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GUIDE
Version 0.99f (03/08/2001)

Foreword

This is a guide that outlines how the game progresses, and the various tasks that need to be completed in order to finish the game. I have information about how to defeat the enemies on the game on the Tactics document, which is available for download from the same location as this, the Panzer Dragoon Saga review page, or from the Links frame in The Panzer Place. The films and cut-scenes are described in italics. Cut-scenes that I have described in full are the longer, movie-like ones that sometimes use fade-ins and fade-outs. Scenes like Azel and Edge’s talk in the Underground Dome of Uru before they escape, and the Mel-Kava and Tower snippets, were candidates, but I didn’t consider them to be true cut scenes, if you’ll pardon me. They have to offer multiple camera views and plenty of action (not necessarily plenty of speaking) or a vital plot point, rather than emotional outpourings. If I included everything conversational, like the numerous bits in the Tower where logical puzzles are set and completed, I’d be here forever.

The location of every item you can get on each level can be found in their appropriate level section. Items given to you, or those found at certain times (etc…) are in the ‘script’ so read through and you’ll find them. I have also included maps, as compensation for not bringing the guide out in time like I said I would, over and over again. I apologise for that.

But what’s new? This version of the guide (0.99f) adds in not only a new navigation page to help you explore this document, but includes the tactics as well! These are implemented in the applicable areas; I decided that to get a shot at this guide being on something like GameFAQs I’d need the Tactics to be included as well, so that’s just what I did. To go to a section, click on the applicable page number. If you wish to browse to another section, just come back to the Contents page. This guide is unique in that it has the tactical data for every enemy found in the game. I also justified the text as well to make it better to read.

This version is complete, unless I want to make another change somewhere. All items that have Break, Access or Caution! Status, are discussed, plus items that you find in towns or are given. Other commitments ruined my plan to have this guide done by the middle of June 1999, and I really apologise for the inconvenience. Now, before anyone jumps on me and tries to slit my throat, do remember that this is much more work than just about anyone has tried to do on a Panzer Dragoon Saga guide and the content here would fit into about 5 months of a magazine. I know I should have spent more time in the summer on it, what with 14 or 15 weeks free to myself, but lots happened then, and I didn’t do what I wanted. But hey, it’s totally finished now (touch wood), so I see very little possibility of me having to do any extra work after this (although I did say that before, and here I am 18 months later, adding stuff to it).

Some of the maps featured may look simplistic in nature, and there may be slight geographical errors, but as long as they prove to be useful and reasonably accurate, I see no reason to improve them unless there’s glaring problems. I checked and amended inaccuracies present in version 0.99d, and as a result the Blue Ruins, and Canyon Deep Gulch, look much better as of 0.99e. You may have noticed that the map for Ruins – Bottom Floors is not on the game; I merely approximated what it looked like. Something to bear in mind is that the maps may not appear in scale to the rest. The smaller maps had to be magnified, obviously, so I could label them. Larger maps that have little featured are smaller than they would be, to save space. Hey – if the maps look squashed in nature (i.e. they should be slightly taller), just change your refresh rate or vertical screen size. I use the PAL Saturn, okay? If you can’t see the maps, zoom in!

Each version of this guide has been taken the form of version 0.99x (x replaced by the edition letter). As far as I’m concerned, completing this guide fully may never happen as there are small nuances hidden in the game that may still be eluding me. No version 1.00 will ever be made in that respect. As it is, the Target Destruction Rate is 100% so the item guide will not need to be improved upon, the Map Coverage Rate is 100%, and, as I stated before, the Enemy Data Rate is also 100%.

Some people may be wondering – why a Panzer Dragoon Saga guide so late? Well, okay, it was released in January 1998 in Japan. Here’s why – if you read the Version History at the end of this guide, you’ll see that I had an initial guide and I recently (recently?) wanted to add extras and make it a really good piece of literature. It’s isn’t late as such, but a justification for the bits I’ve added is that I love the game and have to do it some justice, even now. It’s a true classic, after all. And I still play it! I wish to make comparisons to Chrono Trigger, the sensational SNES RPG which still had people putting guides, music and what-have-you on the Internet even in 1998. 6 years I make that. Even though a PlayStation version has been released of that, most people fondly remember the original SNES version. This game is even more special than Chrono Trigger, as you no doubt can tell, and even though it sold less, it still deserves a guide that can do it justice – and that’s what this is for.

A couple of requests: please read the DISCLAIMER at the end of this guide prior to reading anything else. And DO NOT edit this document AT ALL. The layout must be preserved and I can’t stress this enough. Besides which, you can’t save the changes, so why bother? If there’s problems with the guide (doubtful I know), or you have a recommendation, please e-mail me (details in the disclaimer)!

This guide has been made in Microsoft Word 97 and includes high-resolution compressed greyscale BMP images for the maps. In this day and age, this file should be easily readable by all who own Word 97 and above, no matter the platform. There is a small chance that you might not be able to see the maps due to the lack of support on your platform or machine, in which case I apologise.
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Key

Items

The items on the maps are stated as abbreviations. The key for the items is as follows…

Green colour-coded items (beneficial):

EMn
Elixir Minor
FA
Free Action

EMd 
Elixir Medis 
At
Antidote

EMx 
Elixir Maxis
Re
Revive

FE
Full Elixir
RS
Restore Speed

BMc
Berserk Micro
An
Anesthetic (no spelling error – just an Americanism)

BMn
Berserk Minor
Rc
Recover

BMd
Berserk Medis

BMx
Berserk Maxis

Am
Ambrosia

Yellow colour-coded items (have an effect on battle, are weapons, but mostly are just for sale):

SP
Shell Plate

ST
Stolarium
AC
Armor Chip 
BS
Bone Slasher

TS
Telepathy Shard
Ga
Gara

FC
Flash Chip
GF
Golia Fang

MJ
Macran Jewel

AF
Albertson Fan
PC
Power Chip
GP
Golia Pod

ND
Nando Drill

GL
Gipson Lens
SC
Shield Chip
GSh
Golia Shell

TB 
Tri-Burst

OL
Olfactory Lobe
SpC
Speed Chip
GT
Golia Tail

DC
Dinys Chip

GS
Gem Stone
CD
Coolia’s Dung

Blue colour-coded items (mostly not for sale and more for information than anything else):

HG
Hand Gun


FM
Field Map
SPt
Save Point

D*
D Unit 01 to 12 (* denotes #)
EK
Elevator Key
Rec
Recorder

ShP
Ship Parts


TR
Tobitama Rock
PK*
Protect Key 1 to 3 (* denotes number)

DGK
Dome Gate Key

DB
Dragon Booster
DCr
Dragon Crest

Red colour-coded items (power weapons and berserker spells):

BC
Blast Chip 

EP
Energy Prism

BV
Berserk Vampire

DBC
Dual Blast Chip

HS
Hunting Scythe


TBC
Tri Blast Chip

PV
Plasma Vortex

There are various targets specific to each level. I have placed them to the right of each map as a legend. The keys often take the form of triangles and have small numbers next to them if necessary.

The typical lock-on rank is stated next to the level name. If an item has a different rank, it will be stated as an emboldened number following the abbreviation (e.g. Am3).

If there’s more than one item, the figure precedes the abbreviation (e.g. 2FA = 2 Free Actions).

Tactics

P
Pure

M
Mutated

I
Imperial Forces

C
Craymen Forces

Of course, in Panzer Dragoon Saga, there are four types of enemy that you will encounter. Preceding the enemy title you will find one of the above abbreviations in parentheses.

For example:

Auto Defense System (P)

Disc One

Prologue

Film 1: The short introduction to the game. It comprises of scenes from the other movies, specifically the flashback sequences, and features a first – music from the game used as the soundtrack. A testament to the Saturn’s aural capabilities, and a really good composition.

Film 2: Edge, a young Imperial guard, is stood above the excavation site, looking (admittedly) very bored. When his friend Rua walks up, they have a short but slightly heated conversation about what they are really doing here. Rua categorically states that they should not poke into the why’s and wherefore’s as to the Empire’s business here. The next thing they know, an alarm is sounded – a monster is in the ruins and attacking!

Film 3: This starts with a narrative explaining the scenario. Most of what is said concerns the various factions of the continent having discovered the ancient technologies and are using them on each other. After the narrative, the scene cuts to a ship in the sky, namely Craymen’s. They’re up to something, that’s for sure. That’s made clear when they receive word of a distress call from the ruins. The Craymen fleet heads for the ruins at top speed.

Film 4: Edge is taking pot shots at the monster, but having little success. When told to escape, he notices a huge mining gun, and runs to it amid angry shouts from his Captain. The monster launches its sharp sword-like claw at Edge, who just dodges out of the way. Edge runs with the gun to a dead end and turns, and another attack from the monster just misses his head, ripping through the wall and leaving a hole in the roof. It is now that Edge sees a ‘fossil’ of a young woman. After remarking how beautiful she is, he realises what the present situation is and turns to face the monster who, strangely, halted its advance for a moment. Edge, thanks to a command from his Captain, manages to shoot the bridge under the monster and send it falling down into the ruins, just before it attacks again. It’s not dead, but the three leave the ruins as a precaution and to get help for the injured people.

Film 5: Bright light greets them as they exit the cave. It’s clear that Rua is injured. However, as soon as they exit, a gun shot sounds and the Captain falls to the ground. The bullet came from the gun of a very strange, masked man. Rua stumbles forwards to plead and persuade the man that they are friends, on the assumption that they are from the Empire, but he is killed. Before the man shoots at them again, Craymen tells him to stop. Edge screams at them, asking them why they have attacked, and mentions in passing about a girl, much to Craymen’s surprise. Arwen knocks Edge out cold and the men enter the ruins, leaving the guards to die.

Edge comes to, his face towards the floor. He raises his head, focuses on the still bodies of his friends, and turns to see that the fleet is stealing the girl! He runs after the ship, and when he is halfway along the bridge, the man (Zastava) sees Edge and shoots him. Edge falls off the bridge and into the abyss below. The scene cuts to Craymen and Arwen. Craymen says something about a ‘surprise’ left at the Imperial Capital, as the fleet flies away.

Film 6: A huge explosion rips apart the calm and peaceful Capital of the Empire. The scene cuts to a large room. The Emperor is sitting in his hovering chair, listening to a report from one of his servants. The Emperor knows what has happened and orders the destruction of the rebel Craymen force. As he does so, the camera zooms out of the room and it becomes apparent that it is a warship. A simply huge ship, in fact, called Grig Orig. It will be used as the primary weapon for destroying the rebels.

Film 7: A small spherical light slowly descends down the abyss and touches the water at the bottom, lighting the whole of the ruins up. Strange lights fly into Edge’s motionless, afloat body. He regains consciousness and swims to the surface to see where he is. He swims to a bit of land and exclaims that he’s alive, and that he has to find his Captain, while he looks down a dark passage.

Ruins – Bottom Floors (no lock-on rank needed)
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You start off under the excavation site. Just get the items out of the cave, access the keys either side of the lift and walk onto it. Walk towards the back of it and you’ll be able to take the lift.

Film 8: Edge boards the elevator, which jolts as it begins to move, making him lose his balance. As it ascends, it is apparent that he is not alone. When at the top, he looks around, but a small object hits the floor and alerts him to the presence of danger. Red eyes pierce the dark, and a horde of monsters (the same type which attacked in the ruins) advance on him. Edge attempts to use the gun he found near the elevator on the floor below, but it does not work. He backs off, and as the monsters close in, a shrill scream pierces the atmosphere. A bright light forms, and several, luminescent, bending rays of light fly towards the monsters. After a huge flash, Edge recovers his bearings and sees that he is no longer under threat from the monsters. Suddenly, something flies down past Edge, heading to the floor below. As he looks for it, what appears to be a dragon suddenly emerges from the darkness and Edge loses his balance and falls on to his rear. The dragon approaches, lands, and as Edge looks at him, a strange connection is formed between them as their eyes meet.

Film 9: Strange images fill Edge’s mind – things that have happened, and things that will happen, fly through his head. One notable ‘image’ is a dragon flying towards a large, tower-like structure on a small island… When Edge regains his senses, he asks the beast if he has been chosen for something. The dragon screams as if to confirm Edge’s question. It lets Edge get on its neck, and then starts to ascend out of the gloom, into the daytime sky.

Above the Excavation (lock-on 0)

You fly above the excavation. It is the first flying level. No real help needed as there’s no fighting involved. Just fly through the level, going down both routes, and get all the items, then go out through the cave at the end.
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Excavation Site

You appear at the excavation site, which is the story-opener. Just search the objects – you’ll find a Dinys Chip to the left, Stolarium to the right, and your Captain laid next to the latter. Lock on to him when you’ve got all of the items.

Film 10: Through the smoke, Edge sees his Captain, apparently still alive from the attack, but with very little time left. He reveals that the attacking force was the Craymen faction, the elite division of the Imperial force known as the Black Fleet, who have obviously taken matters into their own hands and rebelled against the Empire. He asks Edge to get the girl back. He also tells Edge to reach in his pocket and get something. As he does so, he dies. Edge seems bemused by the item, which is a map of the continent, but suddenly realises that his Captain, and the closest thing to family, has died. In his grief, he swears to make Craymen pay for all that has happened.
Excavation Site #4 (lock-on 0 unless otherwise stated)

You appear over Excavation Site No. 4. You now get a tutorial on how to fly and fight. It is very informative and you can view it anytime by simply selecting “Tutorial 1” from the title screen instead of “Continue”. You don’t need to look at it though, so you can cancel it immediately (“End the Explanation”) and carry on.

A good tip is to go to the World Map and then to the camp that is connected to the Excavation site. There, you can name your dragon. Personally, I called my dragon Ambiris or Lagi (after the previous dragon, the one flown by Lundi). If you call it Dragon it won’t respond much, and will certainly not give you the Astral Phantoms berserker spell (see later) because you need Spiritual Closeness Points and he won’t give you any. After all, Dragon is formal and impersonal, and a label, if you see it that way. Now, come back.

One very interesting note about the camp that I have just described is that it is the first time that you have a chance to let the dragon rest, and he’s very unsure about you. Try Smile instead of Pet and he’ll react better.

