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j~ | the s Witch Toe sl g all Some Beahe—end it dfost om
k: intimidating hoat of divine enemies. Follow us to hell —and badk!
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Fight, spin, and shapeshift your way through each verse of every
chapter in the game. Use our strategy to win epic battles and find
all collectibles—including the Crows in all three difficulty modes!

Our detailed battle diagrams reveal precise locations of all Chests,
Halos, Witch Heart Fragments, Journals, Arcade Bullets, Crows,
Keys, and much more!

Enemies with names like Affinity and Beloved may sound angelic, but
trust us... these are horribly dangerous and crafty creatures. Rely on
our expert tactics to overcome your foes—ewven the toughest bosses!

A katana, a whip, and lots of guns—get to know the weapons in your arsenal.
We also provide a comprehensive list of all items to collect throughout your adventure!

\ FIGHTING TACTICS
A completer moves listand all combo stiings. Master both

¢ melee and long ranged attacks—including finishes, executions,
and unique Torture Attacks!

Extras, unlockables, game basics, and a conceptual art
gallery from the artists who created the game!
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BAYONETTA

THESTORY

Trwenty vears ado, from a coffin

Su])merged beneath a gloomy la]ge,
a mysterious woman awoke. Unable
to recall her'past, or even her own
name, only a gingle memory of her
unknown origin remained: the
horri{'ying ‘witches' power’ to
summon forth ferocious demons
and annihilate the seevants of
heaven. Returning to life in the
modern world after centuries of
absence, Bayonetta followed the
clues of her llazy memiories,
even{'ua]ly reaclu'.ng the remote
Furopean city of Vigri(l.
Uni_‘mpec].ed ])y countless legions

of a:ngels assai]_i_ng her, fateful

meetings drawi‘ng out memories, .,

What lies ahead in wait for her? ¥
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DIFFICULTY

There are five difficulty settings to use while pleying Bayonetta: Hard and Climex modes are Unlocked after beating the game in Mormal mode
(unlacks Hard) end then beating Herd made (Unlocks Climax mode), Youcan change diffisulty settings fram the Tille Screen, as well as through the
Sub-menu from Chapter menus. One commen change to all the dificullies iz that Witch Time is easierfo activate in-easier medss: The following
explains the differences in the dificuty medes

VERY EASY MODE (AUTO)

Your mather could play this mode witheut dying. Health Gauge slewly auto-recovers after five seconds of no damage. There are no button inputs
needed for the quick time events (sush as jumping from felling buildings or bridges), Gther funclionalities are the same s Easy mode:

EASY MODE (AUTO)

This mode is easy to play just by button-mashing and not putting mueh theught into fighting end Evasion techniques. By default, the Magic Gauge
size Is doubled and damage does not reduce the amount of Magic obtained. Altomatic attacks (vou hone in on enemies when you press Punch or
Kick) are eet. Enemies are weakened with fewer HE, weaker atfacks, and are less aggressive etfacks. Yol are given Unlimited continties.

NORMAL MODE

Mormal mode s, well... normal. This 15 the mode for which easy and mare difficult modes
are tweaked tomake easier or maore difficult, Read the other difficulty modes ta see o
thest are different from Normal mode: This guide is written for Normal Dificulty; howester, we
have includedtidbits fram harder difficulties when it comes ta enerry encounters and such

HARD MODE
You'll die more ofteninthis mode Enemies are stronger, faster, and have mare HP. Witch
Time i5.a litthe more difficull to activate.

0 (NONSTOP) CLIMAX MODE
This mads was designed o stop yau fram cleering the cheapters. Witch Time s unusable.
Youcen Evade but na Witeh Tirme will be triggered when it normally would during &

closecall The only time Witsh Timesworks is during the Battle Arenas with rules using
Witch Time: Enemies are: extremely agaressive and have the highest HP setlings



BAY{IINET |

A mysterious witch returned to life
in the modern world after hundreds of

years of slumber. Wielding titanic magical
powers, her battle against the forces of

heaven continues, her reasons for doing so

lost in the mists of her past. Armed with the
Scarborough Fair, her favorite set of handguns
equipped to both hands and feet, she prac-

tices the “bullet arts,” a combination of gunfire
with physical attacks. She can also perform the
Wicked Weave—deadly attacks unleashed by
summoning demonic entities through her magical
hair that can easily devour entire hordes of angels.




BASICS

—————)
PROLOGLE

JEANNE

Often appearing along
Bayonetta's course, she provokes with an
icy stare. Wiglding her own set of four black
handguns, she is a sharp shooter capable of
pursuing Bayonetta wherever she may be.
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While the following list documents all the moves available in the game, refer to the Tome of Umbran Arts book in the inventory

“Files” menu to find Special Techniques purchased from the Gates of Hell. Check out “Techniques” just below that to discover
all the great moves available by equipping different combinations of weapons to the hands and feet. This menu also tracks how
‘many times you use each of these moves.

/{, COMBOS .- PaUSE  P-PUNCH K = KICK

(iSThO COMBO

| 10 | PP « PPP {Shuraba only)
PP« PP ¢ P {Shuraba only)

_ PPPP- P(Nolfor Kulshetlra Durga (fire), or Lt Col. Kilgores)

S - __0_2'5 KK e P or KKK
[ [k Kifootlt ol Kigoroson)
b ke B
V)
gy 023 Rotate Stick + K
" 030
: 031
: 4 .-_-' v '-.'c.“ﬁ'
# »




HOLDING ATTACK
BUTTON

PPPPK (sustain fire) (Not for Kulshedra, Durga (fire), Lt. Col.
Kilgores)

PPPPP (sustain fire) K (Mot for Kulshedra, Durga (fire), Lt.
Col. Kilgores)

- Hotale Stick +P

- While holdmg RB {or A on PS3""} puII back and P

SPECIAL MOVES E—

m Double-tap Stick forward + P or hold RB + forward, P
o Slids i
Stick back, then forward + P

Umbran Spear

While moving, press RT (or B2 on PS3®) twice quickly.




“?E-:a.}?o-ns are .}_nlre]'la.sed{':onl Rodin uging LPs ag currency. Bome [Ps are in pieces and you mugt find all the

parte before a whole can be traded for a weapon in the Gateg of Hell

;‘;c'cess_ the EQU_[P maenn and SE_lE('.‘t the We’a.pons gide to c'.}la.-ng'e the WwWeapons (:}13:11&.5 and ‘]:eet) for Sgt A or
Set B. Fi_tst. séle.a-t' a weapon to rcc_[ul}_n a:ncl. t.l'l.en sele.c‘.t. one o'E four slo —two s].ots on t.}le. top are for Se ]

two on the hottom arefor Set B. Press the left trigger (01' L2 for PR3 ) cllui_-ng' combat to :iJluneJiai.el}* toggle

your two weapon gets:

Advancad l':_l].a.yeirs dan adgguire ds}_)ec_!ia.l” weapong 1)}-‘ perférnu';ug aertain tasks, which are exp].a.i_uecl]lere.

WEAPON DESCRIPTION
o £ Scamiroigh
;:1 Onyx Roses Shotguns
\ ‘Shuraba Katana
Nﬂ . ‘
— Kulshedra Whip
ot
A
i- :
G = Odette Skates
4
&7 wookigre  Baskas
d ]‘- Sai Fung Nunchuks
S A Bazillions Laser Guns
Pillow Talk Beam Saber

%ﬁ;ﬁm ‘Transtorming Weapon

GOLDENLP EQUIP

_ LOCATION TO
Prologue Hands & Feet
Chapter 1 Hands & Feet
Chapter 2 Hands
Chapter 3 Hands
Chapter5  Hands & Feet
Chapter 8 Feet
Chapter 9 Hands & Feet

— Hands
Golden LP earned

after clearing Hard  Hands & Feet
mode

Golden LP earned
after completing  Hands & Feet
Climax mode.

NOTES

This is the most versatile weapon
available until Pillow Talk is
obtained.

Great for reaching flying enemies and
damaging fire enemies.

Use Lightning against fire element
enemies and vice versa, To switch
elements, rotate the Left Stick
cloclwise while pressing Punch
or Kick {depending on whether
equipped to hands or feet),

Adds ice to special attacks. Great for
moving around quiclly without using
Panther run,

Great for taking out Dear,
Decorations, and Enchants.

Clear any one chapter in Normal
mode 100 times.

Very effective when all four equipped
and break dance move performed.
Experiment with movesto find different
shooling options.

Very powerful weapon. Press and

hold BB (or R1 on PS3®) for shield.

Press and hold Punch to increase
size and attack strength temporarily.

After collecting 10 million Halos, the
Platinum Ticket becomes available in
the Gates of Hell. Buy the ticket and
then defeat Rodin in battle to acquire
the weapon.




ASIES
SPECIAL WEAPON ATTRIBUTES
EQUIPPED TO EQUIPPED TO
HANDS FEET

PROLOGLS
EFFECT

Undamaged by physical attacks on flaming enemi es
' ?fh’ning Affinities, flaming Ardors

No damage fromwalking on lava, but only works against lava floors,

Durga (Fire} Durga (Fire)

Durga (Fire)

Durga (Lightning)

TECHNIQU

Not o:nl}-' can you pregg the BAC

‘Fﬂes"’ menmn a:ncl. (J.EC‘OVE.‘.‘ Tl

l:radas .110'“-' Ay |:i1'ﬂet:" youmn

Durga {Lightning}

Durga (Lightning)

Odette

S: TOME OF
K (or SELECT for P8

IJIE' _I'll'IJTIJJEl'E'-EI l:‘-O]T]JJ('JE_. ]."I'lt F¥on daii

not against lava spouts, flows, meteors and other traps.

No damage from ground-based electrical attacks
{like those from Glory, Glorious and others)

An additional effect of equipping these to the hands and feet is that no
damage is taken from being submerged in electrified water {like the
battle atthe end of “The Broken Sky”). To do this you must purchase the
alternative Durgas from the Gates of Hell.

Attacking the same enenwy repeatedly encases themin a block of ice that
'canbe picked up and thrown Also, lava can be skated across without
damage and water can be skated across without freezing.

IMBRAN ARTS

button during load soreens to practice

so enter the Tome of Umbran Avrts book in the inventory
1e moves for each of the basic Weapon dombinationg Thigmerm alzo

aL".ll O'}. t.l'I.ESE l'l’lO'VEE! PE]'TISE "Jli— INove opl:ious TVI'JI (JJ.I;F:.—]’EU.{' wWeaponn

combinations and read the descriptions to gee if you're interested in making one a new favorite

JEANNE'S WEAPONS

JEANNE'S
WEAPON

All 4 One
Garnet Roses
Angel Slayer

Vritra
Karen
Kali

Col. Slade
Tang Lung

Bazillions
Bloody Moon

Mystery Weapon

of

COMPARABLE

BAYONETTA
WEAFPON

Scarborough Fair
Onyx Roses
Shuraba
Kulshedra
Odette
Durga

Lt; Gol. Kilgore
Sai Fung

Bazillions
Pillow Talk

Mystery Weapon

NOTES
Handguns
Shotguns

Katana
Whip
Skates
Claws

Bazooka
Golden LP obtained
after beating any one
chapter in Normal
mode 50 times

Laser Guns

Red Beam Saber

Transforming Weapon
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Ttemmg are fonnd ingide of breakakls itemg y

I?“f‘-l'l ag gtatues, }Jeru:!}les_, VAEEE, c‘.llests, / " A
W]'_-nrlowi-_l, and mogt amy o]:l] ect that dar, | o d
he broken. Enemies also c]:rop items o ’ "-_ s
onde tlle}r are defeated, A k&/ 2

DESCRIPTION
500 Gurrency
100 Currency
y _ / - d
Baked Geko Concoction ltem (yellow) 7% /
/ f:
! L
Unicom Hom Concoction item (Red) = f
@
Mandragora Root Concoction ltem (Green) —
Tiny Health Restoration 2 : '
Small Health Restoration —
Medium Health Restoration -
Large Health Restoration =
Magic Gauge fills 4 units —
Purple Butterfly (Large) Magic Gauge filled (8 units) —
HOTKEY EQUIPPED ITEMS
DESCRIPTION NOTES -
Aftack Power x2 -
M«abkpuwerxz Lasts muchlonger than small version. "

Yellow Moon Lollipop (Small) Invulnerability —

Mega Yellow Moon Lollipop Invulnerability Lasts much longer than small version.

~ Green Herb Lollipop (Small) ~ Health Restoration —
Viega Green Herb Lollipop Health Restoration Lasts much longer than small version.

Purple Magic Lollipop (Small) Magic Gauge Filled —

Mega Purple Magic Lollipop Magic Gauge Filled Lasts much longer than small version.

:Ilﬂiantl'," defeats some angels during

Han battle,




OTHER ITEMS S BASICS

DESCRIPTION

Instant Resutection after

Used in Angel Attack arcade
game,

Increases the limit of your
vitality.

Moon Increases the limit of your
Pearl Magic Gauge.
Increases vitality limit.

Magic Gauge automatically
replenishes two units; good
for only one chapter.

el Collection tem

b
\ g Blue Witch
{ . O Gold Moon
\ . Pearl
ﬁ

There are 27 throughout the environments, Collect them
all and number 28, “To My Beloved Son,” is automatically

a1zh)

PROLOGUE
il

Arcate Bullets also appear in chests and other
objects that contained significant items the first
time clearing the chapter.

You can purchase these from The Gates Of Hell or find
broken ones during your adventure, Four broken Witch
Hearts are neeiled to make one Witch Heart,

You can purchase these from The Gates Of Hell or find
broken ones during your adventure. Two broken Moon
Pearls are needed to make one Moon Pearl.

This is a bonus item earned at the end of a chapter for
~ajoh well done, Only applies to one chapter, then the
effects are gone.

This is a bonus item earned at the end of a chapter for
ajob well done. Only applies to one chapter, then the
effects are gone.

shown in the “File” in the Inventory menu.

7_.

\;;_

3 Umbran There are 101 total; 50 are found through Achievements =
\'h_ Tears of Collection ltem {Trophies) and 51 are found in the environment in Normal, /
- % 3 Blood Hard, and Climax difficulty modes,
- L
AR, ITEM DESCRIPTION NOTES
: 'i“' &T‘-x ity = . : ' i,
o - A ‘Sumimon alter ego. Divides you into two beings.
-
>
g0 8 ot Infernal Communicator Summon Little Devils. —
¥ ¢ K WY
\ 4‘EE4 Pulley’s Butterfly Guardian Butterfly Absorbs attacks so you don't.
\ .,..'-'.-'
\ ganid * “"f . Activates Witch Time when
_}' ﬂ . Selene’s Light Bayonetta takes damage as long —
> as she has Magic Power.
P {i; Star of Dinéta Taunt causes health restoration. —

Evil Harvest Rosary

Evasion upon attack

When dodging incoming danger. the beads
launch a magical counter-strike against
the attaclker.




ACCESSORIES (CONTINUED)

ITEM DESCRIPTION NOTES
‘8 Gaze of Despair Taunt &
Y
Push the left stick toward an
s enemy as itis about to attack
, ‘; Moon of to block. Pushing the stick _
'-hﬂd Mahaa-Kalaa the instant you are attacked
s additionally allows youto
counterattack.
e Magic Gauge auto-restoration Collect 50 Umbran Tears and this
Eternal Testimony fif la’ﬁ'“;‘g:; ;f“ll?ss than2 hecomes available inthe shop.
Q“ Clearthe game on either Easy Difficulty
j Immortal Marionette Automatic modes, then enter the shop in Normal or
K. above to purchase.
.: P iBbenalat ol Tine: Witeh Tins operition Clear the game on Normal or above
| =t ' = e operatio ina set amount of time.
: All attacks cause giant hand/foot Collect 101 Umbran Tears and this
ﬁ Climax Brace SUMMmMons., becomes available in the shop.
ANGELIC HYMNS GOLDEN LPs
ITEM DESCRIPTION NOTES
S Trois Marches Exchange for Onyx Rosesin _
<) Militaires Chapter 1.

e 1 Ouasi una Fantasia Exchange for Shuraba in Chapter 2. —

) Fantaisie-Impromgtu Exchange for Kulshedra in Chapter 3. -

\ 2 ."i Sonate in DK 448 Exchange for Durga in Chapter 5, ==
) [‘esPatinowsWaltz - Exchange for Odette in Chapter . —
»

op.183

S Exchange for Lt. Col. Kilgores in
Walkurénritt Chapter 9.

. L.P. received after clearing a chapter
4 ‘Messiah, HWV.56 Exchange for Sai Fung. in Normal mode 100 times
- {50 times for Jeanne).
e \
3
- d

Mars, The Bringer of

War Exchange for Bazillions. L.P. received after clearing Hard mode. A

Jupiter, The Bringer of e : L.P. teceived after clearin
A Jollity - Exchange for Eillow Tatk. Climax mode. !
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Super Mirror
{Jeanne)

P.E. Uniform
D‘Arc
Old
Umbra
Nun

Queen

ITEM

One extra Costume

Becomes available after
acquiring the Super Mirror.

Becomes available after
acquiring the Super Mirror.

Becomes available after

‘acquiring the Super Mirror

Becomes available after
acquiring the Super Mirror.

'Becomes available after

-acquiring the Super Mirror,

Becomes available after
acquiring the Super Mirror.

Becomes available after

‘acquiring the Super Mirror.

PERFUMES (RODIN'S TREASURES)
ITEM DESCRIPTION NOTES
Uﬂilral'lfl ance I S Purchased from the Gates of Hell. Equip it to automatically
‘ Wﬂﬂlﬁﬂﬂ Nilshed:a Costine ‘change costumes when Kulshedra is selected.
Purchased from the Gates of Hell. Equip it to automatically
Umbran Elegance Lt. Col. Kilgores change costumes when Lt. Col. Kilgores are selected,
#02 (Green) Costume Costume is more complete when equipping Lt. Col. Kilgores
to hands and feet.
‘Umbran Elegance Odette Tutu Costun Purchased from the Gates of Hell. Equip it to automatically
#03 (Blue) HGHUS MM LASHATRS. change costumes when Odette is selected.
Purchased from the Gates of Hell. Made available after
Un?o?ﬁﬂlfgar}lce Sai Fung Costume unlocking Sai Fung (see Bayonetta weapons). Equip itto
g automatically echange costumes when Sai Fung is selected.
Eh!.ll'_'chg_sﬁtl from the_Gafas of Hell, Equip it to automatically
el e s . _ change costumes when Durga is selected, When equipped
unﬁ;&pgﬁ?"m Durga Costume to hands, devil horns appear. When equipped to feet, devil
izt - tail appears. Costume changes element type depending on
the selected Durga element.
COUTURE BULLETS
Becomes available inthe shop after clearing Normal mode.
e ot “Gostume Change” hecomes available in the
Super Mirror 'One extra Costume subment to change costumes that are unlocked

by purchasing Gouture Bullets, Ambran Komachi kimono
costume is available from the beginning,

Becomes available in the shop after clearing Normal mode
with Jeanne.

SPECIAL ITEM

DESCRIPTION

NOTES

¢ Platinum Ticket  Ticket for battling Rodin Becomes available after collecting 10 million Halos.

WASICS

PROLOGUE




Weapons, Accegsorier, [temsg, Rodin's Treasureg, and
Techniques can all be obtained in the Gates of Hell. Gates
of Hell porta]s aan he found i almost every ahapter, and
gometimeg you dan find more than one Porta.l into
Rodins underworld s.]lop. All of the itemein the
varioug ghop categorieg are Listed in the previous iteme
]ists, butwe haven't covered Teelmiq‘ues until now. .. :
e

L

CHAPTER START MENU

Inbetween c'llapters _voulmve the opportumityacoess armmber of features without

Ilaviug to quit and return to the Title menn, You can enter the Gateg of Hell
. From the C]‘Lapter Btart merm;it's the 'EiISl' of the three options available at the

bottom of the goreen: Gates of Hell, Btart, and Save, B_Y presging the RB (or Rl

for P2 3®) button while on the & l1apt£-r Start meny, yon dan algo addess Chapfar
Seledt, Cogtume C'j].ange {xv_llel'l. Puper Mirror is unlovked and Purchased}. P].uy I
I—[islor}' 1thloc'l: ed after 00111]_.\1-:\ tingd the Same orde), Dlﬂ:lculh and O]_) bor.

TECHNIQUES

Mast techniques are available from
the beginning of the game In the Gates of Hell shop. Bat

Within, Crow Within, and Umbran Spear are unlccked as yau

progress through the game. You must puchese lechniques Using the

Helos youtve collested. Onge purchased, these “special’ Technigues can be
turned on and off thraugh the Tome of Umbran Arte book inthe lmventary mepu.

AIR DODGE
Dodge an enemy attack by pressing RT (or R2 for PS3% while in mid-air,

STILETTO
Slash into an opponent with incredible quickness, and deliver a devastating thrusting attack. Can dso be perfarmed in mid-air,

Press |eft Stick toward an enemy twice quickly +Punch Can also be executed by holding RB {or R1 for P332 and pressing
toward an opponent with Left Stk + Punch

HEEL SLIDE
Slide heel first up to an opponent from long distances. Press Left Stick toward an enemy twice guiskly +HKick. Gan also be
executed by holding RB (or R1 for P53%) and pressing toward an opponent with Left Stiok -+ Kisk.




TETSUZANKO
Charge into-an opponent &t short-range Using your back: Aicked Punch is also summoned, depleting your
Magic Gauge. Gan alsa be performed in mid-air. While moiing Left Stick backward to forward, press Punch:

HEEL STOMP
Addinsult toinjuny by lamming your heel int & downed enermy, AWicked Kick is sumrmoned, depletingyour Magic Gauge.
Wighile maving Lefl Stick backward ta forward, press Kick.

BREAKDANCE

D ihe =plite, then spinyour outstretched legs in'this lunging kick atteck. Equipped frearms are dissharged during
this atteck Can elsa be performed inmickalr Hold down RT {or R2 for PS3%, Movement is possible during this at-
tack, 80 move towardthe ensmy as you spin for the most damage.

AFTER BURNER KICK

Light thefires and kick your enemies with a mid-air dash kick. Ascending: Fress Kick immediately afier execuling a
jump. Descending: While jumping, press Left Stick in any direction + Kick, ar press RB (or R1 for PS3%),

WITCH TWIST
Launch inta the airwith & spinning punch. Can alsa be perfarmed in mid-alr AWicked Punch cen also be
summened, depleting your Magic Gauge. Press Punch while holding RT (or R2 for PS32).

UMBRAN
PORTAL S
KICK C

Open Upa magical portal, warping aboie
your opponent’s head and delivering a devas-
tating kick. A Wicked Kick can also be summuned,
depleting your Magic Gauge. Press Kick while holding
BT lorRZ far PS3Y)

BAT WITHIN
Unleash the Bat Within, transforming yourself inta & flock of scat-
tering bats, miligating any damage you've teke Press RT (or
B2 for PS3% immediately after taking damage. When playving
as Jeanne, the bats are moths, ust as Bayonetia's panther

transfarmation is Jeanne's lyrix.

CROW WITHIN
Unleash the Grow Within, transforming
yourselfinto acrow and temporarily gaining
the power of flight: White In mid-air, press
RT [or R2 far PEE®) twice quickly, The
orow can fire feather projectiles

by pressina the Kick ar Punch

buttenz when Magic Orbs are avallable. Flight can be sustained up until the crow meter on the left side of the screen
s emplied When playing as Jeanne, the crowis an owl.

) :
a UMBRAN SPEAR
4 YWhile in Grow form; dive info & nearby enemy: Depletes Magic Gauge. Press RB (or R1 for PS3%) iwice quickhy

-~




Put all thoge items you've collected to gooa uge J:-y creating a witch's brew that prorluces results
yon can uge in battle. Tteme created ]Jy concooting i_‘ngrec]ierl.ts together can be very }mlp{'ul for get-
ting you out of tight stnations, hut be aware that when playing for points, uging itemg will count
againstyon when your goore is tallisd at tha end of the battle and at the end of the almpter.

b SEANTONIO'S NOTEBOOK, ‘A WITCH'S BREW”
The doncoctions option becomes available o.nl)f after _‘.-'rm" ve locatad

Antonios journal, ‘A Witch's Brew” in Chapter 1, Verge 7.

WITCH'S RECIPES

Toconcast items into special lallipops with enhanced ef-
fects, enterthe ltems menu (only accessible whils playing a
chapter) and press Right on the D-pad (or Directional Button
| for PS3®) to access the concooting wheel, When you do this,
a Witch's Recipes guide ists the [tetms youcan produce an
the left-side of the screen. The left column indicates the items
you are trying to create, white the nioht column provides the
recipe: The Recipe key |3 loceled in the top-nght comer.
Each icon in the required number of ingredients is equal to
five of that given ingredient type. For example, one Laurs|
icon is equal to five Laurels when you setect it on the nght
side of the screen,

Turn the ingredient wheel pressing the D-pad or Left Stick up er down: Add ingredients to the selected ingredient (the-cne an
the far left of the wheel is the one sslected) by pressing the Jump button (eoncact). [fyou messed Up the recipe, then press
the Punch (reset) button o drainihe ingredisnt gauge completely Once dll the ingredients are in place, rotate the Right Stick
until the cancostion is complete. The newitem is added to the Items side of the menu and can be used ingtantly or et to the
inegame shortout key, which |& accessed by pressingthe D-pad (o Directional Button for FS3%) while plaving. To use an item
o the shorteut key, press and hold the directicnithe iter is assigned to until the item dlows and is used.

AFFINITY

HALOS CARRIED | 100 (SPEAR, FLAIL, TRUMPET), 200 (HORN, FIRE}
WEAPONS SPEAR, FLAIL, TRUMPET, HORN

Servants of heaven that populate the lowest of the angelic hierarchy, a Third
Sphere rung knovm simply as angels. Humans with deep faith often feel these
-angels closest to their hearts. Descending from the heavens upon their pure
white wings, it is believed that the glimm ering
halo atop an Affinity’s head lights the path for
those who have lost their way, C
The religious articles they equip are all too;\%
used to further their conviction to protect the
righteous and can become powerful up
weapons usad to strike down those with

sullied hearts.




~APPLAUD

“[hacos carpiep [ 300
WEAPONS SPEAR & BOWS

Virhile still a member of the Third Sphere, Applauds are one step above Affinities, and thus knoum as Archangels. Occupying the eiht pi
within the nine-level angelic Hisrarchy, Arch angles are still considered closato the physical world, and often come into contact with hum
kind. it is said that devoted prayer onthe part of believers can call upon aflock of angels to come to one’s aid.

ARDOR

HALOS GARRIED | 400, 00 (FIRD)

WEAPONS BROADSWORD

The highestranking member of the Third Sphere, Ardor are christened with the rank of Principalities. Presiding over the protection of the
masses from evil spirits, they are equipped with a shield and amm or of proof. Yielding the power of Paradiso on those who encroach upon
happiness, Ardor are recipients of much adoration fram those seeking salvation.

BELOVED

HALOS CARRIED | 700 (NORMALJ, 1000 (GLANT), 500 (WATER)
WEAPONS BATTLEAXE

Beloved is a member of the Second Sphere ¢lass Powers, ranked sixth in the angelic higrarchy. s status is more thet of a spiritual being, but
itis also hurdened with destroying the enemies of Paradiso. While still considered amangst the lower closss of angels, Beloved's power is of
a far higher-order than that of a human, and even those with strong spiritual powers are seldom afforded the chance to meet this being. Excel-
ling in combat, Beloved are knoum for brilliant exploits in demonic hattles.

BRAVES

HALOS CARRIED | 500 (NORMAL), 1500 (CHERUB)
WEAPONS BATTLE AXES

It can be said that Braves are capable of camying God upon their shoulders. Moving in groups of three, ach Brave wears the halo of the Second
Sphere Powers uponits head; however, when necessary, Braves can combine three of their bodies into ong true form, a First Sphere Cherubim.
Boasting the mast brute strength of all the inhabitants of Paradiso, an unknowm number of euils have faced judgment at the hands of Braves.

DEAR & DECORATIONS

on | DO (DEAR), 30 (DECORATIONS),
HALOS CARRIED | 30, (nEAR & DECORATIONS)
Viith limited spiritual powers, this angel is spotted comparatively frequently within the physical, human world. Dears, with their dignified
faces, are surrounded by the countless child-ike faces of their Decorations. Capriciously firing arows, they're often mistaken for Gupid, it is
said that one of their arrows, shot through the heart of a helisver, can be as infatuating as the goddess of love.

ENCHANT
[ HaLos cARRIED | 50 |

An angel shaped like a cart wheel. The impetus behind this fateful form was the Creator’s desire to craft an angel designed to compel human-
ity ta continue its struggle and feel no satisfaction at surpassing others. Enchants protect the fiekl of God from human encroachmént and are
further respansible for passing communications to Paradiso and comrecting the trespasses of humanity.

FAIRNEBSS

[ HALOs caRRIED | 600

AVirtue charged um'th_the admnistration of miratles, it is wrapped inflames when appearing in the physical world, a power emblematic of its
courage. Atorrent of flame hlazing as bright asthe sun, these flames become the light that bums away darkness from those who receive the
graces of Fairness. However, for those out of the angel’s good graces, they are the fire and brimstone of destruction.




FEARLESS

| HaLOS carRIED | 6t |

Fearless are classified as Dominions, the fourth rank amongst the hierarchy of angels. Controlling the lightning feared

by many as the instrument of divine justice, Fearess make known the majesty of God tothe masses. Almost all of the

naturally accurring lightning in the word is a result of the actions of these angels. It is said that divine wrath against \"\
gluttons is released in the lightning flash, as the thunder signals heaven’s roar. 0 ‘\

GOLEM

| HaLos canriED | 1500

Long ago, to protect their homeland from invasion, the Umbra and Lum en came together to develop
a giant weapon. Only the Lumen and Umbra knewthe secrets to controliing its enormous fom,
causing it to transform into monsters capable of attacking foes. The Golem would becom & m ore
powerful in accordance to its master’s strength, The Golem’s control centerisits core, which
receives the orders of its master. It is the weak point of the device. Numerous Golem s were
constructed in case of war, but were secreted away in another dimension. Now, even 500 years
after the two clans' destruction, Golems remain hidden away, still under their master’s orders.

GRACE & GLORY

HALOS CARBIED | 400 EAGH

| WEAPONS CLAWS
Grace, draped in flame, and Glory, contraller of lightning, are the twin escorts of the Creator. They share
a wild disposition, and are often depicted as gods of war, heroically leading the soldiers of Paradiso
imta battle, with their giant, claudike weapons being symbaols of their feracity. Humanity recagnizes

the increased spirifual power of twins, a power that comes from the blessings of Grace and Glory.
Unfortunately, their unlikely pairing reveals their weakness: flame ¥s lightning,

GRACIOUS & GLORIOUS

* | HALOS CARRIED | z000 EACH
WEAPONS CLAWS

Viithin the ning ranks of the-angglic hierarchy, the highest-ranking Seraphim are charged with goveming the love and zaal for the Creator.

The pure white arm ored Gracious and the black armor-clad Glorious are often sighted in pairs ; hovever, their e xistence itself remains legend,
subject to rumors of varied veracity. Supposedly gifted with incredible goc-ike powers, there are no records of Gracious or Glorious appearing
on the battlefiell of evil; however, itis said this is because a mere taste of their power is enoughto destroy the world, devastating all its path for
hoth thie record and the record-heeper.

HALOS CARRIED | 200

Wifithin the Second Sphere Dominions, whose nam & imparts feelings of control, sovereignty, and governance, the angels nametd Harmony
stand as a special symbol of peace. Yhen appearing in our world, it is said that humans experiznce their presence as an aurora-es que light;
however, when viewed from Purgatorio, ong would see Harmony embracing humans with their outstretched, finike wings. Often pictured
holding 2 trident and floating through the skies, Harmony are tasked with defense of the heavens, even wthin Paradiso itself.

INSPIRED

| HALOS CARRIED | 400

Inspired are members of the angelic First Sphere, inthe rank knoun as Thrones. Those in this class are spirtual beings of the highest order,
never meeting directly with humanity. Works of art have depictad them as flaming wheels ; however, artists of true inspiration have pictured
inspired as a long snake-ike body circling upon itself. I is often thought that Inspired act as a wheel, holding up the chariot of the heloved
Gotl. In truth, Inspired are actually fighting alongside their angelic cohorts, random ly swallowing up the followers of darkness.

JOY
HALOS CARRIED. 1000

WEAPONS (NOT OBTAINABLE) GUNS, WHIPS

Joys are members of the Seraphim class within the angelic hierarchy’s First Sphere. These beings have broken free of any physical concep-
tion of form and have become truly spiritual. Their bodly is as free as a flowing river, and it takes shape only on a emporary basis. Joy may
take the shape of the humanfemining form, but the Seraphim can also shape-shift, or even separate into multiple senfient forms, as will.




/£

KINSHIP

| HALOS cARRIED | 300

Kinship, as one of the Second Sphare Powers charged with defeating evil beings, is responsible for ransporting the forces of Paradiso
the battlefield. Leading countless angles to the front lines, catching sight of Kinship's magnificent flying appearance is analogous to many” PROLOGUE
as the arrival of true happiness. itis thought that Kinship is the angelic m anifestation of the ark that saved a foalish human race from the
devastating flood described in The Book of Creation within the scriptures of fthavoll

e
FORTITUDO/COURAGE

| HALOS CARRIED | FORTITUDO; 0 (CHAPTER 1), 0 (CHAPTER 2}, 10000 (CHAPTER 4}, COURAGE; 1000 ~ :

Amongstthe spiriiually powerful of the Middle Ages, it was through Paradise held for all a Divine Will, and as a result, they developed heav-
enly logic. The concapt of the “Cardinal Vitues™ was born of this logic, and classifies Paradisa’s Divine Vil into four broad groups. These
Cardinal Virtues occasionally become physical manifestations of the greal intentions of Paratiso, and are known as the Laguna, inspiring
awe in the masses. Personifying courage and fortitude, Fortitudo has been depicted as a temifying being sporting an enorm ous face and two
dragon’s heads. He is said to be capable of summaning magma flows at will.

TEMPERANTIA/TEMPERANCE

[ HALOS CARRIED | TEMPERANTIA; 10000, TEMPERANCE; 1000 (CHAPTER 10), 1500 (CHAPTER 15) |

Tem perantia, the tue embodiment of the Cardinal Virtue of tem perance, is oftenillustrated as an apic giant. lts body rising like a castle,

Tem perantia possesses two tree-like arms; a composed figure said to illustrate the total reverence in which the Laguna are held by the faith-
ful. Yihen the true power of the virtue of Tem perance is laid upon our world, it is said to com & as a tomatlo, capable of swallowing an entire
country. Humans are helpless to guess atthe impetus behind Divine VWil whether it be anger or happiness, and are left only with prayers and
promises of personal temperance if only e heavens should make the storm subside.

TUSTITIA/JUSTICE

 HALOS CARRIED | 1USTITIA; 20000, JUSTICE; 1500

Vifithin Paradisa’s Divine Vill, alse knowm as the Cardinal Virtues, Lustitia, or Justice, is known to take a particulary strange physical mani-
festation. A large mass covered with numerous faces, and extending cutwards via countless tentacles, Lustitia could easily pass for a demon.
This may hedue to the fact that those depicting the angel are filled beyond com prehension with awe at the shesr difficulty of encouraging
justice inthe world. Among Paradisa’s Divine Vfill, there are those who believed that Lustitida is the closets of the Cardinal Virtues to hell.
Justice is said to be hased upon rules established by man, to be followed by man, and changing one’s viewpaint can lead to a change in what
is-evil. This-uncertainty may he manifestation of the existing folklore and depictions of Lustitia.

SAPIENTIA/PRUDENCE

[ HALOS CARRIED | SAPIENTIA; 25000, PRUDENCE; 2000

Attists have often depicted the Cardinal Virtue of Prudence, Sapientia, as a marine animal roaming the depths of the sea. This is likely due to the
human dispesition to characterize the sea as the source of all life, a veritabls fountain of pruclence and wisdom. R is also though that Sapientia s
responsible forthe rise and fall of the ticles, and natural phenomena such as tsunamis. The grant idea that the living seas could be nothing other
than Diving Will at work is actually evidence of Sapientia’s narcissism, sven amongst the other Cardinal Virfues. When a man born as a slave led
his peaple tofreedom from ruling oppression, it is said that it was only Sapientia’s favor that parted the seas and allowed for their escape.

FATHER BALDER

[ Havos carriE | 30,000

Atyrant of aman, m otivated purely by self interest, who 500 years age incited the witch hunts; annihilating not only the Umbra Yiitches,

bt also his fellow Sages. Balder also used his magical abilifies to take control of the captured Jeanne. Named after the Norse God of Light,
Balder showed promise in becoming a powerful Lumen Sage; however, he broke his clan’s ong unbreakable tenet of faith, consorting with
an Umbra Witch, hegetting a child. It was all a.nise to take passession of The Eyes of the World, the overseers of history that had previously
heen equally divided amongst the clans. During the following 500 years, Balder gathered the devotion of his pious followers. Nowhis ambi-
tions have reached their climax, placing the last remaining Sage on the cusp of a universe anew as he and Bayonetta, bearing his oum very
blood, hezome The Eves of the World to resumect Jubileus, the Creator, and unify the Trinity of Realities.

JUBILEUS

| HALOS cARRIED | 100,000 |

The tnue name of Jubileus, ag recorded myth, is actually constructed from unutterable syllables. This is bacause humans remain incapable
of capturing her true glory, as:she is the total embodiment of Divine Will. Hum anity, hound to the physical word, was forced to depict and
describe herinits ovm tongue. It is supposed that humanity selected the name Jubileus, taken from the word Jubilee, meaning celebration
OF rejoicing, in an attemptto run Divine VAl into worldly happiness via repeated recital of her name. As a result of the cataclysmic events of
theancient First Amagecidon of which she sat atthe very apex, Jubilsus was farced into dominion over the world of Paradise, governor of
the light amongst the Trinity of Realities, and put into an endless slumber. It was from this point that the forces of light and dark began their
endless battle for hegemony. The resumection of Jubileus vill trigger a reunification of the Trinity of Realities, fulfilling the desires of not only
the forces of light, butalso a centurias-old prayer said by those seeking divine intervention.
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(OPENINGICINEMATIC

:Bayﬁﬁeﬂé"s-apénﬁ"r'g;dnematb: |S'ais_tunning-.ar]d graphically me‘smer[,zi‘m'g introduction to the game. These dazzling visugls are pervasive throlghout the gameplay
experience. s oflen easy {0 gefcaught up In the spectacle of what you're seeing and overlook the fact that you can actually take cortrol and participatein the
epic battle that unfolds between the twa Umbra Witshes, Bayonette, and Jeanne and the Lumen Sages; controllers of the light

Youcanncl die in this opening challenge; indeed, you do not even heve an an-
soreen health gauge As such, It's & great opportunity to get a feel for control-
ling Bayonetta while discharging yourfirearms at some angels and unleashing
avariety of punchikick combos on the enemy.

The conflict rages on as Bayonetta and Jeanne fight for darkness and the Lu-
men Sapes defend the light to maintain a balanse in the passage of time. s a
losing bettle for the angels as the balance ofwer leans towerd darkness

The fray continues from the falling, broken clock tower as Bayonetta fings
herselfto another tumbling plece of space debiis Keep practicing new
combos on the angels while fighting alongside Jeanne. Although it's early in
the game and yattre still dealing with the leaming curve.
all basic combos and spesial hair summon attacks are
‘avallable to you. See how many you can pull off now
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PROLOGUE

e ———
=1 sacies of thelr Cod pushed [
,:h-p‘,_m r...ue%‘g
e
Jusl before (he battle ends you witness acreature youll be dealing with later in the game: the twi-headed dragon known as Fortitudo: The upside-dawn
statue headthet comprises its torsa mey be creeny now, but just wait until it starts talking! Befare this segment comes toa close, you leam thet the ——
fortunes of war were shortlived as humeans began the great witch hunts. The Unbra Witches were eventually &l extinguished fram the earth . all kit _
ane. This scene from the past ends as Bayonette and Jeanne fell tathe ath covenng sech cther's beck from the pursuing Affinities. L
e ——————
\al - . = = i ———
! & . MY —f T g TX 7
VERSE 1: ENEMY ENCOUNTERS - b
AT Y NORMAL {(and below)} MODES ; e ——
LEL\'ETEI\X Stage 1: Afhinity (Spears) x3 Stage 1: Affinity (Spea 1, ¥4
- Stage Z Affinity (Spears) x4, Decorations x3 Stage 2 Atfinily {Spears) x4, Decorations x3
' Stage 3: Affinity {(Spearsix3, Decoratinns X6, Stage 3: Affinity {Spears) x3, Decorations x2, Atfinity
Affinity {random weapon), {random weapan}
Stage 4: Affinity (Spears) x4, Applaud x1 StageJl Grace & ﬁlm — ————
* Enemies in Easy and Very Easy modes '
arg the same. ==
MEDALS e e—
= MEDAL VERY EASY/EASY NORMA HARD ]
‘ nmm: DAMAGE =
= M 1860 10 x10 38000 : A3l
1104 5[I] ) / 6:54 16340 1I]I]I] —_—
852 1000 i 100 ' 837 9120 2000
600 1500 I j ] 1020 1900 3000
1) =
The story flashes forward ta present day, befare the outcome of the battle and the fate of the two swiiches can be determined. The scene opens with
i i ) 5 i o R =
& shady preacher named Enza relieiing himself on the tombstane ofthe game's director. He teunts awillowsy nun whe s preving over a fresh grave (
e ———

He continues his rant Until angels.appear, Thenyou discover the nun is actualy Bayonetta, baiting and trapping angels via prayen As sooh as the
angles appear, Bayonetta creates a partal and enters Purgatario to do battle with her bitter nvals, the Affinity. Humans cannot see béings in the
Purgatorio tealm, 50 Enza can only withess how objects are manipulated in his realm during the strugadle, but is completely Blind ta the greater battle
being waged.




