Niblet
Gremlin
Desdemona
Cyclops

Schrodinger

xploit its weakness to Fire- and Lightning-elemental abilities for a quick victory.
Use Fire-elemental spells. Attack during Glutton for an instant stagger.

Attack while the enemy is casting to induce a stagger.

Use physical or Lightning-elemental abilities, especially immediately after Rush.
Fixed sub-boss close to the end of chapter 2-1: does not spawn.

Spawns mostly in the Warehouse District. Can heal itself and act as a tank for weaker allies; always destroy its companions first.
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2-1: The Great Break-In

@ Travel to the Reveler's Quarter in the south of the city, speaking to
civilians that you pass to obtain snippets of information.

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

Head back east and look for a garishly attired man with “one-

man band” equipment; you will probably hear him before
you see him. This is the Tour Guide. Once you have heard his spiel,
purchase the Sneaking-In Special Ticket for 2,000 gil. At this point,
you cannot continue with the main quest until 18:00. If it is still early
in the day, you might as well travel to another region to attend to
other activities until late in the afternoon, but don't cut it too fine:
if you miss this deadline, you will need to wait until the next day to
advance the storyline.

@ Once you are ready to continue, travel to the entrance to the
Industrial Area in the Lower City, which you can reach via
the corridor at the north of Central Avenue. Speak to the Suspicious
Gatekeeper, then select “Yes” when the prompt appears. If you are early,
you will then be offered the opportunity to advance time to 18:00 exactly;
interact with the Suspicious Gatekeeper again to continue.

Enter the Industrial Area and follow the path until you reach steps

leading upwards. Continue on this path in a counterclockwise
ascent, jumping the gap in the catwalk when you arrive at it. When you
reach a ladder, climb it. There is a treasure sphere that costs 2 EP to
open that you might notice within jumping distance when you reach the
top, but you should leave this for now: the Fencer's Earrings inside are a
specialist accessory that you have no real use for at this stage.

.
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Follow the obvious route, dropping to a lower level when you

reach the first ladder. When you reach the second ladder,
investigate the nearby dead end to the north to find the Bronze Pocket
Watch (an item required for a Canvas quest) before you climb up.

Follow the path to the north to reach the Cargo Station, then head

to the east. There is a merchant just before you reach the Supply
Line who sells Recovery Items, so be sure to replenish your supplies if
your stocks are low.

On the Supply Line, make note of the point where the path drops,

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

On that very topic, now is a good time to consult the Bestiary for

advice and prepare to fight the Cyclops that you will face when
you reach the next waypoint. The battle follows immediately after the
cinematic. You can find a detailed presentation of this enemy type, and a
strategy to defeat it, on page 164 of the Bestiary.

After the cinematic that follows the Cyclops fight, Lightning

begins in the Warehouse Area. The enemy spawn rate is
ferociously high in this zone though, self-healing Schrodinger aside,
there are no monsters that present any degree of difficulty. Head
west to reach an opening to the north, then look for a pile of crates
just through it: these lead to a walkway with a treasure sphere that
contains the Sight's Circlet accessory. After you grab this, head to the
next two waypoints until you reach a pile of bones; examine these to
obtain the ID Card.

E From the bones, head east via the path between the storage
containers, then go up the steps to reach the entrance to the
Underground Route. Follow this linear corridor until you reach a closed
portcullis.

Interact with the panel to open the way forward. Look out for a

small shining collectible (a Desert Flame required for a side quest)
and a treasure sphere. At the end of the tunnel you will reach a ladder
that leads to the Reveler's Quarter.