This level is bigger than the first flight level. There are passages on either side of the level so explore them all. It might be useful to double-back once you’re sure that you’ve got all of the items; this allows you to collect items positioned in the site outside between the entrance and exit of these passages. At the end of the level are some powerful fans. Fly towards them and see what happens. Then, take the route to your left and locate the passage, and turn the fans off. Go back and fly past the fans. There is a save point down this left route too. The fans can be destroyed once you get a lock-on rank of 6. Fly through the exit.

As you’ve no doubt gathered, this level introduces the art of combat.

Pattergo / Pattergen (M) - These are the first enemies on the game. They fly as a group of Pattergo or include a Pattergen. Without a Pattergen, just use lasers. With her, use the gun to take her out and then lasers on the rest. Getting an Excellent! rating at the start is pretty random; you may start out flying in front of them.
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Baldor (M) - Use lasers; if in front, move to side to minimise damage. If to the side, move behind and use lasers when they move behind you (although once in a while the lasers attack both Baldor at once. This is not very helpful if your dragon is not too powerful, as you may need 3 attacks, because the next attack will more than likely target a single Baldor). Chain Laser is decisive. Note : Baldor mainly appear in the Valley, only occasionally appearing in this section. One thing I’d like you to take note of is that defeating Baldor with an Excellent! rating is only possible if you start a fight anywhere but in front of them. It might take a few encounters to find one where you start off in a favourable position to fight.

Canyon Deep Gulch (lock-on 0)

After going through the passage at the end of the previous level, you find yourself here in Canyon Deep Gulch. Pick up the recorder from the wrecked ship, and when you get to the waterfall, go through the passage, collect the items and double back. It’ll save time when tackling the next section. Twice in the level, you encounter a Baldor Queen. Once done with them, fly through the exit and the adjoining tunnel (you’ll find a Save Point here).

Magnata / Gelata Urchins (M) - Keep to their sides and use lasers on their fronts when they turn to you. Take out the Magnata first. Chain Laser is quite effective; it usually takes out the Magnata first.

Baldor Queen (M) - Use lasers on abdomen. When Baldor face you, move round her back and shoot her again. A good tip is to kill a Baldor then move behind her because this will delay her attack as she has to hatch another Baldor. Phantom Slashers are effective, but only if their power exceeds two standard attacks, otherwise there’s no point using up your BP.
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Cut-scene 1: The dragon flies out of the cave and, as Edge looks around, the dragon suddenly stops and shrieks as a huge explosion rips through the silence. Something is happening in the distance. A man and his Coolia mount are running over a narrow bridge, escaping something. Suddenly, a massive creature bursts through a cliff-face. It looks as though it is falling to its doom as it plummets into the valley, and the man leaps from his mount and onto firm ground as his mount falls, with the crumbling bridge, into the abyss. As the man checks himself for damage after rolling for a few yards, the light suddenly dims, and the huge monster appears above him. The man stumbles as he attempts to flee, but by this time the dragon has fired its missile-like lasers at the beast, which flies into the cliff. Edge orders the man to get into a nearby cave, and as he does so the beast comes back into sight.

You came to the rescue, but now you must fight the beast, which is an Arachnoth. Once it is dead, you meet your new ‘friend’.

Arachnoth (M) – She’s stupid, but powerful. Get behind her and fire lasers, then wait until she faces you and move behind again. You should be able to charge up pretty quickly, but only if you are quick to move. When her energy bar starts turning orange she will get enraged. Move to her side to force her to charge. She will knock herself silly and you’ll have enough time to fire off up to 4 lock-on laser or gun attacks. When the red bar starts to appear, an Energy Prism may yield over 900 hits and kill her off (this sometimes works, but the normal damage will be about 350 hits).
Cut-scene 2: The man looks up as the dragon lands. He’s obviously in awe of the beast. He asks Edge if this is his dragon; Edge just replies that it’s not, just that they seem to have a common understanding, something which the dragon seems to concur with. The man mentions that the dragon could be used against the Empire, which immediately makes Edge think that he’s part of Craymen’s forces. Edge raises his gun, but the man quickly tells him that he’s a seeker. To Edge, seekers are thieves; after all, that’s what he was taught. Edge asks as to why he’s out here. It seems he was supposed to meet someone at the nearby Cainus Village. He asks for a lift, and Edge, wary of his new ‘friend’, agree. The man suddenly remembers to introduce himself – he’s Skiad Ops Gash (“Shadow Eye” Gash), but Gash is fine. He tells Edge that he knows quite a fair deal about the area they are in, including the monsters. As the two walk towards the dragon, it moves it head towards Gash, growling. Gash falls to the floor. Edge bursts into guffaws, and Gash, in a “yeah, okay” manner, laughs too, as he gets up.

You both travel on to Cainus Village.

Film 11: Edge and Gash survey what is left of Cainus Village. According to Gash, this was an attack by a horde of monsters. He says that they must stay here tonight. The camera turns to face the setting sun.

Film 12: Edge and Gash are sitting by a campfire. Edge has just said how he met the dragon. Gash explains that dragons are thought of, by the people of the frontier, as ‘messengers of the gods’. Of course, Imperial lies have driven people to fear their ‘saviours’, and it’s hard to know what to believe anymore. Edge announces that he is going to take revenge on Craymen, something that Gash agrees with. Edge asks what Gash is doing out here. He is met with a crude attempt at humour, as the camera turns to follow the sparks of the fire and face the night sky.

Film 13: Gash says that he’s looking for ‘the divine visitor’. Edge is baffled, about this, but Gash refuses to divulge anything else. He says that Craymen’s forces have gone to the desert, which is met by a surprised response from Edge. It becomes clear that the dying seekers left information, which Gash has uncovered. Craymen led the monsters to the village, although whether it was unwilling or deliberate is a mystery.
After the campfire movie, you agree to Gash’s pleas to take him across the desert to a rendezvous point. Now, save your game.

Garil Desert

Worm Lair (lock-on 0 unless otherwise stated)

You travel on to the Garil Desert. The Worm Lair is pretty simple. There are two passages, one being the exit. Fly under a series of arches to entice a worm to open a secret passage to three Shield Chips. On the surface, just collect all of the items, and listen to what Gash says about monsters when in battle. Destroy the Lathum guarding the exit and fly through it.
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Nanyd Swarm (M) - Nanyds protect their queen. Use your gun to shoot her down and scatter the swarm. If you don’t see a queen, a Holy Sphere is necessary, and will kill the queen even if she’s there. If you start out in front, get to the back as quickly as possible.

Stryders (M) - You are safe anywhere but behind. Charge and use lasers on their behinds or a Holy Sphere. When accompanied by Nanyds, a Holy Sphere is needed (or a Blast Chip should you have one). The horned Stryder is the Stryder Hunter, and are the dangerous ones because they can paralyse you, allowing the Stryders to attack.

Additional tactic – When fighting a group of Stryders accompanied by Nanyds, if you do not want to use any berserker powers or get hurt, my advice is to use lock-on lasers. If you hit one of the Stryders, it will fall, and the Nanyds will not attack until the wounded Stryder rejoins the group. If you start from anywhere but in front of the pack, this is a great tactic. All the while, you’ll be picking off the Nanyds as you use your lasers, thus reducing the threat.

Lathum (M) - This is a huge steam and slime mountain. If you shoot lasers from the correct side the weak point will appear, but that section will immediately become a danger area. If you use a berserker attack, the weak spot will be shown but the entire radar will go red and the damage will be negligible. Shoot bullets at the weak point and stay in the clear areas on the radar. If the Lathum shifts its mucus, merely repeat.

Note - The right-hand side of the Lathum is often the correct place to attack, with your lasers, in order to reveal its weak point, but when the spot goes red, so will that radar section, so move.

Green Oasis (lock-on 0)

You arrive in the Green Oasis. A worm is trapped in a sand whirlpool to the south; you can hear it shrieking from afar. Lock-on to it and free it. It will open up a secret passage containing a mauler gun part. In the Northeast there are some stalks. If you access the correct one a small red ball will drop to the ground. Get it. This is Kuo Pollen and has great significance. If you tap L it will keep your speed at that level. It is significant on disc 4… as for the exit, fly to the middle of the level and then lock-on to it after the first message. The ruins start glowing. Find the corresponding ruin (to the Northeast) and destroy it. Fly through the hole in the ground.
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Hoppers (M) - Go where none are facing you and shoot any weapon at their weak point on their rear. They tend to move anticlockwise but can be unpredictable, so you might find yourself in a position where one faces you but the others don’t, therefore you need to take a shot with your gun at the visible target, and move again. Reposition if needed.

Pludger (M) - Get behind and shoot your gun at its weak point; this will kill it outright and the Nanyds will go for its remains.
Blue Ruins (lock-on 0)

The final area is the Blue Ruins, the main part of the Garil Desert. The usual things to do, but the exit in the centre of the map is covered in sand. Destroy the ruins to the Northeast and Northwest to release a tornado, which clears the exit. Note that the entrance to the windy canyon is guarded by a group of Hoppers; every time you visit the area (I the daytime, that is) there will be a group there.
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Once in the cave, you must defeat the Gigra.

Gigralyph (M) - Charge fully, and shoot it, then charge again. After three hits, it summons the Gigra. Charge fully and use any weapon to get rid of the Gigralyph, but charge fully every time to get a head start on the Gigra, which promptly swallows it up should it, or its smaller cousin, get badly injured.

Gigra (M) - It has three different states.

Hunter (Mobile Form) - The weak point is its jaw and you are safe from behind. Make it move. When it initialises a quake, raise a shield chip. It will then assume its defensive form, provided you don’t clear the energy bar before it does. In that case, it will assume its Complete form.

Fighter (Defensive Form) - It hides its weak point with its wings. Just shoot one of them, from the side, with your gun, and shoot its weak point before the other wing can cover it. The only safe point is behind as the clear areas around his sides are now red.

Swift (Complete Form) - The Gigra is desperate for escape and replenishes its energy but despite its improved attacking abilities it is more open. A few gun shots to its jaw will finish it off. Try to stay in front of him and use a shield; this will boost your rating drastically, because his Spears attacks are useless.

Cut-scene 3: After defeating the Gigra, Edge points out the exit behind them, but the Gigra emerges from the sandy floor again, as if it were indestructible. As it prepares to attack, the dragon changes its shape and then raises a shield that repels the attacking spears. It changes shape again and then launches a devastating lightning attack that finally kills the Gigra, which falls into the murk below. The dragon morphs back to its original shape. Gash is obviously amazed, and is under the impression that "this must be the one…". They exit the cave.

Cut-scene 4: They are at a clearing. Gash thanks Edge for the adventure, and gives him a strange blue pendant that he says will earn him favours from the nearby caravan people. One thing is clear – they’ll be friends for life.

The scene now shifts to a camp, where you part company with Gash. Find out all you can from him and save your game. He also gives you a necklace and tells you to go to the caravan, which is just north of here. However, before you go there, there’s something back at the Blue Ruins that you might like to see…

Sand Mites (M) - These are rare creatures that live next to the cliff walls but can only be found when the level is completed for the first time. Behind them you are safe, but let them move and use lasers on their fronts. To locate them, look around and when the radar goes yellow, they’re close. There are four locations – above both of the destroyed ruins, at the south-east corner, and at the south-west corner (i.e. near where the entrance to the cave is) of the clearing.

Now go to the caravan and explore everywhere except the first tent on your right. When you have been to the other tents, then you can go to the tent that you didn’t go to before.

Cut-scene 5: Edge walks into the tent, and the man inside is immediately suspicious. That is, until he sees the pendant, and welcomes you as a friend. It is apparent that the Craymen rebels have ransacked the caravan; that probably explains why they’re so edgy. He invites you to sit.

Cut-scene 6: Edge has just told the man his story. It appears that Craymen has gone north to the Forbidden Zone. Despite his pleas, Edge still wants to go. The man says that the caravan people, especially Baicah, will be a bit more forthcoming. He also asks Edge to bring back anything he finds, as they need supplies.

Everyone in the caravan will talk to you now. Baicah’s shop has a few good items in. Just remember to talk to everyone. An’jou tells you that Craymen went to the Forbidden Zone. Go there now.

The Forbidden Zone (lock-on 1)

Cut-scene 7: They come to the Forbidden Zone. The automated alarm system is activated and the transporter sends its 8 individual key-like components away in an attempt to stop anyone using the system.

The idea is simple: collect the items and (using the map) locate the sections of the Transporter and lock-on to them. They’ll return to the transporter, and when they are all there, the transporter will function again. 

[image: image10.png]



Lazara (P) - This is the first ‘pure’ creature. Just fly behind them and attack the large one (normally on the left) with your gun. This will kill it and drop the shields. Also, they won’t attack or move, so you can leisurely finish them off. They also include Lazara Hunters; these are the large ones that erect shields.

Lazara Skimmers (P) - Half of these stay underwater. Use the Lazara tactics, but you can stay behind them for ages. Use lasers on their fronts, and wait until the others surface and repeat. Berserker powers will not penetrate water, remember that! The large one, the Lazara Skimmer, takes more damage, so use the gun. If the first wave consists exclusively of the weaker ones (the Lazara Hammers), killing them will immediately tell the others to surface.

So, you’ve activated the transporter by moving all the sections. Just lock on to it and you are whisked into the skies. You now face Craymen’s fleet. Though the sight of a dragon baffles them, they aren’t put off and decide that you’re dust anyway.

Craymen’s Elite Guard (C) - This is the Craymen fleet’s first appearance. The Elite Guard is basically a pair of Punishers. Stay behind them if you can. When they move, wait until they activate their mines and then move behind them again. A spiritual-level Cleansing Wave is great, but make sure you have some power bars filled for the actual battle with the Flagship.

My tactic is to have an Agility-class dragon, with a balance of 200 Agility and 198 Attack, before the fight. Charge all the bars and cast Swift Wing to speed the gauge up, then change the dragon’s configuration very slightly so it is an Attack-class dragon (200 Attack, 198 Agility for example). This way, you can keep the gauge that would have gone (if you move more than 3 units as you morph, a gauge will go, but 2 is fine. An A-Pad is the only way to do this). Now charge to max and cast Assault Wing so your lasers are more powerful. This will really work well on the Flagship. Now, all you have to worry about are the Punishers… the tactics above will do the trick.

