ground. Move towards

it to enter. Inside, icicles will begin to shoot upward from the ground. A fight

ensues if one strikes you.

To make navigation easier, stand in one spot until the camera rotates around to

show the area better. If a white light starts to glow under Tidust feet, move against

the direction the camera is rotating so.that you can still see the area. Small colored

crystals will form and fade away. You must run up to these and touch them before

they disappear to gain items contained within. After 1,ou acquire 10 items, the fina1

showdown will begin. Don't forget that you have one last chance to properlv equip

your characters before the final boss fight begins.

TAST CHANCE!
ll should be noted thot this is your lost chonce to do onything eke before the end 0f the g0me!

wax tss

z

BRASKA'S FI NAL AEO N $-iffi:,T:m' 
20000 e'nd'm

The strotegy (ontoined in this sedion could v0ry depending 0n the pcth your chorocters'took on the Sphere Grid. You mov
need i0 odiust your own str0tegy 0cordingly.

Although lhe Yu Pogodos ottempt to heol the finol oeon, do not woste 0ny time trying lo disoble lhem. Use Auront Zombie
Attork on the finol oeon, so thot the Pogodos will domoge the boss every time they try i0 (ure it. 0therwise, Doublecost Flore on
the enemy ond keep everyonet HP extremely high when the second portion olthe botile begins.

During Tidus's furns, he hos the option 0t tpeoking. Tolking to the bos greo y redures its Overdrive gouge. tlse ihis only when the
bost 0verdrive gouge is olmost full. Sinre this option only works o rcuple oftimes, we recommend using it 0t 0 l1ter point in the
bottle.

Alter losing 60,000 Hl the finol oeon lrondorms. (osf Protecl ond Auto-Life if ovoiloble. lf your rhorocters' gverdrive gouges ore
Iull, use them now. Akq conlinue l0 Doublemsf your strongest spelh. (ost Hosie 0nd odminister Megc-Potions ond Megolixirs os
needed.

When dre finol oeon! 0verdrive gouge gets obout threeJourths full, tolk to it using Tidulr trigger (0mmond. 0nce its Hp folk
below 30,000, summon your strongest oeons ond use iheir 0verdrives t0 finish ii off.
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This section includes descriptions ofside quests and mini-games that you might encounter during the game. You

to complete some ofthese tasks to acquire and activate many ofthe legendary weapons.

LICHTNING DODGER
In the Thunder Plains, the lightning never stops. By

pressing e when the screen flashes, you can dodge the

lightning. Ifyou dodge the lightning a number oftimes in

a row, you arc rcwarded with certain items. The items

appear in a ffeasure chest our.ide the Travel Agenry

For example, the Venus Sigil, which is required to unlock Lulu's legendary weapon, is gained by dodging lightning 200 consec

utive times. To accomplish this, equip with the No Encounters ability and roam the area. You can track your progress by exam-

ining the book that appears on the right inside the Tiavel Agency once you've dodged two bolts in a row.

Getting struck by lightning depletes HP flom your characters.

Ifyou have a penchant for pain, you can actually rcceive pdzes

for surviving consecutive bolts of lightning.

BUTTERFLY CATCHER
In Macalania Woods, you encounter a creature who explains the butterfly catcher

mini-game. To begin the game, move toward the closest butterfly. You have to chase

down seven blue butterflies before times runs out. Avoid the red butterflies because

they'llcall powerfirl fiends and remove 1 second ftom the remaining time. Ifyou

catch all seven blue butterflies before times runs out, a new treasure chest appears.

The chest will disappear ifyou leave the area, so dont forget to open it and claim

yovt ptoe.

You can take part in the butterfly catcher game in two areas. The first area is in Macalania Woods-Central, near the creature

who explains the game. The second area is in Macalania Woods-North.

This mini-game gets more dificult as t}te story progresses, but the prizes keep getting better, too. At first, the timer is set to

40 seconds. Once you defeat the Spherimorph, it becomes 30 seconds. Lastly, once you gain contuol of the airship, the

number ofred butterflies significantly increases. Return to Macalania Woods in the airship and succeed in both areas to
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gain the Saturn Sigil, which unlocks the potentia.l of Kimahri's Spirit Lance.



ILIAGE OF THE CACTUARS
iontrol of the airship and retum to the Sanubia Desert. There is a large rock with a pictue of a Cactuar on it. Each time you

the rock, you receive a clue to help find one of 10 hidden Cactuars in the desert. After finding each one, you are challenged

game of"Red Light, Green Light." Ifyou successfully touch the Cactuar before time runs out, you will fight it. No matter the

of the batde, you will receive a sphere bearing the name of the Cactuar. If you lose at the game of Red Light Green Light

times, you'I1 only receive a Sphere del Perdedor. Return to the rock and place whichever sphere you obtained into the rocL

doing so, you receive a new clue telling you where the next Cactuar is hidden. The locations ofthe Cactuars are as follows:

After placing nine spheres of either type into the rock, the sandstorm protecting Cactuu Village wiil come to a stop. Search inside

for lots of Cactuar encounters and two special treasure chests. One contains the Mercury Sigil. The contents of the other chest r,ary

depending on your performance.

CHOCOBO TRAINER
In the Calm Lands, speak to the lady on a

chocobo. Agree to train chocobos, and she

will reach you how. There are four exercises,

You must finish the exercise properly and

beat or tie the time Jimit set by the trainer. If

you do, you'l1win a valuable prize. The next

time you try the same exercise, beat youl best

time to win another prize.

Once you train your chocobo in the first e"xercise, the trainer will allow you to advance to another exercise, until all four exercises

are ievealed.