To conclude the chapter, approach the interface at the gates of

the Augur's Quarter and interact with it to enter. The assorted
tasks that you must undertake to complete 2-2, “The Legend of the
Savior”, are all tailored for completion over the course of an in-game
evening. We advise that you begin immediately.
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REWARDS
TY AVAILABILITY
O x| @ €od SPECIAL
Whither Faith Y | From 21:00 to 23:45 on Day 1 only 80 6 6 | 800 | Scholars Glasses
Where Are You, . ) Railworker's Cap, Railworker's
o ¢ 5/ 5 | From 21:00 to 06:00 on Day 1 only 03 - 300 | o -
. , After main quest chapter 1-2; from . o
The Thing She’s Lost *** 21:00 to 06:00 on subsequent days 30 3 100 | Carbuncle Figurine
Soul Seeds * * * After main quest chapter 1-2 on Day 1 40 2 4 400 | Black Tattoo =
Born from Chaos *** After main quest chapter 1-2 on Day 1 120 12 10 6,000 | Brigand's Tricorne Pendragon (@)
After main quest chapter 1-2 on Day 1,
Stuck in a Gem *** and from 15:00 to 03:00 on every day 80 = 12 | 1,600 Black Cat Ears S
thereafter
. . From Day 2, between the hours of .
Dying Wish *** 06:00 and 22:00 80 8 4 - | Tonberry's Lantern
- From Day 2, between the hours of I
Suspicious Spheres * * * 08:00 and 17-00 40 4 2 300 | Millionaire’s Mustache =
Faster Than From Day 2, between the hours of
Lightning KKK | 1000 and 7500 30| 6 | - | 200 GoldMedal
Treasured Ball S 5 From 10:00 to 20:00 daily 3 - 100 | Salvage Pilot's Badge -
Buried Passion *** Complate main quest chapter 1-4; 80 8 4 | 1,300 | Black-rimmed Glasses
available between 10:00 and 19:00 '
Complete main quest chapter 1-4;
Like Clockwork *** available between the hours of 08:00 80 4 8 | 1,200 | Brass Gear =
and 18:00 thereafter
Get the Girl Y i o | Complete main quest chapter 15, 80 4 8 1500  ExoticShades
available between 00:00 and 06:00 '
- Complete main quest chapter 1-5; ) Paladin (%), Service
The Saint’s Stons * * * available from 22:00 to 06:00 e L 500 | Fragment Crystal Entrance Key (8)
The Avid Reader | Y Y ComPlote main quest chapter 1-5; 0 6 4 900 Dull Grudge Knife
available from 05:00 to 23:00
w:"G"I WheiCzes *** Complete main quest chapter 1-5 40 2 4 500 | Leather Rucksack =
Voices from the .
Grave * * * Complete main quest chapter 1-5 40 6 - 400 | Halo
A Rose by Any Other . . -
Name *** Complete main quest chapter 1-5 120 10 12 3200 | Crystal Rose, Red Bow Tie Purple Lightning (%)
The Angel's Tears *** Between 16:00 and 21:00 80 4 8 | 2,400 | Crystal Tear -
. After reading Ranulph’s Journal during ) .
To Save the Sinless S FCHC iyl oo o 120 12 10 4500 Dark Knight (8
Yoy WHITHER FAITH
Availability Walldhrough
From 21:00 to 2345 ‘@ 80 ®R 6 ‘ © This is the opening quest on Day 1, and is covered in the Main Quests chapter (see page 71). Though unlikely, failing to
on Day 1 only R& 6 @ 80 ‘ accumulate and deliver a sufficient number of clues and witness statements to the Inquisitor before 23:45 will cause

Lightning to fail the quest and forgo its rewards.
@ Scholar's Glasses gnining I g
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Yo% 5% WHERE ARE YOU, HOLMES?

NORTH STATION PLAZA

Availability
From 21:00 to 06:00
on Day 1 only

O o ®

S 3 @ 30

&® Railworker's Cap,
Railworker's Beret

Yo% Y% THE THING SHE'S LOST

Walkthrough

e Talk to Thorton at the entrance of the North Station, then speak to
Holmes on the west side of the plaza outside North Station.

e Lead Holmes to Thorton inside the station, then interact with the latter.
Completing this quest while “Whither Faith” is active will automatically
contribute a valuable witness statement to the ongoing investigation, so
you should complete it as soon as Thorton appears.

NORTH STATION PLAZA & OLD TOWN

Complete chapter 1-2
of the main quest;
from 21:00 to 06:00 on
subsequent days

O v R 3
X - @ 100
& Carbuncle Figurine

Y% SOUL SEEDS

Walkthrough

 Speak to Dolce: she’s the little girl to the right of the entrance to North
Station. On Day 1, she will not appear until you have completed chapter
1-2 of Luxerion's main quest.

Dolce has lost a Green Carbuncle Doll, which she believes to have been
consumed by the Chaos. This can be found in Old Town, a district located
to the southeast. Collect it from the boxes found in front of the Forge,
then return to her to collect your reward.

As a point of interest, you can find a Red Carbuncle Doll by the south
wall of the Inn outside North Station. Collecting and delivering this
plush toy to Dolce instead of the Green Carbuncle Doll will cause her
to become hysterical, leading to the failure of the quest and loss of all
potential rewards.