Evade any slituation by Dodge at the last possible
using the @ to dodgel Instant to activate Witch Timel




WITCH TIME

Voo, 1 WALKTHROUGH
el

Wi o > Witch Time is sim_il ario he ever-papuar video garme st dlegt PROLIELE
fime. Totrigger this mode, you must perform a dadge at th ' :

second, just before the enemy's weapon makes contacl i ;
a state of slow motion for every character in the snvironment, except
Bayoneita, During this limited time effect, Bayonetta can unleash her
fury on multiple enemies, teking advaﬁtage of helchtened ewareness
and agjlity in time and spaca. "

CEMETERY BATTLE

Upon carmpletion of the tutonal, you suddenly find yourself back in the
cemetery facing three Affinties, Use your lessons to defeat these foes.
Get farmilier with the lock-on feature to target-select enemies with a big
set of red lips This allows you to hone 1n onyour targets for weapen
and hand-and-foot combet attacks.

Acombo gauge appears inthe top-nght cormer of the screen This
tallies combos completed Using fist, feet, or weapnns Bonus points are
awarded for combos performed during. Witeh Time. After the comba
string is complete, the total is converted into Helo power-ups: Halos
are-used agcurrency to pushase weapons; items, and new gkills from
Rodin. Halos can elso be collected (in set numbers, depending onthe
chosen difficulty level) from defeated eneries.

®. Yo
e t'n‘. - PUNISH

or B to fre all around!

Agroup of four Affinities attack once youwaste the first group of three:
If you manage to kisk-launch an enemy up into the air, you are given
{he opportunify'ta P unish them: Press the Punch button quickly and
repeatedly ta perform afinishing move where you shing the enemy
Vielently tathe ground by the feet mulliple fimes until dead

BULLET CLIMAX

Clearthe cemetery of Affinties and the Decorations appear. The best
wayy to eliminate these floating heads is to shoot themm with your hand-
guns. Once you defeat one, you enter a shoaling tutorial for shooting
out of an active combio, as well as howto perfarm Bullet Clmax Rotate
the left stick while pressing the Funch ar Kick button to fire all around
you. Once inBullet Climax made, press the Punsh button rapidly to
maintain the attack During this stage of Bullet Climay, you can aim at
new targets Leing the left atick,

FOLLOW ENZO

\ Use your newly discovered skills 1o eliminate the mix of Affinities and
It's agalnst regulations, Ltell y: [Dear & Decerations]. In modes harder than Hormal, a Grace and a
Glory also attack. Once the cemetery is void of enemies, Enzo appears
in @ cinemeatic and s quickly whisked away in the talons of a swooping
Applaud

Whencontrol refurns toyou, follow Enzo through the broken area of
fence tothe left of the mausoleurn where the Applaud breke through.
Leap into the air and press and hold the Jump button to glide down
fo the ground. You can dlso press the Jurmp butten a second time ta
i ' perfarm a double jump as indicated by the on-screen fip

Hold B 1o extend your Jump duretion.
Press M to execite & double Jump
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ttw cﬁrnegi Eﬂzm'nﬁg talons: Dramthe health barto
defeat the Applaud

(Gontinue moving to'evold its explosive arrows while
1ng ot as many of the Afinities as possible before

Iifull attention It floats above the

shooting its bow with charged explosive:
_gthe%f prajestiles ia easy as long as
eep it inview as you figh the Affinities. Once

3 rminions are out of the picture, use your handguns
o defeet the floating Applaud, Youl can also Lse [Ump
‘cambes to demage the beast Attempt Witch Time as
ften & Yolycan to gain the Upper hand in bttle

Oree the Applaud touches down, it's easy to run behind
thie slow-moving boss end atteck from the backside. Try
4 Up into the air, and get below for the

catoh to follow Up with a Punish move.

er defeating all theenemias mrludmgthe Applaud,

| Celve an ¢ resulis display, Your per-

i _maﬂce in thet‘f arse acorplete mission within a
(Chepter s documented and individugl achievements
are rewardetl Combo paints, Time taken, and Damage
reseived deterrrine your coln award: Brorze, Silver,
Gld, or Platinum. A bonus is alsn given All of these
[otals are tallied &t the end of the Chapter and atrophy
/award s given. The frophyf ranges from stone (lowest) all
the vy U ta platinum.
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SCARBOROUGH FAIR

FALLING ENEMY ENCOUNTERS

ATDRDOTD ; NORMAL (and below) MODES
ALH\L \LAXFF. Stage 1: Affinities {(Spear) groups of 3—unlimited within time limit..

’E E? HARD {and above) MODES
Stage 1: Grace & Glory —unlimited within time limit,

MEDALS
HARD
DAMAGE |  SEC | COMBO | DAMAGE |
110 3680 i 220 1860 ]
145 1052 i 48 ] 310 1104 1000
120 1376 7 00N 35 852 2000
a0 ; | 4@ 600 3000

DAMAGE

While riding shotgun in Enzo's demaged car, you learnthat 20 years ago Bayonetta
wais slusk at the bottom of a lake in & casket and must now sacrifice angels to keep
them from dragging her back to hell. Enzo has information on the rmissing stone from
the emblem she Wears on hier chest, You discover a bug on Erza and, & moment later,
an aireraft plays kamikaze with your rice: While in slow motion, Bayonetta hops onto
the wing of the ainsraft and meets Jeanne and & harde of angels:

- SLOW MOTION
Tlub Verze JJeQLlln in glowmotion ag the plaue shids down the J'Lig]lway toward a brick wall. You
mugt per form three Torture attacksin the time allotted to avoid ll_il;ti.ug the wall and laJJJ_ng the

mission. The elow-motion gEqueride endg after two suacessfu.l tortare attacks In the Hard m.odes.

all of the action cocurs in n-gular time; you move at normal speed from the start of the u:‘JLaJ_L;-nge.

PERFORM THREE TORTURE ATTACKS: BEAT THE CLOCK

Several new screen gauges appeer a the beginning of this challenge: Your Health gauge isin the top-left comer; just below thal 1s & row of empty mage slois in
your Magic gauge, followed by the Torture Attack gauge. Currently, you have O.oLt of 3 attacks completed




Surviving the plane wreck requires the completian of three Torure

Atacks Todothiz, you must first fil your Madic gauge by attasking - Ceenoncs Rl 26

enemies: Then hold down both the Punch and Kick buttons when near TN el VP O 3y - |

an enerny. One Torture Attack completely drains the Magic gauge. Dur il S A — WALKTHROUGH
ingthis sequence, you oan repeatedy tap the Kick button o increase 4) e # 3 | ——
bonus points framthe ettack. Torture lypes are random and range from . % ) - " :

the use of an iren maiden to a guillatine, all of which are fantastic to
watshl :

ALLOTTED TIME

Notise the clock donrthng down at the top of the gareen, T you do ot perfornl three Torture R s
Attacks before time expires, you fail the misgion. Also note that thisig not true time; the
geaond get of r_]igil:s countg down from 99 to 00 hefors sub tracting one from the first get of
numberg, which move faster than geconds: The trne time of the Normal mode challengeis

two minuteg

After defeating aset number of enemies, an Arcade Bullgl is
awarded In thisstage, only Heles and Arcade Bullets are-acouired
from the fallen enemies. Arcade Bullsts are used to play Angel At-
tack, aminkgame thet is automatically reached between Chaplers.
One pack cantains three bullets for Use during the game. The:
more bullets you acquire for this garme, the better your chances of
eerning enough peints toclaim a Useful prize

After completingthe challenge, Jeanne and Bayonetta work
togetherta defeat the remaining Affinities befare parting ways.
Bayonetta returns to the real world just in time to save Enze
from a horrific aceident She experiences & ouick flashback,
which endzwith eanne’s knife in her gut. Perhaps they re net
friends afterall,..

THE GATES OF HELL

At the Gates of Hell, Rodinvaguely explains three of the four
realms we live in Human World (reality), nferna (hell), and
Peradiso (heavren); leaving off Purgatorio (purgatory) in the
middle of the three: He then produces a gift.,. well, four to be
exact He hands over the Scarborough Fair handouns These
weapons have mush mare stopping power than the ones Rodin
handed over inthe cemetery.
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tone passes around the halis of power
undreds of years, vanishes,

Erzo's intel points ta what cauld be the stone you are searching for. Much attentionwas
focused on this overpriced black-merket gem es it popped Up and quickly went off redar as it
was rejected for the high price. You now head to Vigrid Europe, to track down the owner of
this expensive artifact

(AR RS RS BROKEN MOON PEARL FRAGMENT, ARCADE BULLET
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ENEMY ENCOUNTERE

NORMAL (and below) MODES HARD (and above) MODES
Affinity (Spear) x3 Jnyx‘l

MEDALS

MEDAL VERY EASY/EASY
PLATINDM ™ 00 810 o (S 100 800
GOLD 107 560 500 _H 120 560
SILVER’ 124 a0 1000 (50 140 80
BRONZE 140 Ao 1500 j : I 200 a0

HARD

SEC GOMBO | DAMAGE
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85 @) (LIMAX MODE IMBRAN
| TEARS OF BLOOD LOCATION

The Climax mode Crow is a rather slow bird. Find it
standing on the sidewalk next to the rails on the left
side of the station. Just walk up to it and “Grab” it

T T




STATION HALLWAY

Orce you've collected the Broken Moon Pearl, proceed to the exit with
the metal detectors (B). Cnce iroll pass through the sectnty check-
point, shitter deors close behind you and seal that passage for good.

Head to the end of the hallwey and locate the secret door(C) with the
mysterious embedded sphere. Perform combos an the door until it
oglows Dnce the bricks separate, walk thiough the doarway inta the
next passageway

Shost the statues to yeur right and |eft as you enterthe next areato
recover Halos. Jump down inta the pit below and find the Mandlragora
Raat on the highest tier Cortinue to the floor level and smash the
witch's sarcophagus located in the large nook. You'll Uncaver a very
large key. Pick Up the key using the Action button and return to the
upper hallway. Using the key asa weapon, defeat the spear-toting
Affinities thet appear near the entryway. Use some madic pawer and
axecuie a Torure Attack

Perform an extended |Ump and glice over the gep ta reach the confinu-

ing hallway and the lacked door (D), this is where the
key belongs, Approach the doorand press the
Action button to insert the keyand unlock
the coor
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VERY EASY/EASY
| TYPE | _SEC | COMBO |
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ENEMY ENCOUNTERS
EASY MODES

Affinity {Spears)x2, Decorations x3

AVOYAGE TOWARDS THE TRUTH JOURNAL

NORMAL MODE HARD (and above) MODES
Affimty {Spear) x3 Joy 2

MEDALS

SEG GOMBO DAMAGE

AGE
0

DAMAGE COMBO | DAMAGE |
1:40

1250 0

500

810 1000

650 200

S0 00

Weave

TRAIN STATION CATACOMBS

Find A Voyage Towards The Truth near the stetUes before the water, Books such
&s this can be found In all new terntanes, These are Antonio Redgrave’s jourmnals
and can be accessed and perused viathe File option inthe Pause menu. Page
toAntonic’s Netebook using the left contral stick and press Gk to dpen the hook
Soroll dewn threugh the text using the D-pad or the left contral stick.

Examnining the breken statue near the water intiates anangelic battle. Befare the
fray begins, an Informational screen expl ainin_g_Wioked Weaye appears. |t states
Wicked Weave techniques use Bayonelia's hair asa condut to summon forth
demonic ertities: Connest these techniglies ta punch or kick combos for a dev-
astaling finish: Wicked Weaves are the priodust of certain punch kick cambos.
See our Maves List for the entire catelog of Wicked Weave summons.

See how many Wicked Weaves youcan perform an the three spear-wielding.
Affinities that appearin the catacomb. Once you've defeated the enemy, the
broken statue (E) is mireculously repaired A message reads; “Lumen Sage
and Urmbra Witch, When their posvers meet in a test of strenath, the lightning
releasedwill be yourtest. IFyou wish towalk upon weter, prove your metlle by
dodging the lighting in & single hair's breadth®




CROSSING WATER =5 3 | . - WALKTHROUGH
we ‘ ; ' PROLIGLE

To cross the waterfilled hallway, you must ift either crystal statue and wait for the
altomatic countdown from 10 to Evade lightning on zere, or press the Action button
to cancel the countdown and immediately Evade the striking lightning ta enter Witzh
Time: Jump of the ledge and run across the tap of the Water to reach the ctherside
dring thiz slow motion stete. In Hard mods, you can simply Use Crow Within to fiy
across the water

Oinze on the ather sids of the haltway, you'll find & Green Laurel on the floor before
the next Golem Wall (F). Step up tathe bamier and perform combes en it until al
{he bricks light up. Alift platforminthe middie of the raom appears ance the barrier
disintegrates, but dant ride it up just'yet WMaking the lift accessible unlocks a secret
Alfheim Baitle’Arena n a previous hallway..

NORMAL MODE AND ABOVE ONLY

Alfheim Battle Avenae do not appear when Pj.a ying in modes eagier than Normal

LR ARIRUES MOON PEARL FRAGMENT

VERSE 3: ENEMY ENCOUNTERS

5_ | | | IM NORMAL MODE HARD MODE NONSTOP CLIMAX MODE
Stage 1: Athnity (Spear) x1, Stage 1: Applaud (Spear) x1, Stage 1: Ardor x1, Affimity (Spear) x2,
Affinity (Trumpet) x1, Affimity (Spear) x2, Affinity (Trumpet) x2
Atfinity (Flail}x1 Affinity (Trumpet) x2 S_tg_l__ge Z.__Gr_a_ciaus_& Glorious,
Stage 2 Applaud (Bow) x1, Stage 2 Applaud {Bow) x1, Affinity (Spear) x2, Affinity (Flail) x2
Affinity (Spear) x2, Affinity {Flailix2  Affinity {Spear} x2, Affinity |.‘Flai xz  Stage 3: Joyx1, Ardor x2
Stage 3 Applaud (Bow) x2 Stage 3 Ardor x3
. B e ———=—
MED2 RY EA A _ ARD
TYPE sec_ | comeo [ pamace | sec | comeo [ pamace | sec | comeo [ pamace | sec | comeo [ pamace -
A TIN 42 B.360 I ——————
GOLD 140 4004 400
R 00 200
RONZ ] i 200

USE WITCH TIME!

Defeet all the angels before time expires. Enemy defeats only court when killed during
Witch Time (unless Torture Atteck s In progress while Witch Time runs out).

MODE TIME LIMIT HP
Normal 40 ]
Hard 4:50 4
Climax 5000 3

Destraying the:witch barier unlacks an Alfheim pertal in the-pit where you found the large door key. Enter the glowing marker
nside the pit and press the Action button to erter the challenge

The Reward in this battle goes beyond the unlecked Moon Pearl Fragment, bagting this challenge also impraoves
your knowledge of combios and helps you master Witeh Time.



FIRST STAGE

First, natice that your health gauge has been altered: it now consists of
five green spheres. Each hit received darkens one sphere. That means.
getling tit fve times (in Mormal mode) fails the challenge:

Three Affinities bring their fight ta the first stage of the batile and they
all hald different weapons—spear, flail, and trumpet. Your goal s to
defeat therm all as quickly as possible, preferably with &t least 2.00.00
remaining on the clock.

Getyour Wicked Weave attacks to hit maore than one enemy &t atirme: Also try
toachieve & lgast one Torture Atack and use combos that end with-a Punish
oppertunity. You cannot damage enermies once Witch Time ends unless youTe
already punishing anh enemy by slamming him back and forth to the ground
(the pistal slap punish will not damage foes in real time). Avoid combos that
send opponents Up into the air Unfess you can finish it with a Wicked Weave.
Starl your combos out with punches ingtead of kisks 1o keep your snemy
withinreash. Jumging often puts-an early end to Witch Time:

The Affirities have two attacks that can be dodged for an dpportunity to enter

Witeh Time; @ weapon attack and a forward hand slesh. Use the sound ofthe

seapon swing o help gauge the Evade timing. For unarmed hand swings, the
enemies hands dow just before the swing. Meke sure you're close enough o
the attacks when you Evade fo enter Witch Time. Finally, the trumpeter's hom
blows ust before shooting & firebell projestile: Evading this elso enables Witch
Time. While in this state, you can knock the fireball back at cppenents. YWield-
ing the frumpe allows you toturn this atteck back on the enemy!

Lse taunts on enemies that seem relotant to attack onyour tight time
schedule. Ifthe initiel three enemies ara close to death, save your full
magic gauge to Lnlsash & Torture move on the Applalid in the next stage:
Try to steal one of the weapons from {he firsl group to enter the secorid
stae armed. Weapons are always dropped after a Torture Attesk

The flail is ideal for throttling multiple foes atolose range. Using the

Kick button allews you to swing the Wweepon eround damaging sur-
rounding enemies. Hit enough and you can finish them off

witha souple hits during Witeh Time:



STAGE TWO

The second stage of bettle pitsyou
against four Affinities (bwo spears, two
flails) and a large bow-wieldng Ap-
plaud The Applaud shotld be your main
concern. Always know where this guy 15! he has &
few long-range attacks, each of which can be dodged
i the last second toassess Witeh Time. Hisclose range

‘bow-swiping attack is anather way to enter this state, but
it's fough to get the split-second timing down. Keep your dis-

tance and use his arow; ground spike; or flying swoop attecks
for Witeh Time opportunities. Getting this guy aut ofthe picture
early is key toyour suocess.

If you hevera flall, use it on as many eremies as you can and make
sure the Applaud is one of them: | the spear is your weapon, perarm
the pale swinging ettack by pressing the Kick button ta initiate the
attack and then rotating the left control stick to spin. Just make sure to
end it before returning to real time: otherwise, enemies can harm you it
wau're still in.a long combo or special attack when Witch Time ends.

Da everything yyou can to obtain the Applaud's bow—i's & great
weapan to fave for the final stage of the battle. Performing a Torture
Atteck isthe good way of guaranteeing this Wweapaon is dropped, Thy to
go into the third stage of the battle with &t least 50 secends remaining
on the clock.

THIRD STAGE

You face two Applauds in the final stage ofthe Battle Arena 1f you
have a\weapon from the previous stage, youll bein good shape; If
vou have the previous Applaud's bow, then youll be doing greet! With
the bow press the Kick button to fire a devastating shot. Don't waste
amma[saye your arrows for Witch Time. [t could teke a couple hits
per-ﬂpplaud, but the time you save using this weapon will likely tilt the
battleinyour favar as you race against the clock. If the Applauds are
close to eachother, opt for the swinging bow atack. Press the Punch
Bitten multiple times to extend and spinthe bow like hellcopter blades,
devastaling anything within range. If you are weaponless in this stage,
el an your Wicked Weaie attecks.

MOON PEARL FRAGMENT

The gloricius Moon Pearl Fragment appears anthe stump near the
bridge once you've beaterithe challenge. Natice your Magic Gaugs
before you pick it Lo, This iterm increases the limit of your magical
powers! After oblaining I, & mage power reserve appears o the left
of the gauge, You can now unleash mare Torture Attacks during a
single battle:

Refurn fo the Ballle Arena entrance and head back through the under-
ground tunnels:. Gross the water in Witsh Time via the statues (B), then
aovess the lft (F) to reach @ new area of the train sation (G)

00:48°473
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IS EIRE RS BROKEN WITCH HEART (2), THE CRYSTAL WITCH & SAGE JOURNAL, ARCADE BULLET (1), ONYX ROSES,
TROIS MARCHES MILITAIRES (GOLDEN LP) + ACCESS TO ONYX ROSES IN SHOP

VERSE 4: ENEMY ENCOUNTERS
CENTRAL

STATION

ALL MODES
Stage 1: Applaud (Spear) x1, Affinity (Spear) x3

Stage Z Decorations x3, Affinity (Trumpat) x1, Affinity (flail}x1, Decorations x3, Affinity (Flail) %1, Decorations %3,
Affinity (Trumpet) x1, Applaud {(Spear) x1

Stage J; Beloved x1

MEDALS
VERY EASY/EASY ' HARD

DAMAGE

SEG GOMEOQ

150 16100 250 23360 0

SEC comeo | pamace | sec | comBo ] pAMAGE |
. PLATINUM ] !

2371 1280 i 121 I ER 1S 10304 1000

4340 b L] 5952 2000

LE | 1600 3000

RODIN

Diestroy the henches and planters in the area for items and Halos. Objeocts
regenerate when you return from other areas thet are far enouich away. The
regenerated abjects contain new items to discever Make a habit of always
breaking everything in'sight. Gontinue down the hallway, collecting the Baked
Gecko in the middle of the passage on younway ta the foyer (H). An encoun-
terwith Rodin cecurs Upon yaur armial,

HARD MODE UMBRAN TEARS OF BLOOD LOCATION

The Hard mode Crow is located in the green shrubs on the left side
stairs in the lift room. Jump into the air and use Crow Within to glide
over the bird When it flies away, press the Action button when prompted
to catch your prey.

% = Wil
aklng my buddies downstalr ﬁt‘u{!uliy neTYOUs.

¥

Radin explains thal you can use your collected Halos as currency et his shop,
The red glowing marker onthe floor (H) is anaccess point to The Gates of
Hell (Rodims itern shep). Deatroy allthe abjects around this area to claim
many items and Halos; then step onthe red marker and head downto The
Gates of Hell to 2eewhat Rodin's gof for sale.

THE GATES OF HELL

Refer to the Game Basice section ofthis guids for more Irormation anall
things purchased at The Gates of Hell. Serell through the avallable purchases
inthe Weapons, Accessories, ltems, Technigues, and Rodin's Treasures
categories. We suggest purchesing the Red Het Shat ftem to resover from
death during & bettle and either the Air Dodge or Stiletto technique: Notice that
Witeh Hearts and Maoon Peatls are avallable for purchase. That's great news.
This allows you ta increase your magic power and vitality Imit beyond whet is.
possible simply by finding the hidden versions of these items.
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Broken Witch Heant

BROKEN WITCH HEART:
FOYER BALCONY

Exit the Gates of Hell-and refurn to the train stetion
fayer above. Smash &l the regenerated objedts for
more iterms. MNotice the balcony above the outside ext
You can double-lump up to this balcony by launching yourself
from the middle railing platforms below and o the left or right of the
Balcony {as pictured here)

Double-jump and glide onto the balcony to find your first Broken Witch
Heart. Collest four of theze to increase the limit of your Health gauge

ITEMASSIGNING

ifhile we're on the subject, youcan enterthe Pause menu to access
the ltems sub-menu and concoct ingredient items into usable items
that enhanceyour abllities. For details, see the Game Basics section

of this guide. For now, whin up same simp'e concactions to create
Lollipops, then scroll back to the item wheel on the left

=

/ B
Select anitem and scrollit from "Use’ to " Set” One of three green Ot B0k 8 Caeel
circles |s nov selectable inside the iterm wheel, Choose the slot where
you wish to place the selected jtem. Fill all three slots with a variety of - B
iterns far maximum impact. Mowwhen you exit the Pause menu, three
iterm categeries are avalable tayou by simply pressing the D-pad
(direstional buttens for PS3%) in the corresponding direction. Press the
D-pad (directional buttons for PS3% twice in that direction to actually -
use the selected item. These will come in handy for the Upcoming boss
Bittle in the fountain area.




CENTRAL STATION

Exit thefayer (H) and enter the garden area outside (1) Al
the botlom of the stairs, pick up The Grystal Witch & Sage
Journal. Smash all breakable objects inthe area for items
and Helos

" A
W'y

gy~ 57 NORMAL MODE UMBRAN TEARS OF BLOOD
There’s a fountain at the bottom of the stairs with a Crow perched
on its top wall. Around the bird’'s neck hangs a necklace of Umbran Tears
Of Blood. There are several Crows hidden throughout the game, many
of which are found only in more difficult modes. This one, however, can
be seen and captured now. The trick is to approach and capture the Crow
quickly before it flies away. If it escapes, leave the vicinity and retum to
- try again—the crow will be found on the same perch. To nab this bird,
double-jump from beneath it, then press the Action button to quickly grab the Crow as soon as the indicator
appears on screen.

* Y ’

8 (LIMAX MODE UMBRAN TEARS OF BLOOD

The Climax mode Crow is in the first lamppost near the first tree on the right as
& you exit the station from the Gates of Hell area. This bird is slow, so just jump to
it or crow fly and “Grab” it.

BULLET FOR CROW
,__;.\I When yom re]_)lay the c'lla.pter to hetter YOUr §CoTe, an Arcade Bullet appearsin the ]_)la ce of the
- ' {' aa.plura‘:(l Crow, Arcade Bullate alw'aye take the ]._)Lac‘e of Ei_ngile-nee items,

BROKEN WITCH HEART

Venture irta the wooded area to the right of the fountain area: There's a gold-
topped chest just before the pillar gazeba. Break it apen to reveal the Broken
Witch Heart, :

ARCADE BULLET

Approech the pillar gezebo on the right side of the garden and sheot o hit the
vase inside 10 release an Arcade Bullet This provides a little more ammio for
the nest Angel Attack challenge



-
=
-
C
—]
B
an

-
peri
D
=
3
=
=
=
=
@
=
E
e
2
o
o
.
o
Q
—
=
i

Acinematio is tiggered as you wander past the
large central fountain (J). A Third Sphere Applaud
Archange!l with & team of speer-wiglding Affinities:
desand fram the heavens and (he first stage of the
boss battle beging. Take oul the Affimties and try fo
neb-a spear. This weaponcan be used inavanety
of attack styles by presaing the Punch and Kick
bttons. Pressing Kick repeatedly swings the spear
like & pole Quickly rotate the left stick to twirl the:
spear, taking out enemies al close range with our
fagt: The Applaud drops several Halos, a few Magic:
Power power-Ups, and his spear '




The nest stage pits you againgt & pack of andels wielding a veriety
of seapons. Defeat therm using Witeh Time attacks, Wicked Weaves;
Torture Attacks, and their owmweapons.

Mou may be gven a chance to use Panther Punt. The apportunity
aitsesvhen you shoot @ Decoration to the ground at your feet This s
@ Torture Attack; you punt the Decoration and it instantly becomes a
speeding fireball that hones in on enemies. Afler riking its target, i
then bounges off and eonlinues filting multiple enemies before rackel-
ing up info the air and exploding in a fiery finale:

The Beloved is @ giant thel crawls out the ground, clutching a large
batle-axe in both hands. [ you dortt move fromyour starting posttion,
{he creature's first swing destroys the large fountain, revealing a few
Halos andﬁkdangragora Roal.

This enorrous foeis veny slot, soit's easy toget behind and attack
s hindgquarters: The glowing red embier on its bask seems to be
especialyvulnerable. Us |urmp attacks and your freams (o reach this
target Just be wery o th Be%eveﬁ‘slong»range etee swing, which can
hit its mark even when you're behind the beast. The Beloved can also
teach around its back pand szqueezeyoumlshand When this
happens, wiagle the lefl conlral stick quickly ta break free and inflict a
little courtératiask damage, as well

Use Lallipops to enhanca yar attack power o provide temporany in-

il vincibility. (Using items and dying during balile has negative effeds
‘.ﬁﬁ“% onyour final sore. ) Oree {he Beloved's armer is removed through
P conlinuous abuse, i falls

hands and knees in a slunned state:
Take this opportunity 1o ju p.above the bogs and perform ground
pounding jurip attacks on the emblem on its back. You can elso
shaot the ermblem easily while itz hurzhed over

During the final stage; contine foatlask the emblem until you
are coaxed to Unleash the Climax altack by pressing Punch

and Kick simultaneously Baynn nair forms a humongaus:
infernal demon dog that ipsthe Beloved to shreds in a fantas-
fic finishing move! Dmngthe cinetnatic, pushthe Action button
Turiously to Increase your altack damage and bonus points.




AFTERMATH: GOLDEN LP

ENEMY ENCOUNTERS

VERSE &
HIDDEN
BATTLE

EASY MODES
Applaud (Spear) x2

NORMAL MODE
Stage 1: Applaud (Spear)x1,.
Affinity (Flail) x3

Applaud. {Spﬁri‘s? Bffini
{Tru mpet)x1

MEDALS
VERY EASY/EASY

SEG
PLATINUM | 0:0

HARD
190 1860 0
550 5[|] - 120 104 1000
160 1000 - _ 140 852 2000
400 1500

DAMAGE

COMBO

CENTRAL PLAZA LIFT POST VERSE 4

After completing Verse 4, you can access a hidden battle (extraverse)
by heading back into central station and returning to the [ift area (G)

where you ascended from the underground station. Vanous types

of enemies appear, depending on the difficulty mode, as you

y  approach the lift (among those listed in sur Enemy Encounters
& list), This guidecovers Normal mode battles

It's bezt o stayin the narrow hall and let the enermy
gome toyou This allows you to handlethemina
single flle manner. Frem the start, unleash any
Magic Powerin the beginning, then iy to

Stage 2: Affinity (Flail)x1, o+ 3

Fallowingthe bettle, the Trois Marches Militaires appears near the destroyed fountain (J). This golden LP fealtires
lized voices of endels and can be traded for new weapons thioudh Radin in The Gates of Hell. Pick up the Beloted: '
axe ther return to The Gates of Hell inthe station's foyer to make the trade for the Onyx Roses. Thesecan be placed mthe &

or B weapen slat allowing youto now switch between your handguns and these extremely damaging shotguns:

Bh

ARD (and above) MODES
Grace & Glory

SEC

COMBO

DAMAGE
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earn more as you pull off Wicked Weaves
and Witch Time attacks. Pick up your
foes" weapane 1o Use against

them.
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(S ANES RS BROKEN WITCH HEART

ENEMY ENCOUNTERS

ALL MODES
Affinity (Spear)x1, Mfinity (Rail) 1.

MEDAILS
VERY EASY/EASY HARD
_ SEC COMBO | DAMAGE | SEC | COMEO | DAMAGE |
PLATINUM 0:20 110 _ 020 260 0
GOLI 00 _ 1 040 21 1000
(1571 = [ ' iz ] 212 2000
100 i 11 200 2000

SEC GOMEO DAMAGE

THE ARBOR

Head back to the fountain area and approach the closed door at the top ofthe next et of stairs (K). Srmash the plants onthe patio to your right ta claim severd
items, then graly the Halos on the left patio.

| Hard mode Crow 70 Is perched on top of the arch to the left of the porch at the
end of the garden area. Stand below the bird and double-jump up beside the arch
and catch it with the Action button when prompted and before if flies away.

Qpen the door to the arbor. As you enter, two Affinities smash thraugh the windows and attack, One
i armed with @ flail and the otherwields a spear, [Fyou have full Magic power, unleash a Torture
Atteck on one and wipe out the second using the first Affinity s weapon




BROKEN WITCH HEART 2 BN 3 3} i WALKTHROUGH
—_— 'S a1 E

Before you leave the arbor through the Golem Wall, smashiall of the {HOLOGUE
\veses and objects In the rocm for tems—and dan't forget to jump onta & ”, 4

the Upper balcany to retrieve the Broken Witch Heart. The barrel o - Ly

beside the hearl containg & purple butterfly that will refill some of your 5 ' '

Megic Gauge.

Break through the Gelem Wall door, then stop an the stairs of the next
exteriorarea. Look on therail ta the nght, ebove the stars to spot a
Crow Wwearing acurious neskiace, .

« 52 NORMAL MODE UMBRAN TEARS OF BLOOD

There’s a Crow wearing the Umbran Tears of Blood necklace on the right railing, above the stairs as you

exit the arbor through the Golem Wall. Perform a nomal jump from beneath the bird, then press the Action
button when indicated as you pass abmm it. '

(ARANRUEE A WITCH'S BREW JOURNAL -'.'f-:‘
_ i . ———
n S :ﬁ\;
ENEMY ENCOUNTERS LR
e
ALL MODES \
Fl]ﬁi‘tl.l‘ﬂl‘] —————————
R
MEDALS \
MEDAL VERY EASY/EASY NOR HARD CLIM e
IE!EE! DAMAGE | _ SEC | COMBO | DAMAGE | SEC_ | COMBO | DAMAGE \
PLATINUM 10 260 v i 22 260 0 k ] - =
GO 12 224 5m i ' 30 72 1000
SILVER 1:40 212 24 EE i 354 212 2000
BRONZE | 200 200 ' ! 0 &4 200 300 B——
— el
FLASHBACK SIS
e T

Bayonetta experiences a flashback as she crosses the first bridae (L) at the bottorn of the stairs. She's dressed in period witch attire and is atrmed
with old familiar pistols. You do not have access to ancther set of weapons during this fight. Suddenly, twe witches rn past while shooting atthe
large, flying Fertiudo in the ravine tothe right Theanzient battle replays.

7

,\/\
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TS Thisiseithe st fime youll encaunter Forlitudo—the creeture s ol defeated i his flashback You must deplete about 30% o 1S health before i
refresats, ending the bettle suecessiully




ALL MODES

Beloved

BELOVED

Asyoucross the bridge (M), a large Beloved soales the oliff
along the lefl side of the bridge. An avalanche prevents you
fram exiling the-bridge the wey yau entersd and & locked gats:
prevents your escape inthe other direction. You can start
shooting the Beloved a3 it crawls Up to score some demage:
early—before it swipes il arm across the bridge-and grabs hold
of the bridge. '

i over Lhe @ sweepiattack or performTa last-secarid
Evede o enter Witch Time. The beast cluiches the bridge and
rps il upward off s base, then slas swinang It into the maun-
tainside. Attack the hand that's holding the bridge. Ferform
non-stop multiple jump combes thet end with ground pounding
altacks.

Cortinue this barrage of jump ettacks until the Beloved's Health
‘gauge is completely drained. The depleted creature tosses the
Tridee info the distance while you strugale to stay aboard When
prompted quiskly' press the Jump bution while hotding the left stick
upward tocleap fram i he flying bridge section to the nest cleanng (N).

Follow the next sef of starsibndge down toward the spire. As
vou approach the bottom, the Beloved appears agaings he
‘smashes thraugh the stairs (0). Retreat Up the steps quickly
and keep gaing Lntil you're back in the clearing (N)

N
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= T B WALKTHROLEH
MEDALS 2 _
[ | VERY EASY/EASY HARD T

DAMAGE
IUPIATINUMT 120 2660 0 150 5 0
[ 0L ] 1484 500 220 25 1000
=] 1092 1000 250 710 2000
700 1500 320 900

Just before theigreature is finistied, you are prompted to performiihe Climes finishing move on it Fress the Punch and Kick buttons
simultansnusly to summon the infernal demen from Bayonetta's halr suil. The Beloved, seeing her completaly unclothed frigs o gef
one lagt grabin before dying. Bayonetta completes this death wish by quickly shocting one ofthe creature's fingers off just before t s
fatelly slammed into a wall and devoured by the infernal demon. Rapidy: mash the Action buttan to rack up the 800 point bonus meax
during this execution

Defeating this bass completes Chapter 1. You receive your bonuses and, ifthis is your secand tine throughy ol are given theroption of
Updating yfeur previous achievement. Afterward, ancther game of Angel Altack s reached. You should have |oads of Arcade Bullets if youive:
followed our walkthrough closely. If you get encuch points, we suggest purchasing the Blue Witch Heart.

Y1) Gsgihem  F
Mo Itk S
Tosd Score .
Cambo 28278
Tirne O 19:04.56
Demage - Soid
! A d Bornss
i Amiard G000
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, A mystorious jewel that dramatically
{ - incresses one's vitality.
i.,"‘-qqp.. s ¥ PN Note: Only effective during the neat Chapler.
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ENEMY ENCOUNTERS

ALL MODES WALKTHIOUG

Jeanne i e - PROLOGL

MEDALS
MEDAL VERY EASY/EASY
IEEEEE! | SEC_| comBo | DAMAGE |
PLATINUM 100 110 I 230 800 ]
GOLD 120 5u|] ] - ; R 560 1000
SIVER 1:40 i : il 10 480 00
'BRONZE 200 1 i 1 400 a000

SEG GOMEO | DAMAGE

SEC GOMBO | DAMAGE

After defeating the Beloved in Chapter |, Jeanne stylishly armves in
Vigrid on & motorcysle that falls from the sky, surrounded by angels.
She conguers these enemies, then stops on the side of a wall, defy-
Ing gravity for a chance to chat. Jeanne begins filling in the holes of
Bayonetta's personal history, You leam that Bayonetta wags an Umbran
autcast because of impure Witch blood. Jeanne challenged herto a
battle ta prave herself ta the Umbran Witches: That's where Chapter ||
begins—during that challenge

This battle ocours dunng & flashback
of the day Jeanne ill advisedly

selected Bayonetta, the Limbran

Witch outeest to joinin & witch
frial bettle so she could eam the
right ta fight Under the Umbran name:
The balle begins with Jeanne defying
gravity as she stands on a nearby wall

WWhen the moon shines bright in1he sky, fece @ wall and
pressihe Jurmp button to Witch Walk. This allows youto defy
(grawity and walk anell sides of thetraining roominterior. Tacancel Witch
Wialk, jump inthe air and click the |eft contral stick 1o drop to the floor

Youwon't have access to any new weapons ol may have equipped inthe
previols chapter Alsg, Witch Time doss not work when fighting & witch
Jeanneis very resistant to bullet attecks. However, fiing yourweapor is a
great way to quickly find Jeanns if youlve lost sight of hier. Follow the spray.
of your autormetic target-locking ouns and youll locate Jeanne easily:

Punch) Icf def@ar
Witch Wali. Th]E oan be



BROKEN WITCH HEART (2), AN UNKNOWN METAL WAL JOURNAL, ARCADE BULLET,
NOTES ON THE TOPIC OF MAGIC-1 JOURNAL:

ENEMY ENCOUNTERS

NORMAL (and below) MODES

Dear and Decarations, Affinity (Spear) x2, Decorations xb

HARD {and ahove} MODES
Dear & Decorations, Applaud (Spear) x1, Affinity (Spear) a1, Decorationsxb

MEDALS
MEDAL YERY EASY/EASY HARD

[ vPe | SEC_] COMBO | DAMAGE DAMAGE | _ SEC__| COMBO | DAMAGE | DAMAGE
I IPLATINGM ] o a0 0 120 2660 0
0:54 200 1483 1000
107 6 230 1092 2000
120 . 3 00 3000
WALL CLIMBING BATTLE
You begin on the pletform (A) where you were standing before the battle with Jeanne. Witch Walk elong the nearby wall to the top-left gargoyle, then destray
it to findl the Broken Witch Heart.

Continue Witch Welking ta the naht while shooting mere dargayles for the items they drap, Eventually, Dear and Decerations appear (B). Dear bedins the
battle by opening its head and shaoting a meteor. Youcan use this inttial attack to enter Witch Time: [t's-a good ideato use your shetguns on the group
Perform a Bullet Climess move, aiming your weapons directly at the mass of Decorations.

Voot 78 Next, acouple of Affinities with spears and five more Decorations attack
11450 Shoat the Decorations quickly and bse Wicked Weave attacks on the Affinities
00 There's an apportunity 1o grab an Afinity if you manage to knack one to the
. ground. Once downed, the Affinity slides to the edge (remember, yolre ona
wall). Pick up the angelvia the Action button, then throw it into the water below
by pressing the Kick button,

MOON CLOUDS OVER

G ontinue along the wall until you round a cormer. When you reach the tap of
the main entrance, the elotds cover the moon and Witch Walk abrupthy énds,
dropping you ta the ground befare the city gates.




CITY STREETS

Explorethe strests, taking note of the angel and witch statues

this area. Geleh your bird and find An Unknown Metal Wall
journal a'shart distance ahead of the Mormal mode Grow

at the entrance, There's a pair of Crows (in diferent modes) in

HARD MODE UMBRAN TEARS OF BLOOD

The Hard mode Crow is perched on a second floor

windowsill, just past the crystal statues and on the left
side of the street. Stand beneath the bird, then double-

jump and catch it before it flies away.

] L; .' 53 NORMAL MODE UMBRAN TEARS OF BLOOD

Lift either statue near the city enirance and run
for the ather end ofthe strest as the lightning
tirmer ticks downfrem 10, As vauapproach

the Golern Wall (D), bypass the countdown by
presaing theAstion button, then Evade the bolt

combos onthe barier to break through.

Shoat ot all the high and low windows to oblain
ftems in the pext streel, then proceed info the

courtyard area (E). Smash-all the plants and anything

breekable on yourwey ta the right sice ofthe area
There's a chest certaining an Arcade Bullet neer a
building with & shadewy overhang, Find the Broken

Witch Heart way Up by the ceiling. You can also find Notes

on the Topic of Magic-1 in this area Walking beyond this
building iriggers & long cinematic where Lukais infrodused
for the first time.

of lightning to-enter Witch Time, Perform powwertul

The Normal mode Crow is in the middle of the street,

amongst a few other feathered friends. Simply walk up to
the hird and press the Action button before it gets away.

WALKTHROUCH
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ENEMY ENCOUNTERS

NORMAL {(and below) MODES HARD {and above) MODES

Stage 1: Applaud (Bow) x1, Affinity (Spear) x2, Stage 1: Applaud (Bow) x1, Affinity {Spear) x2,

Affinity (Hail} %2 Affinity (Hail) x2

Stage Z Applaud {Spear) x1, Atfinity {Trumpet) x1, Stage 2: Appl&l,uhfspe‘arix‘l Atfinity (Trumpet) x1,

Affinity (Flail) x2, and Applaud (Bow)x1 Affinity {Flail) x2, aﬁliﬁpplaud {Bow) x1

Stage &Mhultv (Spear) x2, Beloved x1, Nﬁmt}r {Flail}x1, Stage 3 Applaud {Spear) x1, Applaud Bow) x1, Beloved x1,

ny'{ran dom)x1 Affinity (Spear) x2

MEDALS
VERY EASY/EASY HARD
— SEG__| GOMBO | DAMAGE | _SEC | COMBO | DAMAGE |

210 57860 240 104760 0
240 24464 {1 Belk : 334 43524 000

SEG GCOMEO DAMAGE

320 13332 ] I 121 2112 2000
9900 = =

LUKA ENCOUNTER/COURTYARD BATTLE

Inthe courtyard cinematic, you learn thet Luka's fether freed Bayonetta from the casket & the bottom of the lake 20 vears ago.
Immediately after the witch is freed, young Luka witness the death of his father, with only Bayonetta upon which to place blame.
New a5 & paranormal reporter, Luka seeks to expose the truth aboul the legend of witches.