Craymen’s Flagship (C) - Stay behind until it loads the mine, wait a couple of seconds then move to the sides and fire lasers. It would be prudent to be an attack-class dragon at this point but it depends on how much charge you have from the last battle. After it fires the mine, move behind to avoid its tracers. It can have two armed at a time, so when it retreats to the clouds, stay behind or in front and make it move, and use lasers (if you have used my tactic above, you’ll have no problems). When it flies back up, repeat the procedures I have laid out. A spiritual-level Phantom Slashers will be very effective, and Wraith Slashers if you have raised your dragon’s level high enough.

Film 14: Edge walks around the wrecked Craymen flagship. He hears movement, and turns to see Arwen, sat alone in his high chair. On questioning Arwen as to Craymen’s location, he is told that he has fallen for a trap, and that Craymen “should be at the Tower by now”. Arwen suddenly realises who Edge is, and congratulates him for locating them, but that “she will destroy you”’. “She?” remarks Edge, but suddenly, an explosion rips through the ship, killing Arwen. As Edge gets up, he sees a huge, black dragon hovering outside, string in through a hole it has just created. However, what scares Edge is the rider – it is the young girl from the excavation site. As the dragon is about to fire, Edge’s dragon attacks and wards it off, and as it swoops past, Edge runs to the hole and looks down as his dragon flies up to meet him.

Edge and the dragon fly alongside the huge beast. Edge attempts to talk with the rider. When Edge tries to determine if she is fighting for Craymen, Atolm attacks with his lasers. The rider is not willing to answer any questions. They are obviously here to take you out, so you’ve got to beat them before they do so.

Atolm (P) - Keep to his sides to minimise damage and force him to move. His weak point is his tail. An attacking configuration is very useful here, as is Assault Wing. When you are fully-charged, move behind. When Azel says ‘Ne-Rai’ (‘rain death on him’), move to the front. Alternatively, if you have two gauges, use a Vengeance Orbs shield and move to the rear to protect yourself and partially reflect Atolm’s Berserker Rage back on him!!!

This is the end of disc 1.

Disc Two

Return to the caravan and explore it again, finding out data about the Town of Zoah. If you talk to Raul at night he will give you a pipe (Verato Pipe) from a village (i.e. Verato) which was destroyed by the Empire. Take it to Jael, the barmaid in the Liberal District bar in the daytime. She’ll shine to you. Return to the caravan and talk to Raul who’ll give you 1,000 dynes and tell you why he is ashamed and not willing to see Jael.

Check out the pillars near the Zaal Seed storage area and you’ll find a Gem Lens.

Go to Radgam’s house in the day (it’s near the well and the pub) and look at the gun in the pedestal to his left from far off, and then close up. Radgam will shout at you and will then test your knowledge on hunting. Get everything right to get a Tri-Burst gun part.

At night, go down the well and find the door. Talk to Bezer and he’ll give you a ring worth 2,500 dynes (the Amirkan Ring). Keep it, if you want. You can give it to Fei later but for now let’s concentrate on Zoah.

At any time go to the shop, talk to Jared, and then look at the books. You can take a report on Shellcoof, two bibles and the first diary of the Dragon Rider.

Go to Abner’s house in the day time and agree to lend him some money. You can get something in return later.

Talk to the landlord Juba at night and he’ll give you a picture of the Tower. Go to the machinery storage area in the daytime to see Paet.

Cut-scene 8: Edge walks up to Paet, who is busy fixing the underside of his ancient plane. He’s obviously not willing to converse. When Edge mentions the Tower and shows him the photo, calling it a ‘picture’, he is less than amused, but when Edge shows some knowledge about the photographing machine he that used, he sits up. After determining what Edge is, he proceeds to dismiss the Tower as a myth. Even if it did exist, he’d not tell him. He then asks Edge about a place called Georgius. Edge hasn’t a clue about where that is. Paet asks him to look for some ship parts there in exchange for information about the Tower, with a typically patronising attitude.

This is nothing really, but look at Jael just out of Near range, and then talk to you. She’ll inquire as to why you are looking her way. Just be thankful she hasn’t got a boyfriend…

Now, go to Georgius.

Georgius (lock-on 1)

Destroy the ‘guard’ to fly through the clouds at Georgius, and explore the area. To the Northeast is a seemingly indestructible machine which, if accessed, is ripped apart by mini-tornadoes. Get all items and the map and then destroy all of the machinery.
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Lazara Hunting Group (P) - Stay to their side and use a spiritual-level Cleansing Wave or a Dual Blast Chip. Lasers may take too long.

Hellions (P) - These are annoying to say the least. A spiritual-level Cleansing Wave is ideal. Don’t let them retreat behind the rock; they’ll be safe there. You’ll have to move and thus lower your rating.

Explore the area after the tornado dissipates and get all the items, but get the item under Shellcoof LAST for convenience. Note that you cannot enter Shellcoof or do much in there until you have a lock-on rank of 4.
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Return to Zoah and go to Paet. You’ll find out that the parts are just junk, and you’ll have to return to Georgius.

Enter the hole in the ship.

Film 15: Edge walks slowly through the ship. Suddenly, he sees something and attempts to obscure himself from view. The Empire is here. But, to Edge’s surprise and horror, he sees what they’re here for – a giant dragon-like monster, deep in slumber. As he thinks to himself, a guard walks around the corner and spots him. Edge runs away, but in an attempt to dodge machine-gun fire, he falls on the floor and is unable to protect himself. A guard knocks him senseless.

Film 16: Edge is tied up in a chair, being interrogated, on an Imperial gunship. As he tries to explain that he’s not a Craymen conspirator, he gets a very nasty blow to the face. The guard commander tries to explain that Craymen is a loony, but has it in his mind that Edge is an accomplice of Craymen’s. When Edge refuses to say anything, he orders his guard to (off-camera) torture him with a hot poker. Edge falls to the floor, almost unconscious. The guards are busy looking at the photograph of the Tower. They leave the room, with Edge still on the floor.

Film 17: Edge notices Gash in the above air-duct. He jumps down and unties Edge. He then looks at his watch. An explosion rocks the ship. Gash runs behind the door, and a guard enters. After ambushing the guard, he helps Edge up. It appears that he was interested in what the Empire had dug up, and decided to come along for the ride. They escape the room and go above, where the dragon is hovering in mid-air. The ship is carrying the giant dragon…

First things first – take out that Gunship.

Gunship (I) - The first Imperial ship is towing the Guardian Dragon. Stay in the clear areas and use spiritual-level Wraith Slashers – this will finish the battle straight away. He will probably have time to attack so a shield may be useful. When its red energy bar is almost gone the dragon will destroy it. That thing was supposed to be dead, or at least sleeping…

Now send the Guardian Dragon to its grave (remember it, and the music from Panzer Dragoon Zwei?)! 

Guardian Dragon (P) - Stay to the sides to minimise damage. Its weak point in inside its ‘plate’. To open it I think you need to get the energy bar into the light green area (I can’t confirm this). A spiritual-level Wraith Slashers is useful. When it opens the plate, move behind and sniper the weak point. When it charges the Berserk, stay where you are. You can’t escape it. Kill it quickly to avoid this.

After the fight, you’ll go to the camp. When you try to leave the camp, Edge becomes upset about letting Paet down, but from sheer coincidence, Gash will give you the ship parts that he needs. Take the parts to Paet.

Cut-scene 9: Paet is rather annoyed about Edge being late, who throws him the parts. Paet tosses them to one side and asks about the dragon. Edge is rather perplexed as to how he found out, and as to why Paet is being nice. He explains that he used his scanning machine. He then attempts to use it. The scanner shows a huge waterscape, as the camera moves around, a black dragon, notably Atolm, flies past…
Go to Juba who’ll tell you about Uru. In the daytime, go to the top of Juba’s and talk to the seeker (who’ll tell you to come back later) and the other man (the man from the courtyard), and eavesdrop. Go to the caravan and eavesdrop on An’jou’s stories about Uru and dragons. In the daytime, go round the back of the caravan and talk to Fei, who’ll give you a Palmer Amulet. I don’t know its purpose but it is a lucky charm for hunters. Give her the Amirkan Ring (if you haven’t sold it already) as a gift and this will cheer her up somewhat. Now, go to Uru.

Uru

Sunken Southern Ruins (lock-on 2 unless otherwise stated)

Explore the whole area. A ruin to the Southeast shows you how to open the passage to the north. Link the passage to the northern cliff and get rid of the keystone with the whale as shown in the example.
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The passage contains a few items that may be useful, and they are available according to how many Protect Keys have been used.

Lumid Swarm (M) - Use the same tactics as with the Nanyds but a Cleansing Wave is required. Watch out though – in the evening, the groups tend to consist totally of queens, so you should use a higher power attack, like a spiritual-level Cleansing Wave.

Dracolyth (M) - These are identical to the Lumid Swarm really. Use a Cleansing Wave. Alternatively, lasers are quite effective. These are quite rare creatures.

Passage (lock-on 2)
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Go through the passage and you’ll emerge in the Deep North.

Deep North (lock-on 2)
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As soon as you emerge, you will immediately get attacked by Craymen’s forces. Beat them so you can explore the area.

Annihilator (C) - Stay out of the way of the gun. If it moves towards you, wait until it is just about stationary and move. Its weak point is on its front. When it powers down the Reaper and prepare the rockets, if you stay away from its front you will have ample time to charge. The sniper is brilliant on the weak point. If Infernos are in front, a Judgement Day spell will clear them. Spiritual-level Wraith Slashers are very handy, especially to get rid of the unprotected Infernos and do significant damage to their big friend.

Rogues (C) - They are fast but simple. Keep to their sides and make them move. A simple Blast Chip will remove them. Alternatively, Tri-Burst will take three out at once if you fire at their weak points from behind.

Punishers (C) - See Craymen’s Elite Guard. If they are accompanied by Rogues, don’t worry. They are just wing-men, and wing-men don’t fire unless what they are guarding is destroyed.

Get Protect Key 1 from here and return to the South. Go SW from the passage entrance and you’ll face the forces again. Beat them and unlock the seal, then return to the north and get Protect Key 2; you’ll now see that the ruins have surfaced from the depths of the lake. Go SE from the passage entrance into the Sunken Southern Ruins and you’ll face the forces yet again.

Film 18: As the dragon accesses the ruin, it sends a beam of energy to the other that is directly to the west. The ruin starts to disintegrate, releasing a very odd machine. The same is happening to the other ruin. Suddenly, a laugh breaks through the air. Edge sees a very familiar figure… It is Zastava, the person who killed his friends. After bragging about Edge unlocking the ruins for them, and remarking that he’d be dead as well soon, he flies away. The dragon, in its fury, launches a multitude of missiles that Zastava dodges. As Edge curses, the dragon dodges out of the way of the machine that has flown in from the west. Both machines connect.

The guardian Drenholm has been connected to the seal as a trap. Obviously, this was a trap designed for you in mind…

Drenholm (P) - Take out his engines with lasers to separate his parts. Get behind him and focus fire on his weak points. The Tri-Burst is the best weapon to use. If he freezes you with the Eye Beam make sure it is here. If he deploys Lightning Needles, use a Free Action and move out of the way.

After beating him, explore the area to locate items that have surfaced since you unlocked the seal. The item next to the passage can only be accessed when you have an Eye-Wing dragon. Go through the passage and you’ll see that it has opened up fully. Go to the northern passage first to unlock the southern passage, and collect all items in both, then fly to the Deep North, where you will notice that it is night-time. Enemies rarely appear at night (no conventional enemies actually appear in the Deep North), and your radar will not detect them either, until you are attacked. Territorial enemies like the Dracolyth and the Neo-Stryder do make the radar go yellow however. They live in an approximate E-W line a little north of the start of the Sunken Southern Ruins.

Now that you’re in the Deep North, collect all items that have appeared here. Get Protect Key 3 and use it on the entrance to the Black Ruins itself, which are now rotating anti-clockwise.

Cut-scene 10: Streams of energy flow through the water, and a storm is brewing. A strange orb of light appears above the ruins, and as Edge and the dragon attempt to investigate, the sky starts to spark. Suddenly, Atolm bursts through the sky and attacks. The dragon manages to avoid being hit as Atolm gives chase.

Atolm is a little angrier and stronger this time, so you’ve got to take them out quickly.

Atolm, orbs (P) - Take out the orbs with a spiritual-level Armageddon, should you have it, or just use two Judgement Day attacks. Now, the battle is the same as before, although Atolm is much stronger. If the orbs return, repeat the process. As before, a speed chip and a power chip are invaluable. He also uses a Lightning Storm spell so watch out – the radar will go all red so that’s the time to get a shield up.

Cut-scene 11: The sky sparks and Atolm bursts through the sky again. Atolm is obviously not pleased, and this is angering his rider. He shoots countless missiles at the fast-approaching dragon, but misses, and both raise shields and touch head-to-head. Both riders angry and perplexed, the two dragons try to force each other back, but a huge explosion sends them flying. The two riders fall into the glowing orb, and the dragons fall into the water.

Film 19: A glowing light descends into the gloom. Edge regains consciousness, picks up his gun, and stands up. Surveying the ruins, he realises the predicament he is in. A noise alerts him. As he turns his gun towards a strange mite-like monster, a voice tells him to not shoot and stay still; the creature and its friends are blind and will pass if not provoked. After they pass, Edge raises his gun again. The girl tells him to put it down. He’s obviously not willing, but he lights a match and attempts to find her…

Film 20: Out of the gloom, he sees the girl. He offers his help in exchange for the way to the Tower, but she’s not interested in this – getting out of here is her only priority, and as her legs are pinned, she’s not going to get far. Edge promises to help her, as long as she tells him what the hell’s going on afterwards. They find a Floater, and the girl agrees to fly it while Edge shoots; she’s convinced that if he can handle a dragon, he should be at home here. He gets on as she starts to fly the machine.