ARCADE

After main quest
chapter 1-2 on Day 1

QO a0 &R 4
X 2 @ 400
&9 Black Tattoo

© 2014 PIGGYBACK INTERACTIVE LIMITED

Walkthrough

Speak to Baird in the Arcade district (you will see him standing by a
pillar to your right when you arrive from the Residences), and you will be
given the option to purchase a Seedhunter Membership Card for 2,000
gil. Though this may seem expensive early in the story, you will almost
immediately recoup most of the balance of this payment on completion
of the quest.

The second stage of this quest is to obtain at least one Soul Seed,
which requires that you enter a Chaos Infusion (see page 313). These
bubbles of Chaos appear throughout Nova Chrysalia, and there will be
one directly to the south of Baird if you complete this quest on Day 1.
Enter its boundaries, read the tutorial, defeat the monster, collect the
Soul Seeds from the floor afterwards, then return to Baird to sell them.
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All enemy data sheets in this chapter share a standardized format for quick and easy reference. The information they contain includes the basic facts offered by the
in-game Libra pages, but with many additions and revelations that the game itself does not divulge. The meaning of each cell is detailed on this page.

[I Main Attributes:

HP: A measure of an enemy’s endurance.
As for several other attributes, we specify
the default HP for Normal Mode, though
the actual HP totals can and will vary in
accordance with your chosen difficulty
level and current progress (see “Important
Information” overleaf).

Strength: The Strength attribute of the
enemy — the higher this is, the more damage
its physical attacks will inflict.

Magic: The Magic attribute of the enemy
— the higher the number, the more damage
it can deal when it employs magic attacks.

Keep: The default/idle value of maintenance
of the enemy’s stance. The higher this is, the
more difficult it is to interrupt the enemy’s
actions. See page 273 for details on this
system.

For certain monsters, some of these
attributes can vary in accordance with
events that occur during battles — for
example, when an opponent is staggered,
or when they use a specific ability. In these
instances, you will find the corresponding
attribute values in a dedicated row.

Rewards:

Item Drops: The items you can obtain
for defeating the enemy, with the exact
percentages and corresponding conditions
revealed in the Inventory chapter. The more
advanced items (usually in the fourth and
fifth slots) can often only be obtained on a
subsequent New Game+ playthrough, on
the Hard difficulty level.

Gil Reward: The amount of gil you receive
for defeating the enemy on Normal.

EP Reward: The amount of EP you receive
for defeating the enemy on Normal.

ﬂ Modifiers & Resistances*

DAMAGE TYPES

Damage Types and Modifiers: There
are multiple possible reactions to every
type of attack, each corresponding to a
calculation applied to the base damage.
Broadly speaking, these are as follows:

[SIP.

Habitat: The map areas where the creature
can be encountered.

Extinction: The number of enemies of
this variety that you must defeat to trigger
the appearance of the Last One — the final
specimen before the species goes extinct.

Launch: This reveals if a monster can be
Launched or not.

Disruption: This tells you if a monster can
be interrupted (for example knocked down,
or knocked back) when the Cut value of
an ability that you use is higher than the
creature’s Keep value.

@ Stagger Details:

The parameters in these tables are all linked
to the concept of staggering. They can vary
based on the condition of your target. A
“default” condition is exactly what the word
suggests: the enemy's basic state. Other
conditions are self-explanatory.

Stagger Point: The threshold to reach for
the creature to be staggered. The Stagger
Wave acts as a visual stagger counter.
All offensive abilities with Stagger Power
(#}) contribute to developing the wave
(their power is added to the counter), and
ultimately reaching the Stagger Point.

Stagger Decay: The amount of points per
second that are removed from the stagger
counter. When Stagger Decay occurs, the
Stagger Wave pulses at a fast pace and
becomes smaller.

Default 180 0

Staggered 10 Unprotected

Conditional Changes: Stagger Decay: 10 when staggered  C:

&)

Yusnaan (Warehouse District,
Patron’s Palace)
Dead Dunes (Temple Ruins)

60

300

12s

090990 EERNERE

20% 50% 100% 50% 50% 100% O 50

20%/40%

‘E/ ITEM DROP
* Pot Shard
* Icespark
* Firestorm
* Icesparka
« Firestorma
GIL

X X 120 0.22

0 0 0 0 0 0 50 0

15 Stagger Power: spells x1, physical attacks x0.

No further staggering. Damage: physical attacks x3.