When the cinematic comes to a close, an epic battle begins Your first target is an Aoplaud and two Affintties; along ith ancther
Affirity wielding & flail. Use Torture Attacks and take weapons and turn them back onthe enemy. Perfdrm aspin attack with the

spears o swing the flail into multiple foes. Destray the patia table and ehairs to find & purple butterfly to fully restore your Magic
gaugé

The next stage of the batlle pits you against & similar group, but with an Applaud wielding a bow. Try to nab this new weapon as
£00n a8 possible: Bayonetta's long punch comba with the bew in hand has devastating resulte!




The final stage of battle adds avery lange Beloved Try to get a spea,
then plant yourself amid & crowd of enemies. Spin on the spear (Kick
button) and twirl around s fest asyou canto elimingte mulliple minions :
befare concentrating your efforts on the Beloved R = Sl B B A KTHROUGH

Motice thet the cars and vending machines around the area can be § ; [ : s ¥l PROLOGUE
picked Up and threwnat enemies. Similar tothe delay imiohed with ' T '
lifting statues, tossing enviranmental ohjgsts gves you the dpportunity
to delay the throw for 10 seconds: enough time to choose your targets
rmore precisely,

Get behind the Belaved and perform multiple air-hanging combos on
the red, alowing emblem on s back, With & guarter of health remain-
ing, It scales a building and eszapes io the rocfops to retum to fight in
alater batile. If this was the last enemy remaining, the betlle ends when
it escapes.

(89 " (LIMAX MODE IMBRAN TEARS OF BLOOD ™%

This Climax mode Crow is located on the third floor
windowsill, in the comer indicated on our map. Stand
directly below the window and perform three consecutive
jumps while waiting to press the Jump button each time
when you reach the highest point in each leap. Grab the
bird at the peak of your final jump.

ENEMY ENCOUNTERS

ALL MODES
Enchant x3
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MEDALS
" MEDAL |  VERYEASYEASY HARD
DAMAGE
! 1]
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Gl I o4 500 ] 0:40 = 1000
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TROLLEY STREET BATTLE

smeashellbarrels, plants, and windews foritems befare youl enter the
tunnel (Fytothe next street where atrolley car is just departing




Follow the street in the ditection ofthe trollsy and smiash all breakable items
alang the way Whenyou reach & curve inthe road (G), a distant explosion

resonates from the opposite direstion, When the cinematic ends, prepare lo
|eap overthe burning trolley car and earn an Achisement,

Three Enchants ettack az vou land on your feet from the tralley jump.
These creatures reserrble Decoralions that roll around inside two paral-
lel, bronze whesls. They're dfficult to hit in real time, as they roll eround
very quickly, Their mein attack locks likee fiery split wheel assault with
arope of flames between thecifcles.

The enemies attempt to roll over youwhile on fire. Evading this -
teck at the last moment allows you to enter Witch Time Enchants
are much more manageable when things are moving slowly:

Use Bullet lirmax when not in Witch Time totake them out
quickly, especially when yaulre tsing the shetguns: Perfarm
Wicked Punches/kicks or any other shart but powsrful

combo attack on them whil in itsh Time:
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[GUETM RED HOTSHOT (EASY MODES ONLY), BROKEN MOON PEARL FRAGMENT (NORMAL & A
> WALKTHROLGH

ENEMY ENCOUNTERS — PROLOGIF

NORMAL MODE . B ]

Beloved —
HARD (and above} MODES ¥
il '

Beloved x2

LA ER

MEDALS
VERY EASY/EASY \ HARD

COMBO | DAMAGE | DAMAGE COMBO | DAMAGE | SEC_| GOMBO | DAMAGE
PLATINM — = = 120 % 0

126 1952 400

132 1376 800
138 BO0

LIMITED KICKS AND PUNCHES!

The trolley that slid thraugh the street opened a doorway at the
original end of the strest (H). An Alfheim Batile Arena portal has been
unlocked. Enter Alfheim to attempt this challenge naw. Defeat all the
angels before time expires using the limited number of punches and
kicks allotted

MODE  TIME

LIMITS
Normal 0:40 ] 6
Hard 1:30 3 1412
Climax 1:20 3 20/18

IFyouare hit three times, the mission is falled. The challenge begins with no Magic Pawer, 50 you cannot star things off with & Torure Atteck. More
damage s inflicted during Witch Time. Evade the enemy's swing ta enter Witch Time before attempting any attacks. While iIn Witch Time, parfarm a
Pupch, Kick, Punsh combo on the enermy’s sensitive backside to deal out @ Wicked Punch. Repeat this attask repeatedly only during Witch Time to
somplete the challenge,

=T S
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VERSE 6 | ENEMY NC OUNTERS

&LFHEP\I NORMAL MODE HARD (and above) MODES

A l Stage 1: Dear & Decorations x1, Enchant x3 Stage 1: Dear & Decorations x2
Stage 2; Affinity (Spear) x2, Affinity (Flail} x2, Applaud Stage Z Enchants x5
{Spear) x1 Stage 3: Affinity (Spear)x2, Applaud (Spear)x1,
Stage 3: Applaud (Bow) x1, Affinity (Spear)x2, Affinity Applaud (Bow) x1, Affinity (Trumpet) x2, Affinity (Horn) x1
{Trumpet) x2 Stage 4: Affinity (Trumpet) x2, Affinity (Flail) x2, Ardor x2,
Stage 4: Applaud (Spear}, Applaud (Bow)x1, Affinity inity (S (1

Affinit
{Spear)x2, Affinity (Hail) 2, Affinity (Trumpet) x2 h
Stage 5: Beloved x1

MEDALZ
. MEDAL VERY EASY/EASY HARD
DAMAGE
I M - - - a0 23809 1]
[ 501 107744 00
523 55122 000
50 3700 1200

SEC GOMEO | DAMAGE

ALFHEIM

Head to the buming rolley area of the street, then head left and stop near
the arch in the short tunnel thet leads to the neit courtyard. Double-jurmp up
the'wall to gettathe top of the arch (). Smash the wases for items and Halos,
then use the portel ta reach Alfheim. Inthis challengs, vou must defeat all the
angels before time expires,

MODE TIME LIMIT HP
Normal 400 3
Hard 510 3
Climax 640 3
DEFEAT ALL ENEMIES!

Perform last-second Evades ta not anly enter Witch Time but to sarm Magic
Power. Unleash Torure Attacks when your Magic Gauge 1s full. Use Wicked
Weaye attacks and switch Up yourweapons between shotgun and handgun
attacks The mest damaging attacks come from turning the enemies weapons
beck on them during Witch Time. Pick up and use &ll the weapons that drop:

STAGE ONE

Mihen you start the challende, Evade the Dear's metear al the |ast secondto
enter Witch Time, then hit the Deer & Decoraticns with a punch, kick, punch
combo tasumman the Wicked Weeve. Do this a couple times ouiokly ta wipe
out this graup immediately.

The bedt way to take ol the Enchants s to get Bullel Climes: with the shol-
guns onyour feel. Evade an attack to enter Wich Time, then hane in on them
with the manual girm and shoot. Dothis a couple of times to eliminate ther ll.

STAGES TWO, THREE, & FOUR

Ifyvou have enough Magic Power for a Torture, target the Applaud. Grab a
apear from a fallen Affinity and perform the pole awing atteck while they crowd
around you. Use the flails in Witch Time to defeat a few enemies while they're
defenseless Take the Applaud's bow for the next stage. Shoot fhe following
Apnlatid with-arrows or swing the bow: around to wipe eut multiple enemies at
omee. Repeet these testics until the fifth stage.




STAGE FIVE

The large white Beloved is slow,

biut well armored. Attack from the

rear and wetch out for its hand that

{ries o grab you. Enter Wiich Time

whien it swings its mighty e or when

[t tries to grab you, Perform several
Purch; kick, Punch comboz ta hit it with
the witeh hand, Jump attecks to its back
are-also yery effective: Finish 1he beast
off before time expires and a Broken Witch
Heart anpears on the stump by the bridge.
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CLIMAX MODE UMBRAN TEARS OF BLOOD

This Crow is located on the edge of the rooftop above the Alfheim
portal on the archway balcony. The bird is slow, so just jump from the
top of the balcony and grab it

QUASI UNA FANTASIA LP, NOTES ON THE TOPIC OF MAGIC-11 JOURNAL, SHURABA

ENEMY ENCOUNTERS

ALL MODES
Stage 1:Enchant x5
Stage 2: Beloved X2

MEDALS
MEDAL VERY EASY/EASY _ HARD
SEC__| GOMBO_| DAMAGE
| L : M u

SEG GOMBO DAMAGE

110 850 adln] 210 23360
134 2570 500 130! 254 10304 1000

157 710 1000 3 | 337 552 2000

220 900 1500 2 b { 420 1600 3000

SECOND COURTYARD

Smash everything inthe courtvard (J) for iterns and Halos. The Verse 7 battle begins &s you approech the next tunnef ext (K). If you mastered the last verse, then
iyoul know how o take out the Enchant quickly—Bullet Climax with shetguns dniyour feet, After clearing the first stage of enemies, the Beloved thet escaped from
the fast courtyard returns for another round. Attack the creature urtil half ofits health is gone and ancther Belaved craws off a rooflop ta enter the batle

Goncentrate on eliminating the inured Beloved first before dealing with the newly
armived hiealthy one: You may even luck out and enjay the fortune of the newty
arrivved Beloved accidentally dealing the final blow taits injured brethren Take the
defeated Beloved's ae and tutn it on the femaning foe. Fress the Kick buttanto
thraw {he axe like a boomerang, Finish off the final Beloved with the Gormarrah
demuon. Funetisly miash the Aotion buttenta achieve the highest bonus

After completing Werse 7, the Quasi una Fantasia LP appears in the cotrl-
yard. Piek it up and make sure to cash it infor e sword @ The Gates of Hell
Break open the chests in the degd ends for'a Mandragora Roat and Baked
(Gecka. Glimb tothe top of the stars to find the Notes On The Topic Of
Magic-ll journal, then head through tunnel (i) toreach the next courtyard (L),




Turm left into the next couryard and find the About The Umbra
Witches-1 journal nzar the broken statue. Enter the Gates of Hell and
tracde the new LP for the Shuraba sward You gan only equip o your
hends, so arm Bayonetta accordingly and put the shatguns on her feet
before heading back Up to the courtyard Before proceeding to the next
Golem Wall (N), go all the wey back tothe beginning of the level (M) o
play another Battle Arera challengethat has |ust epened up.

[

- WALKTHROUCH

PROLOGHE

R4 Shuraba.’

Mow go put this thing to good usel
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(AR ARIE YR BROKKEN MOON PEARL FRAGMENT

ENEMY ENCOUNTERS

VERSES:
ALFHEIM

HARD {and above) MODES
Stage 1: Atfinity (Spear) x2, Affinity (Trumpet) x2,
Applaud {Spearx2 _ .

Stage 2: Affinity (Spear) x2, Affinity (Bow) x2,
Affinity (Flail) x2
Stage 3: Ardor x2, Affinity (Spear) x2, Affinity (Flail) x2.

NORMAL MODE

Stage 1: Affinity (Spear) x1, Affinity (Hail) x1,
Affinity (Trumpet) x1

Stage Z: Affinity (Spear) x2, Athnity (Hail) x2,
Applaud (Spear)x1

Stage 3: Appland (Bow) 21, Affinity (Spear) x2,
Aty (Flail) 3, Affnity (Trumpet) 2.

MEDALS

! HARD

| DAMAGE |
3W 20%0 0
T T 00
425 51552 800
40 %00 1200

MEDAI VERY EASY/EASY
| TYPE__| | DAMAGE | SEG

COMEO ) DAMAGE SEC GOMEO | DAMAGE

USE TORTURE ATTACKS!

Completing Verse 7 unlocks-Alfhieim Battle Arena Verse 8 (M), located
near the first Golem Wall. In this challenge, you face three stages of
enemies and you must defeat all the angels hefore time expires while
executing the required amont of Torure Attacks.

MODE

TIME LIMIT

Normal 250 f
Hard 4:20 8
Climax 6:30 8




ENEMY ENCOUNTERS

Applaud (Spear)x2

HARD (and above} MODES
Joyxt

~ MEDAL VERY EASY/EASY

NORMAL {and below) MODES

MEDALS

Yaucan only get hit twice before a third time fails

the chellenge. Getting hit causes you to lose all your
Magic Power, s0 avoid this &t all costs, Performing
the required number of Tortures on the available
angels is difficult. You cauld easily rip through all the:
enemies and not get enough Tortures befare the time
ends. This will also fail the mission, Therefore, yaur
strategy must include light attacks on some enemies
Just to acquire Magic Power so you dont waste all the
enemies oo soon

#great deal of Magic Power |5 eamed whin you perform
enemy weapon combos on mullipie enemies. Whenever
yau gan, perform the spear swing on multiple enemies o
reck Up the Magic, Madic Power is also earmed whenyou
enter Witch Time, so0.do this as often as possible. When the
challenge is won, pick Up your Broken Pearl Fragment from the
stump before heading back through the pottal to the city

HARD

SEG GOMBO

DAMAGE SEG GOMBO DAMAGE

0:40 1]

]

PLATINUMT 00 0 0
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24 1000

40
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212 2000

10
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TRANSFORMING BRIDGE

Descend the stairs from the lest courtvard. Whenyou approach the witch barrier (N), the Verse 9 bettle beains Thizis a quick fignbagainst o Afinties with
spears. After finishing them off, the stetue in the previous courtyard (L) is magically repaired, Break the chest beneath the tree to uncover the Broken Moon Pearl,




Wall-ump up the side of the-bulding to reach the upper balceny, Lok [ 3 L T WALKTHIOUEH

for the Broken Witch Heart above the {ree growing on the balcony,
then double-{ump up to neb the-heart,

Returtothe statues (L) inthe previous courtyard. Lift eneand run to
the Golem iiall (N). Press the Activate butlon to bypass the 10-second
counidewn and then dodde the lightning to enter Witch Time, Perform
powerful eombos on the witch barrer until it collapses and forms a
ternporary bridge. Cross the bridge before it retakes the form ofthe

Golem Wall,

PROLOGHE

""4 (72 nARD MODE UMBRAN TEARS OF BLOOD
% The Hard mode Crow sits in the grass behind two small
trees on the side of the pathway just over the Golem Wall
bridge. The bird is not that fast, so you can just skate up to
it and nab it before it flies away.

¥ NORMAL MODE UMBRAN TEARS OF BLOOD

The Normal mode Crow is located on the tall lamppost near the yard entrance to the church. Double-
jump up to grab it with the Action button when prompted.



ALL MODES

Fartituda

MEDALS

' HARD
SEC COMEO | DAMAGE COMBO DAMAGE SEC cOMEO | DAMAGE p,é

0:50 2660 1:10 6500

107 1484 134 3200 1|]|]]
124 1092 15 2100 2000
140 100

Ina church flashback, Bayonetta encounters a young
child—one very attashed to her stuffed animal. This
mdlm anather flashback that takes place & atime when
i prison, The drearm ends abruptly by the sound of
'3 heatl ma{emy Bireaking through achurch window
fimg), Then the dreams begin as suddenly as
hey lef You see anangry” witeh-huni mob at the gates of
the church; Curiously, In 1hpflashback Forlitudo annournces,
“what onee wes hetd in ‘rhe hmjs ofthe witeh Glﬁﬂ shall now
be held in ours”




Use invinaibility if yau .hﬁvr_a,h_avai‘lableﬁ:-m your it slol, then perfarm

powerful combos on Fortitudo's head withaut worrying about his
{hrashing about until the efect wears off ihen invincibility is avail
able; stand beck and Bvade mouth-launched fireballs to enter Witsh
Time, then aftask with close combal combos. Utherwise, stand back
and use Bullet Glimax attacks from a distance until half of Fortitudo's
health iz reduced. ' N,

When half-of Fortiudo's health hes been depleted, the camera pulls
back to reveal the'bigger picture: The chush (s now & mere ragment

of what it was, as't was npped from s foundation and is now shlgaly

stuck around Fortitudo's neck: The creature s second head (s naw
hugging the right side of the church and trying to dteck you from a
different angle. Continue your attack on the first head and avoid the
thrashing and fireball attacks from the sacond head. Evade atlacks to
enter Witch Time to make this challenge mare manageable. Continue
unleashing cambos oh the recknosed head until its health s dawn to
ahout 35%.

Onee Fortituda's hedlh is sufficienthy low, the beastslings the church
free from its neck, sending Bayonetta and the temple rocketing up to
fhe clouds. Be ready to press the Action button [ust beforethe Fortk
tudo's duel fireball attack hits the

B8 WALKTHROUGH

PROLOGUE

flying chirch. Done stezessiully
Bayonetta leaps fo the exterior of
the chunzh; latches onto the ecdge
of avindow, and begins to swing
{he entire bulldingaraund. During
this-sequerios, ratate the [eft control
stick repeatedy in a clozkwse
moimn 1o \nmeaseyourbanus im @
mfthac:mlhsmn and fre,efal Is biack to
earthle complete the mission

TRRRERRRERREREE:




‘ Grows Captured {Normal} ‘ Crows Captured {Hard} ‘ Grows Captured {Nonstop Climax}

C:_:)Alfheim Portal

@ Antonio’s Notebook
Arcade Bullet
'%_Baked Gecko

& Gates of Hell Portal

@ Gold LP

O Broken Moon Pearl

@ Broken Witch Heart

E] Witch Sarcophagus



WAL KTHROUGH
Bayonetta has escaped a buming death inthe recent bettle with Fortituida and now find hergelf back in the city with Herf%fﬁfmf
the ground Boulder-sized fragments from the destroyed church rain down from above, Fortitude frightfully lingers |nth :
menipulated time to stop the falling rocks in midair: The beast wants to know who has awakened him from his
she's not guilty, Bayonnetta shakes things up by bit and kicks a hovering baulder into Fartitudo’s faze, which Sﬁé@d&;-ﬂmart@
tries to take him out with & bullet, but the creeture quickly dodges by happing inte angther dimension.

WS BIEEIES ARCADE BULLET

ENEMY ENCOUNTERS

NORMAL {and below} MODES
Affinity (fire} (x5 easy) (12 normal)

HARB {andabn\rEQ MODES

MEDALS
MEDAL VERY EASY/EASY NORMAL [ HARD
SEC__| COMBO | DAMAGE
PEATINGMZ D 100 800 20 | 1800 I 1w %80 0
GOLD 120 560 500 254 || 6700 SO 214 1652 1000
SIVER 140 480 0 ST e 2w 1376 2000
BRONZE 200 400 120 320 800 3000

SEC COMBO | DAMAGE

COURTYARD BATTLE

Fortitudo sef the town ablaze. Lava flows beneath the
streets and fire spurts up from the cracks and fissures,
Inthis battle. you confront the fire Affinities. They' e fighting

style I wery similar to their brethren, but these foes seem slightly
guicker and maore: aggrpssnfe. They carry battle-axes, which are
manipulated Inyour hands the same as Affinity spears.



The interesting thing about the fire Affinities is thet youcennat hit them at
close range unless it's a special attesk that involves one of their weapons.
You must shoot them or attack during Witch Time when they are vulnerable—
Wicked Weaves are very effective. Defeat the angels with your katana and try:
ta gel anaxe Plant yourself inthe middle of the aroup and pale swing, then
firish them off with your favarite combos. Throw the nearby car at a pack of
angels for dramatic effect.

After the battle, move around the area smashing and shoating evernthing
for items. Find a medium Green Laurel at the top of the stairs to help
restare our health, Destray the chesl in the yard beside the building
overhang (o recover an Arcade Bullet You'llfind it to the nght of your
slarting postion (A).

55 NORMAL MODE UMBRAN
== TEARS OF BLOOD

The Normal mode Crow is in the nook up and to
the left of your starting position (A). Walk around
the edge of the lava cracks, then rush the bird,
perched on the ground near the curb, and grab it
before it flies away.

Whenyou destroy the trash can at the top of the stairs thet lead into the
courtyard, & nearby Alfheim portal appears. s [ocated Under the overhang.
where you found a jeurnal in the previeus chapter. Enterthe pertal now to
tate the challenge.

WS AIISIREN BROKEN MOONREARL

ENEMY ENCOUNTERS

NORMAL MODE HARD MODE NONSTOP
Dear (numerous) Harmony (numerous) LIMAX MODE
ar& [%gc-ﬁf_t_lii'uus..{_n uimefous)

'3
r

MEDALS
- MEDAL VERY EASY/EASY _ HARD
| mee | sec | comso | DAMAGE | SEC comio | pAMAGE | SEC_ ]| COMEO | DAMAGE |
_PLATINUM — — i . ] 1:0 0
115 am
121 800
126

SEC COMEOQ DAMAGE




STAY IN THE AlR!

This Altheim portal only eppears if you destroy the trashoan & the top of the stairs. It's one of
the easier challenges thus fer. You must perform alr attecks thet keep Bayonettainthe alr for the
required amount of time, [t's not necessanito defeat all of the enermies, but getting hit three times
fails the mission. All of this must be dene within two minties. The continucus air hang time require-
menit, hit points, and typesinumber of enemies vary based on diffisulty mode:

MODE TIME LIMIT AIRTIME REQ.

Narmal 2:00 20560,
Hard 200 30 sec.
Climax 200 30 sec. 3

To achieve this fed, you must be in the air for the reguired amount of Wi
fime. The counteris reset i your feet louch the graund, 5o you must Ui (2l S oy e | ——
performia single air etteck that lasts the full time reguirement. Hesing 4 '
ihe katana equipped mekes this very manageable: Avoid using the
sword charge attack. You mey get a lot of air hang time by holding the
Punch butten, but it aways ends with a dive tothe ground befare the
time requirement is met. So don't even perform this mave in combina-
tion with other ettacks during the challenge.

Remember that you oan jump from rrid-air as long asyou have jus
struck an enerrty. To beat the challenge, you need a tightly packed
crowd. Jump up Info the air and =trike the Dearwith air combes and ez
you begin to fall, jump Up in the air agein and atfack encther Dear, (her
reped for the required time: Try Using the dash attack as a last ditch
effort to reach a distant Dear. This js done by holding the Target Lock
button, shoosing & direction with the [eft stisk-and pressing the Purch
button, This ordedl 15 made much easier if you use thewhip. Gollect the
Broken Moon Pearl on yourway out




3 SRR UMBRAN TEARS OF BLOOD 91

ENEMY ENCOUNTERS

ALL MODES
Beloved x2

s

MEDALS
~ MEDAL VERY EASY/EASY ! HARD |
P TYPE COMBO | DAMAGE | DAMAGE GOMEO | DAMAGE | DAMAGE

180 b 0:50 110 0
1] 11 iIrs
336 1000 ! 124
300 1500 i ] | i 140

LAVA RUN

Head through the tunnel tothe next street (B), The rubble barricade ¢ the
end of the road explodes and releases awall of Azing hot lave, As soon as control
returnstoyou, iun towerd the camera—ewey. from the lava licking your heels!

The marmert you begin to hit your stride, a Beloved eppears inyour pathy
Leap highinta the alr, aver the Beast, and keep an fruckin!

One more Beloved draps i the street
ahead. |Fyou jump at the wrong time;
irou may callide with the creatre and
take some contact damade, which
will affect your score: When you
see the lava crack inthe road [Lst
beyond the first Beloved, veerta

the left side of the screen. Quuickly

F\ b ¢ leap from the rmound of rubble to
4919 avoid the dropping Beloved and its
ground-pounding right foet,

Continue running along the street The
lava swallows the two Beloveds, YWhen
wou reech the: large hole in the: streed,

double-jurmp Up Into the it and dlide to
the nexd street (C) on your right to complete-
the ierze.




LS AIRER RED HOT SHOT, BAKED GECKO b

ahic’ - S ALKTHROUGH
ALL MODES | :
Faimess x1 . - =3 IS

' L
Anew enemy rears its udly head when you epprogsh the fountaininthe
middle of the courtyard (D). Faimess s a large dog-ike angel with & heevly
armored head [ shoots fireballs out of its moth and is extremely fast.
Jumping araund ar over the beast s a bad idea, a2 it will guickly jUmp ot
andealch you like a fetched stick [fyou need 1o dodge an altack, like itz ——
fireballs, use the Bvacle buttan Thiss agreat way to enter Witeh Time,
which makes this reature mush eesier fo defeat

Alnigue Torture Alfack s avalable when fighting Feimess Approach the

animalyiitha full Magic Gauge to intidethe attack. Bayonetta reaches ———————
Behind her head and produces & humongous, spiked metal wheel (we ke

tocall it the dogeollar), whishshe swings cverhead and smashesdownon o
Faimess, squashing Faimess ke a grape! Press the Kick button rapidly

[ rack up lhe bonus points as the wheel begins to zpin and lear (ts spikes

......

troughflesh. However, be wamed Faimessis onefoughnu tocrack If
the creature was fairly healthy when this Tortre Attack hit, the attack may
not even kil it That's & first o —
Lastly, Fairness emits a stunning saund wave 1het can paralize: Lse the ————n
Evade buttonto dodge he attack whenthis happens; fyou are caught up in

t, you afill have achance to break free. Wigale the left stick auickly to avoid

the fireball that's ugually fired shortly after the paralyzmg solndwave is emitted.

The bed way lo atteck Faimess is by first attacking It in Witch Time. [Fyou can't manage this, then use Evade to get
bes_i.deﬁ or behind the creature and unleash combos with Wicked Weaves. [fyou successiully Evade, the creature il stun
Itself by slernming into the wall.

:D&fe‘rﬁ Faimeas and lhe Fantasie- mpomptu appears near the fountain This is only @ plece of an Angelic Hymns Gold
.L_P You must first find the other half to tradle it for @ weapon inthe Gates of Hell, Before vou leave the courtyerd, break
fbﬂth sarophag agein to find five Unicorn Home and five Baked Geckos

MEDALS
VERY EASY/EASY HARD
SEC | COMBO | DAMAGE
B 050 050 800 ]
1107 3?2 107 560 1000
% 124 180 2000
am | I 1:40 100 3000

SEG COMBEO | DAMAGE




UMBRAN WITCH AND LUMEN SAGE STATUES

As yoll enter the nest courtyard (E), lava erupts and blows through the doors near the statues: The molten rock continuously spits up
inte the alr, making it impossible to pass into the next street. Befare you try, head back to the bridge area (F) to find the fithverse
Double- jump up the wall and get on tep of the balcony to find the Alfhein portal 1o the battle arena.

‘:;Ii Find the Hard mode Crow in the bushes near the tree where the chest
was located the last time you visited this area. Just run up to it on foot
and capture it before it flies away.

LS ALEURN BROKEN WITCH HEART, RED HOT SHOT (EASY MODES ONLY)

ENEMY ENCOUNTERS

NORMAL MODE HARD MODE
Stage 1: Affinity (Spear)xt, Stage 1: Affinity (Spe
Atfiniy (Hail) x1, Atfinity (Trumpat) x1 Affinity (Hail) x1, Affi r
Stage Z Applaud (Spear) x1, Applaud (Spearyx, Applaud {Buw} )(1

"omap CLIMAX MODE
[ rly{Spear]!d

Applaud (Sﬁéai‘}x‘l

Affinity (Spear) x1, Affinity (Flail) x1, Stage Z Mffinity (Spear) x2, Slage 2 Applaud (Bow) x1,

Atfinity (Trumpet) x1 Atfinity (Hail)x2, Ardor x2, [S_paar} A2, .ﬁiflnlty {Flail)x1
Stage 3: Applaud (Bowe) x1, Atfinity (Trumpet) x2 i

Affnity (Spear) x2, Atfinity (Hail)x2, Stage 3 Atﬁmty !Speurlxi‘.

Affinity (Trumpet) x2
Stage 4 Beloved

swge.s;'Belwad

MEDALS
. MEDAL VERY EASY/EASY _
SEC_ | comso | pamace | sec ] coMBO | DAMAGE | SEC | COMBO | DAMAGE
PLATINUM _ — — 1 1 £10 38000 0
12 16390 400
L3 8120 800
508 1900 1200
MODE  TIME LIMIT . USE ANGEL ARMS!
Nuitnal 200 7 This challenge requires you to defeat all the angels before time expires using enly angel
Hard 440 Heapoina.
Climax 510 3

STAGE ONE: SPEARS

During the first stage, three spears ere generated Pick one upand plant it inthe middle of
the field, then perfarm the spin attack. You should clear the fret stage with this ane move,




STAGE TWO: APPLAUD BOW

If-any epears remained, they are-soon feplaced with bows as the sec-
 ond wave of enemies arives. Pick ane up and begin firing arrows d the
ive shots before the weapondis ntegrates One shat
Affinity. Save the Applaud for last. Piok up anather

ot this renaining foe several times,

STAGE THREE:
SPEAR, BOW, & ARDOR SWORD

Grab & spear and perform the spin attack in the rmiddle of the

d of this attack, ancther spear s spawned
youto repeat this tectic on the remaining
i56, yrou have the bow and the Ardor Sivord ta

enemies. Cihen
wwork with

STAGE FOUR:
SPEAR, BOW, & ARDOR SWORD

Grab th&zm yword to batile the Beloved Soften the
withthis blade: [twill enly give youl a few
h;;aaks Grabthe spear and perform the
pole:swing to finish the Beloved off. Gollect (he Broken
Witch Heart onyour way back to the buming cily,

WALK THROUGH FIRE

Return tothe stetues in the burning cotrtyerd (E) and
lift one. Dodge the lightning on the caurt of 10 to erter
Witch Tirmie, them rin safely inta the next strest when
the lava clears from the passage in slaw maticn, This
is the onliy way 1o pass without buming yourself on
the spitting leva. You mustwail until t isclear

e

WALKTHROUGH

[\

FXTHRS

|



|

ENEMY ENCOUNTERS

NORMAL {(and below) MODES

Affinity (random weapons) x3

HARD {and above} MODES PR
Ardorx3 [ ‘:

MEDALS
~ MEDAL VERY EASY/EASY HARD
DAMAGE | _SEC__| COMEO | DAMAGE |
[T R 480 0 ]

SEG COMBO DAMAGE

: 310 10560 0

372 5o : b 414 4944 1000
1000 ! ) 4 [L]] 517 3072 2000

[ 620 1200 3000

WITCH WALKING

As soon as you enter the street (G), three Affinities attack. There's nat much
time ta defeal them all here because the lava starts flooding the street shortly
after the battle beging. [n acinematic, the mnlten rock pushes an Affinity
along the street end Bayonetta jumps on it bask like & surfboard o ride to
sefely. She's laurched into Ihe air end gueky enables Witch Walk as she
lands safely on the side of @ nearty bullding. The lava can now bessen
flowing through the street below

WWalk along the side of the bullding and continue the bettle with the
remaining Afinities Ater finishing them off, press forward to essape
the rising lave.

Al the end of the greenish building, Witch Walk down toward the lava

end cross the fire: flooded sireet wia the rogk platform, then Witch _"
Walk up the wall of the building across the street. Gentinue along

the wel, heading to the left untilyou reech the end of the bulld-

ing. Uge the next rock platform in the fiery street fo cross beck

to the buildings on the original side.



Turn right and walk tewerd the edge of the bullding to trigger an
explosion that rips through the wells, leaving a large gap. Double-jump.
across this ehasm (o reach the next building. Continue around the bend
(H) inthe street and fallow the next strip of bulldings to the end. Jump
the next gap and continue in the game direstion. When you land onthe
next building & larger, deeper waie of lava s sesn coming your way:
QuickKly walk along the tap of ihe trelley (I) 1o cross the street and reach
the building an the other side,

Rurup the wall of the tall, thin Building When you reach the top, the
structure breaks in half and your end begins {o topple back toward the
lava Asthe building approaches the next street, immediately press the
Bclion buttan when promptedto steoessfully reach & safe area below
(). Walk toward the next courtyard end nab the About The Umbra
Witches-| journal in the rubble.

WALKTHROUCH

PROLOGUE

U B

mANHN

|




VERSE ! ALL MODES

Fairness x2

Entter the nest couryerd (K) and ap-
proach thefauntain to friggerthe next
atack. This battle pits you against two
Falmess creatures. The strategy we
suggested for the last ballle applies here,
as well—just be twice a3 cautious this time.
Enter Witch Time as often as possible and
altack when the angel war dogs are
defenseless Throw the parked cars
ﬂ inthe ereato help kesp themfram
Ganging Up iom yau. [Fyou haye
A s e avellow inimsibility Lollipop,
L \\ Lze t—thiE 2 what theyre
_ for If yourve carned a
spear |nto batile from the previous Affinity fight, don't-attempt & pole swing attack; the dogs will bite you off the stick
like @ shish kabot,

The moment you beat the final Faifness, a huge lava explasion rps thraugh the folintain and sends buses flying
through the ar Bayonetta Witch Walks on flying boulder fragments and shartouts through a carsening trolley
She opens fire Wwith dual pistols on the back door and cuts a hde big enouah to jurnp through to safety. Press
theAction button rapidly to echieve-a bonus of over 1000 points during this sseng!

MEDALS
i VERY EASY/EASY HARD
| v | sec | comeo | pamace | Sec comso_| pamace | sec | comBo | DAMAGE |
n 100 3680 0 120 6500 0
1952 00 143 JA0 1000
1376 1000 214 2100 2000
800 1500 240 1000 3000

SEC COMBO DAMAGE




S BROKEN MOON PEARL, NOTES ON THE TOPIC OF MAGIC-III JOURNAL

. . : s
\ERSE 8 ENEMY ENCOUNTERS VUALKTHROUGH

NORMAL {and below) MODES
Affnity (Fire) x3

MEDALS

MEDAL VERY EASY/EASY MNORMAL | HARD ~ NONSTOP CLIMA
COMBO | DAMAGE SEC COMBO | DAMAGE COMEO | DAMAGE SEC
PLATINUM 0:40 10 ] L | 10 1850 1] I

GOLD 0:54 — 500 [ | 2 | 120 1104 1000
SHVER 107 — 1000  ERIESEESS 1000 140 B52 2000
BRONZE 120 — 1500 100 200 2 600 3000

‘ Growys Capture d {Normal} ‘ Crows Captured {Hard} ‘ Crowvys Captured {Nonstop Climax \L

PARADISO

2R ()GE

—— T
\ EXTRAY

|

5 Althein Portal @ ) Oé :i)
b _ =

ey Gates of Hell Portal

@ Gold LP

Q\ Mega Green Herb Lollipop S b
D Broken Moon Pearl P \

E N\

\ Red Hot Shot {Fasy Mode 8niy) L‘m.- I
(Q,/ Broken Witch Heart

D"a'i.'iﬁ:hSan:nphagug

&




CAVES

After jumping fram the tralley in a blaze of glary, you fand in a cave with hinls
of flawing lava You begin (L) facing the proper direction to procesd, but before
maving forward tum araund to find @ chest with @ Broken Moon Pearl inside:

Head througn the tunnel andtoweard the exit, Three fire Affinities wail eround
the first corner. Remember, you can enly attack these creatures with Wicked
Weaves shoot them or dodge an attack, then enter Witch Time and let ‘em
have it

‘Continue through the hazardous cave while dodging lava ground spurts and
celling explosions. The mouth cfthis subterranear area opens fo the Vigrid
Gatacombs, A portal to the Gates of Hell appears onthe ledgs (M) to your [ef
and the path continues onyour foht. Behold the amazing view of the fiery
catacombis. It looks like the inside of & valcano.

CATACOMBS

Fallow the trall on the right to find the Notes onthe Topic of Magic-ll in the
micdle of the rocky pathiay, Follaw the wooden plank bridge down to the
lower level and proceed to an ipactive Heavenly Gate (N).

This Hard mode Crow is found perched on the top
of the Paradisio portal. Stand below the bird, then
double-jump and grab it before it flies away.

DESTROYED BRIDGE

Further up the pathwey you come 1o & large bridge (0). Whenyou

step on it, some lerge cebris falls on i, completely destroying the

structure. Refurn to the Heavenly Gate to begin the Verse 9
battle:




ENEMY ENCOUNTERS VWALKTHROUGH

NORMAL {(and below) MODES ' g - PROLOGUI
Affinity (Spear) x2, Affinity (Flail)x1 1

MEDALS

- —

MEDAL VERY EASY/EASY HARD

g~

| wpe | sec | cowbo | oamace | sec | commo | amace | sec | comeo | pamace | sk DAMAGE
_ PLATINUM 030 110 0 ] 120 2660 ] . _ =
i = 500 - 147 184 1000 i 3 150 7
— ] 4] 6 214 1092 2000 2] IV Y
— 120 240 700 3000 I L ____—
AFFINITY BATTLE AT HEAVENLY GATE e
Thiee Affinities attack from nowhete When you retum to the Heavenly Gate from the destroyed bridge. Finish them off quickly with Witch Time and V'
heir attecks. After destraying theim, the gete becomes active. Step through toenter Paradiso. - —
PARADISO B
The catacombs and Paradisa couldnt be more diferent in appearance. Gaing from the fieny hot caves tothe beautiful green and sparkly land of vl
Paradiso... maybe not Bayonetta's cup of teq nevertheless, it's quite.a breath of freshain ———
———
—————
e —— e
—————
e ———e
R . —————
Onthe main floating island (P) with the heavenly gate are acoupls of ift stetues, Use these to dodge the lighining and enter Witch Time to crosa
the tweowaterspouts 1o reach the larger, higher floating island (@), Before you da that, though, explare the areas below You can walk onwaterin
Paradizg, . -
Follawthe branching arm of the island, which is slightly under water, to the end, You/ll find the secdnd half of the Fantaisie lmpromptu LP (R), The = e
mext time you enter the Gates of Hell, you can trade in bath halves for the Kulshedra whip, which allows yau to ettack fire Affinities from & distanze—
arneng other wenderful things this new weapon brings, Collecting all the records earns you the Record Collecter eshievernent, There's a longer ———————m

==

branch on the oppasite side of the gete island where vou can find an Alfneim Battle Arena (S)




RED HOT SHOT (EASY MODES ONLY), BROKEN MOON PEARL, ARCADE BULLET, BROKEN WITCH HEART,
MEGA GREEN HERB LOLLIPOP, KULSHEDRA

&LFHEI\{ NOBRMAL MODE HARD MODE NONSTOP CLIMAX MODE
A l ' Stage 1: Applaud (Spear)x1, Athnity Stage 1: Braves x4 Stage 1: (Witch Time rule disabled)
{Spear)x2, Affinity (Flail) x2, Aftinity Bravesx1, Grace & Glory
{Trumpet) x2 . Stage 2 Bravesx1, Ardor x2
Stage Z Fairness x1 i Stage J: Bravesx1, Faimess x1,
Fearless x1

. MEDAL VERY EASY/EASY HARD

SEC COMBO_| DAMAGE SEG COMBO_| DAMAGE

| — - - 74 10560 0

[ GOLD ] 253 4944 400

7 - - 3115 072 800

' 347 1200 1200

! =

WITCH TIME DISABLED! MODE TIME LIMIT P

Yo must defeat all the angels before time expires, but Witch Time has been _ Narmal _ ziil 5

dizabled in all but all modes except Climax Hard 300 4
Climax 5:30 3

& LAY IR

- 00:43'68

Even though there's no Witch Time, you can still Evade justasyou normally
wauld, In fact, try to avoid getting hit at all before the Fairmess stage; youll
need all the health vou can muster for that. Use heir attacks s often as
possible and never miss an cppartunity ta use Torfure or Punish mayves. Turm
the enemies weapons on then forthe best results. Dunpg the Faimess stags,
continue & heawy Use of Evade while attacking the dogs from the side or the-back.
They're quick and want let you dothis forlong, so make it count with some heawy
combos and hair attacks while yiou have theirwulnerable sides. Pick up your
Broken Moon Pearl on your way back to Faradisn

PARADISO: WATERSPOUTS

Head from the Batile Arena to the hourglass islend (Q). Stay on theswater to
find the Arcade Bullet beneath the island. To reach the top of the bigisland,

t
yeu must first usethe crystal stetues on the gate island (P) and cross the twe
waterspouts in Witch Time. Jump from the waterspouts toihe large island.

HOURGLASS

Befare messing with the hourglass lever, head to the right side of the Island
and find the Broken Witch Heart in the tres trunk and another on & nearby
floating istand. Gel to the backside of the island by walking around the edge ar
|umping over tree rogts. You can find a Mega Green Herb Lallipop ina degp
nook in the large tree's trunk.

-

(f[.lm MODE TMBRAN TEARS OF BLOOD

P This Climax mode Crow isin a deep nook of the large %
W tree where the Mega Green Herb is located in less difficult
modes. Use Crow Within to drop down above it {the bird 3

is not disturbed when it thinks you're a feathered friend).

