
FTHE FIRST BATTLE
The fi rst onscreen gauges will be explained during your practice battle with Seifer. Initially only the green HP 
gauge is of any interest, as the blue MP gauge will not be operational yet – you can’t use magic until you reach 
Hollow Bastion later in your adventure. The Commands menu will also be shown on the left. There is only one 
command at present: “Attack”.

In the early stages of the battle, Seifer will hardly attack at all, so feel free to experiment with the controls. 
Remember that potential targets close to you will be marked by a yellow marker (Fig. 6). When you launch your 
attack with q, it will be directed at the targeted enemy, even if your character is looking in the opposite 
direction. For this reason, it’s usually a good idea to actively target your enemies with p.

Seifer can block frontal attacks with great aplomb, defl ecting your blows by striking out with his own weapon. 
However, hitting him on his unprotected back will prove effective. Learn to analyse your enemy’s behaviour, and 
watch for good opportunities to attack. For example, an ideal chance will present itself when Seifer shouts “Don’t 
leave me hanging around now”: his mouth may be fl apping, but he’ll be standing stock still, so you can batter 
him with ease. Another choice opening will occur when he jumps backwards – seize the moment and go after 
him. Above all, try to develop a feeling for the actions and reactions that occur during combat. Press q quickly 
and repeatedly after infl icting a blow to unleash an attack combo.

After a few hits, the battle will progress to the second stage and Seifer will begin to counter your attacks. An 
onscreen message will alert you to the fact that you can block his attacks by striking simultaneously (as Seifer 
has already demonstrated). You shouldn’t rely on this technique, as the timing takes a little getting used to. Your 
best bet is to dodge his attacks as much as possible; this isn’t too hard, as he’s quite slow and tends to announce 
his moves. Just step to the side when he lunges and then immediately attack (Fig. 7). When he jumps into the air, 
run directly beneath him, as his next attack will always be aimed diagonally downwards. 

Your combat skills will again be put to the test when you have to fi ght a Nobody in front of the Old Mansion. In 
the fi rst phase of this battle the monster is impervious to damage. Once you have dealt it a few ineffectual blows 
(or your HP has dropped below 25%), Roxas will receive a Keyblade (Fig. 8) and you can fi nally strike out in a 
meaningful fashion. You will also get the chance to deploy your fi rst combat-specifi c reaction command. Press e 
to perform Reversal when you are near your opponent to dash behind it. This will disorientate the Nobody for a 
few moments, affording you the perfect opportunity to lash out with your newly-acquired weapon. Information on 
all the enemies and their reaction commands (including when you can utilise them, what effect they have, and so 
forth) can be found in the Enemies chapter – see page 58.

The green bar next to your character’s picture represents your HP. This is reduced when an enemy lands a successful strike, or occasionally if you touch 
certain hazardous objects. If you take a hit, the HP loss will be shown briefl y in red, and the green bar will shrink accordingly.

Should HP drop below 25% an alarm will sound and a red light will fl ash. This is a useful audiovisual cue to alert you to the imminent danger; the 
character’s picture will also change. If HP is reduced to zero you will, as a rule, fi nd yourself staring at the Continue menu, where you will be presented 
with the option to “Load Game” or “Continue”. Don’t worry too much about this for now, though. Up until the third day there are no negative consequences 
for being defeated in battle.

The small green sliver of an energy gauge that you begin the game with represents just 20 HP, but don’t worry – this thin green line will get a whole lot 
longer by the end of the game! The hero’s maximum HP will regularly be boosted as a bonus for defeating various bosses, thus lengthening the bar.

Hit points hp

HP orbs restore your character’s HP (life points).

They come in two sizes: 
Small = 1 HP, Large = 5 HP

MP orbs restore your character’s MP (magic points). 

They come in two sizes: 
Small = 1 MP, Large = 3 MP

Drive orbs replenish the Drive and Summon gauges.

They come in two sizes: 
Small = 1% of the gauge, Large = 3% of the gauge

Munny is the in-game currency.
 
It comes in three sizes: 
Small = 1 munny, Average = 5 munny, Large = 10 munny
 

Items: Enemies will leave behind a wide range 
of items.

These come in different shapes, sizes and colours, 
depending on what they are

When you fi nish off the enemy in front of the Old Mansion, it will leave behind green orbs and small golden 
boxes (Fig. 9). The green objects are HP orbs and the gold items are pieces of munny. This enemy will drop fi ve 
large HP orbs and 15 large munny orbs. This is unusual, as Dusks normally leave different items behind. Find out 
more about this in the Enemies chapter. 

Spilled orbs remain on the ground for a reasonable amount of time, so you generally have plenty of opportunity 
to collect them at the end of a battle. Later on you will even be able to equip abilities that helpfully draw orbs 
towards you, so you don’t have to dash around as much. Also, at the end of certain Mission Battles – which tend 
to involve a specifi c, plot-related objective – the orbs will automatically fl y into your pocket. This very battle is 
one such instance, as the following day you will notice in the Main Menu that Roxas now has 150 munny that he 
didn’t have before.

Other kinds of orbs will appear at a later point in the game: transparent bubbles (MP orbs) and yellow orbs 
(Drive orbs), which will only be available when you acquire relevant abilities. Some enemies will also leave behind 
items other than orbs, such as Potions.

Orbs

SAVING YOUR GAME 
You will get the chance to save your game for the fi rst time at the start of the 
second day in Twilight Town. To do so, step into the swirling circle of light (Fig. 10) 
and open the Save menu. “Save circles” have another extremely vital function: they 
restore your entire party’s HP and MP. 

Once you leave Twilight Town you can use most of the save points you fi nd in other 
worlds to return to the World Map. All save points that can be found in the game 
are marked on the maps in our walkthrough, which starts on page 72. Bear in mind 
that you can also save your game on the World Map (see page 25).

MAPS
Shortly after saving, you will acquire your fi rst map – the Twilight Town Map. You 
will acquire certain maps automatically during the adventure and fi nd others in 
treasure chests. Information on when and where they can be found is detailed in 
the Walkthrough chapter. The current map will be displayed automatically in the top 
right-hand corner of the screen (Fig. 11), and will show a simple outline of your 
immediate surroundings, a key icon that indicates the current direction of movement, 
and red lines that show boundaries that act as entrances and exits. Incidentally, you 
should note that specifi c areas in each world are occasionally “off limits” until later 
in the adventure. A text prompt will appear if this is the case.

SKATEBOARDING
Skateboards (Fig. 12) provide a quick way of getting around the current map section. 
Mount the board with the e “Hop On” reaction command. 

Steer as normal with the left analog stick, and use r to Jump. Once you are 
moving, the skateboard will roll forward until you bump into an obstacle or press 
w to dismount. 

The humble skateboard is not just a means of 
getting around town: you can also use it to perform 
tricks. For example, use q to perform a Heelfl ip. 
There are three more tricks to attempt when in 
midair: r is Air Walk, w for Method Grab, 
and q to perform a 360° Spin. When you 
are near an appropriate surface, you can 
also use e to execute the Grind reaction 
command. Some reaction commands, such 
as Talk, will not be available while you 
are using a skateboard. 

The skateboard you’re riding will 
disappear when you roll into the 
next section of the map. You can 
fi nd other skateboards at specifi c 
times and certain areas of the 
game. At fi rst they’re pretty rare, 
but later on they become more 
prevalent (especially when you 
revisit certain places). In many 
worlds (such as the Land of 
Dragons, Beast’s Castle and Pride 
Lands), you won’t see any at all.
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