WOBBLYCHOCOBO
This race takes place on a wild chocobo that refuses to run straight toward the finish line. Press the left analog stick left and right to

stay on course. You must reach the finish line in under 12.8 seconds. Once you succeed, you can ride a chocobo in the Calm Lands

any time you want for fiee, just by asking the trainer.



DODGER CHOCOBO
This chocobo is easier to steer, bur ]'ou must dodge incoming blitzbdlsl Ifyou get

hit, the chocobo becomes momentadiy stunned. This makes it much more diffi-

cult to cross the finish line in tim".

HYPER DODGER CHOCOBO
This game pits your chocobo against volleys of blitzballs and birds! Try to

stay close to the line ofballoons, and then move towarcl the center as each ./rf ' 
,, '

,(- ,t ' '
cluster ofballs and birds flies toward you. 

{{ 11'

CATCHERCHOCOBO U
\

Race the chocobo trainer from the entrance ofthe Calm Lands to the northeastern \

exit, dodging blitzballs and birds. Each bird that hits vou adds three seconds to 1,our total

time, while each balloon 1rcu collect subtracts three seconds. Winning this race enables

Tidus to reach his legendary weapon at the north end ofthe Calm Lands.

Furthermore, ifyou can successfully beat the chocobo trainer with a total time, minus

all balloon adjustments, of 0:0:0, then she will give you the Sun Sigil required to activate

Tidus s Caladbolg.

REMIEM TEMPLE
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In the hidden temple in the mountains east ofthe Calm Lands, you can battle against

any aeon that you have acquired by challenging Belgemine. The first time that you win

against Belgemine's aeon, she will reward you with rare items. Defeat her Bahamut, and

she will give you the key item Flower Scepter. After fighting and defeating all ofthe

aeons in the game, including the Magus Sisters, Belgemine hands over the Moon Sigil,

which removes the No AP ability from Yuna's legendary weapon.

To acquire the Cloudy Mirror, you must win the chocobo race under Remiem Temple

Winning the race is quite easy, even on the first try. To improve the item you win in this

race, you need to use as many shortcuts as possible and avoid hitting any ofthe poles.

THE MONSTER ARENA
The monster arena is in the eastern part ofthe Calm Lands. The owner sells weapons with the Capture abiliry The owner will then

ask you to capture fiends from all over Spira,

You'll get prizes when you return to the owaer with the requircd creatures. Sonre ofthem are extremely rare. Lt ""dditiorl, you .urt

also fight unique creatures that the owner creates from captured fiends. Prizes me awarded each time you accompJ-ish one of

the following:

CAPTURE ONE OF EVTRY FIE}ID IN EVERY ARIA.
CAPTURT I{) Of EYERY TIEND OF A SPTTIFI( SPTCIES.
TIPTURE 10 OF EVERY fIEND IN T\ITRY AREA.

Complete a total of 10 ofeither Species Conquest or Area Conquest for the ll4rrs Sigil,

which unlocks the potential of Auron's legendary weapon.

CAPTURINGTIPS
While backtracking in the game and loohng for tic spheres that triger Auron's

Overdrives, equip Captue weaPons and collect fiends from each area you herc to visit.

To see where these spheres are located, check Auron's sectiofi of the charactet$ chapter,

'A Summoner and Her Guardians." \.

-
The owner's weapons are expensive, so buy weapons for characters 

\ 
you know can

take down a lot of HP ir one hit. This will most likely be Wakk", A.tro\"Qidu., or perhaps Kimafui.



FIGHTING INTHEARENA
After capturing fiends, you can paj, to fight them in the arena. \4rhat's the point, when you ve already fought these

sters elsewhere? When fighting mon*rs here, you can steal better items, win spheres for the Sphere Gdd, and you can

bribe them for rare items!

F





On rare occasions, the following created monsters all appear to drop Dark Matter.
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SECRET WORLD MAP LOCATIONS
There are several hidden locations on the world map

that you can find by selecting specific coordinates while

aboard the airship. Just move the cursor to the approxi

mate coordinates and pr"r. E to search that region.

Finding the precise spot for each location can be triclly,

so if necessary, keep moving the cursor while pressing

E repeatedly until you find it.

BAAJTEMPLE
Here you can obtain Lulu's legendary weapon and the powerful aeon Arima- More

complete details on acquiring Anima are listed in the "Hidden Aeons" sectlon

SANUBIA DESERT
There is a lone treasure chest in this isolated area that contains Tidus's Ascalon, which

HIDDEII IOCAfIONS

bears the Double AP ability!



BESAID EALLS
This tiny rock outcropping under the waterfalls in

Besaid is where you can find Kimahri's D(agoon Lance.

MI'IHEN RUINS
In this area ofthe ruins offthe coast, you can find the

Sonar for Rikku, which comes with two abilities.

OMEGA RUINS
The secret location that is the home of a legendary fiend.

More details are included larer in thi. secrion.

BATTLE SITE
Proceed north from the Save Sphere to find Lulu's Phantom

Bangle, which absorbs three gpes ofelemental attacksl

AIRSHIP PASSWORDS
There are also hidden locations accessible by using the "Input" feature

found in the airship command List. You can find these passwords by

deciphering A-1 Bhed messages left in specific locations around Spira.

Note that all ofthe passwords are case sensil i le.

' PASSWORD NO.1: GODHAND
Input the password GODFIAND in all caps to reach the ravine below Mushroom

Rock Road. Rikku's legendary weapon is in a treasure chest at the top ofthe area.