STANDARD 15,252 160 300 40

icoN | pawace :

@ Physical g 120% to 500% Enemy has a weakness. Pertinent attacks inflict 120% to 500% damage.

@ Magic E 100% to 75% Normal damage.

@ Fire é 70% to 30% Damage is reduced. With a 50% modifier, damage is halved.

@ Ice 5 | 1% 1025% Enemy is resistant, damage is significantly reduced.

@ Lightning <§E 0% Enemy is immune to damage type, and takes 0 damage.

@ Wind g -100% to -500% Enemy absorbs damage: your attacks will actually heal the target. For example, with
a-200% modifier, an attack causing 1,000 damage will heal the enemy by 2,000 HP.

Status Ailment Resistances: These cells show the resistance of your opponent to ailments. The higher this value, the more attempts will be required
for your status ailment spell to stick (see page 264 for more details on this system). The meaning of the icons used is as follows:

STATUS AILMENTS

|

|

* For certain monsters, some of these parameters can vary in accordance with battle events (such as when stagg

Debrave ‘ Deprotect ‘ K| Imperil Poison ‘ Daze ‘ Quake ‘
Defaith ‘ Deshell ‘ ‘ Slow Curse ‘ Dispel ‘ Magnet ‘
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d). In these i you will find additi

Schemata Preparations

© Fire- or Wind-elemental spells
* |mperil ability

e Slow or Curse abilities

Overview

e Schrodinger has the ability to heal
itself with Cura. You can discourage
this behavior by applying Slow to
reduce the frequency of its actions
or Curse to interrupt them. In battles
where it accompanies other monsters,
defeat them first — especially at
lower levels where Schrodinger
might otherwise act as a tank for its
companions.

Maximum Wave Preservation: Many
of your abilities have Stagger Preservation
values (& — also referred to as Stagger Time
in the game), meaning that they temporarily
halt the Stagger Decay phenomenon. This
is represented by the fact that the Stagger
Wave pulses at a slow pace. Maximum
Wave Preservation governs how much
Stagger Preservation you can “stack”
against each enemy type (and, therefore,
how long you can keep the wave pulsing at
a slow pace before it starts to shrink).

Wave Preservation Decay: This
corresponds to the amount by which the
Wave Preservation value is reduced per
second. Once this decay has brought the
Wave Preservation value to 0, the Stagger
Decay phenomenon resumes.

Duration: How long a stagger condition
lasts.

Added Effect: Staggering certain enemies
can cause them to be automatically
afflicted by a status ailment. Most
of these status effects are based on
traditional ailments, though they appear
with a hexagonal icon. See page 264 for
a complete list.

Effect Duration: How long the added
effect lasts.

Iterative Resistance: The resistance
(in percentage) applied if you attempt to
cause further staggers of the same type.

(6

Conditional Changes:

Use Fire- and Wind-elemental spells
after applying Imperil. Slow can reduce
the frequency of its healing spells.

Refer to these notes to find out about a
special variation of the attribute in question
when very specific conditions are met.

lg Strategy:

¢ Schemata Preparations:

Recommendations for equipment and
abilities that offer the most effective
offensive and defensive options against a
particular enemy in battle. In certain rare
instances, we provide a specific Schemata
setup against the toughest enemies in the
game.

Overview: Presentation of a streamlined
strategy for a player encountering an enemy
for the first time or early during an initial
Normal playthrough. Points of reference
include details on enemy behavior, tactics

to stagger efficiently, and topics such as
spawn conditions and valuable rewards
from successful battles.

* Power Play & Additional Notes: Further

discussion of aggressive strategies against
large-scale enemies and bosses, geared
toward players who are very familiar with
the game mechanics, or those who wish to
achieve a relatively painless victory after
expanding Lightning's repertoire with more
powerful abilities. These concepts can and
should be carried over to harder enemy
variants, such as Last Ones, to form the
basis of an efficient, high-scoring strategy.

For example, if you stagger a Schrodinger,
which has only one type of stagger, the
Stagger Power of any attack attempting
to cause a second stagger after the first
one ends will be reduced by 20%. If you
do manage to stagger nevertheless, the
Stagger Power of any attack attempting
to stagger a third time will be met by a
40% resistance. The last number listed
represents the limit to which this value can
increase. Therefore, Schrodinger retains a
40% resistance to Stagger Power for all
staggers beyond the third.