Pull the lever to refrigve the hourdlass, thentake it through the Heavenly Gate
and feck to the catacombs, Use the hourglass to turn back the olack ta atime
when the bridge was nat broken, Do nat cross the bridge yet; there's a Batlle
Arena Verse (M) back in the caves that needs your attertion:




[

~ WALKTHROUCH

FPROLOGUE

!

s

KULSHEDRA WHIP

Onee the bridge is repaired Using the magic hourgless, head back the way you came toward the Gates of Hell, Enter the-shop o trade the two pisces
of the Fantaisie-Impromptu LP for the Kulshedrawhip. If you've been saving Halos you may be eble to efford the Selene’s Light accessory, This
is one of Rodin's hot picks. When worn, Wich Time is Instently tggered when attacked expending Magic Power, This i2 & good first accessony to
own. Leave the shop and enterthe Battle Arena portel just inside thecave: If you've equipped the whip, replace it with the sword, as you'll need a
free hand for a gun to beat the nest Alfneim challenge:

VERSE H ENEMY ENCOUNTERS

ALFHEIM NORMAL MODE HARD {and above) MODES
- Stage 1: Fire Affinity x7 Stage 1: Hire Atfinity x4, Fire Ardor x2
Stage Z Fairness x2 Stage Z Fairnessx2, Fearless x1
_“;l:

MEDALS
I | VERY EASY/EASY HARD _ '
|__TPE__ | SEC__| COMBO_| DAMAGE | DAMAGE | SEC | COMBO_| DAMAGE | DAMAGE

P A

510 1860 0

534 1104 400

At 852 800
600

USE WICKED WEAVES

Defeat all the angels before fime expires. Enemies can be defeated
using Wicked WWeaves—just & suggestion) not a prerequisie

MODE TIME LIMIT
Normal

Hard 550
Climax 6:00




You face fire enemies, which means touching them cancels your attacks
soiheirick here s to create enough distance between yourselfand these
creatures to perform the Punch, kKick, Funch Wicked Weave combo (ihis iz
the shortest and quickest) without making contact. Lse Evade atacks and
iiteh Time to both create distance and hit therm whils they're defenzseless,
Be aware that running inta an enemy while in Witch Time instantly returns
youto realtime.

Youcan perfarm the Wicked Weave even when you're not facing the target.
The Weaye will find the closest farget to attack when the comba s completed
50, exesule ihe move while running away from the crowd, as well as when
you move back towerd them as the combo is being performed, A pack of Fair-
ness arriives together in the final stage. Try ta make Wicked Weaves strike
bioth Falmess enemies at the same time. Evade often to stay alive
B  Auoid excessive jumping, as Faitnesscan easlly snatch you out
of the'air Take the Broken Witch Heart on your way back to
the cat asombs.

LS RIS R BROKEN WITCH HEART x2

ENEMY ENCOUNTERS

NORMAL {and below) MODES
Affinity (Spear) x3, Decorations x8

MEDALS
VERY EASY/EASY HARD
—lnm sec_ | comBo | pAMAGE | SEG | GOMBO [ DAMAGE |
' 080 %0 0
1107 21 1000

124 212 2000
1:40 200 3000

SEG GOMEO DAMAGE

BRIDGE BATTLE

Mow that youve
traded the LPs for
the whip-end at-
tempted the caie
Battle Arena, it's
time to cross the
repaired bridoe
(0). Cirnithe way
actnss, you're
ettacked by Affintties
and Decorations: Althe onset of the
battle, the fuiure catches up and the
bridoe is onee again destroyed, making
It impessible tareturn to the Heavenly
(zate

Conserirale your attacks on the Affinties,
allowing the Decerations to be caught up
I the callateral damage: Onee the Affin-
ties have been dealt with, shift vour focus to
the remaining Decorations to finish the battle




TREACHEROUS RUN

As you tound the cerner on the bridge, you facethe last long stretch to
the next spire: This bridde section (T) is going to break up asyou run;
(fyou don't keep Up, acreck could grow 50 big that you cannot jurmp
across it to the next section To make sure this doesnt happen, ty
perfarming a Dash with a sward equipped, then jump & the end afthe
atteck. The resullis & veny long and Fast dash. There ere three geps to
jump along the bridge section.

When vou reach the |last section, donot jump from the end Instead,
ride the bridae down as it slides off to the |eft. Be ready 1o press the
Jump button When prompted to leap from the bridge to the small penin-
stla (U) inthe lava belaw

Follow the rack paihway through the lava, jumping gaps and climbing
as necessany, When climbing, ook for thelight vellow alyphs onthe
rock. This Is-&warming thel lava is-aboul to hit the racks; IF you're stand-
ing there; you Il take demege. Leep fram one rock spire to the next (V)
until you reach the large lendmass: Fallow the path tothe left, breek the
chest, and recaver the Broken Witch Heart from within: Then reverse
direction and entet the cave tunnel (W)

WITCH WALK

Youeventually reach a shaft with the moon shining through. Witch Walk
I active when the moonlioht glows: Jump onto the wells of the shaft
and head Up and out of the catesombs. Botlders tumble down the shaft
as you progress Upward. Avaid these and the lava cracks during your
ascent. Lse Evade tc avoid close calls with boulders: @nce oliside (X),
the'maon clouds over and Witch Walk is put on higtus:

Walking forward from the sheft exit places yoli et a T-intersection, Head
left ta find & chest with @ Broken WWitch Heart, then turm right to prog-
rezs further inta the level Gontinue along the path untl you reach the
edge of acliff to find The Old Coliseum journal Follow the pathway
() to the ruin stairs up the mountain, thencontinue running along the
pethway to reach the coliseum and end of the chapter

The Normal mode Crow is located on the fog-
covered ground, beneath a broken arch at the
mountaintop brick pathway, before you reach the
coliseum. Approach quickly and press the Action
button to catch the bird before it flies away.

92 (LIMAX MODE UMBRAN TEARS OF BLOOD

This Crow is located just behind the first
fallen column in the pathway. Either jump up onto
the column and grab it or descend on the bird with
Crow Within to nab it—it's not that quick.

~ WALKTHROUCH
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As Bayonetta enters the coliseurn, she sees Fortitude floal-
ing akidve a distant wall with its tall end fasing toward he.
The ereature’s privete conversation with an Unseen partici-
paint is aldible and it soon becomes apparent et Bayonetta
i Ihe subject of thelr conversalions. For some reason; Fortitudo wants Bayanettaalive, but does not Know: her whereabouts ar
comeition Toget the monster's ettentian, Bayonetta shocts Fartitude in the hindquarters:

Theeonversation then shifts to Bayonetta Foritude has been informed thet a survivor of the witch hunts is resisting the dominion
of heaven Knowing she is bound for hell, the creatire suggests releesing Bayanette from her torment. She respionds with a buk-
et and that's &s gaod areason as any to begin a fight!

BATTLE PREP

‘Goneoet and souip plenty of Mega Green Herb Lollipops for full health replenishment, as well &s Mega Yellow Moon Lolipops for
sustained ininefbiity. [twon't hurt to have the fega Bloody Rose Lollipop in your items slot, too, This increases your atiack strendth

MEDALS
HARD
COMED | DAMAGE COMEO IEIEE!

120 65780
1507 27692 Z][I_]

SEC SEG GOMBO | DAMAGE

gallll 16100
820 1280
11:40 1310
1400 1400

18:54 14996 000
2240 2300 6000
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Wicked Weaves will beyour pimary attack, so just gowith whal
you're usedto s far as weapon selection The key difference
here is that amy pUnch or kick activates a Wioked Weave, not just
the sompletion of a sombo. This isthe sarmie as equipping the
Immiortal Merionatie. These moves are activated much sasierin
this battle—summon them with simple punches and kicks—due
tothe distance between you and this monstrous-sized boss Your
weapons alone will not suffice here. Having the Selene's Light
accessary 18 very helpful; whenever you get hit, you expend some
Magic Power to enter Witch Time,

STAGE ONE

The bosg’s heallh eppears atthe bottom of the screen—a blue
ber overlapping & green one. Eachcolored bar represents the
hisalth of cne of Fortitudo's heads, but technicall its mare or less
& galige for twa separate stages.

Buring the first stage, you face Fortitudo on & large column
walkiway. The boss flies low and close ta the platform, allowing
you to unleash Wicked Weaves The fight may: beginwithi a swing
af his mighty tail, but this can be avoided Using an Evade. Thigis
followed by one ofthe two heads thrusting ferwerd and trying to
bite. Evade this, aswell then perfarm repeated Wicked YWeaves
anthe head, patsing only to Evatle an attack,

Fartitucla rray, also shaot freballs from its mouths—Ffaster then

in earlier baitles Dodoe these atacks and use them lo astivele
Wich Time, I's eagy ta Wicked Weave these fireballs back &l the
boss inthis state. This is a great attack; it steals about 10% of the
Fortitudo's heallh




| Dodgethe head thrust, enter Witch Time, and then

| beat the head with multiple Wicked Weaies ta Inflict
the greatest amount of damage in a single aftack
=sequence. A gaod Wicked Weave chain during Witeh
Tire cantake up to 15% of the boss's health!

Ifyou get devoured ina head thrust, you enter a
S0EME where Bayoneita 18- seen prying the jaws apart,
trying to avoid besoming @ meal. When this happens,
mgglathp left stick: back and forth quickly to rack up
polwer far the counterattack and to earn a max of 1100
= [anus points,

The: EECTJITCT stage ceours Whenyou deplete abolt
5% of the boss's health: Fortitudo falls flat on the
g rﬁ_and bolvheads layon Ihe ground with sters
ﬁuﬁ ng above, indicating that the creature:ds tempo-
rily out of commission. The ground rmay or may not
‘be covered with lava at this point. [it is, walk cnly in
| the raised ook anses to avoid getiing burned.




gg@kly as youl can repeatecly for the 1100 max bonus.

~ WALKTHROUCH
PROLOGHE

umn platfotm then charge tsvwérﬁ Ts headE ﬂnd ress the Punch
~and Kick buttons at the same fime asindicated.on screen. Mash
e Action button to mesx out the Gigaion gauge andgam the ma
of 100 poirts: Bayonetta grabs the beast by the head and: flips i

overonloits back Purch and kick its brains in before the beast

has achance to'get up,

‘Cantinus to attack the boss until it fles up and out of reach, then
jumpup to the fop of the calumn platform using the steps 28 jump
platforrms. The boss perches on the edge of the caliseurn end
breaths fire toward the floar The platform you used for safety
begins tocrumble:

AUy
29016
Naturally, this causes youta fall, so press the Jurmp button and =
Bayonet aleaps tothe next closes! column fragmert. Cantings ihis

action until you're standing on the tlosest and BOE T
the bioss's feat. ol mist pushtr@sﬂt:ktaward the target platform:
and press the Jump buttan. [Fyou push in the wrong direction, you
may acluatly jump to an adjacent platform and nol prodress toward
the final platform.

Press the Punch and Kick butons simultanecushy when you resch
the final plaiform. Bayonetla lunges tewerd (he boss s fase and
climbz up; then springs backward and lelches onte one of its:
heads. She fips the dragon tothe ground and repeats the same
maye on the graund. This is when you tap the Aztion button as:




Thiz flip = repeated by another one-and a corregponding

bonus:opparunity. After the third fiip, Bayonetta pries

8 Ner hands and feet around the mouth for leverage, then
suddenly and violently twists the entire head, npping the

lang neck off. Thizisyet another Action button bonus

opporunty. Several demons reach up from the partal

to Purgatorio inthe ground and dreg the decapitated

oreature's head away

Fortitda s now half dead—osingane of yolr two heads
| oftenhasthis effect The'boss struggles to its feet,
- harboring & major grudge: I anything remains of the
colurmn platform et this point, Fortitudaibreathes fire and
demalishes i, revealing an hourglass that reverses time;
(This ey have already appeared earlier i the column
Wwas completely destroyved arllen) The ground erupts
with lava. Jumpto the rubble where the hourdlass rests
and it repairs the colurmn pletform [nitially, 1's not a very
| Uselul featire Unless yolire having frouble fighting in the
| laia, inwhichcass it comies in real handy. The holinglass
| hasho effect on sitheryadr dr Fortitudo’s health

<20 Repeel the previous testic until beth heads are ripped
= 4] from the creature’s body. The boss files high in the air

-~ onee this happens, then screams and blows Up the
entire coliseun With magic. As il breaks into pieces,

Bayonetla runs; jUmps, and bounces off fragments fo

reach aLollipep. |Lwas that impertant for herta get her

Siveel on

1 nthe finel slage, Fortitudo—now without dragon
heads—airoles the floaling coliseum while aftasking by
any means necessany. [ts options have significantly d-
minished of fate, so it resorta fo rushing head bults from
the edge of e coliseun, A more dengeraus version of
this attack involves & karikaze dive fiom abave. The

- light glyph that appears on the ground a second before
fhe headcrashes isyour only cue to quickly Evade. The
head remains low for awhile after this atteck; soseize
| thet opportunity to release multiple Puneh and Kick

| attecks onit

| Farfitudo mastly stays close enoligh i the edge of the
coliseur, dlowing you to perform Punches and Kicks,

| Thisclose combat requires you to Evadzits fire breath
| and tail attacks thet spike up through the ground. The
boss elzo has a swooping telon attesk that must be
dodged. It's easy to spol: Just before the boss swoops,
it fiescff inhe distance to bulld Up speed Evede ar get
run aer! There's also a fiety version of this atteck that
does not involie the talons,




and reveal a rephnan face wﬁh ifree ayebal 1N tine socket. Ssm
it spins around ta hit souwith its tail, press Punch and Kick at the
‘same lime to catah the tall and to perfor the finishing meve.

‘Bayonetta throws the bess inthe distanze-and summons the-
Infernal Dermon, Melphas—a large manster crow, The demon
grahs the bosswith its cwin talons end pecks i 1o pieces. While
this hiappens, you have an opportunity o raise yourbonus points
by tapaing the Aefioh button. Thedeman gxits through the hoss’s
head-shaped lorse, leaving a gaping hole

Bayanetta finishes the job by Jumping oh & boulter and surfing it
intoacollision with several larger stones that sail inio Fortituda's
face as ston as sheends Witch Time. In-a final breath, Foritude
adrits that Bayonetia's power was foretold and adds that this was
& simplesaerifice for the resurrestion of the Greatar; Jubileus: Forti
fudo is finally faken out of this world by (he same helish hands thal
collested risdragon heads "Fortitudo, Bringer Of Flamé Achieve-
ment (and PS3® Trophy) is Unlocked when you beat the boss

N "
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MEDALS

MEDAL VERY EASY/EASY JORM N AX
[ TYPE__| _SEC | COMBO | DAMAGE COMBO_| DAMAGE | SEC | COMBO_| DAMAGE | SEC DAMAGE
PLATINUM 020 E] 0 DT S 130 1250 0 a0 o

GoLD 0:40 500 200 g 1000
SILVER 050 w00 [NEEE | 230 650 2000

BRONZE 100 1500  EROSERE 300 500 3000




(S RUER A SONATE IN DK.448 1P

ENEMY ENCOUNTERS

NORMAL (and below) MODES
Grace & Glory {first appearance)

CRESCENT AND SUNRISE VALLEYS

_llLlIIII MODE UMBRAN TEARS OF BLOOD

The Hard mode Crow is located directly
behind you from your starting position. This bird
is slow; simply skate up to it and capture it.

Fram the beainning platform (A), veer l2ft and find the Crescent and Sunrise
Valleys journal nearby. Shoot the gargoyles to uneover items, then head
down the-winding pethie the training erea ahead (B). Az you travel along the
stone path, sections break off and fall before vou haye & chance to cross. You
canwalk around the first gap, but must jump and glide over rest

Decorations attack as you pass under the overhang along the crumbling path-
way. Equip the whip and snap them from afar. This weapan does an excellent

job of reaching the Decorations thet haver over the gap created when the path
fell into the abyes belaw

d above) MODES
‘Stage 1: Grage & Glory x1
Stage 2: Grace (red) x1 & Glory (blue) x2

. B W

MEDALS

HARD

DAMAGE

comeo | pamace | sEc DAMAGE

050 800

300 10560 0

147 560

400 1944 1000

124 180

500 3072 L]

100

1200




UMBRAN TRAINING GROUND RUINS

Check the gate a the Umbran Training Ground Ruins (B). Samething
onthe other side of the gate may frigger & bit of déja v, Remember the
witch-hunt scene? This looks like the wrong side of the gate to be on
fara witch, Approgch the stairs to trigger the Grace & Glory Verge

2 battle:

Grace & Glory are the festest enemies you've faced yel, so prepare

{o do & lof of Evading, Infact, Evade immediately after the cut-scene
ends because the first attack comes in quick. Do nat Evade too many
times in-araw, thaugh; you become immobile for a couple secdnds
dfter performing a few. . [ong enaugh to get clobbered, Just move a
little betwesn every few dodges to avoid this: Use the ketana and place
shotguns on your feet. Dodge the sketing enemy, Evade the claw swip-
Ing.attack, and then erter Witch Time

Hit the enemywith & Punch, Kick, Punch camboto perfarm the ghostly
blade atlack thal has the ability to slice through multiple opponents
Inclose proximity. You can move about the betile area, forcing these
two enermies together. Once you have them bunched up, Evade, enter
Witeh Time; and strike them bath with the special bade attack combo
IFyou hawve the chence, pick Up a dropped claw that appeers after
defeating che of these foes With their weapons, you can perform the
electricity attack and swipe with'claw fingers Here are the details:

Press Punch = Perform claw swipe.

Hold Punch = Claw stretches out to strike opponent;
small opponents will be grabbed aswith the whip,
farge apponents like Grace & Glary might have their
attacks disrupted.

FPress Kick = Electricity strike an the ground for the
biue elaws and flaming tornado spin for the red claws;
in either case, hold down the button charge; kick at-
tack immediately depletes the weapon.

.

. ‘d B WALKTHROUCH
¥ -

HTLOGITE

|

mA TR

|

00 b

Anellnew Torture Attack iz available when fighting Grace & Glory
The torture device is a giant vice. Spin the fightening wheel by roteling
1he left stick clockiise as fast as you can, The more you

spin, the higher the bonus and the more damage that is done. Be

aware that this Torture Attack may nat kill the enemy—it depends on the
creature s health prior to the Torture Attack

Defeating Grace & Glory unlocks the Sonate in DK.448 LP, which
appears near the stairs: Grah it and head back the way you came, all
ihe way back 1o the beginning (A) to enter an Alfheim partal that

Just opened



Y UESUES BROKEN MOON PEARL

\’ERSE g _ EN:EMY ENCOUNTERS

%LFHEI%I NORMAL MODE HARD MODE NONSTOP CLIMAX MODE
A Stage 1: Applaud {Spear)x2 Stage1: Ardorx2 Stage 1: Ardor x3
Applaud (Bow) x1 Stage 2 Fearless & Fairness ‘Stage Z Fearless & Fairness x2
Stage Z: Grace & Glory Stage 3: Joy x2 ;fﬁggh 2 Joyx3

Stage 3: Faimess x1

MEDALS
VERY EASY/EASY HARD

SEC GOMEBO DAMAGE

TYPE _ GOMEO | DAMAGE SEC COMEO | DAMAGE COMEO | DAMAGE |

5:10 4950 0

34 2520 00

557 1710 Boo

USE WITCH TIME!
This Alfheim portal (A) is apened after you defeat Grace & Glory al the battle
training area (B). Lse Witch Time to defeet all the angels before times expires.
The enemies are impenvious to attacks until you enter

this state
MODE TIME LIMIT HFP
Normal 350 5
Hard 550 1
Climax 6:50 3

To beat this challenge, avoid getting hit by the first droup. This provides

some necessary leeway when battlingthe more difficull enemies in stage 2
Enter Witch Time by Evading spear swings end arrows. You cannat enter Witch
Tirme by Bvading one ofthe ground glyph-attacks, but they must be'avoided
tokeepfrom being damaced Repeatedly atteck using the guick Punch; Kick
Punch comba duning YWitch Time. Ifyou have the swerd equipped the special
mive that results from thet comba is just as damaging &s the Wicked Weayve:




Ifyou reach the second stage without incurring any damage, you vl i WALKTHROLGH
should be able to releass a Torture Atteck on Grace & Glory Thevice @@Qw, ALY i~ 4 pROLIGLE
Torure Attack cen reach a mex bonus of 120 paints if you spin the left SNNtte {1 A ' L .

Kl TS Thsw ' 8 ‘!'-

4 >

sfick (clockwise) fast enough. Splatter! Find dropped weapons from
the previous stage to defeat these ferociaus beasts: Use the claw of
he Fallen to wipe out the other or just keep using Wicked Weaves, bul
miake sure you dait dl inWitsh Time. Only a Torture Attack can deal
dameage autside of Witch Time—but anly iF 1t is initiated dunrg Witch
Tirme.
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A Fearless materializes in thefinal stage. Remain beside and behind
ihis creature at dl imes. Use continuous Evades to-avoid its attack
and to enter Witeh Time whenever it makes an attempt a your life. IF
you've plaved yourcards right, you
shiould have afair amaunt of Magic
Power saved up front the previcus
stage Unleash the large spike wheel
of death an the demondog and
bring it close to death Lse Wicked
Weaves totake it out completely
Fick up your Broken Moon Pearl
and head back to the training area

(B)

VERSI4
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EASY MODES
Stage 1: Affinity {Spear) x2, Affinity (Flail) x2
Stage Z Fearless x1

Stage 3; Affinity {Spear) x2, Affinity {Horn) x1

NORMAL MODE DI
Stage 1: Affinity (S pear) x1, Affinity (Flail) %1, Afﬁhity.(Trumpet} x7
Stage Z Fearless & Fairness

Stage 3: Affinity (Trumpet) x2, Affinity (Horn) x2, Applaud (Spear) x1

HARD (and above) MODES

Stage 1: Affinity (Spear) x3, Affinity (Flail) x1, Affinity (Trumpet) x2
Stage  Fearless & Fairness

‘Stage 3 Affinity (Trumpet) x3, Affinity (Horn) x1, Applaud (Spear) x2

bﬁ-
-

0

———

MEDALS
. MEDAL VERY EASY/EASY HARD
TYPE___| _SEC__| COMBO | DAMAGE | DAMAGE | _SEC | GOMBO [ DAMAGE] SEC | COMBEO |} DAMAGE
L !

I 1] 1860 ] - _ 340 1050 1]
1 244 1104 500 Il 440 044 1000

247 852 1000 ; I a50 072 2000

600 1500 il 1200 3000




TRAINING AREA STAIRS
STAGE ONE

Follow the path up the stairs and continue along another crumbling walkwvey:

Affinities etteck and the ground beneath you drops ance you get beyond

the stairs and thefirst gap (C). You can remain on the path section that fell
It remains stable: Defeat any enemies you can without losing some to the
abyss belove Continue along the path a litle further and a cinematic shows

Bayonetta finding her lipstick on the ground.

Bayonetla confronts Luka in en entertaining, character developing cin-

emalic. She paints the poor boy's face with lipstick (D), making him look
like & clown &8 he fries to have a serious conversation: The voice hieard in
her head tells herthe litlle gil seen inthe flashbacks must be saved The
corversaionwittyLuke, onthe ather hand, ends with an elmos! passionate
soene but thet quickly ends as a pillar falls through the altform, teking
Bayonelta downwith it

STAGE TWO

Inthe seconds stage (E), you land on alower level and go up against
Fearless & Faimess, the two demon dogs withincredible speed and
dangerous skills. Try tostay beside and behind them and Evade as much
 as possible while frequently attacking in Witch Time:. Use the sword and
shotguns In this battle. The blade passes nicely through both enemies
when you perform the Punch; Kick, Punch combo. An Arcade Bullet is
eaned by defeating Fearless (Blug). '

STAGE THREE

Affinities with hems end an Applaud with aspear. On the broken path ahead,
two Affinities with trurmpets thet atteck from afer, Defeat the Affinities and take:
the horn. Shiaat the horn {hold Kick) and aim the laser beam that's emitted
across the gap and throlgh the trumpeters on the olher side. Evadethe trumpst
fireballs ta enler Witch Tirme. The final platform falls a few seconds after ump-

£&57 NORMAL MODE UMBRAN TEARS OF BLOOD |

I The Normal mode Crow is on the right side ofthe
; clearing, just after completing Yerse 5. The bird
is on the ground, so run up and catch it before it
fiies off.
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PROLOGUI

The Heavenly Manipulators journal is on the opposite side of the platform (F). Pick it up, then furn the dial on the far left side of the platform to W
activate an odd machine that micaculously makes the moon eppear! Switch yourweapon to the whip. Using Witch Walk, approaeh the glowing blue
manurment at the end of the platfarm and jump inte the hele &t the top

LA IRE RS SONATE IN DICA48, BROKEN WITCH HEART X2, BROKEN MOON PEARL
| TR 7 LEa g
ENEMY ENCOUNTERS

. ﬁﬁdﬂb D\TBIMO DES . Y

EASY MODES NORMAL MODE 1
Stage 1: Decorations x10 Stage 1: Decorations x8, Dear x4 Stage 1: Decorations x5, Dear x7
Stage 2 Glory (blue)x1 Stage 2 Grace & Glary Stage Z oy x3 e
Stage 3: Harmony x3 Stage 3: Harmonyx3 Stage 3; Harmony x3
{first appearance) i"( d r | —
e ————
MEDALS
MEDAL VERY EASY/EASY . HARD ONSTO i ————e
| TYPE | SEC | COMBO ] DAMAGE | DAMAGE | SEC | COMEO | DAMAGE | SEC | COMBO | DAMAGE
PLATINUM 150 1250 ] 370 6500 ] ' b =i
; 7 200 500 332 . E032 500 427 3200 1000

Jna 650 1000 il ' j I 534 2100 . 2 .

340 500 1500 <] ' 6: 1000 .1 { 1500 S —
HORIZONTAL FALL FIGHTING T —
STAGE ONE e
Make sure you have the whip ready. YWhen you pass through the menu-
ment Nale during Witch Time, you begin falling face first through the —
dark night &ir Enemies come imo view ry (o altack as many as you o

can while flying through the air You can aciually crash through therm
and kil these fees instantly ifyouraim is goad. You canalsa pause
mic-eir and shoot these that get past you. This is a good job for the
whip, After veering and whipping these foes, vou lend on & new plet-
form (G) te begin the secand stage ofthe battle. Aim low to the ground
upon entry tosmash the rocks and reveal items.

STAGE TWO

“You tauch down on & large platferm (G with a Grace and Glery, Nice
welcoming party. Evadeand enter Witch Time to manage these mon-
sters. Try to get one in the vice torture machine and take the other out
with the dropped claw. After finishing them off, & new kind of creature
appears to do battle with the witchy woman:




STAGE THREE: HARMONY

oS These creatures resemble manta rays altack ferociolsly
- a the onset of stage three. As snon as you have contral,

. Evade the charging Harmeny in frant of vou. [Fyau have
full magic, perform the unique Torture Attack on one of
the enemies. This is fantastic; Bayonette mounts the
hovering beast like a sutfboard, puls out achainsaw,
and then violently dlices it info twa bloady halves. Quickly
press the Punch button fo eam extra bonus points

After performing the mave, the chainsaw remains In Bayonettd's possession,
allowing you to attack encther Harmony before his weaponreaches its max us-
age. Theaefoes canwerp from one posilion tothe next. They dso have afloating

- bubble atteck that yau should avoid at all costs. Damage the floating menaces with
|umping, air-hanging aftacks. Knock ‘em to the greund and finish them off. After defeating the third siage enemies & Sonate in DK.448 LP appears before the stairs
Findthe Broken Witch Heart in the chest tothe right ofthe stairs.

93) MAX MODE UMBRAN TEARS OF BLOOD

This Climax mode Crow is on top of atall spire column near the stairs.
The best way to reach itis to destroy the gargoyle on the short column
on the left side of the stairs and use this as a launching pad for your
friple jump to the bird.

sta rs/and smash the vases lining the platforms beside the large locked door, Get on top of the platform above the door and jump on the
or, then enter the building (1)
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EASY MODES . I

Stage 1: Ardor x1

NORMAL (and above) MODES
MEDALS

Stage 1: Ardor x2
VERY EASY/EASY HARD
IEEIEE! SEG__| COMBO_| DAMAGE
PIATINUMTY 040 81 110 1860 0
| 054 224 ] | 120 1104 1000
] 107 212 52 140 852 2000
NZE 120 a0 i : 500 210 600

SEC COMBO | DAMAGE

JORMUNGANDR’S STAFF: INTERIOR

Falloyw the winding etairs Up the tall tower (1) until the
stage one Ardors attack. This I your first encounter

with these new enemies. The good news |s they re
not as tough as they look, .

ARDORS

The Ardors are very slow compared
o the epemies you've been fighting
recently Dodge their dashing sword
attacks and go off on them in Witch
Time. Use any available Torture
Altack as soon as it becaimes avail-
able Take the latge broadsword
of the fallen and Lse it on the
survor for some devastating
hacks end slashes. Defeal-
ing the two armored angels (WY
triggers a full maon, which
enables YWitch Walk, allewing you

to scele the tower much more easily.

WITCH WALK UP THE TOWER

Lise Witch ialk ta run up the fower walls while avoiding the red, fiery
wall graffiti {youll receive contact damage if you step on the glowing
symbals). Stop only to destrey gargoyles for items. Avoid the falling
walkiway that's breeking awey from the walls &s you progress Upward
Jump over the debris ifyou cannot Evade it intime. Move all around
the tower 1o make sure you don't miss any items along the way. Half-
Wwiay Up, yoll trigger a Harmony attack.



ENEMY ENCOUNTERS | -

EASY MODES NORMAL MODE HARD {and above} MODES
Stage 1: Harmony x2 Stage 1: Harmony x4 Stage 1: Harmony X6

MEDALS
'| VERY EASY/EASY HARD
8EC comeo_| pamace | SE¢c | comeo | DAMAGE |
030 1:30 1860 0

040 ] 200 1104 1000

SEG GOMEBO DAMAGE

050 230
300

HARMONY TOWER BATTLE

Four Harmony attack as you neer the top of the tower (that's right, a four-part
Harmony in Marmal mode), The whip is agood weapon for this fight. The ka-
tana Is also excellent for alr-hanging attacks or the Punch;, Kick, Punch combo
hat produces the special slicing blade attack Completing this battle unlocks
the Verse 8 Alfhiem Battle Arena back at the bottan of the tower, Specifically,
the arena becomes avarlable orce all the spiral stairs bave fallen. Head back
dowrn and attempt this chellenge.

(A MIRRIIREN BROKEN WITCH HEART

VERSE 8 ENEMY ENCOUNTERS ‘ N _- Er f

F \, NORMAL MODE HARD MODE NOﬁgTUP CLIMAX MODE
LAL HEIl I Stage 1: Decorations (numerous), Stage 1; Fearless & Fairness

St_a_ge 1 _:_Gra[:e & Qlury (numerous)
Dear {numerous) {numerous)

MEDALS
| VERY EASY/EASY - HARD
—_ se¢_ | comso | pamace | sec | comeo [ pAmAGe |
3 | 1]

335 — 400
EE | — 800
406 — 1200

SEC GOMEOQ DAMAGE

STAY IN THE AIR!

Rermain inthe air for a specified amaunt of time. You do not nesd ta kill g zer-
tairi number of enemies We stggest eauipping the katana toyour hands and
the-shoiguns tayour fest, although just equipping the whip and methodically

rmoving from one enemy to the next also makes this verse quite manageahle.

MODE TIMELIMIT HP REQ.AIRTIME

Normal 200 3 1:00
Hard 360 3 0:30
Climax 350 3 0:30

WWliththe katenain hand, double-jump inte the airand Punch toswing the blade
It doesnt matter ifyou hit an enemy. youl atill hang Inthe airwhen you swing.
Avoid using cherged swings, as they result in unstoppable ground pounding
moves. You must keep your feet off the ground or the hang lime counter resets




Prezsing the Kick butten twice while in the airwill shoot the shetouns : ' ' WAL KTHROUGH
at enemies below you that are automatically target selected. The recall
from the shotun sends you higher into the air like little rockets on your
feet Diothis as offen as possible after a colple of swings; press the
Kick button twice and hope for a bocst.

PROLOGUE

The higheryou can get inta the air, the better off youll be: Tri to hit the
enemies to maintan flight. Aferstrking a creature, ol san immed:
ately [ump Up higher into the air: Mave the left stick inthe direction of
the enemies ta try to get abowve them and set up for anather shatgun
boost, Repeet this strateqy until vou hang In the air for one minute. As a
last ditch-effort, ifyou feel like vou're eight seconds away fram the finish
and falling, press and hold the punch bulton te charge & sword-swing,
and just heng there as long as you can to push for the goal time.

Mastering thi skill makes it much easier to defieat the Harmanies {ar
any havering enemy) and winan Upcoming min-boss battle with the
Ingpired. Pick up your Broken Witch Heart &s youleave the arena

This Crow is located in the Batle Arena. It's on the
floor of the bridge on the right side, very close to
the point where the challenge is triggered. This bird
is slow, so just walk up and grab it You don’t need &
to complete the Battle Arena to get the Crow.

(.a-qm.nl
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(AR ANNE SN ARCADE BULLET, MAGIC FLUTE (EASY MODES ONLY)

VERSE L) ENEMY ENCOUNTERS z

EASY MODES NORMAL MODE HARD {and ahove) MODES
Stage 1: Glory x1 Stage 1: Grace &% Glory Stage 1: Fearless x1

MEDALS
MEDAL VERY EASY/EASY \ HARD
__IEEEE!E! SEC__| COMBO | DAMAGE _IIEIEE!

110 1 50 800
1 17 560 1I]I]l]

SEC DAMAGE

124 430 2000
140 400 3000




TOP OF THE TOWER
DOOR PUZZLE




LR ALES VRS BROKEN WITCH HEART :
¥ ; WALKTHIOUGH

\ERSE 10 ENEMY ENCOUNTERS PROLIGLS

AL FHEIV NORMAL MODE HARD MODE
LA_L HEh "I Stage 1: Grace & Glory Stage 1: Grace & Glory
Stage Z: Grave x1, Glory x2

-~

MEDAL | VERYEASYEASY NOR HARD
[ vee | sec | compo | DAMAGE | SEC | cOMBO | DAMAGE [ SEC | COMBO | DAMAGE |
PLATINUM ~ — — — : 3

200 10560 ]
219 B4 o
218 800
228

SEQ . .GOME(.] DAMAGE \‘\v?

LIMITED KICKS AND PUNCHES!

Defeat all the angels before time expires using the limited number of
punches and kicks allotied,

MODE TIME LIMIT HP PUNCH

LIN

Narmal 1:00 3 Punch 10, Kick 7
Hard il 3 Punch 30, Kick 23
Climax 310 | 3 Punch 40, Kick 24

The key ta beating this challenge 15 to attack oniy wher enemies are
bunched up together so that one scecial atteck goes right thraugh them
al—this s especielly damaging during Witch Time: Equip the katana
and run to the center of the arena as Grace and Glory are materializing.
Stand between them and Evade as soon as one takes a swing at you,

In Witch Tirme, turn around and use the Punch, Kick, Punch cormba ta
execute the large swinging blade atteck that passes through both tar-
\gets if they're in range: Ifthe two creatures are notclose te each other,
then to nat waste @ punch orkick: Gontinue running between and away
frem them to force the foes to fight each other. As soon as they bunch
g, epproach therm and weil forthe attack. Evace and attack in Witch

Tirrie, Repeel this lectic urtil they're dead

Flalelzllel e

It's possible to finish this battle with
just two dual attacks—we did it "

with 46 seconds remaining on the Q)
clock and used only five Punehes _Qi g)* f{ -
and four kicks, Pick up your Broken
Witch Heert from the stump before
jou |eave,

S22 20



WITCH GRAVES WITHIN THE CITY JOURNAL, SONATE IN DIC.448 LP, BROKEN WITCH HEART, ARCADE BULLET,
RODIN & THE GATES OF HELL JOURNAL

ENEMY ENCOUNTERS

ALL MODES
Stage 1: Inspired

MEDAL VERY EASY/EASY HARD

TYPE COMBO | DAMAGE DAMAGE GOMBO | DAMAGE | SEC COMEO | DAMAGE
i 150 _

11n 800 1250 0

22y 800 1000

304 650 2000

340 5o 3000

SNAKE PATH

Back enthe slippery path; follow the route upthe ingline while jumping to avold
thewind custs and subsequent damage. Az you round the central mountain, an
Inspired (snake-lke dragon enemy) is seen flying Upward along the palhweay
You'll fight this beast soon enough: When you near the fountain (M) &t the alpine
crest, jump fram the paih intothe fountain paal @nd find the Witch Graves

Within The City journal inthewater

-

HARD MODE UMBRAN TEARS OF BLOOD

The Hard mode Crow is located on the back edge of
the fountain pool not far from the chest. This bird
is slow, so you can easily skate up and capture it %
before it flies off. ;

PGS

Find & chest behind the fountain spaut and break it to Uncaver the final piece
of the Sonatein DK.448 LP. Nk you can trade the LP for @ new weapon at
the next shop yeu pass. Equip the ketena and jump Back to the spake path,
then run Upthe ireline. The Inspired srashes up through the path, weakening
It and making the rest of the trip to the fop mush more treacheraus.

CRUMBLING PATH

With the katana equipped, you cen perfarm forward dashattacks to get ahead
of the crumbling pathway: (Of course, you can also just runm if you would rather
spare the acrobatics ) Jump and glide erly if you have to clear a gap. The glid-
Ing may cause too much air hang tirme and the pathiyou need to lend an colld
crumble before you reach i, The dash attack iz a great way fo get thraugh this
dengerous grea quickly and safely




INSPIRED BATTLE WALKTHROUGH

YYeu faze the Inspired in a one-cn-one baltle &l the top ofthe mountain SR — PROLOCLS
(N). The beast flies around the batlle arena, Whipping you with its .

tall every chence il gets. Equip the ketana end use:some of those air
hang time attacks you learned in a resent Bettle Arena, Slice the boss
while In the ar, Perform multiple air eombes on its head and body as 1
passes oy, Stay off the ground as much as passible

When you knack the Inspired down to half of its healh, you get the op-
portunity to perform & special “Counter” move on it The prompt eppears
when an Inspiredflies past you, &t this morment, simultanecusly press
‘Punch end Kick while on the groundto beginthe special counter attask.
Bayonetta will mount the head of the Inspired and ceck hef legs, produc:
Ing & double-fisted Wicked iWe=ave: Press the Action buttan repeatedy
and quickly for lots of benus points &s the fists and feel pummel the
beast's face!

This special counter move ends with Bayonetta slarmingthe Inspirec’s
head into the ground While it's dezed, run upto the monster and
unleash some combos Before i has a chance to get up: Beat it urtl you
reach the Climax option. Press Punch and Kick In unison and Bayo-
netta will summen Malphas to deyeur the dragon like:a warm. Press the
Action butten quigkly to earm bonus paints:

4 58 NORMAL MODE UMBRAN TEARS OF BLOOD

0.,] ) The Normal mode Crow is on the right side
of the namow pathway leading from the Inspired
battle grounds to the Jeanne battle area. Again, an
Arcade Bullet appears if you've already captured
the bird and are playing the level again.
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The soul of

dormon with

Imnpeisoned wit

sharp claws. Fr

hit, the weapon ¢ ¥ Wi
types ol arma, fire and fightning, to

TOWER

Al the hase of the tower (0), you can enter the Gates of Hell and trade the latest LP for a new weapon. . the Durgal |tis said
that & demon with a thousand arms s imprsened within these razor sharg claws. From the portal alits hill, the weapon cansur-
mian twatypes of arms, fire and lightning, to bear-against ensmies,

Exil the shop and head up the tower using the broken pathway as jump platforms, Collect the Rodin & The Gates Ong}_l;jb_grnal along the way,

The Broken Witch Heart is in @ chest on @ ledge above thal. Srmash ihe gargovle to the right of the exitat the (Bpief the lawer to unsover an Arcade
Bullet Exitthe tower and prepare to battle ancther |nspired.

ENEMY ENCOUNTERS
ALL MODES

Stage 1: Inspired

| MEDAL | VERY EASY/EASY HARD

DAMAGE | SEC__| COMBEO | DAMAGE | DAMAGE

.~ PLATINUM 0:40 260 0 1] it 110 a0 0 5 f

224 : 7 50 134 50 1000

212 157 %0 2000
i 2000

GREAT UMBRAN
STATUE

INSPIRED BATTLE

Ancther battle with & single [n-
spired begins when you st the:
top of the tower onto the large
balcony of the Greal Umbran
Stetue (P). This is:similer to the
last Inspired fight. Refer to our
Verse 1 strateqy for detalls on
how beat this monster.




VERSE H ENEMY ENCOUERS

IDDEN VERS i L“'%E’Ei NORMAL MODE

Stana‘l Harw% _'- ‘

MEDALS

\ HARD
COMBO_| DAMAGE IE!IE!E!

210 2660

254 1484 1I][I]
337 1092 2000
420 700 3000

5[I]
1000
1500

FIRST INSPIRED BATTLE ARENA

isson, returntothe last Inspired battle area (P).

H!\RD (a

‘ Harm&

n‘k?% bove} MODES

SEC

GOMEO

DAMAGE

WALKTHROUCH
PROLOGUE

Asecret verse bettle is unlocked after beating the lest Inspired Head back info the tower and |ump down o
the bottom, Then exit and returnto the arena (N) where you bettled the first Inspired. Defeat the Harmany Us-
ing air hang time katena and (as soon as you have enough Magic Power) chainsaw attacks. ihenthe battle
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ENEMY ENCOUNTERS
ALL MODES

Stage 1: Jeanns

| VERY EASY/EASY _




Aboulder flies inta the arena at this mark and both Jeanne and
Bayonetta catch aride on it to confinue the fight. Jeanne has access to
Wicked Weaves, sabe ready to Evade every move she makes to avoid
this: Tum the tables on her and deal some Wicked YWeave ofyour own

After depleting Jeanne's health gauge of all green, another baulder
comes careening toward you. After some fantastic eerial acrobatics,
you both land on ancther battle arena platform. Jeanne will be ready to
cantinue the battle with her Angel Slayer When you whittle away half of
her remaining health, a Counter attack is reached. Press the Punch and
Kick butions &t the same time to use |t

Tap repeatedy onthe Punch button as Jeanne and Bayonetta engage
I & flury of Wicked Weaves [depending upon the attack, you may
needta press Kick repeatedly instead of Punch) . Bayonettd's final
punch breaks through and wallops Jeanne, taking all but & tenth of her
health. Finish her off quickly before she can da any harm,

Inthe ending cinemalic, Bayonelta sees Jeanne transform into a wildcat
end speed off &t lighting speed. This transformetion is now alsa exvail-
able to you. Double-tapon the Evade button and Bayonetta transforms
Inta a black panther, While running at an incredible speed, double-jump
the gap between boulders to complete the chapter!