PASSWORD NO. 2: VICTORIOUS
This password opens a secrct location at the ruins in Besaid. Climb up the tree

branch to find Rikkr's Victorious, armor that nullifies three rlpes of

elemental attacksl

.' PASSWORD NO.3: MURASAME
This password opens another secret location at the ruins in Besaid. Cross the

platform to find Auront Murasame, which bears the One MP Cosr ability.
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AL BHED PRIMER LOCATIONS
There"hre 26 Al Bhed language primers scattered throughout Spira. Each volume covers a specific letter ofthe alphabet and can be

used to decipher the Al Bhed language. The locations of all 26 volumes are listed below:

THE CLOUDY /CELESTIAL MI RROR
To acquire the Cloudy Mirror, you must go to Remiem Temple in the Calm Lands. Talk to the chocobo on the dght-hand side to

race on the spiraling track under the temple. Ifyou win the race, you will receive the Cloudy Mirror. To acquire the Celestial Mirror

r-ou must take the Cloudy Mirror to Maca.lania Woods and do the following:

T0lI l0 the inoirer 0nd 5r'r] 5i0rdi[g ]re0r *"' 5(Ive Sph".r€ in ̂ h(0 0ft0
Yy'oods Souih.lhe m0lhe|Jrill mellli0n ih0l her hu5b0nd i5sutp0sed

Thsn go i0 if0r0onir \i0ri5 to'i rlile 0[d l0l lc lhe fr fe 0nd 1]u5

b0nd 0iho\l three linrei ]ri] llrd r I iry! hs$r il r5!iig Th i
m0[es lhe pers0r b 0rkin0 llie !rif er,'8.

Herd up lire nrl5r€r 0ut q 0elf 0 p0lh DNr lhs 5(l,re Sprae Al ihr

rler5erl'cr, h|0d n0d rntliyru srN iiir hirl sll]r{ln! in fr0ni 0i N
0, l r : l t " ' r i r I  i " i :10



Talk to the boy and use the Cloudy Miffor on the crystal. The Cloudy Miror

will change into the Celestial Mirror. This mirror is the key to obtaining the

party's legendary weapons.

LEGENDARY WEAPONS
Each character has a specific legendary weapon that can be acquired by using the Celestial Mirror When the weapon is first

found, it is equipped with the No AP ability. To remove this ability and empower the weapon to its fulI potential, you need to

find two specific event items for each character. Upon doing so, you must then retum to the Maca.lania Woods and use the

Celestial Miror to power up the weapon at the large spherical crystal high amid the treetoPs. The names, locations, and items

needed to power up the legendary weapons are Isted in the folJowing secrion.

TIDUS: CAI-ADBOLG
To acquire Tidus's legendary weapon, CaladbolS, you must race and defeat the chocobo trainer in the

Calm Lands. After winning the race, walk to the upper northwest section ofthe Calm Lands The guard

blocking a narow pathway dowr into the gorge will have left his post, allowing you to pass. Tidus will

then be able to use the Celestial Mirror to acquire Caladbolq.
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YUNA:NIRVANA
To acquire Yuna's legendary weapon, Nirvana, you must capture all nine

qpes offiends in the Calm Lands region. After collecting them all,

return to th€ monster arena owner. He will produce a tleasure chest

containing the weapon.

AURON: MASAMLTNE
To acquire Auron's legendary weapon, the Masamune, you

must first acquire the Rusty Sword, found on the eastern cliff

of the Cavern of the Stolen Falth in the Calm Lands. Take

the Rusty Sword to the statue of Lord Mi'ihen on

Mushroom Rock Road. Access to this area was previously

prevented by Clasko. Place the Rusty Sword

before the statue to reveal a gl1ph. Touch the

g\ph to reveal the Masamune's secret location.

{ ,



WAKKA:WORLD CI{AMPION
To acquire WakJ<a's legendary weapon, World Champion, you

must have the Celestial Mirror and talk to the bartender in the

Luca Caf6. If she refuses to turn it over, it's because you have been

neglecting to play blitzball.

KIMAHRI: SPIRIT I-ANCE
To acquire Kimahri's legendary weapon, the Spirit Lance, you must

activate three ofthe Qctuar stones on the Thunder Plains. Stand at any

stone and press (3 to see th" spirit ofa Qctuar released. After activatirrg

three stones, find the Q3ctuar ghost flying just above the ground at

Thrrnder Plains-South, and follow it to a small, ruined lightning tower

on the right side. Pres, € to send a bolt of lightning to the tower, rcveal-

ing a treasure chest holding the item.

LULU: ONION KNIGHT
To acquire Lulu's legendary weapon, the Onion Kdght, return to

Baaj Temple (where Tidus first woke up) and dive underwater. Swim

towards the doors to the north and fight Geosgaeno. A strategy for

this boss is in the section on obtaining the aeon Anima. After defeat-

ing Geosgaeno, search the southern part ofthe circular underwater

area and look for a treasure chest containing the weapon.
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RIKKU: GODFIAND
To acquire Rikku's legendary weapon, Godhand, you must input the airship

password GODHAND to open a secret location at Mushroom Rock Move

north to the end ofthis ravine, and use the Celestial Mirror on the symbol

embedded in the rock face.

POWER UP ITEMS REQUIRED
t0cAIt0l{

HIDDEN AEONS
X-Potion {x2)

Flexible Arm

MP Sphere

Mego-Potion (x2)

Al Bhed Primer vol. XXV

Lv 2 Key Sphere

Megolixir

YOJTMBO
Believe it or not, there are aeons even more powerful than Bahamut. In the Calm

Lands, circle past the right side of the bridge leading to Mt. Gagazet, and descend

into the gorge below. To the left ofthe Save Sphere is the Cavern ofthe Stolen

Fa1th. Proceed through the cave until you encounter the spirit ofa dead summon-

er. The summoner will call Yojimbo. This aeon has high physical defense but low

magic defense, so hit him as often as possible with spells such as Firaga.

