
Minigames and Missions
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should normally be complete by the end of the game. If not, you can compare the list in the Enemies chapter on pages 60-71 with your list in 
the Journal – it will follow the same order. The last 11 Heartless in the Journal list are boss enemies.

• If reaction commands can be used with a particular enemy, this will be shown by one or more grey boxes in the bottom right-hand corner of the 
screen (Fig. 1). The number in the box indicates how often you have already used the reaction command. The Enemies chapter tells you what the 
command does, and in which situations you can use it.

• The Nobodies: This is presented in the same way as the Heartless menu. The boss Twilight Thorn, who you only fi ght with Roxas, will 
appear automatically when you reach the World That Never Was. (The ghost pirates in Port Royal do not feature in the Journal. They’re quite 
upset about it, actually.) 

• Treasures, Maps, Missions, Minigames, Character Links: These are the same entries as those found in the Notes pages.

• Combo Attacks: The various Limit attacks you have carried out are shown here, along with the highest Hits total that you achieved with 
them. If you spot some gaps in your repertoire, use our complete list (see “Combo Attacks”) to help improve your tally.

• Synthesis Notes: The fi rst entry on the list will be completed when your moogles 
reach Level 9. You can fi nd further details in the Objects chapter (see page 57), where you 
will also fi nd a list of all the “types of materials” and their locations. You can discover the 
50 things you must do to complete the Collection list on page 221 under the “Prizes For 
Collectors” heading. The last entry in the Collection list, “synthesized recipes”, is slightly 
ambiguous, as there are only ten recipes in the game. This actually refers to all the entries 
in the Moogles’ Creations menu, which you can check on page 55.

Minigames and missions
This is an overview of all the minigames, and the particular requirements and points targets 
found in the Missions menu. The sequence follows the order in Jiminy’s menus. If you have 
already played a minigame in the walkthrough, the fi rst message under each individual entry 
in the Missions list reads “Try again”. This means that you only have to play the relevant 
game once as Sora for the task to be counted as completed. Note that you don’t really win 
anything by participation in these minigames. The only exceptions are some of the tournaments 
at the Olympus Coliseum, Participation is purely a matter of gaining that Mickey icon in the 
journal – and, of course, the sheer fun of doing so…

You may have played some minigames with Roxas, but only Sora’s exploits are entered in 
the Journal. You can play most of them for the fi rst time with Sora when you return to 

Twilight Town (Battle Level 28). The Struggle will begin a little later, after you leave Twilight 
Town – see the Walkthrough chapter, page 152. 

Mail Delivery
Location: Help Wanted board in Station Heights
Mission: Complete within 14 seconds

You should fi nd it easy to achieve times of less than 10 seconds quite comfortably here. See 
“Mail Delivery” and “Munny, Munny, Munny” on pages 77 and 78.  

Cargo Climb
Location: Help Wanted board in Station Heights
Mission: Complete within 15 seconds

The 15-second requirement may initially seem like a tall order, but you should actually be able 
to ace this with your normal Keyblade and without using any abilities. Start by locking on to 
the cart, then jump up and hit it with a triple combo in the air. Now jump behind the cart 
and hit it again with another triple combo. If the impact launches the cart into the air, jump 
with it and strike while it’s still in midair. Try not to hit the cart at an angle or it will veer 
off to the side.

Don’t tell anyone, but there’s another (much easier) way: wait until 
you have the Finishing Plus and Negative Combo abilities. Disable 
all other abilities that can interfere with the desired effect (that is, 
combo extenders). Bear in mind that you should always strike the 
cart in midair during a jump. You can achieve the best times (well 
under 10 seconds) if you have the Fenrir Keyblade as well.

Grandstander
Location: Help Wanted board in Station Heights
Mission: Complete with 100 or more points

Two words: Aerial Sweep. That’s all you need to know to excel here. You can use this ability 
alone to keep the ball in the air until your arm gets tired. Approach the ball and press q: 
Sora will hit the ball high into the air. Now press q again and Sora will jump up after the 
ball and hit it straight up high again using a whirlwind spin. The moment Sora has landed, 
quickly press q again and repeat the process. 

This will be much quicker with Berserk Charge. Disable everything that speeds up MP 
regeneration. Approach the ball and cast Cure to trigger MP Charge and, with it, the infi nite 
combo action of Berserk Charge. Now press q repeatedly. Sora will stay “on the ball” until 
the MP Charge has fi nished, and you will make over 100 points in just a few seconds (Fig. 1). 

TWILIGHT TOWN

Poster Duty
Location: Help Wanted board in Tram Common
Mission: Complete within 30 seconds

You can only complete this task within the time limit with Growth abilities. You need Aerial 
Dodge, Glide and, if possible, Quick Run. With Glide, you can hover from poster site to poster 
site via the shortest route (Fig. 2). Aerial Dodge ensures that Sora doesn’t waste precious 
seconds after sticking the posters up and can gain time in the air. The Glide speed is also 
initially signifi cantly higher. Press r immediately after sticking a poster (or series of posters) 
before Sora drops back to the ground, then whirl in the direction of the next poster site and 
Glide straight over to it. Always press e repeatedly when close to the poster while pressing 
the left analog stick in the direction of the site to save as much time as possible.