TRENREEREL




PROVING GROUND

Energized with her resent discovery that she can shape shift inta a lightning-quick
panther, Bayonetta races after Jeanne to The Gates of Peradise, where she finds
heraelf in the picturesque garden of the Proving Ground Ruins:

Fu' \ "‘Gmws Gaptured {Nomal) ‘ Grows Gaptured {Hard) ! Grows Captured (Nonstop Climax}
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GOAL

SPaEOPEOPOPRTRRPODA

KEY TTEMS:

MEDAL VERY EASY/EASY

PATINEURS WALTZ OP.183 LP X2 ENTERING VIGRID JOURNAL ARCADE BULLET

ENEMY ENCOUNTERS ]
EASY MODES NORMAL MODE 'HM‘B {and above} MODES
Affinity (Spear) x1, Affinity (Spear) x1, Fire Affinity (Spear) x3, Fire Ardor x2
Affinity (Flail) x1, Ardor x1 Affinity (Flail) x1,

Affinity{Trumpet) x2, Ardor x1

MEDALS

COMBO_| DAMAGE |

DAMAGE

7 SEG GOMEO
PLATINUM 0:50 1250 ] i) 500

COMBO_| DAMAGE | _ SEC

GOLD 11 800 500

SIVER 124 B50 1000

‘BRONZE 1:0 510 1500

From your starting position (A) in the Proy-
Ing Ground Ruins, turn around to find &
witch s sarcophacus beside the wall.
“ Break i open to uncoverthe Les
Patineurs Waltz op.183 LP.

WALKTHROUCH

o Alfheim Paortal

Antonio’s Notebook
% Arcade Bullet

- Breakable Object

&!’) Gates of Hell Portal

(=) Gold e —
T\

@ Broken Moon Pearl LY

@ Broken Witch Heart

D Witch Sarcophagus

HARD

GOMEO | DAMAGE
P 0 -
04 1000
2552 2000
1100 3000
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59 .ﬁi)RMA!, MODE UMBRAN TEARS OF BLOOD

The Normal mode Crow is on the perimeter wall to the left from

your starting position. This is a skittish bird, so you must unleash
the beast within, then run up and jump toward it as a panther.
Press the Action button when prompted to catch the Crow before
it flies out of your range.



Smash the vases in the area for tems and collect the Enter-
ing Vigrid journal from the:ledge ta the right ofthe large gate
entrancedo the ruins: Prepare for a battle with four Affinties and
anArdar inside these ruins, then bring down the gated entrarce
with a few combos and enter (B).

RUINS HALLWAY BATTLE

Evadedhe first enemy attack and trigger Witch Time. Conzerr
trate on the Arclor; any oher collateral damage 15 just fine
The frumpeting Affinties are stendoffish, so keep an eye out
fiortrurmpet projectiles, Thesecan be knocked back while

In Witch Time The katena I still the weapon of choice:
Cartinuz Using Wicked Punches and arm yourself with the
dropped weapons, tuming them onthe remaining enemiss.
The Ardor draps an Arcade Bullet among other goodies.

After the battle, aline of glowing switch-plates rises

from the ground, Before you partake in thet challengs,
double-jurmp up ontathe highledges on either side of the
helway. There's achest on the left ledge containing a
Broken Witch Heart Other vases hold a bulterfly end
same Halos Exit the-hall, thentum arotind and face the
flaor ewiches fromthe taire. Run forward and dotble-
tap the Evade button to unlzash the panther inyou,
Runacross each awiteh plate to unlock the next dior,
then rush insice (C) kefore the daor shits.

RUINS LAKE

Yoursgrint [eads to a baleony (C) overlooking a leke,
completely surrounded by camyonwells, and the
ruins beyond You spot a small human girl with a doll
running into the next ruins bulding (E). This is your
destingtion
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Jump inta the water below end panther run tothe left toward the suspi- = : B Sl o 32 | WALKTHROUGH
ious pile of rocks along the 6liff side. Smash the slones with some | = . g 21105 S| OROLIRE
combos to reveal a chest, then break that opente Unsover the second : . 9 , 3

plece of the Les Patineurs Waltz op.183 LP. Get o the top of the little . 4 ‘ I
igland (D) in the middle of the lake and inspect the broken crystel statue. b S f . e

CLIMAX MODE UMBRAN TEARS OF BLOOD

The one and only Climax crow in this chapter is on the high
ledge in the lake area. Double-jump from the center island
(D) and use Crow Within to fly to the ledge and catch this
bird.

ENEMY ENCOUNTERS

ALL MODES

Inspired x2

MEDALS

MEDAL  VERY EASY/EASY NORM! HARD -

| TYPE__ | SEG | COMEO | DAMAGE | DAMAGE |  SEC | COMBO | DAMAGE | DAMAGE

DPHATINUMTY 130 800 ] 150 1860 ]
GOLD 200 560 A 11} 227 1104 1000

230 180 } j ! 304 852 2000
310 00 i [ i 340 3000

INSPIRED RUINS LAKE BATTLE

This triggers a battle With twallnepired beasts, which leap out of the Water to aiteck. Remain on the island and begin performing air hang sword
eltacks. Allow the enemy to come toyou. If the sreature is hicden under the water, it will pop out and make a bite ettack. You get the prompt for the
special counter attack is when the creeture makes a fiying pass either al you orjust pasl you. Youcan be either on top of the rock or standing inthe
water for thista happen,




The counter will hit the creature with a flurny of Wicked Punches and Kicks
and Bayonetta will then finish the beast off by slamming its head inta the
ground Avitality power-up can be obtained from the first Inspired killed,

Return to the island and finish off the second creature by attempting the
same counter move: Remaining in the air when the creature flies by often
trigeers the pramgt forthis attack. Mash the Action button repestedly to
ircrease your benus during this attack

A Climax courter attack can be performed on the final Inspired. This
summons the large black raven, Malphas; who then devours the wormelike
creature-Again, pressing the Action button during this attack increases
yolr bonus,

CRYSTAL STATUES

Defeating the Ingpired foss repairs the broken orystal statue on the island
Lifteither of the statues and Bvade the lightning ta enter Witch Time:
Cross the frozen fountains between ihe island and the next balcany while
inthe form ofthe panther. Runand leap from fountain to fountain, then
oo the balsony and info the nesd hall (E) to begin Verse 3

ENEMY ENCOUNTERS

EASY MODES NORMAL MODE
Stage 1: Decarations x5 Stage 1: Deenrations x3, Dear x1
Stage 2 Affinity (Spear) x1, : Spear) x1

Affinity (Hail}x1, Applaud (Spear) x1

HARD (and above) MODES

Stage 1: Dear & Decoratinnsx1

MEDALS
MEDAL VERY EASY/EASY L : A
COMBO | DAMAGE DAMAGE
110 20 0 1 t [ 200 950 ] ' 60 |
120 560 500 : - s | ! 2:40 2520 1000
90 1000 - 1] 220 1710 2000
400 1500 [ i 1 0 900 3000

HARD




RUINS CORRIDOR . - - WALKTHROUGH

Wihen you defeat the Dear & Decorations in the corridor, the verse curiously dies not camplete. Head further down the corridor and ol gﬁb&w ' PROLOGUE
glimpse of the human girl walking around the carmer ahead \

SPIKED FLOOR

There's a messive floor hezerd (F) arcund the first bend inthe comidor, along with four panels of spiked grids separated by floor switches. The:
spikes push up through the floor'in an erratic group pattemn Stand before each spike grid and study the mavement until you're suire that you can find
a section 1o iun past as soon as the spikes leave thal section. While running, Evade to slow things down a bil if & spike gels tooclose.

|

Ll

There's a pile of rocks anihe |eff side of the corridar, beyond the last spike grid. Break away the rocks to revesl a lsver, then pull itto deaclivate the
spikes. This alsotriggers the second stage of the verse battle

Defedt the tearm of Affinities and Applaud to clear the carnidar end complete the Verse 3 bettle. Defeating the enermy raises the bees! floor switches:
i the same catridor and Wnlocks the ane and enly Battle Arena in this chapten You zan find the portel on the onginal balcony (C) &l the lake: Take
this challenge befare explaring further, \Vm
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VERSE 4: ENEMY ENCOUNTERS _ i
ALFHEIN NORMAL MODE HARD MODE “NONSTOP CLIMAX MODE
o Stage 1: Applaud (Spear) x2, Stage 1: Fire Affinity 24, Fire Ardor x1 Stage 1: Gracious & Glorious
Applaud (B} x1 Stage 2: Fairnessx2, Fire Ardor x1
Stage 2: Harmony x4 Stage 3: Joy x3

Stage 3: Grace & Glory
Stage 4: Fearless & Fairness

MEDALS
; VERY EASY/EASY : HARD
_IEEEE! SEC__| COMBO_| DAMAGE

450 104760
X3 1324 0

SEC COMBO | DAMAGE

535 23112 800
557 2700 1200




= USE TORTURE ATTACKS

Thiz Alfneir partal (C) is unlocked once you defeat all the Verse 3 enemies
inthe spiked floor corridar (F). Defeet all the engels before time expires while
executing the required number of Torture Attacks.

(When pedorming the required Tarure Attacks,
i's best when Your apponent sunives the tortune
S0 Yo can Lee the creaturs to gain more Megic

Peerlatet With that said. do nol increase he MODE TIME HP TORTURE
power of the torture by tapping the corresponding LIMIT ATTACKS REO.

: butt.on @hen prcumpted. Some of the bigger sremies Noimal 450 3 5
Wil stinve & weal torture
: Hard h:30 3 7
TARGET THE WEAK Climax 30 7| i

Alwrays tanet theweakest enemy for a Torlure Attack; the healthy ones are the
‘source of mare Magic Fower thraugh Wileh Time altacks:

The Hard mode Crow is located on the end of the left
bridge railing as you are entering the Battle Arena
challenge ring. You cannot grab the bird before the

challenge, as it triggers just before you ¢an reach the

Crow. You must first complete the challenge and then

grab the bird on your way out.

Select the katana Held the Taunt huttanto fill your Megic gauge and ecquire
enough Mage Power to perform the required number of Tarture Attacks without
running out of enemies before meeling thet quota. Gelting it drainsyour Magic
gauge, soavoid this &l costs

You gain more Magic Power by attacking during Witeh Time, so you must
fight near the enemy and Evade attacks like @ madman. .. ahem. .. mad-
woman. Inthe first stage with the angels, you should get &t least one Torture
Attack in just befare all the enemies in this stage are defeated You'll then
haie enough Magic P ower going into the next stage that you need only a
coUple mare hits before earning your second Torture Altack.

‘Yol musgt seore ane more Torture Attack than there are stages in Mormal
Mode It's easier to get a cougle in on Stage 3 with the Grace &
Glory since they're pretty tough defensively. The quick, poiver-
ful, and relentless Fearless & Falmess inthe final stage
S (5 the toughest, Hopefully, you have enough Magic
S Pawer to perform the lest Torture Altack
e before having to go headto-head with
these two longer than necessary.
When complets, pick up the Bro-
ken Moon Pearl cn iour way oLt



(AR ANIE R AR CADE BULLET, NOTE ON THE TOPIC OF MAGIC-Y JOURNAL
= " = T ~ WALKTHROUCH

ENEMY ENCOUNTERS i PROLOGUF

—

NOHMAL MODE HARD MODE NONSTOP CLIMAX
race & Glory ‘Stage 1:Gracipus X1~ MODE

2 Grace & Glury : Stage 1: Gracious & Glorjous
'fﬁﬂ"‘l (Spear) x2, i taga&ﬁfﬁmtﬂ&paar]xz
fiinity (Trumpet) x2 T
tage 3 Applaud (Bow) x3 [T

EASY MODES
Stage 1: Grace & Glory
Stage Z Affinity (Spear)x2,
Affinity (Trumpet) x2

Stage 3: Applaud (Bowe) x1

MEDALS v
MEDAL VERY EASY/EASY HARD NO _ aﬁ»
I!EEEE! SEC__| COMBO_| DAMAGE IEEEEE! SEC__ | COMBO | DAMAGE VL
fnmm R 1250 ; 3m 6500 ' 4600 ——
2m 800 5uu 17 i 40 3200 1[|]|] 171 S i
SILVER 230 650 1000 ] . 5110 2100 2000 - ] —
BRONZE | 3m 500 1500 2 610 1000 3000 ' ' i
———
RETURN TO SPIKED CORRIDOR ;
After completing the Battle Aréna, use the crystal statues to returm ta e ————
the spiked carridor. Transform into the parther and cross the thiee
floar switches while running toward the daar ta the next carridor (G).
Just as you erter, smash the wase on the left side of the doorta _
find an Arcade Bullet
——— e

The Note On The Topic Of Magic-IV journal is onthe stairs
Climb the steps and follow the bend in the cormdar to begin the
first stage of the Verse & battle

GRACE & GLORY

Yol facethe ferocious Grace & Glory, so exercise an iichy
Evace trigger finger. LUise the panther ifyou reed to move
faster than Bayenetia can on just two feel. Defeat the first
pair and enother tandem attacks. Vangush the second

two and the battle is not aver, but the barier blosking the
next corridor s disabled Continue down the next hallweay
(H) for a peek cutside: The little girl 1z walking through a
slightly opened doorway (1) across the bridge.




AFFINITIES

Asyou give chase, another team of enemies tries to stop you on the bridge.
Take out the four Affinities Lsing their weapons against them whenever pos-
sible As you runtothe middle of the bridge where the two trumpeters stand,
the bridge explodes, sending thern into the poison below—two guick kills!

f
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i’ APPLAUDS

£ 5 Three Applauds with biows arrive

fi . & reinforcements from the previous
& et [Faspearis lying anound, pick it

’ up-end perform the pole swinging attack;

y otherwise, Evade bows and take them out
with Wicked Punches and Kicks inWitch
Time. Take the first dropped baw and turn it

on the supvivars

Back up from the gap in the bridge and then rin,

double-tap the Evade hutton, and doubleqump

overthe chasm panther form The verse battle:
does not epd untll you reach the other side of the
bridge. Inspect the nex door, then press the Astion
button to enter the next chamber.

VERSE() ENEMY ENCOUNTERS _ ' / | W

AL {and above) MODES
Stage 1: Affinity (Spear) x15, Applaud {Spear) x1 (3 at onee)

EASY MODES
Stage 1: Affinity (Spear) x9, Applaud {Spear) x1 (3t onee)

MEDALZS
.~ MEDAL VERY EASY/EASY \ IMA.
COMBO | DAMAGE | SEC | COMBO | DAMAGE |  SEC COMEO | DAMAGE

110 3680 ] 24 50610 0

120 1952 500 - | 7 21504 1000
1:40 1376 i I 359 11802 2000
800 1500 i ! [ L 1] 2100 3000
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ENEMY ENCOUNTERS

EASY MODES
Stage 1; Affinity (Spear) x3
Stage 2 Beloved Giant x1

NORMAL (and above) MODES
Stage 1: Affinity (Spear)x3
Stage Z: Affinity {Spear)x2
Stagnm ed Giant x1
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VIGRID RUINS

Cdllect The Laguna Faith and Vigrid's Rise journal before the steps in the
stormy courtyard (J). The Werse 7 bettle beging when you ascendthe first
flight of steps to the main courtyard: Your attacks in the real world have no
effect on the angels, so you must pick up and use the large, fallen lamppost 1o
defeat the Affinities. Grab it and smack each one of them acouple times, The
weapon s slow, but packs apowerful punch, During this battle—and others to
follow—Gereza s health galige appsars below yours. The angels will target the
gitl, 50 keep her safe or fail.

Onee the first four have been pummeted, climb the next set of stars and
defeat the remaining two in the second stage that appear near the large gated
exit. Kick in the gate to continue intathe covered alleyway (K).
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BELOVED ATTACK : T ’wy;ﬁunnum

As you ke your way through the alleyway, a very large Beloved
urnps ot of newhere and fands Behind you. When you tutn arstind, it
starts attecking Cereza Her fare field fends off the brunt of the attack,
but each punch drains her health incrementally. The only way to dam-
age ancels inthe other realm s to attack with real world objects. The
allerway is lined with durmpsters, wehicles, and lerge metal beams. So,
-asyou back away from the approaching Beloved
toward the-exit (L), quickly pick up and thraw
ihese objects at the beast or beat It with the arge \ -
beams. Your goal is to escape the alleyway with
your lives: Den't worry about damaging the boss; [ust o~
keep it back and away from Cereza,

Run ahead and throw more objeets as you confinue
toward the exit. When the Belaved breaks through the
final gete, run toward the camera to camplete the verse, You
cannot kill the boss yet.

THE REALM PORTAL

Explore the new courlyard (L), breaking benches for items and collest
Ing the Purgatorio, Center Of The Trinity journal Youcan s finda
portal to the Getes of Hell shop in thiserea. You may need te buy some P
new healing itermns now. There's also-a Normel mode Grow here. Shrnaanaes

The Normal mode Crow is on the sidewalk near the
portal. You must transform into the panther o catch
this skittish hird. We also found it easier to do this
by running from the portal end ofthe courtyard
towrard the bird and the trapped Beloved.

THE GATES OF HELL

WWhenyouvist the Gates of Hell, vau're offered some newitems for Gnjagaiithe, Cra®. Jithin,
purchass, including Bat Within: This allowsyou to offset some demage ii'é".'.i';‘ﬁ?ﬂl‘{;’“;.'qunt e ;:::r
during an attack by quickly dispersing into a cloud of bats: Grow Within Lt R 4 oot Wi uice
I5-another new technigue thet grants the-ahility to transform into e Craiw quichly.)

when youlte airborne: [F youl have enctigh Halos to afford these fwo
items, then get "em now.



ENEMY ENCOUNTERS
ALL MODES

Stage 1; Fearless & Fairness
Stage Z:Baloved Giant
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PARADISO: GLIMPSE OF A TEMPLE

Head for the blind side of the portal and walk through It to enter Paradiso (M),
Cereza passes through with you and is overly excited to be there. She takes
off running, but Bayonetta catches her by the scruff The portal 12 suddenly

sealed shut andangels attack.

Fearless & Faimess may star the bettle by shocting a beam of destructive en-
ergy that extends the length of the battlefield. The biue Fearless is responsible
forthis aitack, 2o make it your firstterget Jump over the beam and sttack its
source while the beast is presceupied

Attack as oitenas you can while in Witch Time ta fill your Magic Gauge
quickly. Once it's full, approach the healthiestcreaiure and unleash a Torture
Attack. Mazh the Kick button to score the greatest demage fram this attack as
the spiked wheel grinds through the creature’s back,




After teking oul the Feerless, you can devete your full attention to the _ B Tt oG v - WALKTHAOUGH
Faimess. Cereza follows as you move about. You must atfack the & - T o . oL OClE
heast, so make use of your most powerful ettacks. Continue working in :
Witeh Time when you can and use Wicked Weaves. Avoid battling the
monster head-on; always move t6 its side of rear. The battle is not over
when the Faimess e defeated, you must still deal with the Beloved
stuckiin the alleyway (N).

BELOVED

Run oer ta the Beloved and Bvade falling meteors. No damage can be:
inflicted at this time, but it =oon breaks free from the small aleyway. As
soonasthecreature is loose, it crawls on the ground toward Cereza and
fries 1o grab her. Her protective forse shield withstands the initial attempt,
but scon crumbles under the force of the beast's mighty hands. The
Beloved picks her up end holds her out for & good look t its prize.

The Belaved fals in love with Cereza, which seems kind of creepy. It
then spats Bayonetta and holds the child betveen ts teeth for 2afe-
keeping before resuming the attack. Gereze's hedlth gauge eppears
on screen agein, but youswon't hut her because you'te going ta attack
the creature from behind

Keep in mind that this Beloved is twice (he size of a normal one and
has different attacks. |1 doesn't dothe sideways sweep with I8 axe,
which ordinarily makes these creatures easy targets for Witch Time op-
portunities. Also, the spin kick that throws a nermal Belased Up inthe

air when it's stunned and prone does not work on this larger beas!.

Perform air hanging sword attacks onthe glowing embler on the
creature’s back When half of the Beloved's health is gone, Cereza
isthrown into the air, but the bieas! catehes her and places her back
between its teeth

Stay clear of the Beloved when |t summons mmore metears to drop out of
the sky—Evade the meteors for a Witch Time cppartunity, Afteniard
continte your etteck. Bring the gant's health &l the way down
and perfonm a Climeas move: Press Punch and kick
simultaneously when prarmpted and Gomonah I
summoned to finsh off the Beloved Cereza
is, onze-again, thrown free, but this time
Bayonetta seiely calches her The
Beloveds heart bireaks just
before its back does




LES PATINEURS WALTZ 0P.183 LP. THE ANGEL'S BANQUET HALL-ALFHEIM JOURNAL, EROKEN WITCH HEART,
PROMINENCE ERIDGE

ENEMY ENCOUNTERS

ALL MODES
Stage 1: Fake Bayunetta
Slage Z Joy

MEDALS
'MEDAL VERY EASY/EASY HARD
| TYPE ]| SEC | COMBO | DAMAGE | SEC COMEO | DAMAGE | SEC | COMBEO | DAMAGE |
| PLATINUM 140 1860 ] . ; 230 1660 0
21 1104 ! 1 320 1104 1000
2.0 852 : ] a0 852 2000
' 500 600 3000

SEC COMBO DAMAGE

LASER TAG

Verse d begins immediately afier \ersetl ends. Afake Bayonetta has kidhapped Cerszaand is
floeting quickly away through the next tunnel passagesway. Leap overon Evade the laser beams
emerging from the next pathway (N). Run through this treacherous course while in panther form
and dodge the lagers. Since falling behind the escaping slone causes yau to fail, use the panther
ta quickly reechithe chamber (0)

Arriving in time triagers a cut-scene where your Bullet penetrates the imposter's head Thisis
auickly healed, but you've thwarted her escape. Canfused Cereza does not know which s the
real Mummy witch when she sees you enter the raom, Bayonetta gives her awink iolet her know
and thelittle girl bites her captive's am), ceusing the imposter o drap her, What follows is & glar-
ous girl fight. Both begin to strike es many sexy poses as they can muster in an attermpt to outdo
the other. I's hilerlous. Of course, it ultimately ends in afight.

The Bayonetla imitalor begins the battle wiha dash attask; try to Evade it to enter Witch Time:
The fake is deo only armed with firearms, so use the katana and sholguns on your fest, Once
youve knocked her off balance with a suscesstul eltack, it's an easy fimshif you gan kesp upthe
relentless combos and Wicked Weaves. '




The imposter has a hedlth bar of vitality: Stage 2 is reached once you deplete her
of health. She drops and performs one |ast suggestive poss, then shape shifis into
her real form, Yowwill now fight @ new angel called Joy, as the pose suggests.

FIGHT THE JOY

Jay's Rends transform inta guns, or & swordand whip.. When thewhip is used, t's
toughta battle her at long rande, but easy to Evade and enter Witch Time. Unless
you ettack continuausly, Joy splits into two &t the beginning of the batle. Notice that
there are now twa health yaugss et the bottom of the screen The health gauge of
the Jay you are currently attecking arows larger insize and jumps on top of the are
you ere net. Thesecend Joyis equipped withihe exact same weapon and each

can shoot out laser beams [ike the ones expenienced when chasing your imposter
through the previous pathway, They also bothcan shoot out feathers that spin around
and seek Bayonetta out—the same kick attack Bayonetta has in her crow form.

Diadge the sword or whip aftack to enter Witch Time, then annihilete the creaturs
whils defenseless with wicked combos and Wicked Weaves. When you cormplete the
‘job, the Les Patineurs Waltz op.183 LP appears &t the entrance. Your LF should be:
complete now and yollll be able totrade for Skates at the next stop at the shop! Take
It and head toward the portal (P) autside; but do not enter it just yel

The Hard mode Crow on the ground in the grass to the
left of the portal. It's so quick that even skates or panther 8
running won't cut it. Double-jump and use Crow Within
to fiy over the bird. When it flies away, you'll already be
in the air and ready to catch it.
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Find The Angel’s Banquet Hall-Alfheim journal o the right of the partal, then smesh the chestbehind it to
unzover & Broken Witch Heart. Now enter the portal (P).

VIGRID AIR FORCE BASE

Haye you noticed Cereza is missing? When you pass through the portal, you find yourself in the Vigrid Air
Foroe Base (Q). Head pag the statues and find the Prominence Bridge journal on the right. Centinue:
along the briage te find Lukawith Cereza,

Bayonetta enters the real world realm and becomes visible to her two new friends. Luka s confused and
thinks that you murdered her parents. How else could you have come by a child on your quest? Bayonetta
leaes the child in Lika's care. As they are separated and Bayanetta retums o the Purgatorio realm, she
notices thet the strange fittle child can still see her



: 79
an relinifinghe Trinity

After leaving Cereza i Luka's care,
Beyonetia seeks out the cardinal virue
of temperance; Temperantia. She finds the
creafure ina brutal storm et the trillitary airport
Tempetaritia gives Bayonetta a little history lesson befare the battle
bedins explaning that "Lang before this-Universe came to b the
first Armageddon splil reality inta light, dark, and chaos. It was in
this bettle that those who rebelled against the light claimed dominion
aer the darkness, We have bul one geal; resurrecting the Creator
and reunifying the Trinity of Realities " Evidently, this is the purpese
for Bayonetta's sacrfice. Sounds like fightin’ werds. .

There are three stages to thisbaltle Fight o the platforms until you
do enolgh demage to cause Temperantia to punch, then run up his
arm and leer t off Da thisagain forthe other arm, then run around en
It body; fighting the energy-spheres until you fight the head. Termper-
arlia doesn’t always perform specific attacks inthe order described
here. Rather, the boss has:a sef of spedific attacks at its disposal

Hanveyyour healing, invincibility, and aitack enhancing lollipops ready in
the shorteut menu (these do affect your scare in Notmal made, how-
ever). Inmthefirst stage; you fight while on a small floating, concrete
platform and the boss stands st out of reach with tertacles flailing.
Temperartia may guckly sttach & tentacle tothe platformand holds it
In plagewhile another tenlacle to the right shoots projectiles &t you
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IWake the tentacle holding your platform the foclz of your attecks:
Likethe last big boss (Foritude) yvou fought in Chapter [V execu
ticr of Wicked Weaves are simplified to single button presses.
For the most damage, atteck the boss in Witch Time Lsing the
kalana. Terget the glowing emblem, as thel seems to be the most
sengitive area.

—

!

The creature Unlatches the left tentacle from the platform as you
break away the protective layer from a lower tertacle. Temper
artia then grabe the plaiform with its left tentacle (onyour right).
Focus your attack on the atteched tentacle. When three tentacles
onthis arm shed their proteciive layers, the boss lets goand
punches the platform. Thisis the beginning of the second stage of
the battle: Avoid damage from the mighty punzh.

Temperantia ends the first stage with a punch to your platform: Run
to the middle area and press the Jurnp button at the last second

to quickly leap to a much smaller floating platform nearty Leap
fram the second tothe third and then the faurth. You must arfive
here within 10 seconds; If you miss @ jump ar run out of time, then
Bayonettatakes over during @ cinematic. She leaps one mare time:
ancl lands ona larder stab of gonerete claser to the miltary tarmas.

Ifyou reach the fourth platform and receive & prompt to press
Punch -+ Kick to perform & Grab, then you'll laich onto a floating
tralley end throw it atthe boss. doing a little damage.

FEEHEEEE

You are then prompted o jump beck across mutiple platforms ta
one near the boss's target tentacle. Smack this and the creature
grabsthe platform with its-arm and atteches the remaining good
tentacle tothe top: Hit the appendage a coupls limeswith some:
geod Wicked Weaves:

The boss will switch Up arms, but cantinue to attesk the one holding the platform: When Temperantia's health is half blue and helf green, alarge
punch is delivered. Evade the altack and Bayonetta |umips tothe boss's arm.

MEDALS
| VERY EASY/EASY HARD
[ TvPE___ | SEC | COMBO | DAMAGE] SEC | COMBO | DAMAGE
I PEATINOM | 600 19500 ] 940 93860 ]
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1200 1500 3000 1520 2600 6000
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Onoe on the arm, run forward (using the panther would be wiss] while avoid-
ing debris catight Up inthe tornado. Dodge flying cars, shipping contahers,
-and the gusts of wind that wrap around the surface of the arm. Evading the
fiying detris thal comes close allows you o enter Witch Time:

Whenyiou reach the end ofthe arm—where the shoulder should Be—run fo
the [eft o right to get bothe armpit, whereyou |l find the large generator thiat
holds the arm to the torso) Attack thal thing relentlessly. The generatar is
protested by four fioat ing blue olyphs. Each aenerator yvou emcounter or the
bessnll have thiz seame defense system, so try Lo Evade the attacks arthe
callective damage will affect your score

Destroy the generetorand you det an opporUnity to perfonm a Climasx move.
Press he indicaled buttons and walch s your new dermon, Hekatornzheir grips
Teriperantta with multiple hands as & few cther hends np his arm from his sacket,
Priess madly on the Action butten (o infict mesirum darmage: (1100 Gigatons)

o youfight on a platferm, hitling the gripping tentacle while avaiding
altacks from a second tenlacle. Stand behind the aripping tentacle while you
attack it to enoid ihe other tentacle’s projectile atteck. However, hiding does
not present damage fram the boss's pulse laser eye or arbreathvattacks: To
avaid this, youmiust ump over the stream of pulse lagers, Try to Bvatle arid
enter Wileh Time o Increase Ihe damage you deal o the fentacle

Dunng this stage, you get anopportunity to leap o some pletforms o grab
and throwa fransfer truck et the boss, This is similar to how you threw the
trolleyiin the previous slade. Rid the boss's health gaude of blue vitality and
draws ifs armn back in pain and returns with a fist. Fallowthe-bliton prompts
to Evace the punch and land on the ewinging arm.

Remeving of the second arm emplaya (he same tectics as the first, except
yau'll encounter more dangerous wind gusts around the socket generator.
Slice up the:gensrator until prompled to perform a Clmax tove, This, once
-agaln, summcns Hekatorichelr whiowill fip the last arm from the torso. Try
o gel the max bonus to ifief the mos! damage possible: After remiving the
arm, Bayenettaleaps to Termperartia's forso,

There are two hip generators on thelorso and ancther behind the neck. All
three generators connect to Temperantie’s head shisid and are susseptible 1o
damage: Do not atternpt to altack the shield around the head, it's currently in-
Yilnerable. With each generetar you destroy, a section of the torsa it wes
allachedto crumbles away. Thase shisld generatars have an allefnale
aftack thet the'two arm generators did nat. they will ccoasionally
releass a blast of blue enendy I a radius araund theriseles
You havie only a mement to move back wher you see the
eneray gather Destroy all thtes in any order you wish
lo reash the nexd stage of the battle. In Herd mods;
there are five: generators to destroy before you,
reach thedead terget stage




After destroying the three torso generators, Temperantia stretohes its neck oul and shel-
ters its head shisld You mow mst target the boss's head,

Youcan perform (Umpingicombos onthe forenead and try to get as much air hang time
a5 you can Lo increase your demage s time ratio, The wind gusts ars the orly: thing you
need {o Evace untl the boss fires laser showers from ils forehead or starls spinning its
head around to swipeyouwith a lazer beam All of these alacks can be dodged. Jump or
dash o the sidewhen the lasers shoot up out of the head, then jump high to mairtainair
hang time to allow the eweeping laser to pass beneath you, [fyou tnyto pass underneath
the laser, tentacles come aut of Temperantia's mouth and grab Bayonetta and you must
widile the [eft slick to.escape. The payoff I that oLl san sitn the head and it will lie there
prone for a fes seconds .

Temperantia also shoots projectiles from its eyes In a speciacular fireworks display, When
this happens: dash to the lsft or right to aveid the frant of the boss's face. You could also
turn into the panther and run dawn its torsawhile rushing tothe exdreme 1ef of rght 5o
that these attacks land on the torsa and net you. Think fahols.

After much abuse, the boss's hiead becomes more and iriore grotesgue. Many Wicked
Punshes reach right through the head and hil the target, so you cauld ettack the boss from
behind, which is often a safer place to be.

When al the Temperartie’s heallhyis depleted, approachithe head and perform a-Climas
miove; Hekatoneheir appears one last time and-pummels the ugly angel into submission
and lands & finishing blow o the sturp of a head, squashing it lke & arepe: Presswildly
anthe Action butten o Increase your bonus.

In the-ending einemalic; Bayonetta is al thetop of her garme with finishing moves: She!
slams & fuel tanker inthe creature's face: The peeing statue from the previous fevel then
squirts gasoling fram the tanker. She ignites the stream of fusl with & bullet, but the fire
fails to reach the target. Withouta blink, shethen shools the statue's spout to [gnite the
tanker, which blows the ailing Termpérantia to smithersens.

-

~ WALKTHROUGH
PROLOGUE




ICRID HIGHYAYS

‘ Growss Gaptured {Mom al) ‘ Growes Gaptured {Hard} ‘ Grows Captured (Nonstop Climax}

% Arcade Bullet
@ Broken Witch Heart

_ NOTE: Arcade Bullets will sppear when Applaud i3 defested (n Verse 1, and
wihen Joy s defeated In Verse 2
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After totally ennihilating Temperantia in @ most embarrassing defeat, Bayonetta sels her sights onthe igland cityin the diz
decides to travel the way normal people do: take the highway. As she quips about halling & cab, she sees military pers:
way due to unauthorized vehicles approaching. Logking through the sporty tanks approaching, Bayonetta spots Luka and!
she dashes through the gate before It closes and shoots a heart-shaped hale into the security gate to allow her friends o p&sst

EASY MODES 'HARD {and above) MODES
Affinity (Spear) x1, Affinity (Affinity (Trumpet) x5,
{Trumpet) x3, Applaud (Spear) x1 Applaud-[Sp&aﬂ x1, Ardar x1 ‘Applaud (Spear) x1, Fire Ardorx1
B
MEDALS -
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ODETTE (SKATES)

d ; IFyou wisit thie Gates of Hell fram the menu
— before starting the level, Rodin will take the

Q” latest LP youlve collected andtrade it forthe
' " Odette theskates).




VEHICLE SURFING BATTLE

Equip skates (Odette) ta your feet with the katana equipped to the same set for your hand-held
Meeapon You begin this chapter (A) riding on the top of a transfer trusk, which is moving at @
pretty good clip down the highway: Directly ahead of you, onthe same irlek are an Appladd withy
‘aspear and anArder, natrally halding & broadsward

There are two cars and a tanker to your right. The furthest car and the tanker each have an Af
finity with trumpets riding onther, s does the car directly in front of yourruck. Behind yolis &
team of those sporty tenk-likecars like Luka drves. There are two trumpeting Affinities on these
tarks. \While teking on the enemies onyour fruck first, be sure to listen for the trumpets blarng so
you can prepare fo-avoid the projectile and hapefully use it to enter Witch Time.

Atteck the enemies lke you inferid to defeat them, but keepin mind that knocking them off the
fruck alsa resulls in @ very quick kill. [Fyou want the Arcade Bullet from defeating the Applaud,
then de net knosk this foe off the truck and be sure to move under the raining items before mov:
Ing to atteck anather

After defeating the Ardor-and Aoplaud using Wicked Weaves, leapfrom the truck to one of the
rearby vehicles. Many of these gaps require & double<jump. |Fyou still feel like you won't meke
it, double-tap on the Evads button while in the @i to turn intothe Crow (f you've purchased that
technique). If you don't make the jurmp, youwill net die.; you just land on the street and are then
‘autornatioally placed back on the original ek

Grab the cropped broadsword, then leap 1o a vehicle and take out & trumpeting Affinity with ane
blaw: Mave from wehicle ta vehicle, defeating all the Affinities to complete the verse. If you would
like to jump miore than one vehicle space at atime, then runa bit ) transformm into the panther, and
give it @ big double-jurmp. Vierse 2 begins imimediately efter finishing the last enemy in Verse 1.
Bayonetta leaps from the vehicles and faces a farmiliar enemy in the strest




LGS EEEE S ARCADE BULLET

ENEMY ENCOUNTERS = - WALKTHROUGH

EASY MODES
Joy x1

NORMAL MODE _ {ARDadaborelMODES LTS

MEDALS

HARD
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JOY STREET FIGHT

Wihen fighting the-Jovs inthe strest (B), attack them
fiam aboie to-avoid the speading treffic on the busy

highveay ar just move off to the side of the road. You
take only a little damage from vehicle callision, but
freciuent incidents deal a sianificent blow o your overal
health—nat ta mention the health you may be losing
due to having three: Joys attack e once; Move around to
colect dropped tems; one of the Joys leaves an Arcade
Bullet
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The good thing abolt going airborne is that the Joys
tend to keep theirfeet on the grotind, &0 youl just have to
contend with the lergth of their whips end projectiles they
oceasionally shest. Your own whip could reach them on the
ground whileyol'te maintaining air hang time, but Using
the sword with Wicked Weave combins daes the |ob much
more quickly. The moment you finish off the last Jog, you are
thrown violenthy into Verse 3

RIS SEN BROKEN WITCH HEART X2

VEP WE 3&4  ENEMYENCOUNTERS

ALL MODES i
Affinities (Trumpet), Applauds (Spear), Joys Irenics, Belﬂuedsmm;iﬂyejﬁeﬁ

VERY EASY/EASY HARD
| sec_] comeo | pamace | SEC | comeo | DAMAGE | SEC | COMBO | DAMAGE |

350 110 1] 34 110 0

SEC COMEO | DAMAGE

507 — 500 454 — 1000
624 — 1000 1] 6:07 — 2000
40 — 1500 ] Y| — 3000

VERSE 4 MEDALS
M . VERY EASY/EASY ] HARD ' _
[ COMBO | DAMAGE | DAMAGE | DAMAGE | DAMAGE
| 430

110 0 500 110 0
500 6:90 — 1000

1000 : 820 — 2100

150 i} 1040 — 3000




" MOTORCYCLE MAYHEM

MOTORCYCLE CONTROLS
BUTTON COMMAND

Laftstick Up Speed Up
Left stick Right Right

Left stick Down Slowe Down
Left stick Left Left

Evade Evade
Action Fire Guns
Punch Fire Guns
Kk Fire Guns
Jump Jump

Agenon g you kil Joy, a motorcycle transfer tiuck onthe hichway locks the
brakes (o avaid hitting you. A res snemy {a tricked ot vehicle), Irenis, plows
through the bottam of the truck, sending motonsycles fiying and the truck
tumbling an fire and out of control. Press the Jump button when prompted to
avold death, When pressed at the correct time, Bayonetta launches herself up
intothe airand hot-wires a falling mol sreysie with her midde finger She then
lands perfectly and gives chase

Winile on the bike, keepyolr finger on the Fire button, targeting and shoofing
the many angels riding on the tops of yehicles You'll also spet multipte Irenics
(angel vehicles) without the angels riding ontap, Slow down to stay behind
these targsts and shoot them until they explode. Lise the Bvads button when

closing security walls or the Beloveds® spread legs




Rain begins o pour down and the read begins breaking up In
places. Use the Jump button to clear gaps and jump aver steps in
the road. Sponyou | start seeing more frequent signs of the Joys
presence in the battle Usethe Evade button to pass under the long
laser-barrierstraps they leave behind—this is a good way to aclivate
Afitch Time.

Whher YL see fhie large bridge i the distanie for
the:secondtime, prepare to nde Up and arotind
the twisting support beam: You can do thisonly

onthe raht side. When the suppert beglrs {o loop
Upside-down, youll seethe Broken Witch Heart (C).
Rurithraugh i

To find the secand Broken Witch Heart, you must {ake the detaur on the
comstriction branch on the third lzp. The Broken Witch Heart (D) cnly
appears here on the third lap, so dorrt miss (l!

Alarae section of the road breaks away and you must veer et to avoid
going overthe edge and into thewater. Follow the new detour through
& road barrier end off the edge of the first big gep over the water Align
wour bike with the middle of the road befere the jump, then press and
hold the Jump buttonwhen prompted to launch away. It's not over yet,
though; you still must steer your direé’ticjan_ Inthe airto land on the road
below.
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BRIDGE CATASTROPHE

Thisis followed by crumpled road sections that send you Up multiple inclines
but na more [umps as blg asthe tast one. Break through the next road barner to
get back onthe highway. 4 Beloved guards the bndge ahead and the road|ead
Ing Upto this crumbles awey: ust before vou amve. eer right and drive up the
bridge support. Keepyour bike centered in the middle of this narrow, twisting sup-
part beem. It's similer toa roller coaster ride; you will twist and dnve: upside-down.