Underground Ruins of Uru (lock-on 0 unless otherwise stated)

B1F

Both Edge and the girl must use a Floater to escape. In B1F, find the switches for both gates so you can get to B2F East.
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Eggs (M) - The large ones are blue and then small ones green. Use your Tri-Burst to destroy the large eggs and then the lasers to destroy the green eggs. If the green ones hatch, they’ll become Mutant Hoppers. If the blue ones hatch, they’ll become Luciches. But if you hit the wrong eggs, don’t worry too much. As long as one colour vanishes quick, you can deal with the other colour safely.

Mutant Hoppers (M) - Use lasers on them. When with Luciches, destroy the Luciches first. If the hoppers mutate they’ll become the more-powerful Mutant Fliers.

Luciches (M) - Use your Tri-Burst on them. When with Mutant Hoppers, destroy these first and then the hoppers. If the Luciches mutate they become the more-powerful Winged Luciches. Remember that Luciches are a lot more powerful than the Mutant Hoppers, so the Winged Luciches are therefore more powerful than the Mutant Fliers.

Mutant Fliers (M) - The same tactics as with Hoppers but they are more powerful.

Winged Luciches (M) - The same tactics as with Luciches but they are more powerful.

Slime Feeder (M) - Use any weapon on them. These are always accompanied by Mutant Fliers, so either move around to keep away from them or use a Blast Chip. A blast chip causes DOUBLE damage for the Slime Feeder and as such one will end the fight quickly.

Note about mutants - a blast chip is great. It always works. Especially with the Slime Feeder.

Absorbora (M) - Use your Tri-Burst to deflect their tails, and then use your lasers to destroy them gradually without suffering damage.

B2F East 

There, go straight to go down the first tank and you’ll be in B3F East. Notice that the levels share a similar structure because of the water tanks.
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B3F East
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Return via the lift to B2F East and go to the centre tank, and return once you’ve done that. Now go to the most northerly point of the level and access the plughole switch to drain the northerly tank. Go down it and activate the tank switch. Go back to B2F East and go to the central area to get the item and then go to the southerly area. Follow this route to get to the dome. Near the exit, there are slime feeders hanging on the walls. Use the Floater to skim the walls and you’ll locate them in that area (tip: to the left of the exit, and to the right of this room’s entrance).

Underground Dome 

[image: image19.png]



Once in the dome, explore the area to find the field map and take the route to B3F West.

B3F West
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Find the switch to the gate and go to B4F. There is a stockpile of items in the Southwest part of B4F and half of them must be accessed by your dragon later, but get the items that you can. The Dome Gate Key is to the Southeast (before you get to B5F). Explore this whole place fully before going back to B3F and the dome.

B4F
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B5F
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In the dome you will meet Energ, which you must defeat.

Energ (M) - Use the tactics you used for the Absorbora, but keep away from the red area on the radar.

Now go through the exit.

Film 21: As the Floater travels down the tunnel towards the exit elevator, a huge beast swoops in and tries to kill Edge and the girl. Edge fires his gun, but it causes little more than a scratch as a huge claw bangs into the wall just behind them and to the right. The beast stumbles, then gets up and starts to rip the tunnel wall apart. The girl sees the elevator begin to close. The beast attempts to pound them by flying into the walls, and just misses thanks to the girl’s piloting skills, who decides to fly the Floater even faster. Edge shoots at the beast again, and the Floater just manages to get into the elevator. It closes, just before the beast rams into it. The elevator ascends, leaving the monster behind.

Film 22: The two rivals disembark from the Floater. Edge isn’t too sure about their safety, but the girl is adamant. She watches him as he sits and eats something, but quickly refuses food when he notices her stare and offers. He asks her name, which is Azel; it appears that it was written on her bed where she ‘awoke’. Edge is bemused, not only at this statement, but also at the fact that she has ‘powers’. He knew she was different, but this little conversation has opened up questions in his mind…

Film 23: After a pause, he turns to her and enquires as to why she attacked. She says that she’s protecting Craymen, and when asked why, she says that he is trying to restore the world, and that she will not allow anyone to get in his way. Edge is very angry, and shouts at her – he killed his friends, and is lying to Azel. After a pause, she concurs with him – maybe he is lying, but he revived her and for that she owes him her services as a protector. Edge turns away, and tells her about what happened at the excavation site. When he realises what his situation is, in that both fleets are after him, his emotions start to get the better of him. Azel uncharacteristically apologises; Edge is astonished, but finds it amusing to know that she was taught some self-discipline. She then asks about how he controls the dragon, a beast not easily controlled by normal man, but as he’s about to offer some sort of explanation, a huge shudder in the elevator knocks them to the ground. They realise what’s happening – the beast is back. It breaks the elevator open and they, and the Floater, fall out…

Film 24: Edge is hanging precariously on the edge of the wrecked elevator, with Azel holding on to his leg. He loses his grip and falls. As they do so, a lightning-fast object passes them. It’s Edge’s dragon. It performs a 450-degree clockwise somersault to right itself and descends parallel to them. An orange spherical glow surrounds both Edge and Azel, and as they attempt to hold hands for stability they appear on the dragon’s back, and are ascending the elevator shaft. They pass the monster, a Basilus, with the Energ in tow, who suddenly leap after them. The dragon flies at an immense speed and exits the shaft just in time.

Energ sits atop Basilus on the Uru waterscape. Killing Basilus is the ideal solution to your problems, so do so.

Basilus (M) - It wants revenge for you destroying the nest, and has the Energ sat on top of it. Stay in front and move back there if it moves; use a spiritual-level Armageddon to wipe out the Absorbora. Wait until it moves in front of you and then focus your sniper fire on the weak point on its tail. It keeps moving so move with it. If it calls some Absorbora reinforcements, merely go round the front and repeat the above process.

Film 25: Azel stands near the edge of the cliff, a few years from Edge. She turns and tells him straight – “Just stay out of his way”. Edge is perplexed as she tells him, although not without some difficulty, that they will kill him if he ignores her warning. As she finished speaking, a sound of massive wings erupts in the air. Atolm raises up behind her. Edge struggles to keep his footing, and can only watch and wonder as the huge beast takes Azel away over the lake…

This is the end of disc 2.

Disc Three

Return to the caravan and you’ll find that Enkak is ill. Explore the caravan again, and go to see Juba who’ll tell you where to find Tobitama. Go to Uru: Sunken Southern Ruins and the Tobitama are located to the south, west and north. Their nest is west of the passage and each must be taken back one by one (à la Ecco). When the nest is abandoned you can pick up the Tobitama rock and take it to Baicah at the caravan. He’ll make an antidote, pay you 2,000 dynes and give you 5 speed chips.

Kolba (M) - These are rare creatures and live in a bunch of trees just south-east of the Tobitama nest. Use a spell like Armageddon or Lightning Storm to make their day a real misery. There are two squadrons present every time you visit Uru in the daytime, and you should just fly around to fight both lots, partly because of the experience points you gain, but also because they yield a Macran Jewel after every excellent fight. They’ll attack before you leave their airspace.

Go back to Uru and go to the Underground Ruins. The geography of this place has been altered and you can reach B?F from the tank drained in B2F West. You must use the floater to navigate this area, but there are lots of good power-ups. Every time you find an empty water tank in this area, it leads to B3F West, with the exception of one which leads to B??F, which is a storage area for some items. The items you couldn’t get from B4F are now available, and you can now reach B2F North.

Underground Ruins of Uru (lock-on 0 unless otherwise stated)
B?F
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B??F
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B2F North (lock-on 3)
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Absorboracs (M)​ - These are rare creatures that are found only at a south-eastern junction of B5F, or on the downhill slope in B3F East (more conveniently if you try to look for them here). Similar tactics to Absorbora, but you must be quicker; there is a bomb which can cause serious damage, and the Absorboracs move sometimes to reposition it unless it is moved often, meaning that you need to shoot them with the gun again.

Go to the camp and you’ll see Paet, sat on a rock at night, who has obviously succeeded in tracking you down for a look at the dragon. Go to Zoah after talking to him.

Cut-scene 12: Edge walks through the courtyard of the Liberal District of Zoah but something instinctively makes him dive away from the road and hide behind a tall vase near the entrance to the shop. The Empire is here! The gate to the Holy District opens, and a general walks through. Why they have come here is a mystery. Stingers fly over the courtyard. The general is bemused as to why they’d want more reinforcements when the town is cowering before them as it is. Obviously, their motives are sinister. They walk down the courtyard towards the main gate as Edge watches them, hidden.

The scene will now turn to the evening. In the daytime, Abner is walking in the courtyard and gives you a pass to the Holy District. Vaiman, Paet’s father, wants to see you. Before doing this, go and see Aldo. Before you go downstairs in his house, look at the lamp to get some Lamp Oil, and the dirty sheet behind the ladder for a Gem Lens. After talking to him, look at the hunter tools and he’ll let you have a Dual Blast Chip. After talking to him, go to the Excavation Site and you’ll see Radgam dead on the ground. Take his gun and show it to Aldo.

If you go to Juba’s you’ll get a discount on your drinks if you gave Jael the Verato Pipe.

Talk to Abner in the courtyard and he’ll tell you to go to his house at night and get something of his because he can’t pay you back. Look at the junk on the floor near the entrance and Siffle will tell you about it. Collect the second diary of the Dragon Rider.

Go to the Holy District and walk to Vaiman’s house, but talk to Quitor and Rhoda first. Quitor will sell you some Zaal Nuts for 500 dynes. He will also buy one of your Macran Jewels (should you have one) for 9,000 dynes, or, if you ask for a better deal once only, he will raise that to 10,000 dynes! Rhoda will give you some Zaal Nuts which are valuable, and a projector if you have a Zwei save-game (see tips section for more details). Go to Vaiman’s house and enter the door directly in front of you as you enter the house.

Cut-scene 13: Paet opens the door and is very surprised to see Edge, but surprise turns to anger as he realises why Edge is here, and he turns on his father. He tells Edge to be careful as he leaves. Vaiman gets straight to the point – it seems that the Empire demands that Zoah surrenders. He’s very defiant about not letting them take Zoah. He says that while they are threatening, they have been defeated before. He then produces a picture which he shows Edge; it’s of the dragon. He asks him to defeat the Empire for them. Edge pauses, and agrees, on the sole basis that he has ‘issues’ with them that must be resolved one way of another. Vaiman dances about the room in happiness, then turns deadly serious. He tells him to go to the air force base near Uru at dawn, when it is obscured by thick fog, and gives him a bribe for his silence.

Quite how Vaiman got this information is a mystery (possibly from looking at Paet’s stuff) but that isn’t a major issue. Go from there to the machinery storage area in the Liberal District and Paet will tell you to come to his house at night. He will also tell you to look for information about the Imperial base, which can be found if you talk to Raul at the caravan at night. At night, go to the Holy District and walk down the passage between Vaiman’s house and the town wall. There is a rope ladder suspended high up and Paet will lower it for you. He has the third and final diary of the Dragon Rider there. Also, if you still have the gun (which can be shown to Jared, who’ll buy it for 1,500 dynes) Paet notices it and gets a little touchy about the fact that he upgraded the gun AND the owner still ended up dead.

There is a seeker friend of Gash (Jephthah) who is stood above Juba’s bar in the evening. He will give you a book on the Tower and you can buy a Tri-Burst for 1,000 dynes. He is only here at this time.

Go to the caravan to get the base manual from Raul. Now go to the Imperial base.

Imperial Air Force Post (lock-on 0)
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Instigator (I) - They are just patrol ships with no weapons. Lasers will cause them to signal larger enemies, so use a blast chip.

Enforcer (I) - Staying in the red area may seem suicidal, but it is called for here, because their more powerful weapon takes longer to charge. In this time, you can charge up a powerful spell, like Armageddon.

Missile Cruiser (I) - These are slow ships that can’t really be much of a threat, and have a man dangling from them! Stay from the fronts and use a Judgement Day spell, or use your gun on the area between the upper two missiles (just keep pressing left or right and you’ll eventually select it).

Stingers (I) - These are identical to Rogues. Both dodge lasers but can be sent to their graves with a blast chip. Alternatively, you can target their rear weak points with your Tri-Burst.

Plasma Cannon (I) - They traverse the walls and attack you should you try to fly over them. Stay out of the way of the cannon and unleash a Plasma Vortex spell.

Warships (I) - These are amazingly rare, and are real tough nuts. Use Enforcer tactics.

Battlecruisers (I) - These, like Warships, are also amazingly rare. Use Enforcer tactics.

The base is set out in six perimeters – the outer wall, the outermost watchtower perimeter, the mid-position watchtower perimeter, the inner wall, and the two (brief) inner watchtower perimeters - before you get to the control tower. The watchtowers have more armour than the normal searchlight towers that sit on the walls. Fly round the outer edge of the map firstly, destroying everything on your way. However, the Behemoth will eventually catch up with you…

Behemoth (I) - Immediately raise a shield and get a speed chip activated. The ship has a weak point, being the engine at the bottom, but only on one side of the ship, so you need to locate this weak point quickly (go right as soon as the fight starts and you’ll be in position). You will be able to deactivate the cannon temporarily if you shoot the side of the ship where the windows are (go right again from where the weak point is), giving you ample time to charge.

When the energy bar is gone, the ship will ready its Disintegrator weapon. Charge and shoot lasers at the weak point WHEN the armour is open. A power chip would be really useful, and an Attack configuration is very effective.

Once destroyed, Red Alert will sound and the outer wall will raise, blocking your escape, but the inner wall will lower, allowing you to kick the hell out of the control tower. But don’t do it yet - explore the whole map, destroy all items and searchlights, and then destroy the central control tower. A runway will raise up, heading directly north to the launch pad. One at the launch pad, you will have to take out the Deathmaker (a warhead aimed at Zoah)…

Deathmaker (I) – You have a time limit of 7 minutes to kill this monstrosity. To start, destroy the side-mounted engines with lasers. When the radar goes red after you hit them, move to a clear area to minimise damage, and move back when you can. When the engines are destroyed, force the energy bar down to approaching light-green, and the craft will take to the skies. A Plasma Vortex may prove very useful here. You should really fight as a spiritual-level dragon and use a power chip to augment your lasers.

When it takes off it leaves its weapons behind. Hit it with any weapon, but note that it then uses rotating blades to deflect lasers and shots so use a Berserker attack during this time period or charge up until the rotating blade stops, and then hit it again.