To shave vital seconds from your time, it’s crucial that Sora has as little contact with the 
ground as possible once he starts his round. To achieve this, your best bet is to follow the 
suggested route on the map. Glide to the right using Quick Run behind Poster 1 (you can also 
perform a double jump if you need to), press e in the air, trigger r when you stick the 
poster and then change the direction to Poster 2. Glide over to it and press e again near 
Poster 2… and so on. 

With Glide LV3, you can achieve top times of around 22 seconds if you start by sticking the 
11 posters that are grouped very near to each other just to the right, under the start point 

on the map, and then glide to the three 
groups of three in the bottom left of the 
map. The advantage to using the planned 
route (see map) is that you can (just about) 
break the 30-second time limit imposed 
with Glide Level 1 (or even better, Level 2). 

Bumble-Buster
Location: Help Wanted board in Tram Common
Mission: Complete within 10 seconds

Magnet is the key here – or, more precisely, Magnega. If Sora’s Magic value is high, a Magnega 
spell will suffi ce to defeat all the bees in around 2.5 seconds. Without Magnega, you’ll have to 
repeat the weaker Magnet spell, aided by Thundaga and the use of your trusty Keyblade.

Junk Sweep
Location: Help Wanted board in Tram Common
Mission: Complete with less than 6 points

The piles of junk must be destroyed with combo fi nishes. Each hit will count as a fi nish if you 
have Negative Combo activated as the sole ability and also have the Fenrir Keyblade equipped. 
If you push the piles of scrap together and then judge the swing direction just right (see page 
78), you can even fi nish the task in one stroke (Fig. 3).

The Struggle: Hayner
Location: Battle board in the Sandlot
Mission: Win by a margin of 100 or more points

You can register for this Minigame at the orange board 
(battle board) to the right of the alley leading to Station 
Heights (Fig. 4). The objective of the Struggle is the same 
as when Roxas was taking part (see page 81). You win 
when you have more orbs than your enemy after one 
minute of combat, or as soon as you collect all 200 orbs. 
Your enemy will be temporarily knocked out if you 
succeed in reducing his HP to zero. Bear in mind that 
Sora’s abilities can also work in the Struggle.

Hayner is your fi rst enemy. He has only 
mastered a handful of simple, slow physical 
attacks, so by now Sora should have no 
problem beating all the orbs out of him 
and collecting them all with a minimum of 
fuss. If you have activated Slide Dash, all 
you really need to do is to use q right 
from the start. 

The Struggle: Setzer
Location: Battle board in the Sandlot
Mission: Win by a margin of 150 or more points

You must beat Hayner ten times to be able to 
select Setzer on the battle board. He certainly 
has more interesting attacks up his sleeve than 
Hayner. Being a little on the vain side, he will 
occasionally take time to fl uff his hair, so take 
the opportunity to surprise him with Slide Dash 
and seize the initiative. Moreover, he only has half Hayner’s HP and 
is therefore easier to KO. 

The Struggle: Seifer
Location: Battle board in the Sandlot
Mission: Win by a margin of 200 or more points

You must mark up ten victories against Setzer 
to be able to confront Seifer. Contrary to his 
two predecessors, he can block your attacks 
much more frequently. Seifer’s weakness 
is… his weakness! He only has 30% of 
Hayner’s HP, so you can knock him out 
really quickly and then enjoy a few seconds 
to concentrate solely on collecting orbs. Seifer will also 
use his famous attacks repeatedly (see page 82). Legendary 
they may be, but you can easily counter them.
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BL HP STR DEF

28 320 27 15

47 475 43 25

COMBO ATTACKS

Donald/Fantasia

Donald/Flare Force

Goofy/Twister Fusion

Goofy/Teamwork

Beast/Howling Moon

Auron/Overdrive

Mulan/Dragonblaze

Aladdin/Trick Fantasy

Jack/Applause, Applause

Jack Sparrow/Treasure Isle

Simba/King’s Pride

Tron/Complete Compilement

Riku/Eternal Session

Sora/Trinity Limit

Peter Pan/Never Land

Chicken Little/FPS Mode

Stitch/Ohana!

“Valor” Genie/Sonic Rave

“Wisdom” Genie/Strike Raid

“Master” Genie/Final Arcana

“Final” Genie/Infi nity
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BL HP STR DEF

28 640 27 15

47 950 43 25
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MAP 1

M O R E  S A M P L E  PA G E S  A V A I L A B L E  A T
W W W . P I G G Y B A C K I N T E R A C T I V E . C O M

www.piggybackinteractive.com