Afterward, you can use the teleport pad there to travel to hidden chambers

containing a Flexible Arm, an MP Sphere, and two X-Potions.
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Next, travel to the Chamber ofthe Falth and speak to Yojimbo to negotiate a fee for his sewices. He will offer his lowest initial ask-

ing price ifyou chbose the option "To defeat the most powerful of enemies." For your first bid, offer half of his asking price plus 1

Gil. So, ifhe asla for 250,000 Gil, offer 125,001 Gil. After his next offer, raise your bid by 1 Gil. By the time he proposes 205,000

Gil, he will generally accept offers below 200,000 Gil, though not much lower. If at any point you offer him at least triple his asking

price, he will give you two Teleport Spheres in addition to his services. More information is available in the'Aeons" chapter

ANIMA
Acquiring Anima is sort ofa side quest involving several steps. Find the hidden

location Baaj Temple with the airship. Run up the familiar path and dive into the

water. Then prepare to finally defeat Geosgaeno, and swim toward the underwater

temple entrance.

Geosgaeno: Geosgaeno attacks with Stone

Punch and KO Punch, so equip Ritku, Tidus,

and Wakka with armor bearing protection

against petrification and death. Cast Hastega

Protect on the party, and use everyone's

defeating Geosgaeno, swim north into the temple entrance. Enter the Chamber ofthe Fayth, where you'll find

one hidden item inMega Phoenix items and a Megalixir. Approach the six statues on either side. There is

of Spira's six Cloisters ofTrials. You should have five ofthese items at this point,

five of the statues in this room will activate as a result. Now you just need to get the

item from Zanarkand Dome.

back to Zanatkand and enter the dome .Therc. a r'ew orpzle solution is disolaved

Step on the tfuee white squares in the first room and t}re four in the larger

This opens a panel in the first room revealing a Destruction Sphere. Place the

Sphere into the slot to the right ofthe monitor in the larger chamber, and

screen will explode. Collect the Magistral Rod, and return to Baaj Temple.

six statues will now resonate with the items vou have collected, allowins you ro en!e!

Chamber ofthe Fa1th. Now this unbelievably powerful aeon is yoursl Check out the

chapter to learn more about summoning Anima into battle,



THE MAGUS SISTERS
To get the Magus Sisters, capture all ofthe required qpes offiends on Mt. Gagazet

and return to the monster arena owner in the Calm Lands. As a reward, he gives you

the Blossom Crown. You must also possess all ofthe other aeons, including Yojimbo

and Anima. Next, go to Remiem Temple in the Calm Lands.

After you defeat Spathi, Belgemine will give you the Flower Scepter. After defeating

all ofthe aeons at Remiem Temple, use the Blossom

Crown and Flower Scepter on the door in the back to

. unseal it and acquire the Magus Sisten. Refer to the

Magus Sisters'section of the'Aeons" chapter to learn

how to utilize their unique fighting style. Now all you

have to do is defeat the Magus Sisters at Remiem

Temple to get another item.,.

OMEGA RUINS
Al Bhed Primer vol. XXVI
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Find the Omega Ruins using the airship's search option, as described at the beginning of

this section. This is a secret dungeon where powerfirl enemies dwell. The goal is to

defeat and release tie soul ofthe heretic Omega, However, another reason to search this

area is that you can gain several Sphere Levels very quickly. The monsters here also drop

lots oflv.3 and Lv.4 Key Spheres.

fueas in the Omega Ruins only appear on the map as you explore them, so use the maps

we ve provided here. From the entrance, move into the corridors to the left or the right.

In ihe west corridor, follow the path up to a dormant glyph on the rall. Proceed north from there to a chamber with four treasure

chests. The Al Bhed Primir vol. )O(\4 is on the floorjust nortl of the chests. Head northwest from this room into a side corridor

with another g\ph. Activate this gl1ph and return to the dormant one. The glyph works now and it raises a bridge out to a trcasure

chest suspended above the cenftal space. Collect the Teleport Sphere from the precipice.

At the north end ofthe ruins is a teleport pad. In the chamber above, the party encoun-

ters a monster called Ultima Weapon. This creature is merely a shadow of Omega.

Weapon, so step on the teleport pad to proceed.

UIjIIMA WEA-PON: Before the batde, equip

armor that protects against status allments like

confusion, petrification, and silence. Try to

inflict silence and darkness to hinder his magic

and regular attacks. Steal from him to gain 10

Dggls toTomorroq and ifyou can sparc

1,400,000 Gil, bribe him to receive 99

Pendulums.

the huge cavern that follows, a mini-boss batde awaits the party on each ofthe connected platforms. First, head left from the

for a Friend Sphere, and then go back to the right to make your way down. Restore the partyb HP and MP before reaching

final plarform.

MEGAWEAPON: Since Omega is practically immune to every status ailment, focus instead on strengthening your own defens-

Use abilities like Shell, Haste, Focus, and other abfities to survive his mosdy magical arsenal. Make sure you steal from him for

Gambler's Spirits. Have Kimahri use Lancet to learn the most powerf,rl Ronso Rage, Nova. The treasure chest behind Omega

,

1 .