For those of you interested in what happens if you don’t stop the weapon, it detonates and causes 9,999 hits to you even if you have a shield up. So don’t try it!

After this is finished, go to the caravan and then to Zoah, exploring both areas. Go to the church in the Holy District, where you’ll see a (very annoyed) Paet leaning against a pillar near the entrance. Talk to him, and then go in.

Cut-scene 14: Edge walks quietly into the church, and sees Vaiman in hot debate with the high priest. He’s dismissing the priest’s beliefs as pure supposition. They believed that a huge fleet would attack, with a devastating weapon. Vaiman sees this as gullibility and the inability to believe anything bar what the Empire says. Despite this, the priest says that they should keep their mouth shut, just in case. Vaiman’s not interested, and taunts him by saying that the Council will see him as the true high priest. The priest suddenly noticed Edge, who has crept up to his left side. The priest knows immediately what Vaiman has done, and is very worried. Vaiman asks Edge how he got along, and then makes fun of the rumours about the Empire. The priest gets and tells Vaiman that the Gods will punish them. He walks into his room, amid more taunts from Vaiman. Vaiman then turns to Edge and asks him to drop by later for his reward. Edge watches him walk off, and is not amused.

See Vaiman at his house in the day and he’ll tell you to return tomorrow. Badger him to get 500 dynes. Go to see Paet and he’ll give you a letter telling you to return to the machinery storage area at night.

Film 26: Edge walks into the storage area, and suddenly pauses and pulls out his gun when he sees a silhouette. The man walks forward, apparently knowing who Edge is. Edge aims his gun, but it flies out of his hand as a bullet strikes it. Craymen walks forward, and announces that Edge is the person who has caused him so much trouble. Edge is not amused at the lack of sentiment, and angrily tries to refresh Craymen’s memory about him. Craymen shakes his head, declaring that what he did was part of war, to save the world from extinction. He is about to ask for his help in something, but suddenly a light appears over Edge and bullets hit the ground about his feet, causing him to dive for cover. Zastava flies down on a flying machine, and picks a very angry Craymen up. Edge shouts at him as they speed away into the sky. A person jumps down near Edge. It’s Paet; he asks Edge how he is. He’s unhappy to let them get away, but is under the impression that they’re from the Empire and up to no good. He’s very pleased about frightening the life out of them, but then regains his composure and checks if a bewildered Edge is okay. Edge replies that he is, and continues to look into the sky.

Go to Vaiman’s house and get the key to the sanctuary; if you agree to his request regarding you becoming a defender of the town you’ll be able to get a book about the dragon off his shelf.

Go at night to the church and go through the back door and examine the machine.

Cut-scene 15: A vision floods Edge’s mind. A huge ship is flying above a lake. He works this out to be Mel-Kava, the ship that Paet was talking about at the camp. He sees where it is heading… the Tower! The next thing he knows, he’s being woken up by a worried Paet. He says that he saw light coming from the church, and decided to investigate. He saw him surrounded in light while he touched it. Edge asks if he saw the visions too. Paet is bemused, and words fail Edge. Paet walks up to the machine, and touches it. Nothing happens, but Paet tells Edge that he will investigate further…

Walk out the door and walk back in and he’ll give you a report about Mel-Kava.

Go to Mel-Kava and fight your way to the ship.

Drones (P) - Use your High Vulcan gun part on the drone which is not able to deflect your shot, then move to the green area, charge and fire at the other drone. If you use a Berserker or a chip and fail to defeat them then the drone facing you will reflect the damage back on you.

Scavengers (P) - These are very fast but can be taken out with a single spiritual-level Judgement Day.

Once past the guard, you will be able to fly close to the ship. Destroy the two light-particle emitters and enter the ship via the bottom entrance; you have to open the hatch first then go in so access it twice. Fly through the ship and fight the Auto Defense System (you’ll pick up a Recover x 3 on the way and there is a save point too. By the way, all items are lock-on 3).

Plasma Spider (P) - It charges up an Incandescent Light attack which is very powerful, so raise a shield. However, if you have Dragon Phoenix by now then you can take it out in one blow. Plasma Vortex is also useful.

Auto Defense System (P) - Also recognised as a reactor, this controls the shield to the Photon Cannon and must be taken out. Its weak point is immune to shots so lasers are best used, but only when the armour is open. With speed and power chips you shall have few problems.

If you stay in front of its weak point too long it will use its Light Particle Laser attack on you, so shoot and move. To add, it may use a Status Clear to get rid of all enhancements you may have. Its intelligence allows for sentient thinking and it will adjust to cope with different situations if you don’t kill it quickly.

Now return through that passage. You’ll go below the ship again and you need to fly forwards again. Destroy the guarding Photon Cannon (which is invulnerable if the Defense System is operational, but it should not be if you have done what I said).

Photon Cannon (P) - A ‘living cannon’, this creature is quick to move. Stay in the green area (where its weak point is located) and shoot that with your sniper gun. 4 or 5 shots should be enough. When it spins around, fly behind it to avoid the powerful Photon Blast. A shield here would be very useful if you don’t feel confident about remaining unhurt.

Now fly forward again, letting the arms of the ship’s cargo system grab you and take you inside the ship. Fly through it (collecting the Olfactory Lobe, the Berserk Maxis and the Restore Speed) and take the elevator up, then fly through the passage. Collect the Olfactory Lobe, Telepathy Shard and the Anesthetic. When you reach the end of the passage you appear near a reactor. Activate one of the six protective ledges and hide under it, then turn around and destroy the reactor with your lasers. The last one goes fast, but is easily targeted if you just leave the lock-on sight in its rotation path. You’ll then fly up and face the Light Particle Reactor, which you must fire lasers at when it is open and has stopped firing particles. You then fly above the ship, where you have to destroy the emitters (there are 5 rows of 2). Fire lasers at the emitters when they are to emit particles (using the lock-on to target everything) and you can destroy them before they do. It would be a good idea to fly to the front and work your way back, as to stop locking on to the wrong emitters. When all emitters are destroyed, enter the ship (a passage appears at the front in the middle) and you’ll see the second reactor. There are four lock-on targets around the wall; take out this vertical machinery and then destroy the reactor as before. The ship will explode, but then Atolm will attack for the final time. Azel is furious with you, and she’s determined to kill you. Check out Atolm’s weaponry if you don’t believe me (!). Edge makes his mind up to shoot Atolm down without harming Azel. You have to kill him, once and for all.

Atolm, Orbs II (P) - He carries an ancient weapon which fires a Hell Storm attack. Fly in front of him and then to the side, wait until he has used his weapon, and then fly in front and sniper his weak point to deactivate the weapon so you can have a few turns to shoot him. If you are of a high enough level, Dragon Phoenix spells will be very effective in helping destroy the weapon.

Atolm then fights like he did before. See the tactics for Atolm, Orbs.

Film 27: As Atolm plummets towards the cloud, Edge remembers – Azel! The dragon dives through the cloud and flies alongside the dead dragon, which is falling to pieces and turning into stone. Azel is in free-fall, and the dragon throws itself into position below. Edge looks up; Azel is surrounded by a green spherical glow, and falls gently into his arms, unconscious. The dragon flies on, and a while later appears near Zoah. Edge notices something. In the Liberal District, Paet is working and something makes him look up and drop his spanner. An Imperial fleet is approaching, led by Grig Orig, which fires a small number of projectiles at Zoah, setting some of the town alight. Edge watches in disgust. Suddenly, a huge laser beam flies from Grig Orig, scorching through Zoah and causing a huge explosion, which causes the dragon to fall away. As the smoke clears, the dragon stabilises itself and Edge sees realises what has happened – Zoah has been destroyed, to Edge’s horror.

You now go to the camp.

Now, go to Georgius and activate all four of the pyramids around Shellcoof. Enter the ship from the back (where the 'mouth' is) and a Solo Wing illusion will lead you to the Genesis Chamber. Before you get there there’s a Dragon Booster and a Blast Chip. Go in there, collect the Ambrosias (they’re lock-on 4; the other items previously grabbed are lock-on 3) and get the Dragon Crest; you'll get the dragon too. He is useful to locate items in the sky where you can't see them. Now, destroy the ship as detailed in the Shellcoof map at the start of disc 2’s coverage.

Now, get the item (D-Unit 05) near the entrance to the Uru passage, and go to the Imperial Air Force Fleet and fight your way to Grig Orig, which you have to fight.

Flagship Grig Orig (I) - A horrendous machine. Immediately raise a shield chip. It attacks relentlessly. A real Godsend is the Dragon Phoenix. In spiritual configuration you can manage nearly 7,000 hits. Without this, you have to wait until it opens its turrets and shoot into them with your sniper, but remember that you must keep enough charge left to raise a shield if the previous one fails.

Cut-scene 16: As the dragon flies near Grig Orig, the fleet clears the area. The giant laser is fired at the dragon again. Despite its shield, the dragon is forced backwards. As it regains its stability, a shadow descends over Edge. Craymen’s fleet comes into range, and as the majority of the ships head for the remnants of the Imperial fleet, a flying machine causes the dragon to dodge. It is Zastava again. He is now committed to killing you, and the Empire, once and for all. The Craymen ships swarm around Grig Orig as Zastava fires his machine gun at you. As the bullets are absorbed by the dragon’s shield, Zastava’s Spectre ship turns and heads into the sky for a final confrontation. The dragon pursues him. 

Zastava is very fast, and a great pilot, so defeating him quickly is of high priority.

Spectre (C) - Zastava challenges you to a fight, but if you are a spiritual dragon you can take him out with a single Dragon Phoenix or Berserker Rage attack. He dodges lasers.

Cut-scene 17: The dragon flies towards the battered Spectre. A badly injured Zastava raises his head. He admits that Edge has won and avenged his friends’ deaths. He also says that Craymen is not a vengeful person, and that he is waiting for Edge at the Tower. He turns his ship, and coaxes the battered wreck towards the Imperial fleet. Firing a barrage of shells, he then accelerates to ramming speed as the dragon flies away.

Go back to the camp and pick up the letter next to Azel. Follow the instructions and fly north to the Tower to meet Craymen.

Film 28: The dragon flies through the sunset sky to the base of the Tower, where it settles down in the open hangar. Edge gets off and carries the unconscious Azel forward. A voice tells him to put Azel in the nearby machine. As he does so, she is taken inside at high speed. Edge looks around. The voice tells him to step onto the light. A small globe of light flies around the room and settles on the floor near Edge, making a circular platform. Edge gets on it, and managed to keep his balance as it moves. As he goes through a door, the platform stops, and Edge sees in horror countless, sleeping monsters in the roof. The platform travels on.

Film 29: He arrives in another room, the door closing behind him. Craymen is stood there, and thanks him. He tells him to look at the screen. A multitude of projected screens flash up, and Edge spends some time looking at them. The main image is Grig Orig, or what Craymen refers to as ‘death’. He says that no man should have access to such power, and that everything belongs in the Ancient Age. Edge asks him why he is here then (in a rather derogatory manner), as he reaches for his gun. Craymen looks at him and tells him that he has something to show him. Craymen’s platform moves off.

Film 30: The platforms take them past a glass wall. On the other side are various forms of aquatic life. Craymen mentions that this was the path to Uru; the Tower was created to bring life to an already dead planet. When he explains that the monsters were here to help despite what people think of them, Edge is annoyed. Craymen states that even in Edge’s short involvement with the Empire, he would have learned how wasteful and brutal they are. Even if the Tower restored the world, someone would just destroy it again, unless someone was there to stop it. He also says that the monsters and the Tower are parts of a delicate, interwoven system…

Film 31: They stand near the machine where Azel’s unconscious body lays. Craymen speaks about the Tower – it is almost invincible from exterior attack, but is vulnerable to interior attack. Azel was created for the latter. The Emperor learned of this and tried to find her, but Craymen found her first. She is the one who can control everything. Suddenly, a huge tremor rocks the Tower, and the screens flash up. The Empire is attacking again. According to Craymen, they’re trying to control as much ancient technology as possible. A terrifying prospect, considering they cannot even handle normal arms. He believes that no one can help now. He then turns to Edge, and says that he is the only person with a chance to stop them. Edge asks what he should do, but gets no commands. Craymen says that Edge should go about everything as he thinks he should, in order to fulfil his destiny. Edge turns away and is about to go, but he leaves Craymen a message – he hasn’t forgiven him for what he has done. Craymen turns and looks at main screen as Edge runs off.

The Imperial Fleet starts to invade the Tower, so you need to intercept them. Every time Craymen gives you instructions, you may see the answers in the mini cut-scenes accompanying them. You must fly through all open floors and defeat all forces you encounter.

For the maps to this section, please refer to the Tower section in the guide for disc 4.

Skiff (I) - It is always accompanied by Infernos (Pyros). Use a Cleansing Wave to get rid of them and shoot the frontal weak point with your sniper gun. If you shoot it first, the Pyros will escape.

Pyros (I) - These are virtually identical to Infernos, but move to counter the enemy rather than stay in formation. Use a Cleansing Wave attack. Also, Tri-Burst is useful to target their rear weak points if you find that easier.

Marauders (I) - These have side weak points but if you use a spiritual-level Armageddon then you won’t need to worry about weak points.

Raiders (I) - These are better-armoured Stingers. However, they do not Blitz their target but use toxic gas on enemies to their side to limit the charge to one synchronicity bar maximum.

When you reach the top of the Tower, you must wipe out the transport ship.

Exterminator (I) - This is the Imperial Transport Ship. Stay behind and above it to charge, and use a speed chip. The weak point is to the front so fire your sniper gun there but remember that a shield is vital so that you can keep your position there and not get hurt.

Level 2 attack mode is more aggressive but the same tactics apply.

After you destroy it, you find out that the control area of the Tower, where Craymen and Azel are, has been invaded from a radio message.