Stagger Modifiers: This reveals the
multipliers applied to various attack types
or at specific moments. These multipliers
can affect either the Stagger Power of
your attacks, or the Damage you deal. For
example, all spells hitting a Schrodinger in
its default state (when the battle begins)
have a Stagger Power modifier of x1,
whereas physical attacks have a modifier
of x0, meaning that physical blows do
not contribute to stagger. If you manage
to stagger the creature, however, any
further staggering becomes impossible for
the duration of the stagger, but physical
attacks suddenly deal three times more
damage, making them far more powerful
than spells.

You can find a complete presentation of the
stagger system, with practical examples and
applications, on page 266 of the Strategy &
Analysis chapter.

® BESTIARY

e DATA SHEET
STRUCTURE

B s

For players in a hurry and reluctant to become
bogged down in details, these short recaps
distil the most pertinent information in each
data sheet into bite-sized tips.
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ERAL CREATURES

T

STANDARD 240,000

Wildlands (Eremite Plains)
Luxerion-Wildlands Highway
Wildlands-Dead Dunes Highway

30 v v

9909909 DEE

100% 100% 50% 50% 100% 100% 30 30

350 350 60

ﬂ:/ ITEM DROP

© Green Monster Moss
© Magnet

© Blizzara

* Blizzaga

* Platinum Malistone

980 2.00

y

30

Default 500 20 600 100 Stagger Power: all attacks x1 (x5 during Chomp).
Staggered 108 Unshelled 20s 30%/60% gl::tgfﬁr Power: physical attacks on the stomach weak
Staggered (Level 2) 10s Broken Permanent 0 No further staggering.

Conditional Changes: Stagger Decay: 10 when staggered, back to 20 when staggered during stagger | Strength: 650 when Angry | Physical and Magic Damage
Modifiers: 150% when staggered

[ Lowan

600,000

STANDARD

See Chocobo Eater
Ultimate Lair (Floor 28)

500 500 70
‘é ITEM DROP

* Crippling Hood

* Magnet

© Platinum Malistone
© Orichalc Malistone
* Soul Smeltwater

19,600 8.00

o9d9ooobBEEEE

100% 100% 50% 50% 100% 100% 30 30

95 30 0

Default 600 20 600 100 Stagger Power: all attacks x1 (x5 during Chomp).
Staggered 108 Unshelled 15s 20%/40% ::::tg:ﬁr Power: physical attacks on the stomach weak
Staggered (Level 2) 15s Broken Permanent 0 No further staggering.

Conditional Changes: Stagger Decay: 10 when staggered, back to 20 when staggered during stagger | Strength: 1,500 when Angry | Physical and Magic

Damage Modifiers: 200% when staggered
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Schemata Preparations

* Electronica or Woodland Walker garb
* Physical resistance accessories

e Lightning- or Wind-elemental abilities
e Imperil and Slow abilities

* Brave Thief and Jump auto-abilities

Overview

 Chocobo Eater hits extremely hard,
especially when it powers up, but
this battle is much simpler if you've
completed the main quest in Yusnaan
and acquired the Ghostly Hood. All of
its attacks are physical, which means
you can shrug off its damage as long
as you guard. For the riskier and more
technically savvy player, Evade is
effective against almost every enemy
ability, enabling you to avoid damage
completely with good timing.

Begin the fight by inflicting your
ailments and building up the
Stagger Wave. A stagger results in
an Unshelled effect, increasing the
effectiveness of spells, but at lower
levels of development, you should
aim for a Level 2 stagger (see page
266), which applies a permanent
Broken effect that makes it easier for
you to trigger additional staggers as
the battle wears on.

As Chocobo Eater is preparing
to power up with “Should | Cook
Them?”, reapply any ailments. When
the enemy uses “So Hungry!”, it gains
Haste, Bravery, Veil, and Protect. For
this reason, it is recommended to
prepare either Deprotect or Imperil
as the most recent ailment before
this occurs, as the effect will persist.
Between its attacks, steal its Haste
and Bravery with Heavy Slash,
continue to build your stagger, then
switch to your hardest physical
attacks to deal damage once your
target is staggered. Eventually, the
enemy will become “Satisfied”,
reverting to its normal behavior until
a new cycle begins.

If you are caught without the
opportunity to equip the Ghostly Hood,
be sure to Perfect Guard against the
Chomp attack, which inflicts grievous
damage. It is worthwhile to note
that all attacks enjoy a large stagger
modifier during Chomp, should you
feel intrepid enough to attempt an
interruption.