I

I

a

contains a Magic Sphere.
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Blitzball is the traditional sporting evert in Spira. Living in the shadow of Sin, residents need sametbing to take their minds offtheir

problems. The spoft is just as popular today as it was a thousand years ago h Zanarkand,

PIAYER ATTRIBUIES GENTRAT ATTRIBUTTS OFFTNSIVT ATIRIBUTES
Blilzboll ployers hove o set ol0ttributes lhot deteF
mine how well lhey shoot, pos, ond lockle. During
your first blitzboll gome in Luro, you connol see
your ployers' stots until holftime. As you plcy in
more tournomentr loter in the g0me, you con put
your ployen in the best possible positions ond moxi-
mize your recruiting 0pp0rt0nities.

HIT POINTS (HP): Ihis ollribule represenh 0 pl0y-

er" st0mino during 0 m0tch. Every odion o ployer

tokes while in possession of the boll consumes Hl
induding posing, shooting, ond even iusl s|vim-
ming. However, ployers out0m0li(0lly regenerote
HP once rid ofthe boll.

SPEED (SP): This ottribute meosures how fost o ploy"

er moves during o gome. A ployer with o high
Speed ottribute hos o big odvontoge in blitzboll;
if your opp0nenls on't keep up 'l/ith you, you (0n

moke more oaorote shots.

SAHRY: Solory is the omount of Gilyou poy the ploy-

er for eoch gome he or she ploys with your teom.

IEVEI: This is lhe ployer's currenl experience level,
whkh is odiusled ofter every holf of o molrh.

DEFENSIVE AITRIBUIES

fl{DURANCI (El.l}: Endur0nce represenls the
omount ol domoge o ployer on toke hom enemy
defenders while he hos the boll. A ployer with o
high Enduronce 0tiribute hos o better chonce of
breoking through severol defenders. A ployer!

Enduronre is meosured ogoinst the Atto* ottrib-
ute ofthe opposing leom memben.

?ASS (PA|: Posing defermines how for o ployer con
pos ihe boll oaurotelp The higher o ployer's

Pos roting, the furlher he con throw the bull. A
ployer's Pos oftribtte is meosured ogoinst lhe
Blocking onribne ofthe opposing le0m membe6.

SH00T (5H); Shooling is o meosure o{the speed
ond power ot whkh o ployer con kkk lhe boll
toword ihe gool. A ployer's Shoot ottribute is
meosured 0g0insl lhe Block 0ttribute 0l0ny
defenders in ihe woy, ond oko the Cotch ottribut
of the goolie.

tl

N

ATTA(( (AT): A high Anock ottribute on slop 0n enemy ployer in his lrofu.Ihe Atto* cthibute delermines the strengltr o[ o
defender's tockles. lt comes into ploy when lhe boll mnier oltemph to breok rrough neorby defenders.

8l,0CK (BL| The Block ottribule ir icotes lhe likelihood thot o ployer will interrcpt posses or shots by 0n opponenl. A
high Blork ottribute is imporionl {or defenders. A ployer's Blo* oltribule is meosured ogoinslthe Shool ond Pos
ottributes of lhe opposing pl0yer.

$I$ ((A): The (otch cllribute is only used by goolies. A goolie with o high Coldr olhibute hos 0 betler chonce ol
st0pping incoming shots. When 0 pl0yer oltempt! to scorc, his Shool0tldbule is meosured ogoinst lhe gooliet
Cotch obilitv.



HE BLITZBALL PLAYING FIELD
A circular mini-map is displayed on the right side ofthe screen. The map shows the posi-

tions ofboth teams. Each team has slx members: Left Forward (LF), Right Forward (RF),

Midfielder (MF), Left Defense (LD), Right Defense (RD), and Goalie (GL). Your players

are indicated by green triangles, while opposing players appear as red triangles.

The player with the ball is highlighted with a colored circle around the triangle. His or her

atff ibutes are shown jn rhe upper-righr corner ofthe screen.

I HAVE THE BALL, BUT I GN'T SEEI

ll sinre the tield 0t vhion inside lhe sphere paFfis smewhot limited, try moving y0ur ployers while
ll mop insteod of the ocuol field. This should help you $eer cleor of opposing ployen c little eosier.
\ -
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CTION COMMANDS
one ofyour players has the ball, press the (3 button to access the Action Commands menu- This presents you with three

from which to choose: Pass. Shoot. and Dribble.

N PASSING
o ployer shoots the boll, the sholt Sl| will decreose The Poss option enobles you lo pos the balllo one

0f your teommoles. Press left ond right on the left
cnolog stick to scrollthrough lhe ployers on your

teom. Pres the E bufi0n l0 ronfirm your selec
tion, ond lhe pos will be lhrown. As the poss moves
t0w0rds the l0rget, ih PA will drop unlillhe boll
reo(hes ils intended re(eiver 0r unlil 0n opporing
teom member interrepts it.

lf the pns{s PA reorhes zero before the boll reorhes
ils intended lorget, the pos willfoil. Pcsing is
essenliol in getling your leom in dose proximity for
o shot.

the bolltrqvek toword the goolie. Upon onivol, the
5H is compored lo the goolie! . The omount

SH lhot o goolie! CA con subtrocl from your shot vories
500/0 t0 1500/0. l{ ony SH is left ofter subhocting the

rundomized (A, then o go0l is srored. l{ lhe 5H is reduced
zero,lhe goolie otches or blo*s the shot.

folls otthe some rote os PA, so ilt essentiolt0 gel0s

to lhe gool os posible to ensure o higher chonce ofscoring.

emounhromrvhen on oppming ployergels doselo the bollconier. During on enrounler, opposing ployen villposilion
between your ployer ond the 9001. oplions then oppeor in the Breohhrough menu. In lhe upper-righ torner, the

ployerr' sttribuht ore disployed olong with your ployer! otlribules. DON'T HOG THT BAIL!