Film 32: Edge runs, out of breath, along the corridor and pauses only to see some dead guards in his way. He runs on and sees Azel in the room at the end. As he approaches, she warns him but it is too late. Motioned by Imperial guards, he lays down his gun as he turns to face the Emperor. Craymen is under guard. The Emperor starts taunting Edge and Craymen with his ‘prospects’.  As he talks about wanting to know how to use the power that Edge does, Craymen slips a hidden gun out of his sleeve. He knocks the guard over and manages to fire one shot at the Emperor before he is hit with the butt of the guard’s gun and held at gunpoint. Unfortunately, he missed the Emperor’s left side of his face by a whisker. He takes revenge by hitting a button on his right chair-rest, which activates a machine gun. Craymen rolls away but does not escape unscathed. Azel runs to his side as Edge backs off. The Emperor commands Azel to open the ‘gate’. Edge looks at her as she concentrates in her grief. All the lights go out, and Edge looks up as small blue orbs light up. Small beams of light come from the ground and Azel, no longer able to control her emotions, screams. Strange streams of light ascend up the walls and light up the room as everyone stands firm.

Film 33: The Emperor hears something. Craymen looks up at Azel as the Emperor gets increasingly worried. Suddenly, a huge monster, the same type that Edge fought in the ruins, falls onto one of the guards. It then turns its attention to the Emperor, raises a sharpened claw, and impales him. As it discards his lifeless, nerve-jangling body, the guards react. The monster turns to face them, and a guard fires at it while Edge looks on in horror. The guard’s bullets rebound harmlessly off the monster’s shell. It raises its left claw at the guard, who is obviously surprised. It kills the guard just as quickly as it killed the others, but Edge has had enough. He picks up his gun and lets off a volley of shots, which rock the armoured foe. The monster immediately slices its right claw towards Edge, who dodges the attack and picks up Azel. The monster feels around for the nearest living thing, which is the last guard, and slices through him as it pulled him towards it. Edge lets off another two rounds and then he and Azel look at Craymen, who is just alive. Craymen tells him to remember his destiny. They next thing they know, the monster has impaled Craymen and has him hanging in mid-air. Azel remembers the first sight she saw – Craymen’s eyes staring into her own – and falls unconscious, almost pulling Edge down. Edge turns to the monster and fires continuously, with no remorse. The barrage forces down the monster, but a huge flash breaks through the room. The dragon looks down at Edge from its new landing point, having saved them yet again. It takes them Edge and Azel up, out of the Tower.

Cut-scene 18: The dragon exits the Tower. The Tower is now awake, and the creatures inside it are stirring. They escape the Tower and swarm towards the Imperial fleet. The outlying battleships are easily destroyed. Grig Orig attempts to fire its cannon, but a malfunction occurs and it is swarmed by the monsters.

This is the end of disc 3. 

Disc Four

Return to the caravan and you’ll find that Enkak is better. Raul points out a seeker who is stood to the back of the caravan, who turns out to be Jephthah. He tells you to go to the Seekers’ Stronghold, and gives you a Seekers’ Map. Go there and explore everywhere before you talk to Gash. You’ll also find that Paet and Bezer escaped with the airship and were rescued by the seekers. Zadoc will give you a book as an epitaph (Old Diary) from the last Dragon Rider (Lundi), and there’s a book about the Tower (Tower Report 3) in the bookshelf. When you ask about Zoah, he’ll give you a Memory Report. See the shopkeeper and you find out that it’s Jared – he’s really a seeker. If you sold him the gun on disc 3, he’ll give you an Assassin gun part for free when you talk to him again! Now go see Gash.

Film 34: Gash turns as he hears Edge approach. He dismisses the guard and tells Edge that he has something to show him, so they walk on. Edge, naturally, is thinking about the new threat posed by the Tower and its creations, and asks about the state of things. Gash confidently replies that they have everything sorted out, that his men were one step ahead at every point. As they walk on, a young woman seeker walks past, nodding at Gash. Edge is very surprised about his definition of ‘men’. Gash explains that the seekers are a very secretive group. As he does, a member of the seekers walks up and reports on the situation outside. As he walks away, Gash turns to Edge and announces that he is their new leader, much to the young man’s surprise. As they walk on, Gash turns around to Edge; he asks if he’s surprised. He turns away and looks down towards his clawed arm. He then turns towards Edge, and as he does so, he raises the mask over his right eye, much to Edge’s surprise and astonishment. He states that no one would expect a man like him to lead anything; it’s all obviously through being deceptive. He walks on. Edge forgets where he is for a moment, and then jogs after him.

Film 35: Gash has lead Edge to a room full to the brink of crates containing ancient artefacts. Edge is in awe of the place, but what Gash says next is rather an admission than a piece of information. The seekers have been researching the ancient ruins for over 200 years. It was planned that they’d meet – after all, a person with a dragon must be kept an eye on. It is apparent that Gash has been watching Edge closely; Edge knows that he’ll be used as a weapon. Gash turns the strange projector machine on and an image of the Tower appears. He then turns to Edge and announces that the Tower is the cause of all the trouble and must be destroyed. Edge immediately turns to him and asks for a truthful explanation as to what the seekers are. Gash responds that they will reclaim the world, and that all of the ruins, not just the Tower, must be destroyed, all to Edge’s horror. Gash says that despite Craymen’s predictions that the Tower will restore the world and prevent war, the human race would be just kept alive. He reveals that the seekers are the survivors of the villages attacked by the monsters, and while they are not seen as just people, they struggle for survival. Edge guesses what they need. He asks if they need Azel…

Film 36: Gash says that that isn’t enough. He paces around to the projector and presses it. They also need the dragon! Gash says that the dragons ended the Ancient Age by terminating all of the active ruins (and Towers). He believes that the dragon is the Divine Visitor itself, and wants Azel to lead it. Edge asks if she will ever wake up, but Gash lowers his head; he is not sure. As he speaks again, he turns away from Edge. One thing is certain - he’s defiant about not being kept alive by ancient ‘ghosts’. Azel is the only hope for man controlling his own destiny. He turns back to Edge and tells him, whilst turning to deactivate the machine, to visit Zadoc the Compiler to clear everything up. He welcomes him to the Stronghold, announcing that this can be his home if he wants. He pleads for his help and walks off, leaving Edge to stare back at him.
Explore the area again (see Zadoc!) and then go to the bed where Azel is resting. 

Film 37: Gash is standing near Azel’s bed. Azel is stirring, as if she was having a nightmare. Edge walks in and asks Gash about how she is doing, but all Gash does is direct his eyes towards Azel. Enough to tell Edge to look for himself. She wakes up suddenly; from the look on her face, she has been through a very traumatic experience. He asks if she’s all right, if she was having a nightmare. She doesn’t understand, so he rephrases his question. As she ponders the word ‘dream’, she is caught up in her thoughts about what she has done. It quickly fades, and she is lulled into the false thought that she was dreaming everything. Edge laughs this off, saying that she’s acting as if she’s never had one. She hasn’t – she asks where ‘he’ is. As she looks at Edge for an answer, Gash gives her it bluntly, to her horror. He says that his death was part of the Tower’s cycle, and food for the monsters that she’d brought back. Edge has just about had enough of this and turns to Gash, who defends himself; Gash is rather surprised to see Edge’s turn on him, but he says he’s not punishing her - she should realise who the true enemy is. As he says this, a guard breaks into the room. Grig Orig and a horde of monsters are coming. Gash leaves for the observation deck. Edge is about to follow, but turns around. Azel, in her grief, asks to be alone. As he is about to leave, she asks him to stop. She quietly asks his name, something she is alien to, and thanks him, after he tells her. He nods, and walks out. She is left to her sorrow.

Now, explore everywhere and then go to the observation deck.

Film 38: Gash is looking through his binoculars at the incoming threat. It appears that no one is left alive on Grig Orig to make a difference. It’s out of control and nothing in its way will escape. It is heading towards them. As he talks, a bolt of energy hits the rock surrounding them. Gash orders his guard out of the room, and then turns to Edge, asking him to help. They have no chance. Edge agrees immediately. He runs to the door, and turns around, only to nod at Gash before he runs out. Gash turns around and continues his watch.
Finally, explore everywhere, eavesdrop on Shella's and Azel's conversation at the exit, and talk to them before you leave.

Forest of Zoah

Above the Forest of Zoah (lock-on 4 unless stated)

Go to the Forest of Zoah and fly north immediately to locate the nearest entrance (Cocoon) to the forest floor (Naga). Explore everywhere and deactivate the electrical machines to weaken the Arangata above the forest.
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Arangata (P) - These are huge creatures which are indestructible unless you deactivate their ‘roots’ in the forest below. Their weak point is their face and you should use your Pulverizer to get most hits in. You may be able to destroy it in one shot if your dragon is of a high enough level.

Glide Dragons (P) - They are basically hard Dracolyths, and are savage, but very easy to kill. Get behind them and wait until they move behind you, and use lasers on them. If your dragon is level 45 or above, and Arm-Wing or above, it will have an easy time.

Naga (lock-on 4 unless stated)
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Go above the forest and fly in rows across the map to explore everything. Also, destroy all Arangata for massive experience points. You’ll eventually reach Grig Orig, which has been infested by monsters. Destroy it.

Infested Grig Orig (P) - When it discharges the Tallons, it leaves an open hatch and if you can find it (move about, there are three areas you can move to, as with the original Grig Orig encounter), shoot it with the Pulverizer. A shield would be very helpful here.

When it readies the cannon, stay to the side. After it fires, move in front and use the Pulverizer on the weak point, then move out of the way. When the limiter is activated, raise a shield and let it draw you in front of it. After it fires, let off a volley of Pulverizer blasts. This should get rid of Grig Orig fairly quickly.

Stay in the forest and explore everywhere that you couldn’t before, fly down one of the northern passages, and explore the forest floor of the Red Ruins. This place has some significance later but for now just explore it and collect the items. South of the south-western entrance to the Red Ruins is a blue stalk. If you access it, it will shrivel up and turn into the Villatuya Fruit (access to get), which, if you initiate a roll, increases your cruise speed, which is vital when exploring large areas. You can combine this with the Kuo Pollen effect to maintain your flight speed. You might want to get this before you enter the Red Ruins.

Notice that as you approach where Grig Orig used to be, the radar goes blue. You will not be attacked this far north.

Golia Tracker (P) - This is a simply massive creature which is amazingly rare. It flies, with the aid of a “machine” which it grabs with its fore-claws, in the vicinity of the cocoons of Naga (the radar goes yellow, so fly around in this area for a while and you’ll fight it). It is mistakenly named Golia Hunter, and is the boss of Episode 3 on Panzer Dragoon Zwei. You are safe behind it but it will move behind you very quickly. Raise a shield if you need to, and use a speed chip. Fire your Pulverizer at either of the front weak points. If you have an Assassin, you need perfect timing to land the shot because the gun only fires one shot and the Golia is constantly moving up and down. Lasers are also very good, but the Pulverizer is best if you don’t have a high-level dragon or you don’t have an Attack-level configuration.

Golia Hunter (P) – Mistakenly named as Golia Tracker, this beast is also extremely rare. It flies around over the sparse areas of tall vegetation of the Forest (on the map there’s a large clump of vegetation near the eastern-most cocoon of Naga - that’s a place where it can be found. You know that you’re in the correct place if the radar goes yellow in a small area and birds fly from the canopy as you approach). Despite sitting on its hovering “machine”, and therefore looking more able to attack you than the hanging Tracker, you can defeat it using the same tactics. In fact, the Tracker gives more experience points. Do remember that the Assassin limitations still apply, and you need to be perfect with your timing.
Red Ruins (lock-on 2 unless stated)
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The Red Ruins are very interesting. There’s a central structure which houses some very peculiar items. In each quadrant specified above is an exit to above the trees, all laid out in a square formation. A little further out from each is a rotating ruin that, when broken, sends a power stream towards one of four doors on the central structure, breaking the seal. They break the seal of the corresponding door (i.e. the SW ruin breaks the door of the SW part of the structure).

To enter the shrine, access the door. In the southern parts, there are two ruins which, when accessed, break. Break both to raise a structure in the centre of the structure and this will lead to the Blue Ruins, in the Garil Desert, at night. The northern parts are more interesting. The NE part has a rotating dragon’s crest. Access the block in the NW part, if you have the Light Wing dragon, and you’ll merge with the baby dragon to become the Solo Wing dragon. 

Now, go to the caravan and talk to everyone. They have reached the remains of Zoah and are very disheartened. You see that Paet’s airship has crashed; Bezer escaped from the Stronghold before the monster attack and has died in his escape. An’jou will give you a Berserk Vampire gun part for saving Enkak’s life.

Go back to the Stronghold and explore the mess. You’ll hear that Azel has escaped and gone back to where she was born, in the lab in B2F North of the Underground Ruins of Uru. Find her and at camp you’ll find out why she went.

Return to the Stronghold and explore everywhere, then talk to Ladha who is minding the bodies in the entrance. She’ll ‘invite’ you to the funeral.

Film 39: The surviving seekers, bar Gash, are sat around a funeral pyre. Gash is stood, looking at the flames. He announces that it’s time for them to leave. He asks Edge to accompany them, who immediately asks about the Tower, and about Sestren. Gash states his priorities – the people must be protected. Another chance may come, and if they’re lucky, it may not be more than 20 or 30 years. Edge announces something straight out, something completely sure – he’s returning to the Tower. He may be able to lure the monsters away, enough for a successful escape attempt by the seekers. As Gash tries to speak out against this, Azel walks in and states her intention to go as well. She is speaking as if it is her duty, and despite what people believe, namely the seekers and Craymen, she wants to find out the truth herself; with Edge. Gash is resigned to the fact that he cannot change Edge’s mind. As Azel looks through the fire, Gash asks if Edge remembers the place where they met, in the valley. He wants them to rendezvous with him there. He has one final request; that Edge is there on time. They quietly salute each other.

Explore the Stronghold for the last time before going to the Tower. You should get Zadoc’s own Tower Report 2. Also go explore the downstairs sickbay, because on the shelf near the door are 3 Gem Lenses and 2 Speed Chips. Talk to Paet for the last time in the downstairs clearing.

The Tower (lock-on 5 unless stated)

The Tower is now alive, as you’ve probably guessed. Read the Tower Reports; you need to explore everywhere in order to get all the items, and deactivate the rotor piles so that you can proceed. If you are faced with a trap, access it so that the connecting piece slots into the housing and removes the trap, otherwise a Sentinel will attack. If you trip the Tower alarm system, Scorpitaras will take chase until you turn it off.