* When you have EP to spare or are sufficiently
strong, consider equipping the Thorn of
Courage and Qverclocking with physicals after
the initial rounds of ailments and spells.

Power Play and Last One Notes

 Against the immensely strong Chocobo Eater
QQ, itis to your advantage to unleash an all-out
offensive during a Level 1 stagger and defeat
the enemy without ever having to deal with
“So Hungry!”.

e The Splendid Admiral garb is highly
recommended for its Transform Bravery auto-
ability. In addition, you should carry an Enthunder
or Enaero Potion in your stock of Recovery Items.

* With efficient aggression, you should be able
to induce a stagger in less than thirty seconds
(see page 295 for possible setups). Once you
stagger, cast Slow and expend all your ATB
to trigger Transform Bravery with Splendid
Admiral. Throw your Enthunder or Enaero
Potion and then Overclock repeatedly. Three
Overclocks should be sufficient to down the
beast in one concentrated damage burst.

e |f these tactics are not feasible for whatever
reason, the Ghostly Hood and Warrior Hunter's
Mask will keep you alive while you whittle
away the enemy’s remaining HP.

Use Lightning- or Wind-elemental spells or
Jump to stagger. Trigger a Level 2 stagger to
make subsequent staggers easier to achieve.
Use Brave Thief to steal the enemy’s buffs after
“So Hungry!". Consider Overclocking and using
buffing Potions in combination with Imperil to
power through a Level 1 stagger for a quick end
to the fight. Equip the Ghostly Hood as a safety
measure.

ABILITIES
POWER VARIATION CuT KEEP EVADE & COUNTER ADDED EFFECT
Attack
(right arm) ] 1.00
Physical 10% 50 65 (Q: 75) v -
Attack 110
(left arm) :
Bite Physical 1.50 10% 65 65 (Q): 75) v -
Default
Haste: 500s
Bravery: 500s
. Protect: 500s
1 _ _
So Hungry! Special 60 100 v Vel 605
Daze (against Lightning):
110/10s
Suck In Physical 0 - 20 80 -
After Chomp Physical 3.00 10% 90 80 -
S0 Hungry!” Physical, 1 0.83x3
. ysical, 83x3 + 0 _
Chef's Secret Fire, lce 0833 10% 60 80 v

© 2014 PIGGYBACK INTERACTIVE LIMITED

FACEBOOK.COM/PIGGYBACKINTERACTIVE

® BESTIARY

o FERAL
CREATURES


http://www.piggyback.com
https://www.facebook.com/piggybackinteractive

The very heart of Lightning Returns is its multilayered and nuanced
battle system. While the two previous installments in the Final Fantasy
Xl series were defined by their high level of automation for all party
members during combat, you have no such luxury here: Lightning is under
your direct control at all times.

Even though it is certainly possible to “brute force” your way through the
main story events, your performance in the more advanced challenges is
likely to be unimpressive without a solid grasp of the game’s mechanics,
careful consideration of your character setup, and a willingness to retry and
experiment to adjust your strategy. If you feel at all daunted by the effort
that such an approach would naturally entail, worry not: your understanding
and ability can and will improve if you take the time to digest the treasure
trove of information available in this chapter, and put it into practice.

While it is easy to understand basic concepts such as damage
potential and interruptions, how these concepts are governed by

behind-the-scenes parameters is not as obvious, leading to questions
such as: “Why am | dealing less damage now than a minute ago?”
or “Why can | interrupt the enemy under these circumstances but
not others?”, which are both likely occurrences. In this chapter, we
provide clear and thorough answers to all such pertinent doubts and
inquiries, enabling you to make complete sense of what is happening
on-screen at all times.

We have broken down all notable systems and present them here in a
natural order. At the conclusion of our analysis, we offer a selection of
effective “roles” for Lightning that you can use as blueprints for your
Schemata, as well as several examples suited to specific scenarios and
play styles. Paired with your knowledge of in-depth mechanics, these
sections should fuel your imagination if you wish to develop interesting
and ruthlessly efficient strategies of your own.

And now, follow us down the rabbit hole. ..

MORE SAMPLE PAGES AVAILABLE AT WWW.PIGGYBACK.COM

:u-q:Elﬂm PARAMETERS

The following sets of parameters determine Lightning's prowess as a combatant. Everything else builds on top of this foundation. Enemies possess
many of these parameters, although some are not applied in exactly the same way. Enemy attribute details are listed in the Bestiary, though you will

also encounter additional facts on this subject later in this chapter.