Afier you rhoose on option from the Breohhrough menu, the Aciion (ommonds menu oppeor. You musithen choose to Shool,

ftssor Dribble.

fyou rhoose to breok ftrough the defendeq your ployer's [N is rompored to eorh enemy ployer's Al The omount ofEN subtrorted
rn enemy h 5070lo 150% of his Al lf your ployer's EN is reduced b zero, the opposing ployer tokes posesion ol lhe boll.

you choose to posthe bollond your plqer succeslully breok poslone or more defenden, the Pos oplion lhen requires you to

o receiver Your ployer's PA is ompored lo lhe B[ of ony remoining de{enden.

When ofiempting t0 p0rs or shootvithout breoking post defenders,

the EL ol0llrlho nond in lhewov is comoored tolhe PA or 5H olthe

ployer holding the boll.Ihe ottribute compored depends on whelfier

you d00se l0 poss0rt0 sh00t.lt is posiblelhoto defender will mis,

toking oflno PA or SH ot oll. lfyour post PA or shot! 5H is reduced

to zero,lhe opporing pl0yer will intercept the boll. But il there is ony

PA or 5H left over, il polrers lhe boll post the defenders.

You'll probcbly hove to ottempt 0 few posseslo
determine how for o ployer's PA will ollow lhe



STATUS AILMENTS
During an encounter, your player may become inflicted with a status effect from an enemy technique. Once your players know the

required abilities, you can inflict enemies with status ailments, too. The three status ailments are poison, sleep, and wither.

P0ts0N STETP WITHIR
Venom techniques poison lhe i0rgei, ocreleroting his

HP los while he hos the boll, ond impeding HP
recoverp When offlided with Pile Venom, o ployer

loses shooling techniques first, followed by lockling
ond possing techniques.

Nop techniques will put the torgei to sleep. The

t0rgelt mini-m0p m0rker turns bl0(k to indic0le this.

Sleeping ployers owoken ofler 0 (ertoin 0m0unl0f
time elopses, if o gool is srored, or ofter being hit by
0 p0ss.

[och Wither technique reduces one ollribule ofthe
torget by holf. Affeded cliribules ore colored blue
insteod ofyellow. The effed weors 0f{ over time 0r 01
the end ofthe hol[

il oppeors ino goolie getJ pul to
sleeping goolie is o good woy t0 srcre!

.PLAYER MOVEMENT ::
Pressing 6 during a game brings up the Movement menu. Ifyour team has the ball, you will have three options: Auto, Manual A,

and Manual B.

The computer controls player movement in Auto, the default setting. Manual A and Manual B allow you to control the player with

the ball. In Manual A mode, direction of movement corresponds to the mini-map; swimming left always directs the player towald the

enemy goal, while swimming right directs him toward his own goal. In Manual B mode, direction of movement depends on the current

camera angle; if the camera shows the enemy goal straight ahead, pressing up on the directional pad directs the ball carrier toward it.

When you choose a Manual option, the Formation menu also appears. The default number offormations yout team starts with is

four, and you can earn more formations as your team level increases. The four standard formations are Normal, Mark Mode, Right

Side and Left Side.

NORMAT FORfIIATION MARK MODE RIGHT SIDE OR ITFT SIDE

l0

F

cli
ddr

|ll.

F0r
s
sd

Normolis bosicolly o zone defenle, where your ployers
go ofter lhe boll conier onte he gels dose, ond pursue

him for as long os they con keep up with him.

In Mork Mode your ployers cover only ihe opponent
ossigned them in the pre-motch setup screen, regord-
les of whether lhot opponenl hos lhe boll or not.

With Right or Left Side formotions, your ployers ploy
o zone defense 0n thol side ofthe ploying oreo. They
leove ihe other side relotively undelended, but no
con gelthrough lhe side lhey ore on.

GIVE THE GOALIT A RTST!

.;... r.r;;.{t:
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MANUAL PLAY AND USING FORMAIIONS
-  -  - i  -  - - -  i _  t

Once you're familiar with the game, use Manual movement for greater control. Ifyou let the ball carrier go wherever he wants,

vou orobablv wont be satisfied with the results.

Normal formation is fine the vast majority of the time. Your players cover their zones well and work adequately. When Normal for-

mation doesrit work, set up a Mark Mode defense, This strategy requires a specific setup, but it works great against teams with only

one good shooter Locate the team's best shooter before a match, and mark two or three players on him or her. Make sure you leave

your other two players unassigned, so that they will remain open when you have the ball. In effect, this renders the other team's best

shooter useless.

You can also just match up your team one-by-one with their players, and your team will shut

them down quite effectively. For example assign a player with high Passing ability to an

opponent with a low Block attribute for best results.

ADDIIIONAT FORMATIONS
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You con eorn other formotions by ploying lor of
gomes ond leveling your leom up:

([l'lltR AIIAQ(: tveryone defends in lhe middle
ofthe sphere pool, leoving ihe sides unproleded.

ALl-OUT DEFEI{SE: The entire teom stoys bork in
your h0lf of lhe sphere pool for o solid defense. The

opponenls lind it diffiruh to breok through, but
soring becomes very hord for your fe0m,l0o.

llAI lll{E: The enlire leom emborks on on oll-out,
offensive oltock, leoving no delense.

(OUl'lltl: A type of zone delense where your

defenders ond midfielder poholthe oreo in fronl of
your gocl, while the forwords poholthe opposing
leomt side. Thl is o very effedive formoiion when
youte winning.