Scorpitaras (P) - When you trip the Tower’s alarm system, these come after you. You have plenty of time to target each one and use your current shot weapon to send them to their graves.

Sentinel (P) - If you fail to reset the traps properly this beast is freed. He may look tough, but use the Scorpitaras tactics and he’s dust.

General information that you will need concerning the centre of the Tower includes the locations of the rotor piles. These are situated between 15F and 14F, 14F and 13F, 9F and 8F, 4F and 3F, 3F and 2F, and 2F and 1F. Save points are located near the entrances to 13F and 1F (the bottom of the Upper and Bottom floors respectively).

15F
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14F
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When you find the final two D-Units in 14F North, you will become the Light Wing. Back track and exit the Tower. Now, go to the Valley and destroy all the fans, then go to the Worm Lair and destroy the ancient ship. Fly into the tunnel left behind, and get the Plasma Swarm spell. You can also get the Solo Wing dragon from the forest with the Light Wing (see tips below in the Secrets and Interesting Things section). Also, go to the caravan. They have reached the Forest and are happy. Also, Kou asks you if you want to marry Fei. You don’t have to make a choice, don’t worry. Now return to the Tower.
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12F
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In hangar #2 you must destroy the Twin Guardians before you can proceed to 11F and the rest of the Middle Floors.

Twin Guardians (P) - These are psychically linked, so attacking one will kill the other. Get behind one of them and target your Pulverizer at the one which says Anti-Shot. This is merely a smoke-screen because your gun is great here. A few shots will kill it, and his mate along with him. You may need a shield.

11F
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10F
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9F
8F
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In hangar #1 you must destroy a battle droid. When you have, you can proceed to the nearby exit that takes you to 5F.

Battle Droid (P) - This is basically a super Sentinel. Keep a shield up and use the Pulverizer on him.

5F
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4F
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When you get to the bottom of the Tower, there is an elevator to the top. Travel up there to explore it and return to the bottom floors then go to the control area via the northern passage elevator. You can tell this is the right place by the multicoloured streaming lights throughout the tunnels.

Film 40: The elevator arrives on the floor, and the dragon lands in the room. Azel disembarks and walks forward, Edge at a distance. She reaches a machine compartment similar to the bed that Edge laid her in earlier. After all, this is the same part of the Tower. She turns to look at Edge, and then turns back and lays in the gelatinous fluid inside the compartment. It slides along the floor, raising up all the time, until it is fully upright. Azel looks to Edge and narrows her eyes. “It begins now” she says. Various lights around the room light up, as they did before when they were here last. Energy, from the lights, travels upward to a focal point at the top of the room. Azel tells Edge to get to the dragon. He’s anxious as to why she isn’t coming. She reveals that she must destroy the Tower, to prevent Sestren from escaping. Edge is upset and bewildered, but she’s defiant. He holds out his hand, but she commands him, after a moment’s thought, to hurry up. As he runs to the dragon, she quietly declares her love for him. As the dragon flies upwards, he pleads for her to wait for him, promising that he will return. As the dragon flies towards the portal, Azel hangs her head.

Film 41: Strange energy flows travel throughout the Tower, inside and out. A huge beam of power erupts from the Tower, heading skyward, inverting the Tower into a thread-like, warped wreck.

You arrive in Sestren; now starts the end of the game. A dragon appears. No, five. You must lock onto the first one, as shown on the radar, and fight it to the death. You then take on the rest one by one, in order of their power. The five Anti-dragons are as follows: Anti-Basic, Anti-Valiant, Anti-Stripe, Anti-Panzer and Anti-Eye. They are easily more powerful than your dragon’s previous corresponding stages of development. The latter four are skilled in Defense, Attack, Agility, and Spirituality respectively.

The Anti-Dragons (P) - These may look menacing but they are pretty simple. Use the exact tactics as for the Battle Droid. When fighting the Anti-Eye Wing, keep the gauge up to replace your shield when you lose it. You might be able to dust the Anti-Basic Wing dragon without using a shield.

After you take out the last Anti-dragon, another appears – access it. This is Sestren. He curses the dragon for his heresy ways and announces that he will die. As Edge summoned him by way of saying that the dragon was the Divine Visitor, Sestren mockingly uses this name to announce the dragon’s death.

Lock onto the orbs with your lock-on missiles. Each fills Edge’s head with past memories of previous attempts to give mankind control of his own destiny. Remember to charge your bar fully before the final shot so that you can have a good start with Sestren. It may also be very wise to use speed, armour and power chips prior to accessing the final orb.

Film 42: An entity fitting the description of a dragon fights Sestren, who wins easily. A voice announced that an ‘impurity’ is near, and it must be pursued.

Film 43: A voice summons Shellcoof. It destroys the village where Lundi and Lagi grew up.

Film 44: The scene changes to the village where Lundi lived. Visions of mutant Coolias being killed by the villagers, and the vision of the baby Lagi. Shellcoof attacks, destroying the village, but Lagi retaliates by firing his first missiles at it.

Film 45: Lagi is following the guardian dragon. The huge beast fires its berserk lasers at the small blue dragon, who dodges and then fires back with its lasers. This coincides with the destruction of Shellcoof, which is somehow linked to the destruction of the ancient Tower. The vision ends with Lundi seeing Lagi’s dying body inside the great ship. A voice barks that the ‘impurity’ must be destroyed.

Film 46: The Dark Dragon flies towards the Tower. The same voice orders that the ‘impurity’ be eliminated once more; it orders the activation of D-Type 01 (a dragon), which disposes of the blue dragon’s rider. As the dragon lands, and the young boy looks into the dying riders’ eyes, the young boy’s image is replaced by that of Edge. The meeting between Edge and the dragon is relived.

It becomes apparent that Sestren is a corrupted entity and you learn of the attempts it has made to prevent any dragon from destroying it and allowing mankind to follow its own path. It also seems that the dragon, which has been attempting to destroy Sestren, is the same through most of these encounters (from the first Panzer Dragoon dragon to the current one).

You must destroy Sestren.

Sestren (P) - Form number one is Sestren Exsis. Activate speed and armour chips. Charge to max. and access each orb with your lock-on lasers, then charge. When you’ve seen all five movies and realised what Sestren has been up to, you begin the fight as he turns into Sestren proper.

Despite what you might think, shields aren’t totally useless here. Keep in the green area and charge, forcing him to move you. Shoot his weak point with the Pulverizer, and get out of the way. If he uses a Through the Heart manoeuvre, he’ll destroy the shield but you’ll only get moderately damaged. Likewise, when he unleashes the Ghost Dragons, you must keep out of the red area or they’ll attack with the aforementioned move, but only one will get through the shield, inflicting the same damage as before.

If you inflict enough damage, he will turn into Sestren Morphic and will start hurling objects at you, notably Mel-Kava and Shellcoof. A shield will repel all damage and stay up. Keep enough charge to replenish the shield at will and use Dragon Phoenix to kick him into next week. There is a chance that he may use a Psychic Field to clear all enhancements you may have. However, I’ve noticed that when you have a shield up at that moment your speed chip’s effects remain for a little while, ample time to replace it and re-activate other chips that you may want to use. He is pretty easy so I won’t bore you with alternative tactics.

Film 47: A voice wakes Edge up. He is floating in the Sestren void. He looks up to see a large, spiritual being, whom he immediately reckons to be the dragon. The dragon is speaking in plain language; it seems that they have succeeded. The will of the ancients is with him, but the only one who can end the cycle is the Divine Visitor. Edge is perplexed – he thought the dragon was the Divine Visitor. It seems that the Divine Visitor has been leading him, in order to give men full control of their destiny. The Divine Visitor is from the ‘outside world’… it becomes apparent that the player is the person is question, when the dragon asks him/her to press a button on the joypad, to end the cycle and create a new beginning.

Film 48: The dragon, and its former self (Lagi?), depart, thanking the player. As they do so, Edge turns to the camera, realising what is happening. As he determines that the player is the Divine Visitor, he is taken away with the dragon. To where, is not certain…

Film 49: Gash is stood near what seems to be the entrance to the caverns in the Blue Ruins of the Garil Desert. A servant approaches on his mount, and as he reminds his leader of the lack of supplies, Gash gets angry. He says they’ll leave tomorrow. As the servant departs, Gash stands wondering where Edge is. As he does so, a sound of dragon’s wings alerts him. He looks skyward, turning to see if anything appears, if Edge comes through the clouds. But nothing…

Sit back and watch the credits, and savour the beautiful end music (Sona Mi Areru Ec Sancitu).

Film 50: A group of nomads are in camp. Their leader, who looks spookily like An’jou (it is probably him actually), is explaining the dangers of attempting to cross the desert. As he does so, his mount comically concurs with what he’s saying. As he finishes, the sound of child laughter gets louder, and some small kids run past. One of them runs into the person, who stretches a hand out. A black hand; it is Azel. She kneels, and dusts the child down, who thanks her and runs off to rejoin his friend. After a pause, the man asks if the person she’s looking for is really worth risking her life for. She throws her right-hand long glove over her left shoulder, and stands. The man turns to look at the desert. He then asks if they were from Zoah. As she saddles up, the man asks her if she would like to come along; there’s a village just beyond the desert. She shakes her head, and travels off into the desert…

The End

Or is it?

I hope you got the 100% ratings and a high spiritual-closeness rating, and enjoyed the game as much as I did. Now, there is not a secret movie ending, but is there a secret cut-scene ending…? I’m really doubting that, but it doesn’t matter.

But that’s not all!
Sub Games

When you complete the game, a new location appears on the map, not far from the Forest of Zoah. It is marked Box Game. Go to it.

When there, you are presented with three locations on a new map. These are Ancient Coliseum, Dermot’s Ranch and Fleet on the Lake.

Ancient Coliseum
A basic time-trial flight through the Excavation Site. When finished, you can attempt it again, remove all high scores 

or just leave. Aim for a time less than 37 seconds for a good flight. It’d be a lot quicker if you had the Villatuya Fruit. A good tip from me is to gently use the A-Pad or tap the up and down directions only slightly so that you can avoid the platforms and keep your speed up. A nice game.

Dermot’s Ranch
Not a game; you have control of a baby Khourieat mutant (i.e. the same as the baby dragon you saw earlier, and just the same as the young Lagi). This is basically a campsite. The dragon just minds its own business. When you attempt to talk to the other dragons, or merely try to inspect something, you get gobbledegook on the screen where the speech is supposed to appear. I have not figured out if there is any real point to all this. To leave, just go to World Map.

Fleet on the Lake
Pretty good fun. You have 3 minutes to destroy as many targets as possible. Try targeting as many at once as possible as you get a higher score. When the level ends, you can retry it, clear the high scores, leave, or just go for a fly over the lake.

Secrets and Interesting Things

Okay, so these aren’t really cheats, as I said on my site, but they are good to use and, in some cases, really quite lovely.
Morphing dragons!?

When viewing the enemy data screen, select any enemy you wish and on pad two press start. A small menu appears above the normal options and this 'extra' lets you toggle with the colours, so you can turn the dragon any colour you wish. It’d be cool if you could keep the dragon that colour, but never mind. Also, look at the creatures carefully. You can just about see that they are slightly transparent (90% opacity, I think). Focus on the background lines in the middle of the screen and it will become apparent.

Access the dragon morphing option. With pad two you can flip, rotate, expand or shrink your dragon and place it anywhere on the screen.

Extra Berserk - Astral Phantoms

This is a lovely cheat. Basically, just pet the dragon, give him a good night's sleep and treat him well in flight (heal, enhance etc.…). He will flash brightly, as if he’s healing himself, and you'll get the Astral Phantoms berserker spell (the final Extra class spell), which summons Lumid-like entities who surround you and repel any hits, then home into the attacker, causing damage.

There are not rules for getting this. Just treat him well and he'll oblige you.

Speech Speed

Just press and hold L to slow down speech, or R to speed it up, during conversations and set pieces. If you have a 3D pad then you can speed it up or slow it down to a certain level; just pull the necessary trigger to a level that you want, and hold.

Speech Skip

Just press C during conversations and the talking will stop, but the text will carry on. Press C continuously to skip sentences. This is very useful when you’ve seen a speech before, and must be used when Azel is talking about her dream at the Seeker’s Camp, because the speech crashes the game. How do you know? The camera points to the ground and the speech keeps repeating the same 1/3-second.

Free morph

If you have an analogue pad, this is easy. During a battle, go to the morph function and very slightly change the parameters. Say, you have 128 Attack points – move it in the desired direction by 2 maximum. Press C to verify and you’ll realise that the gauge needed to accomplish this has not been used up. Repeat until you have eventually morphed into the required configuration. This is very useful when fighting a major enemy or when an Excellent! rating is in the balance.

Panzer Dragoon Zwei Effect 1 - Dynes

If you play a new game, you will start off with 100 x (time played on Zwei in hours) dynes. So, if you played 15 hours on Zwei, you'd get 1500 dynes. However, if you played 15:35 minutes, you'd get 1500 + 58 = 1558 dynes. 35/60 is 58.3333, you see. It’s obviously a bonus to play as much as you can on Zwei to reap the rewards.

Panzer Dragoon Zwei Effect 2 - Pandra’s Box (Zwei)

Just having a save position from Saga in the same location as the Zwei game will open up the whole of Pandra's Box. Even when playing Zwei for the first time, the box will be open.

Panzer Dragoon Zwei Effect 3 - Rhoda's Music Box

This is lovely too. If you have a Zwei save position, Rhoda will give you a child's music box item (Aronak) when you first meet her in the Holy District. Talk to her about ten times after she runs away and you'll get it. Go to any camp and it will be sat near the Doidge bag. Access it and it will project a holographic dragon. This is a Zwei music box. It will also play the introduction tune or the title tune for you as a music box does, as a glockenspiel. Remember to close and reopen the box if you want to look at another dragon or hear another tune. The dragons and tunes are shown in order; there are five dragons (none of the real secret ones) and two tunes, one being an edit of the introduction and the other an edit of the end music.

Panzer Dragoon Zwei Effect 4 – Secret Panzer Dragoon Trailer on Zwei

Anyone remember the mini-trailer for the first Panzer Dragoon? Play Saga and then put Zwei in, and the movie will play. This also works if you play the original game first and then Zwei. Also, if you wait until the Sega man has dropped down on the first game, the movie will come on as well.