Basic Parameters

* HP is the numerical representation of Lightning’s health and the
amount of damage she can sustain before being knocked out. This is
subject to a cap of 50,000 unless you activate the New Game+ Limit
Break Settings, which enable you to raise it to 99,999 but essentially
violate the “rules” governing the legitimacy of Battle Scores. The
minimum value is 100. In battle, your HP is automatically adjusted
when you change Schemata in order to maintain the same percentage
of max HP for each Schema.

o Strength and Magic govern Lightning’s ability to deal physical and
magic damage respectively. These values are capped at 5,000, but can
be boosted to 9,999 in accordance with the same conditions as HP. The
minimum value for each is 5.

* Maximum ATB establishes a pool of stamina for every Schema that
enables Lightning to perform actions. This is primarily dependent upon
your choice of garb, but can be augmented further with auto-abilities.
This value is capped at 200.

Ability Parameters

These are tied to abilities and all factor in various combat subsystems.
Ability parameters can be dependent upon basic parameters or completely
independent.

COMMON

* ATB Cost: The amount of ATB points required to perform an ability.
Stronger abilities within the same category of effect have higher ATB
costs. These values can be reduced through the Synthesis and Level
Boost services available at Sorcery Shops.

* Keep: Maintenance of stance against the disruptive effects of enemy
attacks. Rather than acting as a modifier, the Keep associated with an
ability overwrites the default Keep of 10. Keep values of abilities range
from 15 to 100.

e Priority: A hidden parameter that allows for the interruption of an
ability currently being executed by one of a higher priority. There are
four possible priority assignments for all abilities: 10, 5, 2, and 1. EP
abilities and recovery items have a priority of 10, all defensive abilities
have a priority of 5, the finale of Punt or Whirlwind Kick has a priority
of 2, and all other abilities have a priority of 1.

PHYSICAL AND MAGIC ABILITIES

* Damage Power and Variation: The multipliers for the applicable
power stat (Strength or Magic) for abilities that deal damage to the
enemy, and the random variation factor applied to these multipliers.
These are highly customizable through Sorcery. Ability finales are
subject to additional modifiers to the Damage Power value.

o Cut: Disruptive capability of an ability. Cut is measured directly against
the target's Keep. Base Cut values of abilities range from 20 to 100.
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* ATB Speed is a vitally important parameter that determines the speed
at which a Schema’s ATB gauge regenerates while Lightning is not
performing an ability. This value, capped at 200, is the percentage of the
standard idle recovery rate of 2 ATB per second on an active Schema. In
other words, an ATB Speed of 150 equates to 3 ATB recovered per second
(2 x 150%). Recovery rates triple for your two standby Schemata.

* Keep is a parameter that determines Lightning's ability to maintain
her stance against disruptive effects. This value is 10 while she is idle,
which is easily overcome by the vast majority of enemy attacks.

* Innate Resistances are defensive properties that affect the amount
of damage Lightning takes from enemy attacks and her susceptibility
to status ailments. By default, she has no special bonuses, taking
100% damage from every damage type and element, and sporting no
resistance against ailments. This parameter can only be improved by
auto-abilities conferred by equipment.

* Stagger Power: The measure of contribution of an ability to an
enemy’s Stagger Wave. A stagger is triggered when accumulated
Stagger Power reaches or exceeds the Stagger Point. As with
Damage Power, many ability finales enjoy a bonus to Stagger
Power.

« Stagger Preservation (Stagger Time): The measure of how an
ability maintains the Stagger Wave, temporarily preventing the
wave from being reduced. See the section on Stagger for a complete
explanation (page 266).

DEFENSIVE ABILITIES

¢ Guard Resistance: A form of resistance that is invoked only while
guarding. Effectively, it is a multiplier acquired by subtracting the effect
from 100%. For example, a Level 3 Guard with 46% Guard Resistance
will apply a multiplier of 0.54 to reduce the damage of incoming
attacks. Note that Special-type enemy attacks ignore this parameter
unless you are able to execute a Perfect Guard.

AILMENT ABILITIES

¢ Accumulation: A hidden value for an ailment spell that determines
its capability to inflict negative status effects on the enemy.
Measured against the enemy’s ailment resistance. This value is
500 for all -ga spells (except for Dispelga), 110 for Disaster, and
250 for all other spells. See the section on status effects overleaf
for more details.