DOUBLE SIDtS: Everyone bui the midfielder moves
olong theh side of the sphere pool, leoving the gool

open for o centrol chorge. However, the ployers con
force on elfeclive pincer ctt0ck 0n the enemy 9001.

gain experience by passing, shooting, tackling brealing past opponents, and so on.

each hall players receive experience points based on their performance, and gain levels

on how much experience they earn. Each level increase will raise HP and possi-

other atftibutes as well.

to ger involved. On an unbalanced team, it becomes more dificult
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BIITZEAIL GAIllIT OPTIONS TOURNA'I{[NITs AND PRIT[S TXHIBITION

I I

To ploy blitzboll, rhoose the'Pl0y blitzboJl' 0plion

0l 0 S0ve Sphere 0nylime ofler lhe l0urn0menl in

Luco; or, tclk 1o ihe odminislf0t0r 0t the reglslr0tion

desk in Luro.

In Leogue ond Tournoment pl0y, te0ms compele {0r

prizes oworded io the {int, second, ond third plcre

ql Ihe end ofthe seoson or t0u'n0npnl. Ihe'e i5

olso o speriol prize for the highest srorer olthe

seqson or lournqmenl. lf lwo 0r more ployers on

your teom lie f0r lhe most gools, they oll receive

the prizel

When 0 l0ufn0ment firsl 0pens, the prizes ore rcn-

domly generoted. So, i lyou don'l l ike the prizes for

0l0urn0menl, i l 's possible 10 genelote netv revtords

by w0iting unli l the nexl l ime you rherk in.

F0r this t0 !,{0rk, c0nlinue 10 the fext m01(h, 0nd ihen

roncel out to the moin blitzb0ll (reen. The l0um0-

ment wil l not be selerloble 0n the rn0in bliJzbo

menu. But ofter exiting bock to the gome, soving

your doto ond reiurning t0lhe blitzb0ll screen, the

lorrnonent wil l be ovoilob e ogo'n wilh new prizes.

Exhibit ion motches don't r0unl towords lecgue slofd

ings, ond your ployers don't g0in experien(e {rorn

ploying, either. However, ployers ton sti l l  leotn new

techniques! Exhibit ions ore o good woy lo expond

your own ployers' skil ls, wilh0ut lefi ing the other

teom5 improve.

.:
i

STARTING A CAME
, \ l i . , . ] - , oo , i , , ' g t h " t 1 ' l ) eo fq i1me \ ' oL i11 ' ' an t t op l i r r . , r ' ouchoose r l , h i chp la r ' e r s r r ' i 1J t ke1 l l l l t i l l

1 ' ' . " ' r p r e d  r ' : - 1  r h r  [ o l l o s i n -  o p r i o r r . .

5[T TECHS SET I'IIARK
The Set Techs screen lets you ossign speri0 tech

niques to eoch ployer who is Levei 3 or obove. As o

ployer goins levek, you ron ossign more lerhniques

lo him, up to o moximum of f ive.

The 5et /\,1ark srreen lets you ossign ployen to "mork'

oppos ng ployen to leorn 'reir lerl.r iques. Terhriques

lh0l you (0fl le0rn 0ppecr in green. (hoose o ployer, ond

then selert ihe opposing teom member. Your ployer wil l

mork thot ployer, ond might leorn his or her tethniques

during the motrh. Eoch teom member con mcrk one

opponent per holf.

When you rhoose lt4ork Mode from lhe Formolion menu

during ihe m01(h, y0ur pl0yers \Vil l cover their respedive

morks ond pursue ihem untilyou swikh io 0 diffefent

formolion.



LEARNING AND USING TECHNI
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As mentioned earlier, a player must be at Level3 or higher to use techniques, so you must play a few games just to meet this requirement.

When a player becomes able to equip techniques, a blanl slot appears below that player's name on the Technique setup screen.

TEARNING
tu o ployer to leorn o technique, he mustwoit untilthe morked opponent per{orms il. At o erloin poinf during the eltecution ol the technique, the word'Techcopy!" floshes in

theupper-lefrcornerofrhescreen.|fyoupresEbeforeildiscppeors,iheployerwhomorkedtheopponenlh050Ch0nce0fle0rningtherethnique.Achimeindicolessues.

lf your ployer is too for below the level of the opponent, he ronnol leorn lhe technique. You do nol hove lo be in the i4qrk formotion to (opture 0 technique. In for|, the
ployer trying to leorn the terhnique doesn't hove to be dose to the morked player ot oll. As long os the mork wos set before the holf, it is possible f0 leorn the technique.

IIPS FOR SU(CESSFUL ITCHCOPY
Don'l set more thon two of your ployers io mork o single enemy, becouse only one ployer con successfully
leorn o tedlnioue ol o time.

,'|

.,

tj

1f, Let the enemy perform the lechnique. lf you mork on opposing teom's ployer to leorn his 'Volley Shot '

moke sure he shoots ot leost on(e.

qf Remember to toke ployers' leveh into considerotion.
lf o Level 5 ployer is trying to leofn 0 te(hnique from
o level 12 ployer, he won't hove much lutk.

€ Don't forgef lhot the sixth ployer on the opposing
teom! list is lhe goolie.

USING TICTIN
your ployers leorn techniques, lhey must equip ihem before euch holf in order i0 use lhem during the motd.

techniques do differenl lhings ond ore used in differenl siluotions. Some 0re performed outomotitolly,
ore constontly in effecl, ond still others help with olfense or defense.

use offensive techniques like Nop Pos or Jecht Shol, simply thoose the oppropriole (0mm0nd from the Aclion
menu. Any lerhniques ovoiloble ore displayed nexl i0 the corresponding HP cost.

con be used on delense os well. A new menu oppeors when on opponenl hos lhe boll ond ottempls l0
breok posl your ployer.