As-500n as you reach the other:side of the bridge (following a short cinematic),
push up én theleft stick and press the Jurnp button toleap over a flaming big rig
that's relling right toward yeu! Dene successfully, you hop the bike up, sending
it off the back of the rig like & trick ramp. Ina out-scene, you 568 new crealurss
threatening [Luka and Cereza This ends Verse 5

ENEMY ENC( )UNTERH

ALL MODES
- 9
MEDALS
MEDAL VERY EASY/EASY HARD

| 1wpE | sec | comBo | DAMAGE SEC COMBO | DAMAGE COMEO | DAMAGE | SEC COMBO | DAMAGE _
PLATINUM 0:40 260 T2 ' 130 1850 ] [ ' '

GOLD 054 224 5uu . i 1:40 1104 1000
SIVER 117 212 1000 7 e ] 150 852 2000
BRONZE 120 200 1500 i ' ! 2100 600 2000




BRAVES BATTLE "=

This batlle takes place —~

in Witch Time: bt A

these new craattres are resistart 1o the effects of this slow state, You
cannel implement a slower version by Evading altecks, but don't |et
that discourage you from using this tactic anyway—Evading s still a
wery useful move:

The battle begina with youl facing three very large angels named
Brawes. If you et the fight linger on too leng (et around 04:40.00), the
three Braves will join as ane and become & larger, single Brave that
is almast the size of & Belaved! Once inthis state, it behaves and
attacks much like a Belaved,

Ta aveid facing this enlarged, United fae, consentrate your herdest
hitting moves on one Braye untl it 15 dead, and saon, As little Braves,
they are fast, but not as fast as Grace or Glory. Sg be preparedto
Evade a |of to avold damage: Try to get behind them and attack using
the ketana and skates while pulling off Wicked Weaves. Herd the
enemies together and Use attacks that hit multiple targels at once to
get the most hurt out of eesh hit

Defeat the Braves to complete the chapter The bridge explodes and
Baycnetta falls throligh a new tealm before she hits the water,

WALKTHROUCH
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QAliheim Portal
% Arcade Bullet

I Breakabie Object

é Gates of Hell Portal

@ Gold LP

\ Red Hot Shot { fasy Mede Baiy
@ Broken Witch Heart

[j Witch Sarcophagus
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RIS (FY, BROKEN WITCH HEART, ARCADE BULLET X2, MESSIAH HWV 56 LP, MAGIC FLUTE (EASY MUUES ONLY)

ENEMY ENCOUNTERS 3 :L.H
EASY MODES NORMAL MODE fand above) MODES 4

-]
-{

Affinity (Hom)x1, Ardor (Key) x1 Affinity (Hom) %2, Ardor (Key)x1

MEDALS
MEDAL VERY EASY/EASY _ HARD AN
| TWPE__ | SEC | COMBO | DAMAGE | DAMAGE IEE!EI! DAMAGE
PLATINUM 0:50 1250 ] I . i 130 250 v
GOLD 17 200 500 | =0 2400 L.} 1um
SILVER 124 650 w0 | I I 230 1710 2000
BRONZE 1:40 500 100 [N (1m0 300 900 000




CLOCK

With a Broken Witch Heart inside

You begin this chapter standing on the same clock (A) where Bayonetia and
Jeanne fougnt side by side, fending off angels at the beginning of the game.
Yau are now just above the train station. Jump from the olock to the Halg
between the clock and the floating building fragment. You could double-jump
aiver the glyph tathe next platform, but it's wise to get familiar with these yel-
e ghyph platforms, you'll be seeing plenty of them in this chapter

Jurmp fram the bulding fragment ta the row of Halo platforms; then leap to the
train s_tatign_ptatform (B). Explore the area putsids the winding stene fence.
You can find items in vases, a Normal mode Grow, end awitch sarcophadgus

stone fence, on a small grassy ledge, near the area
where you first stepped foot on the train station
platform. This bird is slow, so0 you ean just run up
and catch it on foot.

4
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%00
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Break thevases inside the plllar
gazebo to urcoyer an Arcade Bul-
let. Without disturbing the centrel
stetue, headto the east side of

the landmass and break away the
concrets fron the dacrway. This
Uncevers a Witch sarcopiagus with
the Messiah HWV.56 LP inside—
the first ofthree LP pieces thet lead
toa trade forthe bazookas.

Approach 1he statue (C) to trigger
the first verse battle. You face two
Affinities with homs and an Ardor
with alarge key. Defeat an Affinity
and take the hom, then press 1he
Kick button to shoot a laser beam
in & 380-degree arc of
destruction.




One of the Affinifies produces an Arcade Bulletwhen it dies

Defest the Ardar and pick up the Key, which acts as aweapon, as
weill as the item needed to further your progress, Smack around the
remaining enemies with this item, then insert it inta the keyhoe in the
stetue (C). Do ndt do this before defeating all the enemiss ar you'll Fail
the verse batlle

Light rings meterialize above the statue. Before jumping up onta them,
avnidthe trigoer area, head to the west endof the train station (D) and
smash the conerete doorto reveal an Alfheim Battle Arena portal. In
Easy modes you alsofind & Magie Flute nearthe portal

WA SIS RSN BROKEN MOON PEARL

VERSE 2
ALFHEIM

NORMAL MODE
Stage 1; Affinity (Spear) x7,
Affinity (Flail) x6, Affimty (Trumpet) x5,

Applaud (Spear) x1, Ardor x1.

MEDAL VERY EASY/EASY

ENEMY ENCOUNTERS

Stag ; peal Applaud (Spear) x1,
Affinity (Spear) x2, {Flail) x2
Affinity (Trumpet) x2 Stage 2: Affimty (Trumpet) x2,

Stage Z Affinity {Spear) 7,
Applaud (Bow) x1, Affinity (Flail) x3,
Affinity (Trump et} x5, Ardor x2

MEDALS

TOP CLIMAX MODE

Affinity (Spear)x1

Stage 3: Affinity (Flail) x2,

Applaud (Bow) x1

Stage 4: Affinity (Flail) x1
Stage 5: Ardor x1, Affinity (Spear) x2,
Affinity {Flail) x2

HARD

DAMAGE

© PLATINU

SEC GOMBO | DAMAGE

400 224000 0

118 91700 460

136 7600 800

455 3500 1200

OUT-OF-BODY BATTLE!

Defeat all the angels out-of-body befare lime expires ta complete this

challenge.

MODE TIME LIMIT HP
Normal 3:00 5
Hard 4:30 4
Climax 3:20 _3

Press the Action button to trigger an cut-of-body experience. This
pleces your real wiorld Body in a protective, purple shell (like the one
Cereza appeared in during betttes), Damage istaken when either you
o the shell are attacked by angels.




Head to the far end of the battlefield to place the shielded Bayenetta
Walk as far as you can until you hit @ barrter, then drop shield there and
turn aroundto fend off any nearty angels: Lead the fight away from the
shield to keep it safe from collateral demeage. Angels seek and attack the
shield, soyou must keepiroureye out forthis: When you see one maving
In, use thekatana dash attack or turninto the:panther ta reach the enemy
quickly, then stike them beforethey hitthe shield. You can elso try Taunting
them away, but cycling through enermies might be tricky.

Youcan move the shisld at any time by approachingand pressing the Action
butian, bt it shouldn't bie necessary if yau keep the baltle at a distance. The
chellenge in Nermal made is very manageable when you equipthe katana
and the skates togethar This gives you powerful attacks and speed without
having to go parther Use Wicked Weaves every chance vou get and never
missan apparunty ta torure the biggest and toughest angels inthe fight.

Defeat all the enemies inthe time allotted while out-of-body 1o complete the
chellende. Pick Up wour Broken Moon Pear! from the stump on your way out.

KEY ITEMS:

ENEMY ENCOUNTERS

EASY MODES NORMAL MODE
Affinity {Spear) x1, Affinity (Flail) Affinity {Spear)x2,
x1, Applaud {Key) x1 Affinity (Flail).

HARD {and above) MODES
Affinity (Spear) x1, Affinity (Flail) x1,
Applaud (Spear)x1, Applaud (Key) x1

MEDALS
VERY EASY/EASY HARD
SEG__ I GOMBO_| DAMAGE SEG__| COMBO_| DAMAGE
1:00 [ b zm 3680 ]
120 L | 1952 1000
1:00 320 137 2000
HALO RINGS

Return ta the statue (C), then jump
Up onte the lowrest Hala ring and
follew it until you see an adjacent
ringa bt higher. Jump from ring to
ring It this manner, warking your
wey Up untilyou've reached thetop
of the ephere (E) where the \erse 3
battle begins,



Unleash Wicked YWeaves and Torture Attacks on the rock sphere
angels. You can walk or skate all eround the sphere, defying gravity as
if Witah Walk wes enabled, Defeat all the ensmies, consentrating on
thie Applatd with the key. This makes a fabUlous weapon with unlimited
hits (until it & used in & keyhole). Claim the Key, then beat the ramain-
ing enemies with it, along with some Wicked Weaves.

Skate araund {he rock sphere with the key until vau find the statue
keyhole Plage thetkey in the hole to ereate ancther Halo rng pathway.
The verse Is nol complete until you do this. Follaw the new Halg

ring pethway from behind the stetue on the-sphere to the platform
above(F).
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VERSE -L ENEMY ENCOUNTERS

ALL MODES
Gulem (indestructible), Affinity (Spear) x7

-

MEDALS
VERY EASY/EASY

180 0

GOMEO | DAMAGE | SEGC | COMBO | DAMAGE COMBO | DAMAGE |
R . 120

14 372 500

214 336 1000

240 30 1500

HARD

SEC

DAMAGE

800 0

COMBO

14 560 1000

214 480 2000

210 400 3000
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' Mﬂm ‘u The Hard mode Crow is located on the curved railing of the empty,

biack platform at the top of the light path. Skate up to the bird and
capture it; it's not too fast.

GOLEM
RUN

The snake pathwray bites
anto the edge of your platfarm (F),

Wlalk up antothe serpent's heatdl and praceed along s back As youset out on
the pathway, Golem (a large, gresn sphere made of many cubes) drops down
and begine to roll downafter you,

Change intothe panther on wear the skates as you flee downthe snake path:
way. As |ang as you keep maving, you're net intoo much danger of Galem
rolling overyol. However, this creature targels you with bolts of ightning:
ihen you see a yellow glyph forming on the ground ahead of you, perform an
Evade o dodge the lightning—you enter Witsh Time as a bonus if you do his
at Just the right time, This stops Golem and dlows you to put more distance
between the two of you

Diont worne abiout battling the engels along the pathweay, Golerm will squish
them as it chases you. However, ifyou e drving for-a platinum ssore, try to
perform acombo or two on the ones youcan as you run past them in Witch
Time: Too much angel fighting allows Gelem ta catch up, roll over yeu, and
send you over the edge only to get eaten by an Inspired. There's a large gap
af the end of the snake trall. Press the Jump button when prompted o safely
|eap from the pathway to this new blatform (G).




GEAR PUZZLE PLATFORM
Gheck the omate staff emerging from the middle of the gear mechanism. You learn there should be four gears instead of three: Perf
the witch barrier until @ golden gear appears, then returm to the pole and swing on it, Using the Action button to initiate the spin: Move the [efi stickiin
the direction you wish to tumn the: platform

The symbel on the prompt indicates aclockwize turn, but turning it courtétclockwiss |5 & shorter trip to the connesting Hala ring pathivey, Fallow the
new Helo ring pathwiay tothe next landmass (H). -

AR IREESS KEY X5, BROKEN WITCH HEART

ENEMY ENCOUNTERE

NORMAL (and below) MODE

Stage 1: Glory {always second chest)xt
Stage 2 Grace {always fourth chest) x1
Stage J: Fairness {alwaysfifth chest) x1

MEDALS
MEDAL VERY EASY/EASY |
[ e | SEC |

e —————
—————
e ———e
—

__PLATINUM | 200 1860 [ hm 3590
GOLD I 240 104 .‘]]I] 1452 0 854 1952 . { i —_———
=
———— e
e ———

SIVER 320 852 1000 ] , 107 1376
BRONZE. | &m0 600 _ 1320 800

GOLEM RETURNS

Golem calches upto you and
simashes a ke Into five pieces
when you reach courtyard (H).
The key fragments are instant ly
scattered and locked away into
five different witch sercophag,
Move around the courtyard,
smashing them toreassemble
the key: Dothis sothat you

are batlling cnly one enermy af
atime (besides Golem). The
second ches! alweays contains

a Grace, thefourth a Glory,

and the fifth always contains a
Fearless You must defeat these
creaiures (o obtain the key frag-
ment they possess.




The Golem relentlessly slarnz down on the ground in attempts to flatten you
You can dodge this by Evading the light alyph that forms on the ground just

before the Golem slams down, You can lure your enemies into these impect
paints-and allow Galem 1o help you defeat the angels

After collecting all five fragmenis, the key is reassembled Pick it up and place
itinthe keyhole in the statue atthe top ofthe steirs (1),

" } The Normal mode Crow is on the edge of the
courtyard, near the backside of the balcony and
stairs. Use the panther to catch this bird; it's
quick. Don't jump, just run into it, then quickly
press the Action button when prompted. ' L

Ancther Hala ring pathway matenalizes once the key is in the statue. N\

Follow the new pathwey: up tova pew platfanm (J). Jump from one ‘?
Helo. pletform o the next to reach the: new area; In the middls of the A
path, multiple platforms mave around the space in front of you.

Just jurmp tothe ones that line Lp on the battom: When you getclose enaugh

ta the new platform, leap toward it and leavs the Halos behingd. As soon

as youland, you find & sarcophagus; smashit to unsover a Broken Witch
Heart. Destroy the gargovles to recover gyven mare items.




KEY ITEMS:

\EIQSE (7 ENEMY ENCOUNTERS

ALL MODES
Kinship x2

MEDALS
MEDAL VERY EASY/EASY L HARD
[ 1YPE__ | SEC_| COMBO ] DAMAGE | DAMAGE
PLATINUM o:40 %0 0| T 110 a0 0
1:34 an 1000
157 9% 200
270 am 000

|/

S
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KINSHIP BATTLE

The Kinship battle begins when you walk along the new platform (J).
This new ancel variety resembles-and behaves like an ancient warship
It floats around the sky, fifing missiles. When attacked el close range,
It unleashés anchar minans: Beth attacks can be Evaded. It will fire
theze clamps at long rande, too. They came flying in your direction and
grab you, Usually helding on until you're hit by missiles or the Kinship's
big lesen

L

The quickest way to destroy a Kinship is to jump aboard and start
slicing the emblem on the cabin with your katana while Using Wicked
Weaves combos. You must also contend with the anchor attasks. The
amchors ere attached to the shipawith & large chain, Evade them just
befare they bite, then cantinue hacking-and slashing &t the cabin unti ;
the shipis destroyed. . Mlsstal® )"
T WY, 56
Aflerdefeating the Kinship, theircharred hulls ake left floating lifeless: :
inthe air. The horizontal warp gate materdizes a the end of the long

A niece ol el Ang

platfarm and the Messiah, HWV.56 LP appears inthe pethwey: ” e A L ieneiD & il




After destroying the Kinship, find this Crow on the rear of the static
Kinship. It's pretty slow, so you ¢an board the charred ship, then just run
up and grab it.

Befere leaving the platform, you should knew that there’s an Alfheim portal
eccessiblein thearea: Remember how oneof the Kinship remained in a stalic
posilion during the battle? Thet's becalise it had to be destioyed in thet posi-
tion to allow you to reach the Alfbeim portal platform: Double-jump frorm this
ship as the panther or double-jump and then transform into @ Crow to reach
the distant Alfheim partal (K). There's also a Red Hot Shat on this platform in
Easy modes.

(RN BROKEN WITCH HEART, BROKEN MOON PEARL
: = B  pe

VERSE 7: e BN O UN T e

NORMAL MODE HARD {and above) MODES . —
Jeanne x1 J-eanne.xl' .

MEDALS
M ' VERY EASY/EASY HARD

DAMAGE

200 810

DANAGE
e — — - 0 0

209 560 10

218 80 800

228 00 1200

DEFEAT ALL ENEMIES!

Defeat all the Jeanne's before time expires: In Normal mede, you must con-
tepd with enly ene—which is plenty!

MODE TIME LIMIT HP
Normal 1:00 5
Hard 220
Climax 320 3

In Norral made, with shaiguns on the fest and katana in hand, you should
have no problem completing this shallenge.




Just ga into battlewith weapons blazing and don't et up ta allow
deenne o get into.a grove. Remember, she has Wicked Weave atlacks
and she's happy to show of these attacks, Use the pantherto quickly
gel behind her and attack her vUlnerable backside: Once you've landsd
a hit from behind, follow it guickly with a long and powerful comba to
keep her back turned and off balance. Wihen the fight ends, pick Up
your Broken Witch Heart fiiaim the stump befare leaving

PROLOGHE

Diuble-jump and transform intaa Crow to fly back to the previous plet-
form (J) Follow the pathito the left and smash the vases for iterms. Bust
apen the sancophagus to find @ Broken Moon Pearl, then run up the
horzortal portal (L) and jummp into the hale to reach the next platform
(M) and begin Verse B

X

AR EIIRURE ARCADE BULLET

VERSER ENEMY ENCOUNTERS | -

EASY MODES ibove) MODES
Stage 1: Nong

Stage % Joyx1

MEDALS
MEDAL VERY EASY/EASY HARD
mma: sec | comeo | pamace | sec | comBo | DAMAGE |
| 130 480 0 | 240 8360 o
200 an 11 1] 34 7 334 4004 1000
230 336 | &3 2552 2000
300 300 ! i ] 1 50 1100 3000

SEC COMEO | DAMAGE

\




SNAKE TUNNEL

Cadhad: Ag you pass through the horizontal portal, Bayonetta falls feet-first through @
. f:lfﬂ-l-" « thicket of largs, lifelike vines, each grawing a single large sporein the middle.
.ﬁ Yau can splash thraugh the spores to earn Halos while navigating the

tangled tunnel. Destraying all of them unlocks an Achievement!
Triophy. Along the way, youll oot Inspired foes withaut much
ofachance to attack them. The real battle ooeurs when
youtoush down onthe platform (M) at the end,
where you must quckly deal with three
attacking Joys &t once: Evade them
as soon as you land—the Jdoys attack

immediately!

. o
2108545

When dealing with the three Joys, Keep
maving and Evading between unleashed
combos and Wicked Weaves. [fs a

good |dea to have the katana and

the skates equipped for better attack
power and spesd

Concertrate your attacks on one Joy
d atime However, don't misz-an
apportunity touse Wicked Weaves with
the kalana when two cr more are grouped
together for & dotble (or triple) damage
altack!

{One of the defeated Joys drops an
Arcade Bullet The verse does not
end after this, thaugh you must exit
thie platfarm, then run throligh the nest
tunrel and up the stairs to the slam-
mming Golem balcony (N).

7 " (LIMAX MODE UMBRAN TEARS OF BLOOD

After completing Verse 8, double-jump as high as
you c¢an from the top of the stairs (N) toward the
Crow perched at the top of a high window over the
entryway arch. If this jump is high enough, your
Crow Within will just reach the target before you
begin to descend too low to reach it Grab the bird
as it flies away.




Aportal to the Gates of Hell shop is on the next ledge (0), Proceed around the slamming Golem and head up to this platforr
ping If necessary, then walk up to the broken bridge where the Halo platforms are seen moving along & light path. You gen jump.on thes:
don't head down that route just yet, There's ancther battle to be wen to claim the final LP piece

Stand near the Gates of Hell portal, then run up the stairs toward the braken bridge-and transform into the panther. Jump over the gap tolend 0{}-_{[“:]_&:
other sice (P). Smashing the stetues here initiates the Verse 9 battle.

KEY ITEMS:

ENEMY ENCOUNTERS

ALL MODES
Stage 1: Affinity (Spear) x1
Stage z: Affinity (Hail) x1
Stage 3 Applaud (Spear) x1

MEDALS
MEDAL VERY EASY/EASY . HARD \
| e | sic ] comBo | DAMAGE | sEc | comBo | DAMAGE | SEC | comBo | DAMAGE | SEC | GOMBO | DAMAGE
“PLATINUM 190 0 )

e
—————e—
e ——————
0:40 140 800 1] —
————
—————
e

054 n 500 i J 120 560 1000

107 336 1000 I 140 480 2000
120 300 1500 : ! 200 100 3000

ANGEL STATUES

Bust statues one at & time, defeating the:angel that pops out from inside each to-avoid battling multiple enemies at once: This Isa manageable batlle
against two Affinities and one spear-wielding Applaud. Wipe ‘em out, then head to the end of the pathway (). Break through the cement
barrier in the dacrway to find the sancephagus containing the Messiah, HWV.56 LP. With &ll three pieces, you can now return to the
Getes of Hell and trade for the Lt. Col. Kilgore ([Bezookas!). These awesome weapons are most effective when equipped o
your feel

! :‘J Y Lt-Col. Kilgore ’



(80) " §ARD MODE UMBRAN TEARS OF BLOOD

This Hard mode Crow is on the curvy rail, near =8
one of the Affinity statues along the far path. =8
The one is quick, so run down the path and leap ©
yards before you reach the bird. It looks like it
1 flies too far off, but you are prompted to “Grab” it
if performed correctly.

Returntothe light peth near the Gates of Hell porial (0): Jump from one mov-
Ing Halo platform to the next. Do not wear skates; as this maneuver |s already
a bit more difficult than other similar platform umps. 1t's & bend of light like the
previols ones, except this time there are gaps. IFyou miss, youll fall through
the pathway—iry to recaver by jumping to the cther side of the bridge from
whetever surface you talch down on.

When you get to the first Golem-smashing-platform (R), time your passage
with the Golem's collision 1o reach the far side of the platform. Count three
slamg in a row; then dash or skate to the sther side: Jump same mare Halo
platfarms to ancther similar Golem smashing platform. Ths firme, sync your
passage with the new collision pattern. There are folr slams inarow, then

a delayed fiih slam, Dash the mament after this last one; Jump asross the
remaining Halo platforms to reach the pathweay (S) that reaches thewitch
training:area (T) where you finally do battle with the Galem. Avoid thewind
gusts as you approach the training area. Smash the gergoyles along the siay
tofind an Arcade Bullet :

LR SNSRI BROKEN WITCH HEART

ENEMY ENCOUNTERS
ALL MODES

Golem x1

MEDALS
mEBAL VERY EASY/EASY HARD
SEG__| comBo | pAmAGE | SEC ] GOMBO | DAMAGE |
PLATINUM 120 1860 230 3680 0
0 240 104 320 1952 1000
240 852 10 1976 000
300 600 500 80 2000

SEG GOMEO DAMAGE




GOLEM BATTLE
The Golem transforms into many different shapes (coples of Bayonet-
te's demon summans), each with its own unique atiacks. Each frenafar-
mation also cortains the sensitive core of the Golerm—the red glewing.
sphere—teasing you by expasing this weakness. Golem, howeser, has
moves to prevent you from ettacking the sphere in any transforme-

tion form. To beat this creature, concentrate all of your attacks on this
sengiiive sphere while in Witch Time (accessed by Evading Golem's
attacks). Attacking the Golem cen break it open and exposs the core.

WWith the katana in hand, Evade an attack to enter Witch Time, then
race on to perform long air hang time comba attacks on the sphere
The longer you can maintein flight, the more combios you can inflict
onthe sphere during ane atteck phase. Also use air Evades o socess

Witch Time and give yourself more time at the sphere without the threat

of retaliation

When youtve all but beaten the Golem, you get an oppartunity to
perform a Climasx move. Prezs the Punch and Kick buttons simultans-
ously to punt the creature into the airand summon Hekatonshelr Yaur
demon bounces the Goler around like avolleyball, then spikes it to
the ground. When this happens, mash the Action button to score the
greatest damage bonus.

After finishing the boss, break the chest onthe stairs 1o Uncaver the
Broken Witch Heart. Iz not over yet, there's ane mare Alfheim Battle
Areriatovisit: Grab the Umbran Tears of Blood before proceeding

63 NORMAL MODE UMBRAN TEARS OF BLOOD

The Normal mode Crow is near the Broken Witch

Heart chest on the stairs to the left of the training 8

area entrance. Use the panther to reach this quick
bird before it flies away.

L
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W ATETSE BROKEN WITCH HEART

\ERSE 11 ENEMY ENCOUNTERS

ALLFHEI\{[ NORMAL MODE HARD MODE NONSTOP CLIMAX MODE
i L Stage 1: Fearless & Fairness Stage 1: Fearless & Fairness Stage 1; Fearless x2, Fairness x1
Stage 2: Joy x2- Stage 2: Joy

MED; VERY EASY/EASY HARD
SEG__| GOMBEO | DAMAGE | SEC__| COMBO | DAMAGE |

SEG GOMEO DAMAGE

ITINUM 230 10560 0

| 1944 10
253 3072 600
304 1200 1200

LIMITED PUNCHES AND KICKS!

Defeat all of the engels before time expires, using the limited number
of punches and Kicks allotted.

MODE TIME HP PUNCH/KICK

LIMIT LIMIT
Normal 1:20 3 1313
Hard 2:50 3 40/30
Climax £:50 3 G50

After defeating Golem at the training graunds,

return tothe location of the last Joy bettle (M). A

quick way there i to miss a jump from ene pletform ()

to the Golem glamming pletforma (R); voull automatically
be placed near the Getes of Hell portal (0) without losing &
lifie. “ou mow just have to skale down the stairs and leap to

the mew Alfheim partal (M)

This Is a rether difficull challenge You must defeat Fearless &
Fairmess with limited kicks and punches. Equip the katana and
wear the skates on your feel. It's also wise o have Saéne’s

Light and Woon of Mahaa-Kalaa equipped. Finally, the Bet Within
techniue s priceless in this challenge. It allows youto disperse '
damage if you press the Evade button the moment you're hit by tuming N
Into & flock of bats, causing the enemy’s attack to pass nght through
you, This s very useful sinse you will continually attermgt to create
close call Evades for Witch Time. When Bal Within iz activated,

you do nat lose any HP!



Like other limited punches and kicks challenges, vou should attack only
when in Witch Time to increase the demage. Also, use Wicked Weave
with the katana sothat the special blade aftask passes hrough both
enemies at the-same time. To do this, you must rustle and herd the twa
enemies together, then Evade aclose call befare attacking Several
favarable oosurrences must fall iria place for things to go s planned,
so it takes some time {0 complete this challenge. Skating and use the
pantherformto race around the enemy continusushy. This keeps them
busy laaking for yau and prevents them from using some of thelr frickier
longrrange attecks.

Evace everything they throw at you, When they're grouped together in
Wliteh Time, quickly postion yourself sothe Punch, Kick Purch blads
pesses right through boith of them. YWhen victory is yours, greb the Bro-
ken Witch Heart from the sturnp. Returnto the witch training grounds
(T) and pass through the docrway to complete the chapter,

g &




¢~ Alfiieim Portal

% Arcade Bullet

é Gates of Hell Portal

D Broken Moon Pearl

"\, Rt Hot Shot £asy Moo )
@ Broken Witch Heart

D Witch Sarcophagus



ing in Vigrd before and lifts & carwng of two it Ie g|r|5 irto view. The |nscr|p ign on the boﬂom reads deanne
from her past, the ground begins to shake and large tentacles break through the floor and grab her She fends them o

Joys that enter the room through the large hole the tentacles created

MEDAL

PLATINUM
GOLD

SILVER
BRONZE

THE JOY OF BATTLE

VERY EASY/EASY |
[___TVPE___| IEEEEE!

LRSS ARCADE BULLET

ENEMY ENCOUNTERS

ALL MODES
Stage 1: Joy 23

MEDALS

DAMAGE

SEC COMEO

5[I]
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320
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500

HARD

6500
3200

1|][I]
2000
3000

WALKTHROUGH

SEC

DAMAGE

COMEBO

After surviving @ monster vine attack, which creates & giant hole in the floor of the training facility (A), you must next contend with the three Joys that
come through. You've fought these creatures befare and the battle strategy is the same: Evade often and Use the katana with skates equipped to
yourfeet Concentrate your attacks on one &t a time to diminish their numbers. Gne of the Joys drops an Areade Bullet upon defeat

When &l three have been defeated, the barrier around the opening inthe floor is destroved, alowing you to jump down to

o —————
SRS,

the arza below (B).




200
240
320
400

— COMBO _| DAMAGE |

KEY [TEMS:

RED HOT SHOT, BROKEN MOON PEARL

ENEMY ENCOUNTERS

EASY MODES

Affnity (Flail) x1,

Atfinity (Trumpst) x1
Stage 2 Athinity {(Spear)x1
Stage 3: Affinity (Flail) x1
Stage 4: Grace & Glory

VERY EASY/EASY

Stage 1: Atfinity (Spear)x1,

HARD (anl:l above) MODES

‘Stage 1: Harmony x3
‘Stage 2: Harmony x1

Stage 1: Affinity {Spaar}.x‘-l,
Affinity (Flailyxt,

Affinity (Trumpet) x1 Stage 3;: Harmony x1

Stage 2 Affinity {(Spear)x1 Stage 4: Gracious & Glorious
Affinity (Trumpet) x1

Stage 3: Affinity (Flail) x1,

Affinity (Trumpet) x1

Stage 4: Grare & Glory

MEDALS

HARD

DAMAGE DAMAGE

COMBO_] DAMAGE |
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COURTYARD BATTLE

The Verse 2 battle beging immediately after dropping to the courtyard,
Defeat the Affinities, then assess the situation. There's a gear mechanism
in the middle of the couryeard thal's similar fa the one you discoverad In the
last chapter

To complete this verse you must break &l four of the Golerm Walls located
either at the ends of the connecting streets or dead-ends. Each releasesia
new mechanism gear. So, destroy one barrien at & time while defeating all the
enemies associated with thet stage before destraying the next Golem Wall

Use the Affinities” dropped weapons against them. The Flail doesawicked
numbet on the Gelem Wall, along with the angels. When battling Grace &
Glory, be aware that the lightning setting with the Durga gloves has little effect
on (ihe blue) Grage sincethis creaturs is lightning based, On the ather hand,
Durga lightning has devasteting effects on (the red) Glory, Thisis especially
damaging when you perform & Wicked YWeave—half of its health is depleted!

This Crow is released by the Gracious &
Glorious after you defeat them. So, wherever you
took them out, that’s where this bird appears. It's

slow, so just walk up and grab it before it flies away.



Remember the baleory whereyou found an Alfheir portal the lagt time
youwere In this courtyard? Well, use awall jump and get to the top of
the lley\way's arched balcony to discover a witch sarcophagus, then
break it open to acguire a Red Hot Shot

SPIN THE COURTYARD

Redurn ta the gear mechanism and Use the pole to spin the courtyard
urtil the lengest protruding pathweay ines up with the nest Alfheim

Batile Arena pletformn (C), Follow thal petfway and leap over the. gap
tothe pletform, Smash the-sarcophagus to uneover.a Broken Moon
Pearl, then enter the Alfheim portal

* WALKTHROUGH
PROLOGE

(R AR BROKEN WITCH HEART

VERSE 3: ENEMY ENCOUNTERS W Y .

—————
, NORMAL MODE HARDMODE . ' NONSTOP 2=
LALFHEIL\{ Stage 1:Dear x3 Stage 1: Applaud x2, Affinity (Spear) 3, CLIMAX MODE
' i Stage Z Applaud x1, Affinity (Trumpet) x2 Stage 1; Applaud x2,
Affinities (Spear, Trumpet, Flail) x1 Stage 2 Applaud (Bow) xZ, Affinity (Spear)x3, e
Stage 3: Applaud (Bow) x1, Affinity (Spear) x3, Affinity (Flail) x2 Afﬁﬁﬂ;v {Trumpet) x2
Affinity (S pear] x2, Affinity (Flail) x2 Stage 3: Grace & G]g;_;_(,, o Stage Z Applaud (Bow) x2, B —
Stage 4: Ardor x1, Affinity (Spear)x2, -‘/J ~ Affinity (Spear) x3, Affinity (Flail) x2
Affinity (Flail) x2 !g Stage 3: Grace & Glory
Tl,ll,: {l . Stage4dny x2 ___
——e
MEDALS [l
e ———
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USE WICKED WEAVES! MODE TIME LIMIT
Defedt all the angels before time expires Normal 340, 5
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Climax 810 3
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To defeat these angels with only Wicked Weaves, youl must create great
distance hetween yourself and the enemy so that none of the components
of thescombi leading up to the Wicked Weave hits the enemy The move is
canceled as soon asyou toueh the enemy, befare the.combo is completed

The challenge is ta get far enough aey from your fos ta pull off the guickest
Wicked Weave combo possible—PPRE {with the cotrest timing). To da this
equip the Durga or the kafana.

Try to achieve as many Witch Time Evades as possible: This allows you to freeze the enemies positions-end gel away Intime to tum and perform a combo befeore
thiz slow state ends. Witch Time s immediately canceled if you so much as touch-an enemy. A Broken Witch Heart is unlocked for completing this challenge.

Return to the courtyard (B) and break all the abjects again for new fems, then spin the courtyard using the gear mechanism pole: Spin it againto match up with
the lange set of dstant stairs (D).

VERSE -@ ENEMY ENCOUNTERS

NORMAL {and below)} MODES HARD {and above) MODES
Stage 1: Harmony x3 Stage 1:Harmony x5

MEDAL VERY EASY/EASY HARD - |
[ vpe | SEC | GOMEO | DAMAGE | DAMAGE | _ SEC__| COMBO | DAMAGE | SEC COMBO_| DAMAGE
i IO 040 110 ] i 140 1250 ] _ |
' 500 . : 800 1000
1000 - : 650 2000
500 3000

HARMONY STAIRCASE

Use & panther jump or.a craw transformation in midair ta leap the gap fram the:
courtyard to the staircase (D). There's a Mormal mode Grow on the left ralling
near the first landing. Return to that challenge after you chainsaw the three
Harmonies thal allack as you approach the second landing (E). Use the chaire
saw from the first Torture Attack to massacre the r2rmaining two Harmonies
Break all the wases lining the long staircase for items and Halas




To get this bird, you should transform into one yourself, as low

as you can, while beside the top stair. Then slowly fly down the
middle of the staircase and allow the Crow to fly away. As your

paths cross, press the Action button when indicated to catchit.

ALL MODES

Stage 1: Courage x1
Stage Z Temperance x1

MEDALS

MEDAL VERY EASY/EASY HARD

[__SEC__| COMBO | DAMAGE |

SEC GOMBO

SEC COMEO | DAMAGE

DAMAGE

P T |

1860 ] 240 10560 0

% 1104 500 334 1944 1000

WALKTHROUGH
PROLOGLE

214 852 100D 427 3072 200

Vi || 600 5 1200

BOSS FIGMENTS
COURAGE

Abig surprise s waiting for yauin the large yard (F) infront of the chuich
(G). I's name s Courage As seon as you regain cantrel, run between the
dragon's legs then tumn around and start altacking from behind or onthe
legswith the katana using Wicked Weaves. Try to achieve thisattack as
offen as possible for maximum damage:




Ve
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split second before it hits to enter Witsh Time. Other eftacks

You must attack yourway through the boss's green andiyellow vitalty
gauges. Wicked Weave kick takes alerge chusk of hedth away from the
creature: Try to-achisve a Witch Time Evade, then finish the boss off quickly;
there will be one more reunion befare this verse ends.

TEMPERANCE

Next, Temperance appears just off the platform’s edee. This time, no easy
Wicked YWeaves are gven for batting this version of a past boss. Attack it
with potwerful combis!

The boss's main attacks are a death ray (ariginating from
its forehsad) that spars the length of the platform Dodge
this by jumping over it or by pressing the Evade butlon a

include & varisly of tentacle punches and projectile shots.

Aiter a couple of fist punches and projectile altecks, Temperance
leys ite head onthe edge of the platform. Whenthis happeris dash
toward il and unleash Wicked Weaves on il to guickly issue the most
damage inthe least amount of lime. Acouple reunds of (his destroys
the boss:




~ WALKTHROUCH

FPROLOGUE

This Hard mode Crow is in the weeds on the edge
of the hattle platform. Run at this bird from the 8
direction it flies when disturbed. You don't need

fo jump up to catch it; stay on the ground and be

prepared to grab when prompted.

SPINNING CHURCH

When you aporoach the edge of the platform near the church, a large
tentacle with an engel face reaches up and slapsthe entire church island,
mmaking it spincontinuousy on ite axis You must imeyour jurmp fram

the: pletform to the church entrance (G). Making the jumpis not dificult,
but you must leap directly into the church entrance, anvthing else sends
you daown into ermpty space. Use a perfectly timed panther jump as the
entrance rotates into view. The Vierse 6 battle beging Wwhen you enter

R ANIR RS ARCADE BULLET

VERSE 6 ENEMY ENCOUNTERS

NORMAL (and below) MODES HARD (and above) MODES
Stage 1: Enchantx3 Stage 1: Enchant x5 L eeee s
—————— e
| MEDAL | VERY EASY/EASY HARD T
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S
AN ENCHANTED CHURCH
—— ———

This batlle = a quisk fight with a few Enchanted. Remermber how they liked to wheel around and attack in Chapter 22 Well there's not much room
for them to meve about in this small chureh, so the advantage is yours. They seem to be sensitive tathe lightning Durga and the bezocka shells
wreat havoo on them, aswell. Finish them off guickly in Witch Time and platinum 15 easily obtainable. One of these foes drops an Arcade Bullet.

IFthe back wall ofthe ehurch didm't get Blown out'in that last battle, then destray it now to create your exit. Stepanta the small platform cutside and
look for the green tunnel to come around (the church is still spinning). As soon as you see il move into view, jump inta the middle of it You'll fall down
tathe platform (H) and instantly bedin a new bettle.




S ARISERS BROKEN MODN PEARL, BROKEN WITCH HEART, ARCADE BULLET

ENEMY ENCOUNTERS

ALL MODES
Stags 1: Kinship x3

MEDALS
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KINSHIP BATTLE

“Yau land on & platfarm, staring dewn thres Kinships wha have alieady fired
theirmissies Bvade as soon a5 you touch dawn If you didit enter Witch
Tirne with that maneuver, then wait for the next wave of missiles and try
adgain, While in Witch Time: (when you're less likely to be struck down by
rmisales), leap from the platform ta the first ofthe three Kinships: They are
anchored down and do nat float around,

Perform Wicked Weae moves on the cabinwhile avoidng the anchors on
chains Also watch out fer the long-range attasks from the nearby Kinships
These anchors can zercin enyou. [fihey come close, theyll lalch ontoyou
and do some harm. You can Evade them, but if they do attach, you still have
achance to shake them loase by wiggling the left stick

Be anthe |aok oul for & long laser beam from other ships thet can shaot right
thraughthe cabin ofthe one youfre aboard, Bvade all of these atacks.

@nee the first Kinship 1 destroyed, repeal this stralegy onthe remaining cnes.
SARCOPHAGI

Jump from the end of the last charmred Kinshio hull'to the nearby Halo
pletform (). Break the witch sarcophadus to find @ Broken Meon Pearl Look
inthe distance aver the previous plaferm to find ancther Hala platform (J).
Diouble-ump from your platform (1) ancl inthe peak of you jump, double tap
the Bvade button toriransfanm to the crow and fly 1o the distant sarcophagus;
Brek this ane to uricover a Broken Witch Heart,




CONTINUING QUEST ' : SRR ' ~ WALKTHROUGH
¥ . L4 - [ 4

Return toplatfarm ¢H) and find the flcating Halo platforms over the y PROLOGYE

edde Use these to reach the platform (K) belaw.

KILLER VINE PATH

Run toward the killer vines ahead and keep tapping the Evade button
asyou weave around the attacking vines This causes you ta transform
Inta the penther As youzantinue to fap the button, you either Evade a

1]

close call and enter Witch Time or; if you're hit, astivete Bat Within (if e
puchased) and the attack s dispersed as you'turn inte a flock of bats. 1Yy
Either way, vou get through unscethed and uninterrupted! =
< _-1':: . - — e —
0 NORMAL MODE UMBRAN TEARS OF BLOOD
After clearing the vine hazard, find the Crow !
on the right railing before you reach the corner —
{L). This bird is slow and can be caught without :
transforming. = ———
» e —— e —
———
e ——
—————
smashihe ases inthe corner (L) and destroy the Fearless statue to
uncever anArcade Bullet The Verse 8 battle beging as you make ==
yar wey down the next setof dairs. X
B
———e— T
0 1L
e ——— ———

\ERSE 8 ENEMY ENCOUNTERS

EASY MODES NORMAL (and above} MODES.
Stage 1: Grace & Glopy Stage 1: Gracious & Glorious:

_ | VERYEASY/EASY HARD _ [
| TYPE__ | SEC | COMEO ] DAMAGE | DAMAGE | SEC_ | COMBO | DAMAGE | SEC | COMBO | DAMAGE

0:50 800 ] 210 0 0
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GRACIOUS & GLORIOUS
Asyouapproach the next comendl) at
the bottom ef the stairs, the statues explade
and reveal two angels that look a lot like Grace: e
£ Glory However, these twoare just alttle taugher flr"
2

They are Gracious and Glorious They lack like gold N\
vergions of their counterparts and they attack invery simi- P &
lar styles. Youcantel these foes apart by the color of their ,.’;\ N
claws—Gracious has white and Glorious has black: AN

Gracious & Glorious are alittle-guickerand mors fefeciols than Grace

and Glary, so be prepared for & tough battle. Use the ketana with-sketés
equipped. Any kickwith the skaies may freeze the enemy in a largs salid
bleck of ice, and you are cusd 1o |ift and break the frozen chnk You can
even throw the frozen foe at another enemy! However, more damege can be
inflicted If you just use il to perform a guick Wicked Weeave on the helpless

CGracious & Glorious seem to be very weak againat the Durgawith the Light-
ning seffing. Use these on Bayanetta's fest while wielding the Katanato make
short work of themn. Once youve defeated one of the enemies, collect their
dropped claws and turn them on the sunvver. Pressing the Kick button (while
sing Grasious’ claws) sends an electric sheckivave through the flaor, dealing
25% damage to the nearby enermy, : '

When you finish off the twa angels, & out-scene reveals where Luka and
Cereza are right now. They left the highway and are traveling on foot through
aforest Luka inguires why Cereza keeps calling Bayonetta ker Mummy as
she finds comfort with her stuffed animal, coincidently named Cheshire: This;
the same nickname Bayonetta has bestowed on Luka, doss not amuse him in
the dightest. :
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/,...;;7-' 7 The next obstacle PROLOGS

i to ovetcome isthe
3 spjked hallway )
Y

//S,PIKED HALLW/AY _ ) T WALKTHROUGH

situations, but this sp|ks= Smp I8
much longer than these vou'ie deslt
with befare. Although it's possible study
B the pattern long enough and figure oLt thet
S ol could mave right down the middle
g c__,(;’ of the pathway without getting hitifyou
A time your mevements just right;, t's much
. easier to pass through this quickly sing
the same tip given to pass thraugh the killer
vines: run and keep tapping the Evade button very
quickly, You'll ether Evade as the panther if & spear comes elose or If
you have Bat Within, tum into & flack of bats i a spear hits youwhen
you press the Evade button,

[11

There's a Gates of Hell shop partal (N) &t the end of the hallway. A
distant platform (O is visible from this portal once you break the swall,
Smashing a statue here starts the \erse 10 battle, which means yolr're
missing Verse 9—this hidden battle is unloeked after passing thraugh
the spiked flcor hazard, So Use the same tips ta retum through the
spikes and head al the way back thraugh the wine hezerd tothe begin--~—— . 0 . =%

R

e —
ning of this landmass (K). When you getthere, youll find an Alfheim e
Battle Arena portal '
B e ———
S ANIESRN BROKEN WITCH HEART
———————
\’ERSE . ENEMY ENCOUNTERS
: Vi . g . ————e
NORMAL MODE HARD MODE NONSTOP CLIMAX MODE
Stage 1: Decorations x18, Dearxl Stage 1: Decorations x18, Dear x1 Stage 1: Decorations x18, Dearx1
Stage Z: Grace & Glory Stage Z Dear & Deg - Stggq,g.ﬁrmx‘l Glony x2 — .
Stage 3: Fairness x| ﬂramx#
_———
B e ——————
MEDALS
MEDAL VERY EASY/EASY : —
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PLATIN — — - L | 10560 0 ——————————
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USE ANGEL ARMS!