* Magic Effect Time: The base duration of an inflicted ailment.
Modifiers include the Magic stat and auto-ability bonuses. Measured
against enemy resistance. See the section on status effects overleaf
for more details.
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To play Lightning Returns at the highest level, a thorough command of the
stagger system is an absolute necessity. Against the toughest enemies,
the most pertinent question in developing a battle strategy is essentially:
“How can | stagger most efficiently?” After reading this section, you
should be well on your way to the answer.

Terminology references in this section are strongly linked to the Stagger
Details tables found in the Bestiary chapter. We explain here all of
the information presented in those tables, enabling you to make
complete and holistic assessments of every enemy when consulting
that chapter.

Multiple Staggers &
Stagger Levels

Multiple Staggers: Many enemies can be staggered in different
ways, leading to different stagger effects. The specific stagger induced
depends on the conditions that were fulfilled to achieve it. The large
dragons Zaltys and Zomok are good examples, each vulnerable to a
standard stagger, and a secondary stagger that can only be triggered
by a blow to the head.

Stagger Levels: In addition to this, certain foes can be staggered
consecutively by triggering a stagger while already staggered. In such
cases, the first stagger is considered a Level 1 stagger. A Level 2 (and
higher, if applicable) stagger is achievable only by staggering when
the enemy is currently in a staggered state of the previous level. The
most prominent enemy for which this is relevant is Aeronite, perhaps
the toughest opponent in the game, who has four stagger levels and is
essentially impossible to defeat unless you trigger all of them.

Reaching the Stagger Point

To achieve any sort of stagger for an enemy, you must accrue Stagger
Power by performing abilities (see the Inventory chapter to check the
Stagger Power of each ability) until you reach a hidden Stagger Point
(revealed in the Bestiary chapter for each enemy type).

The “Quick Stagger 75%" auto-ability, unique to the weapon Chaos's
Revenge, lowers this threshold to three-fourths of its default value. This
is the only possible way to change the Stagger Point. On the other hand,
the Stagger Power of your attacks can be bolstered significantly by auto-
abilities, as well as the Broken stagger effect, which is very useful to
achieve higher Stagger Levels. Enemies also confer bonuses or penalties
to Stagger Power for attacks of a specific type, as detailed in the Bestiary’s
Stagger Details tables (“Stagger Modifiers” column). Based on these
modifiers, enemies can be immune to the Stagger Power of certain attacks,
rendering them completely ineffective for this purpose. If multiple Stagger
Power modifiers apply to an attack, only the highest one takes effect.

The actual ability that causes a stagger enjoys an additional bonus of
dealing triple damage to the enemy. The auto-ability of the Shadow
Trooper garb boosts the base damage of that attack by an additional 50%.
Generally, this makes it preferable to stagger with very powerful abilities
that carry high Damage Power parameters, such as a Beat Down finale (or
better yet, Jump), Heavy Slash, or a strong spell.

Stagger Preservation
(Stagger Time)

Unfortunately, you cannot simply build Stagger Power whenever you feel like
it and still hope to achieve stagger reliably. The hidden stagger counter that
measures the accumulated Stagger Power (in other words, the amplitude of
the Stagger Wave) is persistently updated in accordance with the inherent
Stagger Decay value of the target (see the Bestiary to find out the value of
each monster type). This is the sum of Stagger Power that is lost per second.

To stymie reductions to accumulated Stagger Power, a secondary counter
must be brought into play. This is the phenomenon of Stagger Preservation,
sometimes denoted in-game as Stagger Time, which temporarily disables
Stagger Decay and maintains your Stagger Wave for you when you face
inconveniences such as ATB depletion or disruptive enemy attacks. Each
enemy has a limit to the amount of Stagger Preservation you can build
up: this is called Max Preservation in our Bestiary. For good measure,
Stagger Preservation will also dissipate after a certain amount of time, as
determined by the enemy’s Preservation Decay value (the amount of
Stagger Preservation points lost per second).
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In short, to reach a Stagger Point and cause a stagger, you must build Stagger Power at a rate that outpaces the enemy’s Stagger
Decay. Often, it is necessary to use abilities with high Stagger Preservation to steady the Stagger Power you've accumulated. You
can essentially maintain Stagger Preservation indefinitely, but the frequency with which you must add to the counter depends on the
enemy’s Max Preservation and Preservation Decay values. Our diagram below presents a visual summary of these concepts that
should help you to make sense of how everything we've discussed comes into play. We use the examples of the Beat Down (high

Stagger Power) and Blitz (high Stagger Preservation) abilities for clarity.
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