Automotk techniques hove o chonce oftriggering when
ne(ersory,0nd they incur 0ny opplicoble HP cost when
performed.

Some lechniques ore olwoys cclive.Ihey cost HP to equip,
ht rcst no odditionol HP during 0 g0me. However,lhey're

impossible to leorn since they do not oclivote during
molft.

KTY TE(HN
one of your teom members 0n lhe leom d0t0 srreen, ond three terhniques ore listed bel0$/ them. These 0re

ployer's key techniqu*. Eoch time o ployer leorns o key technique, more techniques become ovoiloble for
t0 leorn. Key lerhniques must be leorned in o cerloin order lf the first one is nol leorned, the second one will
become ovoiloble even if 0n opponent possesses it.

g ;

:,i ,{" I
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LEARNINC KEY TECHNI
Before every game, check the opposing team to see ifthere are any new key techniques to learn. Mark any that your team can use.

Ifyour team needs tackle techniques, then send a forward with high Endurance after the opponents with these techniques. Ifyou

need a pass technique, let an opponent with that technique steal the ball from your players a few times. Usually, he or she will try to

pass immediately, and you can Jearn the pass technique.

NAP TECHNIOU[S SHOTS
(onsider oblcining lhe terhnique Nop Tockle for
your entire teom. Ako, try equipping Nop Pos
0n 0 pl0yer with o high Possing oltribute. Even if
opponenls'Block ottribules ore high, thot ployer

should be oble io pul some of them to sleep.

BtITZBALL I[CHNIOUIS

The only ployers who need thottechniques ore your

fonrords, ond two olthe best in lhe gome ore Jecht
Shot ond Sphere Shol. Jechl Shot is overpowering,
removing lwo defunders ond odding five poinh lo the

Shoot otlribute.

PASSES
A Nop Pos lrom o ployer with 0 high PA is deodly.

Also, give defenders o decent poss technique. lllhey
steol the boll, they'll need the obility to pos the boll
to vour fonrords.

OIHERS
Anti-stotus skilh ore good to equip on ployers ilyou
hove the spoce. In porlkulor, fonrords need Anti-
\renom lechniques.

Everyone on the teom needs 0 fo(kle fechnique. Any

st0tus-inflicling to*le will be helplulduring cny
g0me.

GOATIE IIPS
Your goolie should orquire the Super G00lie lechnique

0s soon 0s 0ossible. The (A oitribute is superb ond
goclies rorely use HP for onything else. Anti-Nop is
oko q good choiG.





There are many players scattered throughout Spira who you can scout ard add to your team. To recruit a new player, press S when

facing someone. Ifhe plays blitzball, his statistics will appear. Players from other teams are usually under contract for a certain

number ofgames. Ifthe player is a free agent, this will be indicated. If the player is available, press E to hire him. You then

need to determine the number ofgames you want to hire the player for.

When the contract with a player expires, you are given the opportunity to renew it. Ifyou

decline, he leaves the team. To rehire the same player at a later dater you must return to him

and repeat the process again.

Opposing teams also have to rehire players when their contracts expire. Ifthere's a good

player you want with just a few games left on his contractJ keep it in mind and return later.

TEAII|I LTVEL SCOUTING LEVEI.
Afier winning five mokhes, your leom level
inceoses. New formoiions moy become 0v0il0ble.
Your scouiing level might 0k0 in(reose.

Eoch time y0ur s(outing level increoses, yor goin o(ess l0 m0re informolion when you stout ployers. Ai s(0uting

Level 2, you con see the ployer's ottributes. At Level 3, you con view his equipped le(hniques

Level 4 is the highest onoinoble level. Al thot poinl, oll the tethniques the potenliol ployer hos leorned ond is

copoble o[ leorning ore shown.

GENERAL TEAM STRATEGIES
c.* -#
The following section contains some general information and strategy on creating a powerful blitzball team

TIPS TOR SIARIING YOUR ITAIYI MAKING A WINNING ITAM
lf Tidus didn't ocquire lhe Jechl Shot lechniqu€
while oboord the S.S. Winno, return there ond hy
ogoin. This is obsolutely one olthe besl techniques.

You con only gcin the Jecht Shot 2 os o prize kom o
Lecgue 0r Journ0ment gome. Tidus (0n leorn it
ofter he hos ocquired ollthree of his key tethniques.

Some ol the best blihers ore in Luco, especiolly on
the docks. Scout them before you leove town. The
Besoid Aurochs sloy in the locker r00m in Bosement
A, if you ever need to rehire them.

Sinre most gomes ore x/on by scoring lots of gools, you need ot leo$ two forwords with high Shoot ottributes.

Fortunotely, Tidus fills thot requiremenl, so you 0nly need to find one olher good fonrvord. A high Enduronre
onribute h cko a plus. After Iinding two ployers with lhe oforemenlioned ottribules, ossign them i0 your Left
Forword ond Right Fonrvord positions. For ihe Midfielder position, ossign 0 ployer with 0 high Possing ottribute.

0n the defensive side, moke sure one ol your two defenders hos o decent Psssing ottribute. Your defenders don't

need o high 5hoot ottribute, but decent Enduronre ond Speed ottributes do help.

(hoosing o goolie ls o no-broiner. Find lhe person vlith the highest (01(hing obiliiy ond hire him. The sooner he
leorns goolie lechniques, the better

Moke sure eorh teom member goins experience by getting everyone involved in the gome. Level up your goolie

by hoving him stop shots.

Speed is importont in blilzboll. lf the other leom c0n't otft up t0 your pl0yers, your leom will enrounler little
resistone. The 0nly ployer who doesn't need c high Speed ottribute is your goolie.
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