A tip about the Zwei cheats – it might be very productive to play Saga and then put Zwei in. The secret movie will play and this might be the thing to unlock the secrets in both games. It certainly works on the Zwei side. Also, starting a new Saga game would probably be the best idea so that the secrets will definitely work.

Solo Wing

If you got the small “dragon” from Shellcoof, and have got all of the D-Units (you are the Light Wing), go to the Forest of Zoah and head for the Red Ruins. Once inside, break open the ruins to unlock the doors to the central structure, then head there. Access the platform minus the Dragon Crest and you will combine with the little dragon to form the original Panzer Dragoon dragon, the Solo Wing. But don't expect it to be the same - it's in a league of its own. Edge is quite right when he speaks about ‘Winged Death’…
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�	Elevator Locks. Collect EK then access both. Walk to the back of the elevator to ride it.
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X1 	Exit – leads to Excavation Site first time, World Map thereafter.


�	After this level is finished, fly down here again and access a Conana (there are plenty to choose from). After a dangerous high-speed flight in which the dragon seems confused, the birds lead you to a cave (see X2). At the end of a passage, you come to the Conanas’ Nest (see the smaller map).


X2	Leads to Conanas’ Nest.
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X1 	Exit – leads through a passage to Canyon Deep Gulch.


X2	Leads to fan machine; access to deactivate fans.


�	Junk – access to send the carts falling into the abyss.


�	Fan (lock-on 6 needed)





Note about the canyon passages – enter and then double-back – it’s quicker.
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X1 	Exit – leads back through a tunnel to Excavation Site #4.


X2	Passage under waterfall.


X3	Exit – leads through a passage to the Arachnoth battle first time, but to the World Map thereafter. The passage has a Save Point inside.
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X1 	Fly through the three nearby arches a little to the north as shown on the map. In the passage are 3 Shield Chips.


X2	Access and beat Lathum and this opens up. Leads to Green Oasis via a passage (Dead Oasis at nighttime, but only when you arrive from the Red Ruins in the Forest of Zoah).


X3	Ancient Ship (lock-on 6 to destroy). Leads to passage after it has been destroyed. At the end is a lock-on 0 Plasma Swarm.





X1 	Entrance to level from Worm Lair via passage.


X2	Access the worm in the nearby whirlpool (marked as a �). A large worm opens this passage up, which leads to a Mauler (lock-on 0).


X3	Access until it flashes, then break the ruin marked � and it opens up. It leads to the Blue Ruins via a passage.


X4	Access the pistils in this area and when one releases a red-like fruit, access it (it’s a Caution! Object). It is Kuo Pollen, and it maintains flight speed.


�	Worm.


�	Ruin.
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X1 	Entrance to level from Green Oasis via passage.


X2	Access the mound until Gash tells you what to do, then break the ruins to the north (marked as �). A large tornado clears the sand thus opening this passage up, which leads to the Gigra battle. Exits from Red Ruins passage from the Forest of Zoah.


�	Ruin.
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X	Access to check on the number of sections that need returning, or to use the transporter when they are all back. Leads to the Craymen battle.


�	Transporter section (access to return to transporter).
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X	Access not needed, but it tells you that ‘something’s coming’.


�	Rank 6 object; access and three tornadoes will form in the area and destroy the machinery. They are harmless to you, luckily.


�	Break. The large triangles show that two lock-on targets exist here at different times. Take out one and the other will appear later.





X





�	Access. The number adjacent to the target is the lock-on rank required. The ship can be entered fully if all four pyramids are accessed. You’ll need the Eye Wing dragon to do this.


X1	Access to enter Shellcoof. Remember that your progress depends on the number of pyramids accessed.


X2	Access to enter Shellcoof from the side after you’ve been sent back by Paet. Leads to Guardian Dragon battle. Sealed by Empire afterwards, so no further entry is allowed.


�	Break. The wings can be destroyed when you have the Panzer Wing dragon. The connectors need the Eye Wing, so lock-on ranks 3 and 4 are required for the wings. DO NOT do this until you’ve entered Shellcoof and got everything inside, and that means reach Eye Wing first. See the small map for details on how to destroy a wing. When you destroy a significant part of them, beams of power pull you to the back of the ship. (i.e. near X1). There are numerous (possibly nine) lock-on targets, each of rank 0. You can destroy two at a time, and when they are all gone, the ship explodes. You can never return to Georgius if you do this.
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Blue items arrive after Protect Key 2 is used.


Red lock-ons and items appear at the start of disc 3.





�1	Access to rotate. This needs three accesses. It will connect the cave to the cliff, letting you travel to Uru: Deep North. You can see what is done on the map. The original position of the passage is the lightest grey, with the new position being black.


�2	With Protect Key 1, you can access this to activate the Black Ruins and start flooding Uru as a result.


�3	With Protect Key 2, you can access this to raise items out of the water. 


X1	By accessing the whale, you can see how it destroys this keystone. Use the same tactics on X2.


X2	After clearing the keystone, this leads to the Uru Passage.


KW	Kinoshita Whale


T*	Tobitama (1 to 3)





Brief note: Tobitama and Kinoshita Whales hang around in the vicinity of the locations that I have put their markers. The Tobitama rock is found when you return all three Tobitama to the nest and the family leaves.
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Blue items are accessible after Protect Key 2 is used.





X1	Leads to Uru: Sunken Southern Ruins.


X2	Leads to Uru: Deep North.


X3	Open after Protect Key 2 is used.


X4	Door.


�	Opens door X4.
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�1	Opens X3.


�2	Opens X4.


X1	Leads out of the ruins, but only from Disc 3 onwards.


X2	Leads down to B2F East.


X3	(Gate #1) Open after �1 is accessed.


X4	(Gate #2) Open after �2 is accessed.
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�	Opens �1.


X1	Leads up to B1F.


X2	Leads down to B3F East.


X3	Leads down to Underground Dome.


�1	(Tank #1) Leads to B3F East until filled.


�2	(Tank #2) Leads to B3F East until filled.


�3	(Tank #3) Leads to B3F after �1 is accessed. Leads to B?F after disc 2.
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�	Fills tanks 1 and 2 on B2F East.


X	Leads up to B2F East.


�1	From Tank #1. 


�2	From Tank #2.


�3	From Tank #3.





You can not return to B2F East via the water tanks. Use elevator X instead. Also, tanks #1 and #2 are closed off by doors when you pass through them.
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X1	Leads up to B2F East.


X2	Leads up to B2F North.





X1 and X2 require the dragon.





X3	Leads to B3F West.


X4	Access to escape elevator (needs Dome Gate Key). Inaccessible after disc 2.
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�	Opens X2.


X1	Leads to the Underground Dome; leads to Energ fight if the Dome Gate Key is found.


X2	(Gate #3) Open after � is accessed.


X3	Leads to B4F.
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Blue items are accessible after Protect Key 1 is used in the Sunken Southern Ruins.


Red items are accessible after Protect Key 2 is used in the Sunken Southern Ruins.





X1	Leads to Uru: Sunken Southern Ruins.


X2	Leads to Uru: Underground Ruins (battle with Atolm first time). Cannot be accessed until all three Protect Keys have been found.


�	Ruins; gives instructions about Protect Keys. Inert after disc 2.
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X1	Leads up to B3F West.


X2	Leads up from to B5F.


�1	(from south to north)


	5EMd, EMx, BC, BC, BC, BC, BC, FA, RS


�2	(from south to north, lock-on rank 1 unless stated)


EMx, DC, DC, DBC, D83, DBC, DBC, DBC, BC


Note: you’ll need the dragon to get everything classified under �2.





X	Leads up to B4F.





You can only go right when you get to the larger corridors,  as the doors that let you through close behind you, preventing backtracking.
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�1	Leads down to B3F West. 


�2	Leads down to B??F.


�1	Locked Door.


�2	Floater.





You cannot proceed past door �1 unless you access the nearby floater (�2). Accessing the door will basically confirm this.
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�	Leads down to B3F West. 
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X	Leads down to Underground Dome.


�1	Data Glyphs.


�2	Azel; she is found here, unconscious, on disc 4. You can access her or fly near the mutants to have the same effect (i.e. a fight to save her).





Note: the data glyphs impart information about drones, and the “Light Wing”. Unfortunately, the north-westernmost glyph has malfunctioned.
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Symbols on this map are in colour to aid visibility.





There are three types of normal lock-on target here. They specify how many targets are on the searchlight towers and structures; when the required number have been destroyed, the target is no more. Basically, for structures with three targets, they have two searchlights and the upper section. The structures with four targets also have a control section which is taken out last. They are labelled as follows:





1	Single target structure


3	Three target structure


4	Four target structure





The other targets are cargo-holds. They have four targets and three of these are crates. Target the crates first,  and then the cargo-hold, otherwise if you are not quick the untargeted crates will sink with the cargo-hold that you’ve just blown up. Another solution is to lock-on to all four of the targets at once. As they hold different cargo, there’s a key here for each separate cargo-hold.





a	An, ST, BMd	b	BMc, SP, An


c	DC, BC, BMn	d	FE, ST, An


e	EMx, ST, An	f	FE, ST, DC


g	BMc, BC, DC	h	ST, EMx, DC


i	An, ST, EMd	j	EMd, BC, Am


k	DC, SP, EMn	l	EMn, BC, DC


m	BMn, Re, An	n	An, Re, EMx


o	EMd, ST, DC	p	EMd, Re, EMx


q	EMn, ST, DC	r	DC, Re, BMc


s	An, EMn, SP	t	BC, EMn, An





�	Control tower: there are two main parts connected by a narrower passage-like construction. On both of the main parts, there are three lock-on targets, one each on each of the long sides except that which joins onto the connecting passage.





�	Access to fight the Deathmaker; only when passage from control tower is raised.
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X1	Leads to Tower Upper Floors.


X2	Leads up from 1F West.


X3	Leads up from to 14F East.


�	Rotor Pile 1 deactivation.
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X1
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X3





X3
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X1	Leads to Tower Upper Floors.


X2	Leads up to 15F East.


�	Rotor Pile 2 deactivation.





X2





X1





X1





X2





X2





EMx





D11





D12





X1	Leads to Tower Upper Floors.


X2	Leads down to 12F.
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X1
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X1	Leads to Hangar #2.


X2	Leads up to 13F.





X1	Leads to Hangar #2.


X2	Leads down to 9F East Passage.


�1	Tower Motion Detection Alarm System Activation/Deactivation.


�2	Sentinel Trap; activate when trap aligned and stationary to deactivate. Activate at any other time to fight a Sentinel.
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X1	Leads to Tower Middle Floors.


X2	Leads down to 8F North.
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X1	Leads to Tower Middle Floors.


X2	Leads up to 11F.


X3	Leads down to 8F West.


�1	Tower Motion Detection Alarm System Activation/Deactivation.


�2	Sentinel Trap.


�	Energy Pylons; set of three, lock-on 3 each. Destroying all will allow you to follow the path created in the floor by locking on to it. Leads down to 8F North.
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X1	Leads to Tower Middle Floors.


X2	Leads down to 6F.


X3	Leads up to 9F West.


X4	Leads up to 10F.


X5	Leads down to 7F West.


X6	Leads down to 7F East.


�	Lowers Pylons.


�1	Energy Pylons; leads down to 7F West.


�2	Energy Pylons; leads down to 7F East.





X1	Leads to Tower Middle Floors.


X2	Leads up to 8F West.


X3	Leads up to 8F East.


�	Rotor Pile 3 deactivation.
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X1	Leads to Hangar #1.


X2	Leads up to 8F North.
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X1





X1	Leads to Hangar #1.


X2	Leads down to 4F.


�1	Tower Motion Detection Alarm System Activation/Deactivation.


�2	Sentinel Trap.
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X1	Leads to Tower Bottom Floors.


X2	Leads up to 5F.


�1	Tower Motion Detection Alarm System Activation/Deactivation.


�2	Sentinel Trap.


�3	Rotor Pile 4 deactivation.
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X1	Leads to Tower Bottom Floors.


X2	Leads down to 2F.


�1	Tower Motion Detection Alarm System Activation/Deactivation.


�2	Sentinel Trap.


�3	Rotor Pile 5 deactivation.


�4	Rotor Pile 6 deactivation.
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X1	Leads to Tower Bottom Floors.


X2	Leads up to 3F.


�1	Tower Motion Detection Alarm System Activation/Deactivation.


�2	Sentinel Trap.


�3	Releases right gate.


�4	Releases left gate.








SC





1





X1





AC





PC





SpC





3





4





Left gate





Right gate





X2





X2





FE





2





40BMc





X1	Leads to Tower Bottom Floors.


X2	Leads down to B1F.


X3	Leads up to 15F West. Cannot be reached unless the Tower is active (it will be by disc 4).
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X1	Leads to above forest canopy.


X2	Leads to Red Ruins. Lock-on rank 6 required.


�	Arangata Roots – access to deactivate and weaken the Arangata connected above.
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X1	Cocoon 1 of Naga – takes you under the canopy.


X2	Cocoon 2 of Naga – takes you under the canopy.


X3	Cocoon 3 of Naga – takes you under the canopy.


X4	Leads to Red Ruins. Lock-on rank 6 required.


�	Select this blue stalk, in the tall leafy area, to watch it shrivel up. When it has shrivelled, access to get the Villatuya Fruit. This increases flight speed; see the main body text for more details.








X4





X4





X4





X3





X2





X1





X1	Leads to above forest canopy.


X2	Leads to Naga. Lock-on rank 6 required.


X3	Leads inside a quadrant of the main structure. You must have destroyed the corresponding ruins in order to remove the seal. See the map to locate the appropriate ruins for the door you want to open.


X4	Leads to Garil Desert: Blue Ruins at night. You must have broken the two lock-on targets �2 beforehand.


�1	Access to break and send an electrical pulse to break the seal of the corresponding gate on the central structure. See the arrows for the corresponding entrance.


�2	Access to break. Breaking both will allow you to access X4.


�	Rank 6 – access to place the Dragon’s Crest here if you have it, and merge with the baby dragon to become the Solo Wing Dragon.
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