Defeat all the angels before time expires Using only Angel Arms.

MODE TIME LIMIT
Normal 2:30 3
Hard b1l 3
Climax 5:30 3

You've seen this challenge before; but the enemies you face have now
changed. You knawthe drill .. use the weapons that lie araund and
respawn after Usage to defeatyour foes. You can harm the angels with
your own weapeons, but you only get the kill credit if you deal thefinal
blew using one of the angel weapons




STAGE1 & 2

Pick up the Affinity spear to the |eft from the starting position, then take it to
the center of the arena and perform the pole swing atteck. Swing until the pole
disintegrates, then retumn to pick up ancther and repeat this urtil all the Dear &
Decorations are destroyed.

STAGE 3

Next, grab the Applaud bow on the right side of the arenato use it against
{Brace & Glony. The best way to hendle this is to skate around the pair-and
Euade their attacks urtil you enter Witch Time, then aim and shoat the baw at
orie of the beastly angels using the Kick button ta fire & shot—FHold this button
tocharge the Kick for greatest effect.

STAGE 4
Finally, whenthe Faimess appears, use acombination of the bow and the
Ardor broadsward. You can alse Use the claw driopped by the Grase or Glory.
Just don't use the speer, it's not that effective againstthis beast Again, skate
around the angel to keep it searching and hopefully prevert it from Using
leng-range attacks. Evade [ike crezy toachieve Witch Time, then unleash the
arrowrs or the broadsword attecks, Pick up l'-'.@._u_r-Broken Witch Heart on the
way out-end return to the Getes of Hell portal (N).

.\
R (8




S RNISUESN BROKEN WITCH HEART 8
- - ~ WALKTHROUCH

ENEMY ENCOUNTERS . = PROLOGUE

EASY MODES NORMAL (and
Stage 1: Glory x2 -,-.-,ista_:-[--' .

MEDALS
MEDAL | VERY EASYEASY HARD
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10 1860 0 24 2660 0

120 1104 500 K 334 1984 1000
120 852 1000 0l 127 %2 2000
Falll 600 1500

[11

SEC COMBO | DAMAGE

GRACIOUS FIGHT

Use the panther to deuble-jump from the Sates of Hell portal (N) to the
distant floating platform (0). Destroy one of the Gracious statles fo
begin the Verse 10 batile

Avaid uzing the Durga in lightning mode; it wort have much effect
onthese enemies. Stickwith the katena and the skates and perform
Wicked Weaves. |t takes all that to defeat this Graclous par, Use the
dropped claw of one to defeat the other and pray for enough Megic
Power to perform a Torture Attack. Don't forget ta break apenthe
chest on this platform to claim the Broken Witch Heart before you
Jump back ta the ledge with the Geates of Hell portal, To get back, Iy @
double panther jump. IF it doesn't look like you'll quite make it, doubles
tap the Evade button again to transform into the Crow and fly the rest
of the way back,

i

This Crowr is released by the Gracious & Glorious S

after you defeat them. So, wherever you took them

out, that's where this bird appears. It's slow, so just.
walk up and grab it before it flies away.




BROKEN WITCH HEART

ENEMY ENCOUNTERS

NORMAL {and below) MODES
Stage 1; Water Beloved x3 (2 at anie)
Stage 2: Water Inspired x2 (1 ata time}

HARD {and above} MODES
Stage 1: Watar Beloved x5 (2 at once)
Stage Z Water [nspired x3 (1 at a time)

MEDALS
VERY EASY/EASY : HARD )
SEC__| COMEO | DAMAGE IEEEEI

INUM 110 1250 i 410 19500
1:34 800 il 534 810 1[I]I]

SEG COMED DAMAGE

1.5 b5 i [ 657 5100 2000
] 820 1500 3000

WATER BATTLES

From the Gates of Hell pottal (N), find the other opening at the end of the
pathway that drops off to a shallow lake belaw (P), then hop down,

This Hard mode Crow is located on a litle beach to
the right of the center island when facing the exit
{look in the five o’'clock direction). Jump up onto this
small landing and find this bird on the cobblestone
ground. It's a quick, but dropping down directly
over it with Crow Within can confuse it and make
capturing it easy.

A Y
15

STAGE 1

Az go6n az you touch down inthe shallow lake, you're attacked by two water
Belaveds. These foes are similer to the ones you've fought befare, so yau
should knowthe drill. Evade the slow battle-axe attack toemer Witch Time and
always attack the giants from behind Use jumping air hang punch combos
toattain the longest pozsible alr combos: Avaid their reaching hands when
behind them If you'are captured, wiggle the [eft stick to essape and to inflict &
|itle damage.

You can take the battls up tothe platform inthe middie of the [ake and sneak
In & few uninterrupted Wicked Weaves, but soon the giant (s) will join you up
there: You can use the crystal stetues on the platform to dodge lightning and
enter an extended Witch Time. This allaws you to get in some mare cheap
shots on the Beloveds. After taking out orie Baloved, 1he third and last one
appedrs, 0 youre always dealing with only two af a time.




s

WALKTHROUGH

FROLOGUE

STAGE 2

Immediately after defeating

the water Beloveds, thewater
[nspired foes attack, which seem
a litlle tarner than their sarthy
brethren, They tend 1o remain in
and araund the Wwater, and don't
seek you outal that much. For
that reason, you need fo hunt
them down to keep your battle
tirme short Todothis, usethe
crystal statues to-stop time when
you have the Inspired 10 sight

COnece you have activated Witch
Time, leap and fly using combos and
air hang time {or panthier jump or crow
fly) ta reach the Inspired. Unleashyour
mast deadly and guick combos onthem, This does not work if the
|mspired i Underwater, as yiou will walk or the water in Witch Time
Aftera damaging attack; look forthe Inspired to fall 1o the lake floar,
thendive in and finish It off. Repeat this with the second Water Inspired
to complete the yerse.

LEAVING THE LAKE

Use the cry=tal statues one last time ta dodge the lightning and enter
Witsh Time, then jump onto the solid Wwater [ust below the next balcany
(Q). Dauble-|ump up along the wall, laich oriothe edge, and [ump
again to reach the top. You then hear Gereza's voice through the
portal. Erer it o complete the chapter,



Hearing Cerezd's cries through the por-

tel, Bayonetia leaps into the Linknown to
save her new friends. She finds Luke and Cereza in
a forestinfested with dreadful angels. Cerezq lends
Luka her glasses and, miraculously, he can now see
creatures in the Purgatona realm. He cen also finally
see Bayonetta in aclion. . not harming innecent
victims, but actuelly saving them. He flashes back to
the day his father died and wonders now if he was
wrong about Bayorettathis entire time. Maybe she
was really trying to help his fether




WALKTHROUCH

ENEMY ENCOUNTERS

EASY MODES NORMAL MODE HARD {and above} MODES
Stage 1: Affinity {Spear) x2, Stage 1: Athnity {Spearfx2, Stage 1: Affinity (Spear) x2,

Atfinity (Hail) x2, Affimity (Trumpet) x1, Affinity (Flail) x2, Affimty (Trumpet) x1, Athinity (Flail} x2, Affinity (Trumpet) x1,
Applaud {(Bowsdx1 Ardor x1 Fire Ardor x1

Stage Z Lustitia Stage 2 Lustitia Stage 2: Lustitia

MEDALS
\L VERY EASY/EASY j HARD
ME! SEC__| COMBO | DAMAGE m
mmum 6:40 10560 [ o 129050
854 4944 2ibd 134 13360
11:07 72 : { 1427 20130
13:20 1200 : ; 1720

SEC COMBO | DAMAGE

. BATTLE PREP -

[t extremely helpfulto have Crow Within
-and Bat Wilhin for this boss battle: If you
e asufficient number of Halos, enter the

al
shd |

Gates of Hell fram the Chapter menu and
purchase them now: [Fyou carfl aford beth,
then get only Bat Within

FOREST BATTLE

The chapter begine with & forest battle. Bayonetta must defeat the
angels ihat are descending on Luka-and Cereza. With what youfve
been through letely, these beasts are no match for your skills and can
beannihilated in less than & minute,

Your biggest threat in thiscrowd is the Ardor (in Normal mode). Evade
its mighty sword swing by tumbling forward to enter Witch Time, then
come Up behind the armored angel to issue Wicked Weaves relent-
lessly until t's dead.

After the battle is- won, Bayonetta and

Luka are separated by & orevice farming
inthe runway. The localized earthquake
separates the two from each ather Luka,
riot thinking of his own safety, leapsinto the
air and calches Bayonetta Bayonetta, however,
can defy gravity. . unlike Luka. Just before
whal looks likeii’s geing to be a first Hiss;
Luka runs faze-first into a shipping container.



| Uka recivers the classes |ust Intime 1o see large tentasles npthe
thraligh the tarmeas and punsh Chieshire inta the ain The little stuffed
gl [oses a button eve. Bayonetia leaps to the toy's rescle, but is
caught and brought tothe ground and buried in a pile of rubble. She
therexplodes from the debing ready forack 'n roll on the new
fEnace.

IUSTITIA

A\ L1TH
Ingtitia hag varions sta des of hea Ith omits
it .';lil'}.' gdange: B [m‘—,, Green, a nd Yellow:
Fight !_il_rf_mt:_'h all three of thege to defeat
the hoss.

Lustitla has a large head in its middle that consists of three faces.
Each face has & longtentecle protruding from the mouth. These
tertacles; in turn, each have an angel face at the end. There aretwo
ather tentacles sticking out of the boss's torsa. Both green and thorny
appendages extend into large, spiky flails. These are the boss's mein
offensive weapans

The two green tentectes have avariety of attecks. They can reach into
the purple lava below and throw hot molten boulders up inthe air The
impect points of these flarming rocks are Indicated on the pletform as
circular purple light ings: Stay away from these spots and prepare to
Biiads when they erash dovin aroundyou to avold the splash damage

The tharmy gresn tentacles also diop white sticky acid spit onto your
platforrn There's na getting nd of thet, just don't stepin & IFyou gsl
ek init, wiggle the left stick beck and forth quickly to break free.
Finglly, the green tentacles sweep overbead, spilling poisonous purple
clouls The darage fromihese attaoks s nominal and entering Witch
Tire'canoels their effects, a0 just avoid them when nat inthis state

After aboll B0% damage hes been deall tothebises, the flall-ended
tentactes begin slemming down anyour platform, Breaking i into
pisces that fall into the lava below, When this heppens, dauble-jump
from your pleiform tothe next one onthe left. Transform into the
panther before attempting this {Urp or use Grow Within andfly tothe
nexl platfarm. Confinue jumping o the nexd platfarm an the [eft unti
theboss stops breaking platforma.




- WALKTHROUCH

PROLOGUE

ndir b ha@tﬂ:ﬁm yeu Thl soan hre Evsded samehm
1 Time during close calls They also shoot ittle pods onto the platﬁ:frm
open and reved tiny tertacles. These pods can beeasfy deaimyed

wnh mrmal atecks:

for i uh\eaéh Wrékﬁd wémé it e e el i cmwﬂy while
Evading often to ayoid attecks happening all around you.

LAVA DIVE ]

[Fyaur pilatfarm is destroyed and you can’l make il to safety,
just diapirta the plifple lava below and prepare lo press the
Funch and Kick buttons t the same time to Evade a-biting
- tentecle aitaek which ooy just before you wbmerga If
yourtiming s right, Bayoretia lsaps aveve he biting tentzsle,

s L the stalk, and leaps onto a new platiarm Urstathed, But

with 2l magic points lost!

e
i

The nest stage of the battle begins once you've dealt endush damage to the
tentazle head and it falls termporarily unsonssiotis to the platform. As soon as this
happens, jump on top of the head and transform inte the panther; then run up the
stalk. You can defyy gravity by sprinting all around its circurference Ifou wish:

'Th;gre-afea couple of defensive mechanisms on the tentacle that try to prevent you
hing lustiias head 'You'll encounter very large and translusent axe blades
ihat 5pin ¢ around the tertacle. They aleo move slightly up the stalk toward you. Try
runmngthrm;gh the gap between the blades There's another near the middie and
somei]mas one mere near the end as you approach the head.

"Ta a«fmdtharaﬁask ‘continually pressthe Evade button like you did in the: prewvi-
0 id the vines. Yolfll remain in panther form Unless you'te hit by the
| dl%ss you 'l Euade or tum mt@ a flock of ba (n‘ you have Bal

WV
SRS
T

P TR



IUSTITIA

.....

When you've depleted all the bllevitality from he boss's

‘gauge, Bayoneita performs a unique slice atlack In acin-

efmalic and separates the tentacle from the bosss motih,
This ends the first stage, as there are now only two meuth
tentacles to remove:

Remeving atentacle is ahyays followed by the bess's
platformsmashlng movie, Panther-jumip from platform o
piatform (to the- Ieﬁj Try domg h|s Wlth Crow Within \f

Eva imave to avaid the tentacle b|te (and death)

“The second stege plays out much [ike the first. The godl is

3 rernive another motth teraste: The diference this time

‘s an additional boes defense. After knocking half the green
datige away, (Ustitia lelches onto a couple of large platforms
«anthhrows them atyol, Press Punchiand Kiok simbilte-
neously when prompled tocatoh the platforms and then

repeatedy press the Action bution o inrease the Climax

\Atteck damage Bayonetta Wicked Weaves through the
platform andlands & punch on the nearby tsntecle haad.
This move is usuelly followed by 2n opportunity to run up
the teplenle and ;atiaclﬁ rh_a root again

Inthe: seaund stage, yeu pass the tentacle blades and also
milar saw blade defemesystem—]ust before:
- = head Again, simply press Evade quickly to
pass right throughwithout damage; you oan elso try \eapmg

‘verthis hazard Aftack the root asyou did in the las st

o sever the second tentecle:



yeur[:alatfonn maﬁml‘ ef
Quickty press the Pung
final Climex move. Bayonett: g PES Ked Vveaqye an
head like asoftball while dgﬁhngaﬁm /GOy, NosE,

This move is followed by the automatic summon af Scopl
hair dernon Genhpez:fe twists around lusirhaamsisg

conatrictor until the boss squashes like & grape. Press madly on the

Agtion button toachieve a monsttous bonus:

WALKTHROUCH

PROLOGLE
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C_HDAIfheim Portal

Antonio’s Notebook
Arcade Bullet

Q‘!) Gates of Hell Portal
\Magic Flute

\ Red Hot Shot (Easy Mode Onfyl
@ Broken Witch Heart

D Witch Sarcophagus
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The Lumen Sages and the Umbra Witches used to contral everything
with & power known as "The Eyes of the World” Both clans sought to
lead their worlds toward peace. They both possessed an "Eye’ said to
have the powertocreate history that they used to oversee the world.
The cooperation between the clans did nat last as a pair of star-crossed
lovers conceived & child that sent the clans on & path to ruin

The woman was thrawn ina jail and the man exiled from his clan. The
child remained with the Umbra, and even amongst the darkness she
was raised as a black sheep. The balance between light and dark was
lost and both clans spiraled into decay. |t was rumored that the two
“Eyes’ could be united to contral realty tself, and this fueled the battles
between the clans and lead to their mutual destruction,

After Luka shares this story. which was passed on by his journalist father,
Gereza shows Bayonetta a special ornament similar to the one Bayonetta
wearsclose ta her heart. Cerezaclaims her Mummy gave itto her. Bayo-

netta places Cereza's most pnzed possession on a nbbon ground the itle:

gits neck andtells her to keep it sefe
and close to her heart,

Suddenly, & large explosion sends avehicle hurtling toward Cereza
Luka swings from a rope attached to a military plane and sieeps her
away before she is hurt: They collide ontothe plang s wing together,
Cereza slides inside the plane as Luka falls to the graund. Bayonetta
must now rescue Cereza fram the military plane.

SIS BROKEN WITCH HEART, MAGIC FLUTE, RED HOT SHOT, THE VALKYRIE MILITARY TRANSPORT

EASY MODES
Stage 1: Affinity (Spear) x1,
Affinity (Flail) x1

ENEMY ENCOUNTERS

l’“

\
id had [k that me& l—?‘-,,-

control realify Tveeif,

NORMAL MODE
Stage 1: Affinity (Spear) x2,

Affinity (Flail) x1

MEDALS

MEDAL VERY EASY/EASY

SEC GCOMBO

_IEEE!E!

DAMAGE

PLATINUM 110

GoOLD 120 5[|]

240

SIVER 140

320

BRONZE 200

4100

HARD

1952
1376
800

could be inited to

| SEC | COMBO_] DAMAGE
vallll 3680 ] i

1000
2000
3000

WALKTHROUCH
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HARD (and above) MODES

Stag

: Affinity (Spear) x1,

Affinity (Flail) 1, Ardor 21

SEG

COMEO

DAMAGE




PLANE INTERIOR: MECHANICS ROOM

“faubegin your rescue mission in the plane's meshanics room (A). The Verse | battle starts the moment you walk beyond the oil driums (break
therm for Halos). However, the ergmies do not appearuntil you reach the midde of the raom Walk cautiously across new floor sections; large
Wicked WWeaves come Lp through the floorin certain areas.

Auwcid twoof these Wicked Weave attacks as you Crow fly tothe area to the right of the fence, near your starting p_Dsition. Youll find a witch
sarcophagus containing & Broken Witch Heart on the other side ofthe fence

Find the loose panel orthe wall just past the first Wicked Weave area on the left side of the room. Breaking this panel teveals a hidden witch samophagus.
Break it apart to uncover a Magic Flute.

Double-jurmp and Crow-fly o the landing on the right side of the plane (B), Wk slowly beyond the steps; a Wicked Weave comes thraughthe right wall. These
attacks confinuie every time you pass the holes they created in'the fuselege. Apurple stréam of lights signifies that a Wicked Weave is about to hapaen.




WALKTHROUGH

FRLOGUE

There’s a bird cage on the ground next to the steps (C).
Smash the cage and catch the Crow before it escapes. If
it flies off, back up, allow the bird to land again, then run
and grab it using the panther form.

Find The Valkyrie Military Transport journal at the tep ofthe stairs (C),
hidden behind eil drurmsa thet contain Helos: Gomplete the verse battle by
breaking down the vellow door on this landing

SRR GJALLARHORN DEFENSE INITIATIVE JOURNAL, BROKEN WITCH HEART, ARCADE BULLET

. =g [ -
ENEMY ENCOUNTERS 2 . —
EASY MODES NORMAL MODE ~ HARD MODE NONSTOP
Stage 1:Gracex1 Stage 1: Graze & Glory Stage 1:Gracious & CLIMAX MODE
Stage Z Applaud (Bow)x2  Stage Z Applaud Bow)x3  Glorious Stansd:BraeioieE
Stage Z Fire Ardurx3. & Glorious x1

Stage % Fire Ardar x3

. & A

~ MEDAL VERY EASY/EASY HARD

050
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1:24

| PLATINOM 0 0

32
36

SEG

GOMBO

DAMAGE
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520
6:40
800

27w
12104
6902
1700

1
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1000
2000
3000

SEG

GOMBO

DAMAGE
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NE INTERIOR: CARGO HOLD

the



Leap from felling container to containerto make |t back
inzice the plane: Do this by pressing the: Jump butten when
indicated each time you land on anew container, Acounter
ticks down from @2 and you must complete this objective before il
reaches zem.

The challenge ends when you land on the container that's sliding off the edge
of the cargo bay daor It's not guite over; you still need to get to safety: There
are many Ways b make it past the remaining sliding crates. You san double
Jump-and use Crow Within, run and doublesjump s the parther, or continue.
leaping as Bayonetta,

The second verse beains as Grace & Glory attack when you teach the top of
theramp: Equip the katana or use the Durga with the opposite element as the
enemy yoU're attecking—use lighining against fire and vice versa

......

SWITCHING DURGA ELIMENTS

o eserrtfadred aut how toswitch the Durga
elements yal, then we have a dneat fip for o
fith the Durga equipped 1o yolr hands, rotate
the [eft stick quickly cleckiwise and press the
Funch button. If you hawe the m equipped to your
feel then do thesame (hing except press the Kk
button instead

‘l ~
[
T Three Applauds with bows
- -~ attack after defeating
A Grace & Glory Use the:
drepped claws to-shred them

like & sandwich bag overloaded
with spaghett sauze. Gpe of the
Applauds drops an Arcade Bullet
After the battle is won, head to'the
top of the small ramp (E) and collect
the Gjallarhorn Defense Initiative
journal. You cen also find.a Gates of
Hell shop partal on this landing.



MEDAL |
[ tvee | sec | comBo | DAMAGE |
PIATINOM. ~  0:40

Turn around and face the cpencargo bay, There's a ladder on the
plane that leads to a high ledge with & sarcophagus. Stand under the
double-ump Up as high as you can Bayonetta latches onto the top of
Jump again-and she flips herself up antothe ledge: Open the sacophagus

tecaver the Broken Witch Heart

" This Hard mode Crow is in a cage on a platform on the
same side of the plane as the large damaged door that
takes you outside. This platform is easier to reach by

using Crow Within from another plaiform (D). Break the
cage and catch this slow bird before it escapes.

'.-_‘I:,
4

-

Before you progress further throughthe plane, head forthe Alfheim Battle Arena
nearthe starting pesitian fhat's Just opened. To relurn, leap averthe gap created

by the open cargo bay using the panther doublesjump-or the Craw Within

Jurmp beck up to the landing (D) and retum beck to the beginning (A) using Crow

Within to avaid the Wicked Weaves. Whenyou reach the ariginel sterting posi-
tion, & \ere 3 bitle aoolirs before the Alffisir portal eppears.

ENEMY ENCOUNTERS

VERY EASY/EASY

1250 0
500

1000
1500

EASY MODES
Stage 1: Affinity (Spear) x2,

Affinity {Flail)x1, Ardor Afinity (Hail) x2, A:d“r_a:ﬁmm x1
L 1 E .‘

NORMAL MODE

Stage 1: Affinity (S

MEDALS

DAMAGE
1:40

214

24

34

PLANE INTERIOR: MECHANICS ROOM

pear) x2,

HARD

[_COMBO_| DAMAGE |

2660
1484
1092
100

0
1000
2000
3000

HARD {and above} MODES
Stage 1: Fire Affinity (Spear)d,

SEC

COMEO

DAMAGE

Proceed fo your starling position after clearing the cargo hold ta find this hidden
\erse 3 battle: Defeat the Affinties and Ardor sing Witch Time and Wicked
Weaives, along with ketana combo altacks: Defeating this group unloeks the

Alfheim Battle Arena

WALKTHROUGH
PROLOGE

X1




BROKEN WITCH HEART

ENEMY ENCOUNTERS

NORMAL MODE
Stage 1: Fre Affinity x3

VERSE 4
ALFHEIM

HARDMODE ~ NONSTOP CLIMAX MODE
Stage 1: hire Affinity %4, Fire Ardorx? Stage 1: Fire- Affinity x3

Stage Z; Harmuony x5 Stage Z Harmony x3

Stage 2 Harmony x3
Stage 3; Fire Atfmity x4, Fire Ardorx1

Stage'3: Fire Affinity x4, Fire ﬂ-lj_t__[__glr-xz Stage 3: Fire Affinity x4, Fire Ardorx1

L =S
v
i

L1

MEDALS

VERY EASY/EASY

HARD

EC

DAMACGE COMBO | DAMAGE |  SEC COMBEO | DAMAGE
00 : '

53850 ]

118 9104 400

£36 20852 800

£55 2600 1200

OUT-OF-BODY BATTLE!

Defeat dll the angels before fime expires. You must be out-ofbiody to defeat
these enemies.

MODE TIME LIMIT HP

Normal =30 5
Hard 430
Climax 340 3

Place your body undler a protective shell end fight angels while preventing hits
tayour ou-of-body self, as well as the real bady under'the shield. Plart the
shield behind the stumpyihere prize items appear

STAGE ONE

Try tolead the battle awey from the shield, but always keep an eye on't incase
a stray enermy is leurching an attack on it You lose HP ifyou or thi shield is
hit. To attack the fire Afinities. you must use a fireanm, use & Tarture atlack, or
perform Wicked Weaves. Firearms are not very effective and creating distance
{o perform YWicked Kicks and Punches does not make sense since you nieed

to protect your body underthe shield The best strategy 1s to enter Witch Timme
by Evading enermy attacks, then hitting them with katena VWicked Weasies. The
rmere enermiesyou can hitwith a single attack, the better

STAGE TWO

Oince you perform a fewr air attecks on the Harmanies, you can knock them to
the graund and finreh them off. Just watch oul for their odd attack patterns and
Evade cften to enter WitchTime, Perform Torture Attacks if the opportunity
anses. The chainsaw comes In handy to finish off the remaining Harmeony, as
well as some enemies in the next stage If t lasts.



STAGE THREE

The third stage is the toughest. Yolrre running out oftime while facing
fire enemies tha require you to srier Wich Time. If you eemn enough
magic te perform & Tortire Attack, target the Ardar; this is your toughest
adversary. Continue slicing enemies:in Witch Time with the ketana,
Lsing Wicked Wegves until you wipe out gl the angels and complete
the challenge Pick upyour Broken Witch Heart on your way oul and
refurn to the Gates of Hell portal inthe cargo hold (E).

WALKTHROUCH
PROLOGUE

1000 oA MODE TMBRAN TEARS OF BLOOD

The 100th Crow is located on the Alfheim Battle Arena bridge.
It’s near the entry portal, on the left side of the floor of the
bridge. You do not need to complete the challenge to get it.

It’s slow, so justwalk up and grab it

Stage 1: Decorations xb

MEDALS

MEDAL VERY EASY/EASY

NORMAL {and below) MODES

HARD

DAMAGE

COMEO | DAMAGE SEC COMEO
PLATINUM 020 2 0

0

SEC COMBO | DAMAGE
030 260 ; i

0:40 224 1000

050 212 2000

100 200 3000

PLANE EXTERIOR

Find the sparking and shaking doer to the right of the Gates of Hell portal (E). Knock this door down and exit the plane onto the moving circular
platfarm (F). The erse 5 batlle with the Decarations starts immediately. Equip the bazoakas t6 your faet and et ‘em hawe itl You can finish them off
quiekly with cne shot each. Welk far enough along the circular pethway ta end the verse. Donot praceed any futher, however, or you may tigoer a

oui-scene that causes youto miss out on @ couple of verses

QTR




EASY MODES NORMAL MODE HARD {and above) MODES
Stage 1; Affinity (Spear) x4, Stage 1: AMffinity (Spear) x2, Stage 1: Afﬁnity {Spear)x2,
Affinity (Fail) x4 (3 at once) Atfinity (Faill x1, — -Affinity {Fail} x1,
A 3 - Affinity (Trumpet) x2,
App ~ Applaud (Spear) x3 (5.at onre)

MEDALS
- MEDAL VERY EASY/EASY
SEC COMBO | DAMAGE | SEC | COMBO | DAMAGE |
I M 110 1860 ] %0 1:40 1312 ]
| 1:34 1104 500 } { 1 214 6032 1000
157 852 1000 } 247 3666 2000
600 1500 ) il 320 1300 Jun

SEG GCOMEO DAMAGE

PROPELLER SHAFT

Do notwalk to the far end of the circular platform. Doing so triggers
asul-seene that takes you intothe Verse 8 batlle with Jeanne, skip-
ping Verses B and ¥ Instead, walk alongthe circular path until you
can jump inside the adjacent propeller sheft (G). As saon as you
sntef it, the Verse & batile begins:

There are multiple, working propellers in the shiaft: The verse battle
begins before you reach the first ane [Fyou gettonclose toihe
propeller finreal time), you ere blown back andinsur demage. The
only way to get beyend the propellers is to enter Witch Time and
walk past thermwhile they re frozen intirme. To dathis, keep an
enenmy alive 5o you can dodge its altacks lo enter Witeh Time:

[staly, one Affinity with & trumpet hangs out deep in the shaft. You
could kil @l otherenemies and use this engels irumpet projectiles to
enter Witch Time. ©nce you reach the end of the shafl, you'll find the
portel to Alfheim (H). Defeat the final angel, then enter the portal for
the \erse 7 batfle.



GO MIRR RS BROKEN WITCH HEART, RED HOT SHOT {EASY MODES ONLY) i
i B 1 ] B = WALKTHROUGH

YERSE 72 ENEMY COUNTER'S _t & _ - PROLOGUE
NORMAL MODE HARD MODE NONSTOP
ALFHEIM Stage 1: Golem (minus spider Stage 1: Galam CLIMAX MODE

transformation) Stage 1: Jeanne

e

MEDALS X 7
. MEDAL VERY EASY/EASY HARD —
SEC__| cOMBO | DAMAGE | SEC | GOMBO | DAMAGE | :
CUPLATINOMTY — = —. 801 150 d00 ]
I I 158 560 a —
800
=
USE WITCH TIME! e
Defeat all 1he angels befare time expires! Enemies can -
only be defeated dunng Witch Time. e —
MODE TIME LIMIT HP
Normal 220 5
Hard 10 4
Climax 2:00 3

Defeat Galern In the time allolted, using attacks anly
during Witeh Tirme, To do this, you musl besome fanlian
with all the transformeations of Golem and how they
attack: If you are playing inthe Hard (or above] modes,

you don't even fight Golem. . you must fight Jeanne.

BIRD TRANSFORMATION

Toenter Witeh Time when Golem transforms into-a
bird, you must dodge the dust cloud twigters or the
dive attack, Avoiding them 1s-easy, but cbiaining
Witch Tirme from one 1s more dfficult. You have
to wail until the cloud consumes you then Evads.

Goler's wulnerable red sphere is exposed in the
talons ofthe bird @s it flies by

PUNCHING FISTS

The best Witeh Time opportunity is when Golem

transforms into two large arms and throws a
onedwo pupch atyou with mighty fists. The trick is
toavoid getting too close to the center where the
sphere is exposed. To Evade these attacks, you
st be flrther back in range whers the fists swing
You get two chances to Evade, a3 Golem swings
with each fist, one'after the other




140 K6

CLAPPING HANDS

The clapping hands corme on suddenly and are more difficult Lo prepers for, butthe open
hands are wide; ifyou're guick enough, youcantime your Evade as the hands come
tegether for theclap attack. Like the punch atteck, the sensitive red sphere is exposed
betwesn the arms.

DRAGON HEAD

When Golem transforms (nto & dragon head, move inclose and prepare to avoid a
dawnward biting attack. |1's & quick strike that you can spat the moment before the bite
happens The open mouth dppears just above your head. The head pulls back shight v

|ust before the javws clamp down Evede before the teath collide with the ground to snier

Witch Time. The sensitive sphere floats above the dragon's eyes.
ATTACK STRATEGY

Once yauve entered Wileh Time, jump Up fa the Reight of the sphereand perform

punching combos with the katana equipped. With the long punch cormbo, you pull off the

shooting ettack that hits the sphere with multiple projectiles, This is much more effective

than using the Purch, Kick, Punch (Wicked Weave) atack. Gomplete this ehallenge to

eatn a Broken Witch Heart.

Bxit the Battle Arena and you find yeurself back in e propeller shaft (H)... and in a bit of

a pickle The propellers are still spinning and there are na ensmies to Evads and enter
Witch Time. The solution is not thet abviaus, but natice ihe propeller caps face only this
end of the shaft.

Equipthe bazooka and shoot the caps off of each propeller to shut it down, allowing you
{0 pass safely out of the shaft without using Witch Time. Jumpout and back onto the

pirsutar platform ning. Follow the path in the direction 1he peth rotates () until vou enter &
cinematic thet takes yauinto the Verse B battle with Jeanne

89 * mARD HODE UNBRAN TEARS OF BLOOD

8 This Hard mode Crow is on the right railing of the bridge
to the battle arena. it's close to the portal side, which
means you do not have to complete the challenge to get
this slow bird.



VERSE 8

ALL MODES

MEDAL VERY EASY/EASY

ENEMY ENCOUNTERS

DAMAGE | SEC__| COMBO_| DAMAGE |

PLATINUM 3680 0

| TvPE_ | SEC_| COMBO | DAMAGE | SEC | COMEO
TINUM 20 | o
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1952 000

b:54

1376 2000

837

800 3000

1020

JEANNE BATTLE: PHASE ONE

Jeanne’s been keeping a close eye on Bayonetta and her affairs.
She's concerned aboul Bayonetta's attachment to Cereza Bayonetta
treats this &s a minor distraction in her efferts to rescue Cereza: She
tries to elicl a response from Jeamne by reveling the canving of the
two of them as children found in the witch training facility, but to no
evall, Afight ertpts between thewitches just after the plane's wing is
dafmaged. . the rescue mission 1S put on hold just whenit should be
azcelerated
Jeanne has three stages to her vitality gatige: blue, green and yellow:
‘Equip the katana and place the bazookas on Bayonetta's feel. Evading
Is the Key 1o this fight. Jeanne can hit you with long range Wicked
Weaves. Evading often allows you to enter Witch Time and attack her
with mare force. The mast damage you can inflict at one time is from
bazooka ehots and uaing Witch Time katana combos ending with &
Wicked Weaye:

HARD

19500
8700
5100
1500

]

Stage 1: J vd
R -0

MEDALS

WALKTHROUCH

e THI

SEC

COMBO

DAMAGE




PHASE TWO: MOTORCYCLE ATTACK

WWhen you've knocked all the blue out of Jeanne's vitality gauge and about
18% of her green bar, she slides backward on the wing and summans Ret
metarcycle, then jumps aboard the bike and spins her wheels, readying her
attack. During this phase of the battle, Jeanne is much mare vulnerable, as
her attack aptions have decreased. She mostly shacts you with her guns from
long renge, then performs a dash attack with the bike to try to run you over.
This move |5 easily Evaded to enler Witch Time:

Once in Witch Tinte, perform some mad ketana combos on Jeanne anid finish
itwith-a Wicked Weave, Gnceyouve knocked her green health downtoa
guarter, she diches the bike and fights on her feet once again

PHASE THREE: BACK ON HER FEET

Jeanne’s attacks now become fierser as she implements hair attacks (similar
tothe ones you've seen come through the floor of the plane). Evade these ta
avaid damage. s very helpful to have Bat Within al this point in the game,
jUst incase you take a direst hit while pressing Evade (darmage |s canceled)

COUNTERATTACK

ACounter' could happen during the first phase of the battle, but more likely
towrards thie end of the third phase. This happens sihen Jeanne s about throiw
a double Wicked Weatie punch: Yol get & small Mindeow of dpportunity to
counter the attack by pressing the Punch and the Kick buttons at the same
time.

After initializing the Counter, you must rapidly press the Punch button to
increase the power of your attack and increase your bonus, [f you fal o raiss
the power efflently, Jeanne wins the Wicked Weave contest and youll be the
one taking camage, nat her. You may also be presented with a double banus:
opportunity, meaning you may have to pass one bonus buttor-pressing chak
lence immediately followed by ancther.

After defeeting Jeamne, she is washed eway by a hugewave. Time o save
the little girl!
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B0 NCE
EASY MODES PROLOGUI
Stage 1: Affinity (Spear)x1, [i ) +Ardord
Affinity (Flail} x1 " . Bffinity (Hail}x1, Stage 2 Harmony x3
Stage 2 Affinity {Sﬁ-ar}ﬂ, (At T 1) Stage 3: Fire Ardor x1
Affinity (Horn) x1 13

Stage 3: Affinity (Flail) x1,

Applaud (Spear) x1

MEDALS

‘MEDAL | VERY EASY/EASY STOP CLIMA)
DAMAGE | SEC | COMEO | DAMAGE | SEC | COMEO | DAMAGE
PIATINDMY 110 800 ] 0 230 760 ] -
134 560 37 1484 1000
157 m0 . ' 410 1092 2000
220 a0 0 ; _ 500 700

FLOODED CARGO HOLD

While you were battling Jeanne; the plane made a water landng andis
quickly filing with water, You must find Cereza before it's tonlate. After
the Jeanne battle, vou find yourself inthe Flooded Cargo Hold (J) near
another Gates of Hell portal.

Head down the nearby ramp inthe next chamber (K. Slop at the bot-
torr to-see the connecting floor filling with electnfied water. You éannit
walk in this, not evenwith the electric Durga equipped o yaur feet.
Instead, back up and jump into Grow Within (or use the panther Ifyou
don't have this ability) to fly to the nearty ledge inside the roomita the
left, The Treasure of the Clans: The Eyes of the World journal i5'on
the edge of this ledge.

Framthis spot, wee Crow Withinto fly over the water and reach the
back of the aron hold (L) to find Cereza Bayonetta takes hold of her
as morewater begins to fill the cargo hold




PROTECT CEREZA

After finding Cereza, the plane capsizes and you ¢lide to the cailing,
vithich 15 now the floor Jump out of the electrfied water to the safety
of the nearby platform. The first stage of the Verse 9 battle beging

The follawing stages in the verse battle require you to find & safe
place to sel Cereza an the floor while batting angels: If Cereza
keeps miyateriously aying during these battles, it's because you
placed her too close to the rising water. Place Cereza asclose (o
the batlle barriers as possible during each stage of the batile

You can pick up Cereza anytime during the fight if you Wwish and
place her somewhere else by simply pressing the Action buttan
Ahen near thie shield. You shouldn't have ta move hisr more then
once fior each battle, though Alter defeating the first stage of
enemies and claiming your Arcade Bullet from the Affinity with
the harn, pick Gereza Up and miove herclose tothe new barmer,
further down the cargo hold,

Imthe final stage of the verse battle, carry Gereza and jump Up
ontothe cage platfom, then plage the child besids the battle bar-
tier, Evade the angels :

attacks and enter Witch Time to hit them hard. Defeat the last
group of enemies, then pick up Cereza again and carry her into
the next chamber (M)
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ESCAPING THE FLOODED CARGO HOLD

Run into the next chamber of the cargo hold after the Verse 9 battle

fa trigger a cut-scene where the ertire plane goes nase down info the
weter The plane breaks in half like the Titanic and sends Bayonetta
sliding down into the submerged section You must now: Uss Witch Walk
ta head back upthe fuselage while battling Harmanies:

She still has Cereza in her arms. Jump from the battom of the fuselage
fo the nearest wall and run through the materializing Harmeniss.

Run all the way to the top and place Cereza next to the battle barrier,
then turn end fight off the Harmoniez: Alot of Magic Pawer is earned
when attacking these enemies in Witch Time, Do thista echieve a

full Magic gauge, then perfarm a Torture Attack onone of the flying
menaces. Lse the chainsaw from thal attack io finish off the remalning
Harmanies,

Fick up Gereza when the bettle s over and leap toward the opening
inthe plang, just beyond where the last battle barrier appeared THs
completes the chapter.




SEPIENTIA

Bayonelta exits the sinking plane with Cereza in herarms and
suddenly realizes thal her ressue attempt has not been thoraughly
planned; they stand en thewing of a sinking plane in the midd e of the
caean with na-escaps: Suddenly, Luka comes to the ressue, plloting
anacgured helicopter elmost In syne wilh Sepientia’s appearance;
Bayonetta hands Cereza-overto Lukas trust and stays behind totake
care of business:

BATTLE PREP

|5 exdremely helpful to have Ba Within:
fior this boss batile. [f vil hane sufficient
Hales, enterthe Gates of Hell Tram the
Chapter menuand purcheze this-now.

¢
-~

Septentia destroys the remains of the arplanswith a single kick from
one of his four legs. Bayonetta lands on @ small, panst remnant and
uses it like & surfboerd to stey above the water end ride the monstrous:
waves with ease: This boss, like others, has three stages of vitality:
blue, green, and yellow
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MEDAL VERY EASY/EASY ) i HARD _ || _ Beclia
| TYPE__ | SEC | COMEO ] DAMAGE | COMBO_| DAMAGE | SEC | COMBO | DAMAGE | SEC | COMEO | DAMAGE :
PLATINUM 6:40 1850 ] 0 [ 2680 [ 110 74400 ] :
e 1 57 1102 1000 L : 1534 31200 2000 —
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Evade continuously when you see the water fizeto avoid the bogs as he comes Lp: e
Under you Witch Time can be achigved during this surfacing attack, but t's diffisult
to time correstly 1Fyou achigie Witeh Time, the boss freezes hafiay out ofthe we-
= ——

ter. You can altack the exposed areas of the boss to deal some damage. However,
this is niat your prifnary targst, corcentrate ontaking out the leg faces

Once you approach and hit the faces with a goad Wicked Weave or two, the target
supoumbs pretty easlly. You meay even be able to take out twa legs inone boss-
surfacing segmert.

XL

The boss's legs have a panel on top that lifts and allows guided red and purple mis-
siles toshoot out andtarget you Thesecan be Evaded to enter Witch Time: Evade
the boss as it dives into the water, attempting & contact damage atlack

The third and fourth legs [aunch molten meteors at yau, as well as missiles from
the top lift panel. Both projectiles can be Evaded After destraying all four leg-face
targets, you can perform a Climex move on the boss '

H u ‘
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Press the Puneh end kick buttons when prompted and Bayonetta
summons Phantasmaraneae—a large fire-based hair deman spidér
The demon surfaces as Bayonetta surfs up the boss's torso end lands
al the napeof its neck. Bayonetta's hands grab hold of the bioss's
wings end you biegin to steet the boss s it skims through the water

Tor menigete the beast Hitthe lefl stick in the direction indicated at the
bttom of the soreen while quickly pressing the Astion button Dires-
{ions may change thres or more times: The goal is to stesr the boss
into Phantasmaraneae, wheo is waling just eheed

You're prompted to press Punch and Kick to *Counter” If you miss:
this entry then the entire Clirmax move is & Bust, [Fyou nal i, then
you punchthe bossin the head to kespitin line as you steer it into
Phentesmaransags mouth The spider demon bites the boss, which
does no damage but does np Sepieniia’s profestive lower face shield
off, making the head & new vulnerahle target

Stage two begins after Phaniasmiaransae remaves Sepientias lower
face armar THiscould happen before all the Bluevitality 1s removed
from the boss s gauge. Mow, you must attack the boss's head. The
boss cantinues sim)lar evesive moves as |t didin the previous stage
Evade often 1o aid contact damage. SUrf up to the face as fasias
you can and unleash ketana punch combes: on il until it makes an
aggressive move:

Al'this stage, the bioss may tny 1o bite you with its giant, toothy matth
above its head, or it may take a swing al you with one of iis front legs
Pressing the Evade butlomat the nght time allows you to aaid these
attacks without having to back off the boss. Btay close and atleck to

155U the most damage dunng dneattesk session
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gels Tha bass is aetrama%y urn‘sapw' wth its
er, creating a large whirlpool,

Sounds easy, buf of course s
stage: Youl cﬁ&n twwashad

try jurmping aver | he Iasens whrte pressiny ade bulton atthasamnma
|ust incase you didnt jurp high enough. While fime stands still, surf between
the tentacles to get to the boss’s heat, You could attack the tentacles, But don't
waste your time; your efforts are better spent attacking the head

Wfhile beating the boss inthe face, use extended punch combos that end With @
Wicked Weave You're presented with a Clime finishing move opportunity when
you've beaten all but 5% of its health away, Press the Punch and b gk buttons!
Wwhen prompted to begin the summoning of Pentasmaraneae. Yolr spider de-
mon eppears at the bottor of the waler funrel - spins & giant web, and f:apm*es
Phantasmaraneae. Miniature Phentasmaraneaes atfack and devour Sepientia on
theweb Press 1he Action button quickly and repeatedly o score a huge bonus—
pessibly & 1500 Max Bonus. In a dying breath, Sepientia’s shares with Bayonetta
that the battle is not about the emblem she wears Evidently, the mitich sought
after Eyre must be something or someone else.




@ggﬁﬁ&if_&, L.uka, and Cereza escape the plane crash and are now piloting & helicopter to lsla Del Sol. Before they even getclose to the island, defense systems
fire: missiles at their helicopter. Bayonetta swiftly places herself and Cereza on top of one of the:missiles and takes corird of its weapons end navigation systems
Luke s jacket Is snagged on the bottom of the second rockel, which s following closely behind,

R BLREEN BROKEN WITCH HEART

ENEMY ENCOUNTERS
ALL MODES

Constant barrage of Dear, Decarations, Affinities, Inspireds, and Harmonias, followed by Courage battle.

MEDALS

MEDAL VERY EASY/EASY NORM HARD VONSTOP CLIMA)
SEC COMBO_| DAMAGE | SEC | COMBO [ DAMAGE | SEC COMBO_| DAMAGE

EC
PLATINUM 44 800 ) 520 8360 0
GOLD 6:14 50 64 Anda 707 1004 1000

SIVER T 280 & I 854 2552 2000
BRONZE 9 100 | C0 I ] 1100 3000

MISSILE CONTROLS

Control the missile's direction using the left stick: The Action and Punch but-
tons fire the guns (hold down or press rapidly for continuous fire). Press the
Kick and Jump buttons to launch your quided Wicked Weaves.

For each one fired, one Magic Orb is spent from your Magic Gauge. Also

keep in mind that you can only fire four &t one time, you can't fire again until
they are gone. Finally, press the Evade and Change Weapon buttons to Evade
enemy attacks You can also change the Y-axis controls from Gptions in the
Fause menu




Once you get used to the contrals, start thinking strategy. Each enemy T o 7 =, WALKTHROUGH
hes a unigue attack pattern, so you should deal with each accordingly

DECORATIONS

Decorations fly onto the screen in a patterned row, Aim, then hold the

Fire: button and allow them to sweep into your stream of fire, taking

thern out like an old-schodl shooter. The next time they appear {after the

Dearattack), they fire green plasma projectiles, which can be Evaded.

Shocting multiple Decorations fills the Magic gauge quickly, but don't
waste your missiles on these foes,

EVADE OR LOSE MAGIC

] i 3
OOk 1
‘ The message inthe name of this tipis trus with s : M
' sy chapterin the game, but in this challenge s : :
Magic Orbs trarslate into a one-to-one missile

conversion ratio. Missiles arevery helpful when
battling Inspires and biosses, [Tyou usually take
damage during cerain types of enemy attacks, then

Lize all the missiles on those ensmies that are present.
Ctheniise, save themTorthetougher foss.

DEAR

Dear appear in threes just after the squadron of Decarations has
pessed Dear shoot the green plasma projectiles in bath verses. Dodge
them aor Evade the attacks then line upand shoot the Dear in the face.

AFFINITIES

Affinities are more resilient to your gunfire. They dant remain on soreen
too long either. Using the Evade buttons cancels your ability to fire the

guns, 50 you may run out of fime to shoot he Affinities before they (e M
leave Use skilled dodges to avoid their green plasma projectiles whilz > VeI
continually raining gurfire on them.

INSPIRED

After afew rounds with each of these enemies, a single Inspired arrives
with awarning signal that you'll only see when & boss-type enemy is
approaching. The enemy’'s vitality gauge appears at the bottom of the
sereen: The Inspired flies toward you, then past you, then comes back
on sereen from benind and flies into the distance. |t repeats this travel
pettern until you defeat it

When the Inspired comes &t you from the distance, it fires three mete-
ors. Evade them closely to enter Witch Time, Whentime stops, shoot
at the Inspired's head and release any missiles you have befare normal
time feaumies. Fallow and shoot the enemy as it moves from the middle
of the screen until it leaves the screen via the top right corner. Damage
is much greaterand you receive more Magic Cirbs while attackingin
Witch Time. In later stages, three or mare Inspireds will attack at once.
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HARMONY

The Harmenies shoot green plasma projectiles inquick suscession: To defeat these enemies, shoot ahead of their flght pattern while moving ahead of their
misslle atacks [fthis is done carrectly, youwon't have fo Evade the projectiles and the enerm will be destroved befare the last missile cames close enough ta
recessitate an evesive marelyver

MISSILE TOP BATTLE

Abaut midweay through the batile, twe Affinities with flails and an Applaud witha spear jump onto the missile with yau. Byade one df their attacks, then enter Witch
Time andtear them o pieces, Get ‘em off your missilel If you defeat the Applaud using & Torture Attack, a Broken Witch Heart pops out of its chest So save up
these Magic Crbs eamed from the Decaration attack that happens just befare this bettle

COURAGE

(Gourage is the toughest enemy in this shooting challenge. The mini-boss shoots plasmia projectiles with rapic-fire) making it tough to hit him consistenthy
Evade too often and you cancel the ability 1o fire your guns. Your best oppartunity for inflicting miajor damage is when it fires meteors al you. Evade these to
enter Witeh Time: Shoot the meteors back at Gourage, then use the reat of thetime-freeze to rapid-fire &t its torsa You'll ikely take the most demagein this
entire chapter during this particular bettle, 8o, if you can get past Courage without & retry, you're doing great. After defeating this mini-boss, you pick Upa
mmega vitality power-Up that should carry you to the-end ofthe nest min-boss batlle.

ENEMY ENCOUNTERS
ALL MODES

MEDALS
| L _ VERY EASY/EASY HARD \
SEC COMBO | DAMAGE
| PEATINUM | ' 0 720 0 : i

520 1250 8360

7 800 500 i : ki) ol 1] 4004 1000
B:54 650 1000 ! { 1214 2552 2000
10:90 300 1500 E i 1440 1100 3000




MISSILE OPERATION CONTINUED
BELOVED (BAZOOKA)

Yeu encounter many of the same enemies in the second verse; howeier WALKTHROUGH
the little blue ones with thelr metear rifles are new. These guys are slow, fly 4 PROLOGHE
low, and fire lots of meteors. Evade these projectiles to enter Witch Time and
shaat the Birabuda to abtain many Magic Orbs and inflict maximum damage.
Yeu can alsa shodt thelr meteors bagk at themwhile in Witch Time.

MISSILE TOP BATTLE

ihile passing through the tunnel—eafter defeating the Beloved—yaulll en-
counter ancther missile intrusion. Beat the twa Affinities (carrying flails) and
continue the rampage on the spear-wielding Applatid Evade the enemies
attacks and defeat them quickly inWitch Time.

KINSHIPS

The Kinships appear inpairs and shoot two laser beams simultanseusly
Evade the lasers to enter Witch Time and target each Kinshipwith rapid
gunfire. If you have Madic, use some missiles in this bettle. The Kinships are
weak, but i's sametimes difficUlt to move quiskli enough totake ott both of
them before ane |eaves the sereen. Shooting a couple missiles zolves this
problem. B e e N 4 :';’

TEMPERANCE

Temperance s the mini-boss of Werse 2 When its arms arent shigdingits

head, you must target the creature’s face with gunfire: When the Decoration
squadron is deployed, shoot as'many of them as youcan while they're sl
inthe distance to lessen the amount of green plagma projectiles fired at you
Evack these Decoration prajectiles and don't worry about targeling the boas
for the mament: you're ikely to receive too mush damage from the Decora:
tions tojustify shooting the boss &t this lime.

M=z >
21556

Oncethe Decorations are cleared, the boss readies a mighty lasen attack, _ o ot
Evacke the bearm to enter Witch Time: This | your greatest chanse for dant- e o Sl O
age during the batile and it only ocours a few times Shaat &l missiles you !
can while unlgading rounds on its face. Keep this up uniil if covers the face:
again.

%
o |

T

Temperance repedts these altacks acouple of imes.and then adds in a me:
tear attack. Evadethe meteors to enter Witch Time and attack tts face with
everything you've got. After finishing the boss, 'you earn another mega vitality
power-up. Hepefully, this baast will carry you through the third verse battle
with Jeanne. :



VERY EASY/EASY
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Battle against Jeanne

MEDALS

HARD
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DAMAGE IE!IE!E!

SEC GOMEO

DAMAGE
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1500 2552 4000

18:00 1100 6000

After barely making if | hroughthe oity's de-
fenses, Bayonella and crew conlinue pilating
the speeding missils toward the brilliant city
of lela Del Skl Gut of the darkness comes
another migsile jockey, headed straight for
you. Jeanne |eaps from her missite and Kicks
Bayanetta off hers Bayonelagrabs Cereza
andl drops o the top ofa skyscraper below

Jeanne, standing on top of amissile, ary

nounees thal she's ready to finish what the two
started'so long ago, She reveals that Bayanetla
wasthechild bom of a Lumen Sage-and an Umn-
bran Witch, and it was her birth thet sent the clans:
into a spiral of chaos. The Utnbran Witches swore
that the treasured Left Eye would never fall into the
hands of another
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FRLOGUE

.""‘tp line ha sna‘fcﬁ the missile. \aunchmg a{;mrc S out of
I Lu]e;a hak Gereza W{ h hlm as he tears away in tha
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E_althgut of her mahty gauge puere blue, graen and
Tihe first stage, you need to purmmel her purple vitalty down
foa quartef 1o reah the second phase of the batlle. Since Jeanne:

Is s quick, we stiggest Using the kaiana withthe bazookas on your
feet Perform fagt punh combos that end with the rapid projectile fire
from yalir blade, then quickly press the Kick bilton to folaw with the
overhead Wicked Weave (stomp).

HH l

WWhen distance Is created between the two of you, quickly shorten f ty
performing a dash aftack and get back o inundating her. Jeanne s less
likely to have time o unleash Wicked Weaves, or Use hair demens, if
you continuously atteck her Evade efterthe srd of ezch cmmba:.. 'd
any time that you are met striking her Evading any attack sh
allows you to enter Witch Time and, although she is /& witch, she WIﬂ
freezewith everything else




Acourter ateck opportunity arises if you beth throw & kick or punch &t the seme time. When this happens, press Punch and Kick simultanesusly to begin the
Cotnter. During the kick fighting sequence; press the Kick button rapidly to outdo her, increase your attack power, and eam bonus points. I you overpower her,
youwin and she is kicked back, taking major damage. On the other hand, if you do not raise the Gigaton points high enough, then you lose and you are kicked
back and dealt damage. '

ithen Jeanne's purple vilality is reduced (o about 25%, the tower begins to lean and fel into the adjecent bulding This starts stage two of the batile.
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STAGE TWO: WITCH WALK BATTLE
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After draining Jeanne’s vitality of all the blue, the missile nears a collisionwith a
buildng. Pressthe Jurnp button while titing up on the left stick to [eap from the
missle toyvel ancther missile where a similar battle continues.

You are likely to reach a punch Counter opportunity ar twe during this phase of
the fight, Press rapidly on the Plnch button to increase your chances of winning
the challenge. Afterward, continue Evading, Dash attacking, and using quick
punch combos fo knock Jeanne's vitality down to half green Gnce her health
isthis low) both efyou eutomatically leap off the missile and onto a penthouss
pettio of a nearby building in acnematic.

STAGE FOUR: PENTHOUSE PATIO BATTLE

Use the same attack strategy onthe penthouse patio as you did inthe previous
stages. Mary objects around the patio (fumiture, vases, ele.) corlain Useful items.
Wihen you can et away safely, break them for goodies, thencontinue fighting,
Youcan also walk onthe large Waterfall wall anthelef using Witch Walk. Jeanne
Witch Welks a few times during the batile, with or without your lead



If Jeenne ends Up near the Witsh Walking wall while o the ground, you
can use thewall to your tectical advantage Jump up onto the wall and
stand ehove Jeanne while attacking her. Thisconfuses her and it takes
her a bit to defend ar escape. Completely drain Jeanne’s yellow vitality
gauge end the battle Is won.

Aspecial moment between old friends accurs In the batlle ending
clfl-scene. Jeanne saye that Bayonetia possesses the most beloved
treasures of the Umbran Witches, the stone shewears close to her
heart: The Left Eye Curiausly, though, Jeanne refers to Bayonetta as
“Cerezd |ust befare she perforns a quick draw and res to put a bullet
in her head,

Rockets slam into the penthouse and the explosion sends Bayonetta
into the adjacent bullding, where she is surprised to find Luka and
Cereza dlive and in good spirits.

WALKTHROLCH
PROLOGLE
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Baycnetta, Cerezg, and Luka approach the colossal doorway to the
[thavoll Bulding. The voice In Bayonetta's head speaks once again
and asks her to unleash the power and aweken the Eyes of the World.
Cereza identifies the voice as her father's, which takes Bayonetta by
surprige. Cereza runs inta the building, overjayed a hearing her daddy
Bayonetta loses sight of her and the doors close, locking Luka out. The
three party members are separated

ENEMY ENCOUNTERS

ALL MODES

Stage 1: Fearless & Fairness

MEDALS

MEDAL VERY EASY/EASY

IEEEE!

SEC COMEBO

PLATINUM 100

DAMAGE

120 1484 500

11

1092 1000

alll

700 1500

FLOOR LVL 1: STATUES

‘fou begin this chepter on the first floor (A) of the [thavoll Building,
Smashihe Fairness & Fearless statues at the entrance and prepare to
do battle as the creatures leap out ofthe slone edifices. Evade often
and try ta remain behind these fast enemies. Concentrate your attack
on one beast at a time to keep them from ganging Up on you, Use your
katanawith Wicked Weaves during Witch Time to inflict the most dam-
age. Uncethe battle is won, smash vases onyourway up the stairs to
the first landing where the Verse 2 battle begins (B).

ENEMY ENCOUNTERS

EASY MODES

Stage 1: Decorations x7
Stage Z Fire Ardor x1

MEDALS

MEDAL VERY EASY/EASY

_I!EEEE!

SEC

DAMAGE

COMEBO

PLATINUM 0:50 800

11 560

SIVER

124 180

BRONZE

140 400

I!E!IEE!
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HARD
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HARD

[ 140 1]
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DAMAGE

SEC COMBO

WALKTHROUCH

PROLOGUE

TYT

L=

CVIR4T

Il_lilk bl

LN -
" g-.\ a2
A
s -

NORMAL {and above) MODES

Stage 1: Decorations x10
Stage 2: Fire Ardor x2

SEC DAMAGE

A

¥EE




FLOOR LVL1:
LANDING

Decorations attack as you approach
the landing (B). We suggest Using the
katana and equipping the bezookas ta
yourfeet. You can take ot the Decore
tions guickly with a few bazooka shells:
The splash damage from a Decoration
exploding often takes out other nearby
Decorglions.

Fire Ardors eppear as soon as the
Desarations are defeated. You cannot
tolch these creatures with close-range
weapons oryou |l be knocked back, taking
a litlle damage In the process Oocasionally,
their fires are quelled, take that opportunity
te attack without Witch Time. But watch out
wihen they scream—it means they're about to
flame up again.

Yiou can use the deps tocheat a little in this
battle. Run Upstairs to make the Ardars reanimate
an the steps pear you. Run dow the stairs and
head down the |owest set of stairs while remaining.

a few steps from the landing, close tothe midde
grating that separates the stairs. Perform Wicked
Weayes throligh the rall. These cen connect with the
Ardors on the top set of stairs. This allows you to aftack
them while they' re an fire without tsing Witch Time: Af:
ter defeating the Ardars, continue 1o the second flaor (C).

ALL MODES

Stage 1: Braves x4

MEDALS
! MEDAL ._ VERY EASY/EASY HARD
|  mPe | SEC | COMEO | DAMAGE | SEC GOMEO | DAMAGE | SEC | COMBO | DAMAGE |
'PLATINUM K | ®0 ]

5EG COMEO | DAMAGE
120 3680 ] :
147 1952 1000
214 1376 2000
240 800 3000
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FLOOR LVL 2;: LAB AREA 1

Break the Grace & Glory statues near the sliding doors on the second flaar

to reveal possible Halos or tems. Move beyand the automatic sliding doars
and head through the curved hallway. The windews-on the nght provides-an
amazing view of a masaive industrial machine in the midde of the building

Gentinue to the end of the hallway (C) to bettle the Braves.

T

Asyou know from previeus levels, three Braves can joinand transform into
one large Brave To prevent this, take out the first one that materializes
quickly' Enter Wifch Time, using a well-timed Evade during its atteck swing.
When the creature 15 near death, the other three materidize one after the other giving yaou just encughtime to take cut the second one before the:
glent transformetion begins. The upside to allowing the Braves to conjoin is that yol can abtain the Brave's enarmols axe afierthe batlle
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( ENEMY ENCOUNTERS
VERSE 4 e

EASY MODES NOBMAL (and above) MODES
Stage 1; Grace & Glory Stage 1: Gracious & Glorious

MEDALS
MEDAL VERY EASY/EASY HARD
| TvPE__ | SEC | GomBO | DAMAGE | SEC | COMBEO | DAMAGE | SEC | COMBO | DAMAGE |
PLATINUM 10 1250 ] z1 4950 ]
{ 120 800 500 J 2 3 2520 1000
140 1] 1000 b P 1277 1710 2000
2:00 500 1500 4 i 520 00 3000

SEC COMBO | DAMAGE
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FLOOR LVL 2: STATUES

Cantinue through the next et of shiding doors and head through the hallway to & similar set of doors with ancther
sel of Grace & Glory statues (D). Smashing these releases Gracious & Glorious and intiates the Verse 4 battle.

[Fyau hae Qnough Magic Orbs, beginthe attack with a Torture Attack. Even IFyau reach the highest possitile bonus, you won't take this

resilient ereattre oul, but you will definitely soften it up: Tekethe dropped ciaw frorm the first defeated creature and tumn it on the second. Pressing
the Kigk butten implements a devasteting spinning attack Fyou have the fire claws. Steer toward the enemy as yau spinto ensure contact
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MEDALS

L3

ENEMY ENCOUNTERS

ALL MODES
Stage 1: Joy x2

_ M _ VERY EASY/EASY HARD
COMBO | DAMAGE SEC COMBO | DAMAGE COMBO | DAMAGE | SEC DAMAGE
[ PIATINOMITTT 050 800 ] I _ 200 800 1] _ I [

1107 560
124 480

240 560 1000
a2 ®0 2000
410 a0 000
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FLOOR LVL 2: LAB AREA 2

The windows o the fight in the second lab area glow with red light frant the countless containers suspended from the gant maching in
the middle ofthe building

Head to the next st of sliding doars (E) 1o Initiets the Verse § batlle, invalving a couple days—one with & gun and the otherwith
aswordiwhip. The Joys are extremely quick, asyou are well aware by now Ifyou have a claw from the Grasious & Glorious
batlle, press the Kick button to begin spinning with clawsof fire, This attack is very damaging to these thin angels, Lise
Dash attasks, Evades, Witch Time, and Wicked Weaves to quickly gef rid of the Joys:

R



WALKTHROUGH
ENEMY ENCOUNTERS

EASY M_D_'D”ES _ _NOHM_AL_ MODE nd above) I D
Stage 1: Enchant x3 Stage 1: Enchant x5 hantxh

Stage 2 Grace & Glory, g 2 Gragex], Gloryad * 0
A

MEDALS
MEDAL VERY EASY/EASY HARD .
[ tvPE | SEC | cOMBO | DAMAGE | SEC | COMBO | DAMAGE | SEC | COMBO | DAMAGE | SEC | COMBO | DAMAGE
PLATINUNM 0:50 1250 i} : 6500 310 360 0 : 3 0
| 1107 800 500 L} I f 114 304 1000 )
124 650 1000 i 1 i 517 2552 2000
00 2 ) t b 1w

FLOOR LVL 3: LANDING

Continue through the sliding doore where you defeated the Joys (B) and head through the connecting
hallwany to find the next sef of stairs. Havethe bezockas selected (on your feet i= fine) before climbing the stairs
The Verse § bettlebegins whenyou reach the lending (F).

%

One:shell from your bezocka annihilates ane Enchanted. As soonas they start appeering, hold dewn onithe
Kick button to latinch a couple of rockets: The first usually misses, but the second always hits the mark;
Destroy all the Enchanted and the Grace & Gloty materaize. Evade dften to enter Witch Time,
then take them out Using the katana, rockets, and Wicked
™ Weaves, Once theyre toast confinue upthe stairs to the
".!!F third flaor,
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ENEMY ENCOU
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EASY MODES NORMAL MODE HARD (and above) MODES
Temperance (non Temperanee (non Temperance (non confrontational),
confrontational), confrontational), Fire Affinity (random vee apon) 85
Affinity (random weapon) x4 Affinity random weapon) x4

= .

MEDALS
MEDAL VERY EASY/EASY HARD
SEC__| comBo | DAMAGE | SEC | COMBO ] DAMAGE |
_ PLATINUM | g0 0

D50 130 1250 1]
107 960 500 | 200 800 1000

SEC GOMEOQ DAMAGE

124 480 1000 230 650 2000

14 100 1500 i ] I} m 500 3000

FLOOR LVL 3: LANDING

As you run through the third floor haltweay, Temperance breeks through the left well of the building, exposing the e@;&ﬁoﬁﬁhe-oreature floats just outside the hole
while performing & veriety of attacks. Youcannot be hurt by its atterrpts nor can you damage Temperance &t this lime; you'll face this boss soon enough

Gantinue to the end of the hallway (G) 16 face the Affinities in the Verse 7 battle. If you still have fre claws fromhe previcus Grace & Glory batile, spin around
Lsing the Kick comba and rip through several angels ina single attack. Take out a speartating Affinity, claim the weapon, and perform the spin attack to wipe out
the remaining angels.
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LR IEENRES |SLAND IN THE SUN—ISLA DEL SO JOURNRE

ALL MODES

Stage 1: Temperance

S WALKTHROUGH
PROLOCUE

Run through the folrth floor halhway until you
see Temperance eppear oltside the left set of
windows: Be prepared lo Evade a punch from the
boss throtigh glass. As soonas Temperance breaks
through, head out tothe exterior balcony and take —

contral of ore of the two antkaircrafl gun placements

(there's one gun on beth ends of the balcony), e
Temperance has lwo slages of vitality; green-and 3}:’\{\.{ f
yetlaw

|

Tocantrol theanti-aircraft gun, use the left stick to
aitn and press the Action button to fire, Hold the Fire
buttern dowrt for contintious rapid fire. Press the Jump
or Evacle button o glinb out ofthe larde gun

Aim-and shoot Temperanse in the head, the only sen-
sitive area on s body. The boss often fires glowing
green angel-faced missiles at you 'Shoot all ofthese
down to avoid damage and, during a lull in the Bomb-
Ing, refasus-your aim on the bosss face. Sorre of ifs
missiles (those that are very high or tothe fer-left or
right)’ may never hitya, But it's tough e tell which
high ches wen't damage you, so it's besl toerr an the
side of caution and just shoot them all down:

MEDALSE
HARD
COMBO_| DAMAGE | _SEC__] COMBO_| DAMAGE |
10 1250 ]
72 500 414 800 1000
3% 1m0 5 650 2000
300 1500 620 500 3000

SEC COMBO | DAMAGE
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When you shoot halfthe green heatih away from Temperance’s vitality
gauge, the boss Initiates a devastaling alteck. You can prepare farit by rec-
ognizing its early stages: Whenthe Temperance puts:its hands o its head
and begins to glow orange, it's abolitto shoot a wide faser beam at you To
avold this, leap framiyour gun, Using the'Jump or Evade button, ther sprint
away from the antaineraft gun and Evade the mement the laser hits, After
dodging a majer hurt, guickly returm to/the gun and continle the assaull,

Termperance intiates a powerful punch atfack 2 soon 8s you drain all the
greenvitality Pressthe Pupshand Kick buttons when prompted to/sus-
cessfully BEvade it olhenwise, you get knosked off the gun and take severe
damage from thedrlling-hand-punchaitack You know this is coming when
Temperance starts hovering toward you from its ustal distant stance.

Asuccessful Bvade of the punch launches Bayonetta cff the gun, which is
destroved by the punsh, Run o the second anti-aircraft qun and continue
the assaull. Repeat this sirategy untl the boss is defeated. Continue
through the now opened barrier in the hellway and find the Island In The
Sun—isla Del Sol journal in the connecting hallway.

[ O BATTLE ARENA

After besling Tempsrance In\erss 8, but befors
proceeding rto the-elevatorshafl on oo four
Fescl 2l the ey back 1o the first floor to fird the
richy aotivated Alteim portalan & Rearhy balcony,
aocessibleia & panthier dauble-Lmp or by Using
Crow Within:




((UI(ETEEN BROKEN WITCH HEART X2
ENEMY ENCOUNTERS

NORMAL MODE HARD MODE
Stage 1: Fire Affinity %9, Fire Ardorx2  Stage 1: Fire Affinity x8, Fire Ardor x3
Stage Z Grace x2 ‘Stage 2: Fire ArdorxZ, Faimessxl

MEDALS

VERSE9:
ALFHEIM

Stage 1: bire-Ardar x5
Stage 2 Juyx3.

MEDAL VERY EASY/EASY HARD

COMBO

DAMAGE SEC

DAMAGE

WALKTHROUCH
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520 104760 0

545 43524 100

609 3z 810

634 2100 1200

WITCH TIME DISABLED!

Defeet all the angels befors time expires. Witch Time Is disabled inall medes
except Nonstop Climas where there are no rules

MODE TIME LIMIT HP
Normal 3:00 5
Hard 6:00 4
Climax ;20 7

After defeating Temperance en the fourth flocr, head all the way back diwn to the first floor and back near your starting position (A). Lise a panther
double-jump or double jump and use Crow Within to teach the rext baloony aver the gap. You'll find the Alfyeim portal (1) onthis balcony aleng with
a witch sarcophagus cantaining a Broken Witch Heart and a Hard mocde Grow:

| 7 NORMAL MODE UMBRAN TEARS OF BLOOD

The Crow is at the end of the Alfheim Battle Arena balcony. Once

at the far end of the balcony, double-jump up into the air to spot

the bird in a high nook on the left, near the corner column. Jump
L up and press the Action button to catch jt.

b e

Y

Predictably, Witeh Time is disabled. To make matters worse, Fire Affinities and Ardors atiack you. That means you can't tauch them with close-range
weepone and there's no etopping time to bt them dunng Witch Time—the only time when their fire normally wouldn't affect you

STAGE ONE

LJse the whip and skates in this battle The whip 2 & lahg-range Weapon that can hit the fire enemies without any repercussions With this weapan,
you can damage the ersmy while going through the comba metions to perform Wicked Weaves Use the skates orthe panther form to quickly move
avray fromihe crowd of enemies, then turn and perform & quick Wicked Weaye, Repeat continueusty until you have-a full Magic gauge,

l |




Onee if's full, use the magic to perform a
Torture Attack onthe Ardors. You canalso
Use the enemies weapons against them
without consequences; this includes Ardor
broadswaid attacks and Affinity spear
spinning.

Another useful trick is to daubleump

hich in the air and Wse Crow Within Use
Iagic Orbs tothriw feather blades (Kick
button) at the enemies safely inthe air where
they narmatly dar'tbother you There's na
guarantee thet the epermy will leaveyoualone
whileyouTre in the air;, sormetimes they perform
ar-hanging attecks, 20 be prepared to Evade
ar (ust land and get avwey.

STAGE TWO

The Glones in the finakstage appear to be onfire,
bt that's how they usually look: you can etfack
them withaut taking demage and being knacked
back by the fire. So Evade offen and attack the best
you canwithout using Witch Time: If you gtill have
Stage One weapons, uze them. It's also a good idea
o hawve other weapons ready to switch ta when This:
stage begins. Thete’s noneed to try 1o take these o
on Usitig the whip. Equip the katana and have Durga
lightning set to Bayonetta's fest Complete thischallenge
and pick up the Broken Witch Heart an your way out
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VERSE 10

ALL MODES
Stage 1: Justice _'

_ﬂﬁ
ELEVATOR SHAFT: JUSTICE BOSS BATTLE -
|| Returnto the fourth floo, just beyend the erea where you found the last et
: journal. Proceed into-elevatar lobiby and breakihe gate awey from
the elevator shaft (J). Enter'the shaft and prepare to Bvade a
falling elevator by titing right on the left stick and préssing Jurp
al the same time. ‘
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HARD MODE UMBRAN TEARS OF lll,l)l)l]

\l l e

_.This Hard mode Crow is in a cage in the comer
of the elevator lobby. Break the cage and quickly 6‘
grab the bird before it flies away. i

MEDALS
HARD
SEC COMEO | DAMAGE |  SEC | comBO | DAMAGE |
410 1850 0
539 1104 1000
657 852 2000
] 600 3000

SEC COMEO | DAMAGE




After the three elevators drop, Justice smashes its head thraugh the winclows
tothe |eft. Begin attacking the tentacle head target while primarily. aiming

for the red sphere on its forehead. Use the katana while achieving Wicked
Weaves,

Ayroid the head bashing atacks, ez well as the spiky tentecls hammering.
LUse Evades toavoid all of these attacks. Justice's face shatlers onze you've
kriccked its health down to a quarter. When this happens, the tentacle head
lies Unsonscicus onthe efevator sheft. Jump Up on the long neck, as you did
the last time you bettled i, then sprint ta the mouth while avoiding the rotating
blade hazards. Again, avoid the rotating blades by pressing Evade the mo-
ment you run throdgh them.

Onice on the boss's face, attack the tentasls &l the root extruding from the
mouth Evade when the two adjacent tentacles dlap at you. During a cut-gcene
andafter a few powerful punch combos, Bayonetta slashes the tentacle root
vith a special slice mave.

After completing the boss bettle, run up tothe lop of the elevator shaft and
jump into the elevator daorway () that's emitting a ray of light. This places
‘youon the top floor of the towwer
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EASY MODES NORMAL MOD
Stage 1: Athnities (Spear) x3,
Applaud {Spear) x3

MEDALS
VERY EASY/EASY - HARD
_ SEG__| COMBO_| DAMAGE
050 2650 ] 140 2560 0
107 1984 ; 214 1184 1000
124 1092 24 1% 2000
1:40 00 [ :

SEG__| GOMDO | DAMAGE | [\/

TOP FLOOR

Fram the top floor elevator doonway (K), head into the large connesting
hallway where youll find & huricngous central statue Continue ta the
end of this pathto discover aGates of Hell partal, Tothe rght of this is
the entrance to another connesting hallway. [n this hallwey, you can find
a witch sarcophagus with @ Broken Witch Heart insitle.

This Climax mode Crow is in a cage. Break it and grab the bird.
I’s relatively slow, so if it get's away, wait for it to fly back, and
then walk up and grah it.

Usze thetwo floating platfarms (L) to get through the hole in the celling
and access the roofiop. Cn the top of the tower, youcan seethe large
statue in its entirety. Tothe left is & light path curved up to some kind
of blue sphericel platform. Beyond that you can find the Ithavoll CEO-|
journal next ta a couple of holes in the floar (M) that Isad to a top floar
hallwey that you have not accessed yet.

From the rooftop of the tower, drop into the floor hole {M) to
reach the top floor hallway. In a corner you can find a caged
Crow. Slash the cage to release it, then immediately press the
Action button to catch the Crowr before it flies away.
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Iihile In the same top floor hallway where you find the Mormal Maode Umbran Tears of Blood (M), head ta the opposite end of the hallway to discover awitch
sarcophagus containing a Red Hot Shot. Heading toward it triggers the appearance of Fire Affinities. Attack one to begin the Merse 11 battle.

Evetle an enemy attack and enter Witch Time {0 defeet ane the Fire Affinities, thien take its cropped spearto perferm & spin attack onits remaining brethren. Use
theflogting platfrms on either side of the hallway to returm to the rooftop.

Run up he curved glyph
ramp (N) tothe horzontal
plah‘orm with blue lights and
latch onto the horizontal
pole: Spinonthe poleina
clookwme direction to mowve
the cylinder-shaped platform
back into a chasm of moving
panel platforms (O)

i

S AERRRE BROKEN MOON PEARL, BROKEN WITCH HEART, ITHAYOLL CEO-Hl JOURNAL

ENEMY ENCOUNTERS I | "N

EASY MODES NORMAL MODE HARD {and above) MODES
Platfurm 1: Affinity {random weapon)x2 — Platform 1: Fire Nﬁnltyx?. Platlorm 1. Joyx1

Platform 2 Affinity (random weapon)x2 ~ Platform Z Fire Affinity x2. ﬁl&ﬂmm 2 Joyx

"I

MEDALS
MEDAL VERY EASY/EASY M HARD

SEC GOMBO | DAMAGE _IEEEE!
~ PLATINUM 260 ' 210 800
224 70 - 254 560 1u]u
212 A . [ 337 0 2000
200 3 : 420 200 3000

SEG COMBO DAMAGE




HORIZONTAL PLATFORM CHASM "

You begin this challenge on & small floating platform
like the one Bayoretta stands on, begin to.glow; then fal
from one pletform to another to reach the solid platforms in the middle:
Use the parther or Grow Within to reduce the numbet of 5
must jurip aeross. [Fyou fall beck to the rooftep, then jump back anto
any of the low honzontal pletforms just off the outside edge of the
ranftop tothy again. '

The static platforms in the midde (which consist of four, end-to-end,
square plaiforms in a single-row) do not drop; you are safe on these. To
find the Yerse 12 battle, you must access more of these fourin-e-row
stetic platforms arotind the middie ring of the chasm, There are two di
fierent static panels where angels eftack. The bettle is not won untilyau:
find and defeat the angels an these two separate platforms.

Mext, jump or Crowfly to the mare solid chasm in the distance. Get on
averlical, solid gray platform, (R) or (Q), walking on the far side of it

1o correct your stance to the proper horizontal position, The world flips
around and you can now find simitar platforms around the ehasm more
easily. Platfarmm (@) holds & witch sarcophagus with a Broken Moon
Pearl inside and platform (R) is home to.a Hard Made Umbran Tears of
Blood. Witch walk on the red square panels to reach these other plat-
forms; making sure to panther double-jump over the gray flat sections
to avoid slipping and felling to the rooftop again

This Hard mode Crow is in a cage (R). It's not
going anywhere, so break the cage and then grab
the bird before it flies off.

From side platforms, (R) or (@), doublesump and Grow fly.fo the
milddle; floating platform (S) ta break the witch sarcophagus open and
find @ Broken Witch Heart Beside it, yeu can &sa find the Ithavoll
CEOQ-ll journal. These shauld be the last samophagus and journal
entry you find, giving you two more AchievementsiTrophies.

WALKTHROUCH
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ALL MODES

Stage 1; Golemx1

MEDALS

_ 'MEDAL | VERY EASY/EASY HARD
SEG GOMBO | DAMAGE | SEC | COMBO | DAMAGE |
U PUATINDMT T 120 800 ] ; - 270 4950 ]
01D’ 147 560 500 _ : 320 2520 1000
z14 480 1000 52 10 1710 2000
400 . 500 500 2000

SEG COMBO DAMAGE

HORIZONTAL PLATFORM CHASM: GOLEM

Witch Welk g the red side platforms, starting from platform (R) or (Q),
and acoess the larger wall platform (P), Golem altacks as you reachithe
paint where you cart jump down ta the plaiform (P). You remain on the
side of ihewall in Wich Walk made while taking on Golem,

You've fought this beas! a few times before—even with only Witch
Time attacks doing damage in & previous Alfheim portal—so you
know the drill, However, this time you will see acouple of new
transformations that you haven' faced before

SPIDER

Golem transforms into the bird, attacks with punshing fists
and clanping hands, and even furnz into a spider. Thisis a
new transformet ion for Normal mode players: The sensitive
red sphere becomes the spider s head, Wait for the arach-
nidto shoct @ meteor, then Evade the attack ta enter
Witch Time. Attack the sphere heed while time is frazen
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CENTIREDE

Soon after shewing you the spider transformation, Golem turns into

agiant crawding centipede. The attack sphere becomes the

head. 15 attackisnt as obiviols as other
transfarmations, It just runs incircles
at you. Simply' Bvade the centi-
pade’ s collision attempt to enter
Witch Time and atteck the sphere
during this stete:

Near the end of the battle with
Golem, you're given the oppor
tunity te summen Hekatoncher

Your demen bounges Golem around

like a volleyball Pressthe Punch
button rapidly to increase
the damage and yoLr
bonus After defeating

Golem, re-enter the

elevator shaft fram

platfarn (P).




VERSE 14 enm

ALL MODES

Stage 1: Prudence

Witch etk and panther iun o the top ofthe elevator shaft, Prudence
appears and stops yoUabout midway up. The boss's sensitive arealis
its armored head inthe middle of its body The boss blosks the entire
shft, soyou can't get by Use the ketana and skates or baziokes
equipped to Bayonettds feel, The crealure has twostages of vitality
green and yellow:

Theforce Ofpmdeme‘:g-;iganr;ﬂ ng on the st crumbles the bulding
belowyou Stay awey fram the falling structure behind you. The boss
backs Up a5 certaln amounts of damage are reached. As Prudence
does this mare ef the bullding crumbles behind you. Dont lag behind
or youll fall into that increasingly large hicle and fail.

The bioss has three main attacks: It seoops its head down and tries to
eal ouwith the large taathy motth above jts helmeted-head o it at-
termpts to stomp you flat with one ofits large lizard-like fest. Prudence
Usually aitacks In a storp, bite, stomp pattern. But sometimes 1 meay
stormp twee (na row using its nght [eg instead of the normal left [eg
altack, Evade the stomp atfacks, but perform & few Evade back flips to
det away from the bite attack:

VERY EASY/EASY

HARD

[__SEC__| GOMBO_| DAMAGE |

DAMAGE COMBO | DAMAGE |  SEC COMBO | DAMAGE
150 200 0
221 560 1000

304 180 2000

340 00 300




Atteck with the katena while perfarming punch combos and Wicked Weaves
between the boss's atacks. Keep moving forward as you push the Prudence
back to the top of the elevator shaft to avoid falling into the crumbling building
below you. When you've gotten the boss down te about 10% of its health
remaining, it rears Up ofits hind legs, screars, loses traction, and falls on
some very large spikes, Impaling itseff & the ground floor level.

ESCAPE THE EXPLOSION

Aven large explosion aocurs as soon &s the boss meete (2 arishy death, You
must stay ahead of the explosion s it crawls up the building toward you, To
dothis, run-and transfomm into the-panther as soon as control refurns to:you,

Da nothing but run through the entire explosion sequence and youll make it to
safely. The explosion appears to swallow Bayonetta up at times, but don't worry,
as long as you run as the panther from the earliest possible moment, youfll make
it 1o safety through a large dome window.

INTERIOR SPHERE CHANDELIER

Bayenettacrashes through @ large dome window, escaping the explosion by the
skin of her teeth, then lending on & lerge sphencal chandelier, There are four
suspension cables attached to some red globes at thetop of it. Slice all four to
drop the chandelier—and Bayonetta with i

The chendelier stops somewhere above the city where a light glyph pathway
connects to your chandelier. Follow the light pathway to the fiety portal e the
end. Enter it to completethe chapter.
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Bayonetta droos into & grand
templeinside the lthavoll Bulding.
where she finds Father Balder, the
last of the Lumen Sages, holding
Cerezainhis arms. Heasksto be
‘\_-g.u’él’iis Pl e addressed as "Father” which explains

the confusion when he was described by
TP
i | ‘ | |

Gereza In earlier chapters.

Bayonetta asks Fether Balder how he got little
Cereza He dodges the question and explains how
Lumen Sages end Umbran Witches have long been the
overseers of history and continties ta fill some maore missing
segments i the unfolding story. He elaims that Bayonetla (s the
Left Eye and that Jubileus is anthe verge of resurrection

You also learnthat he had Luke's fether "penmanently retied for coming too
closetothe truth Balderwas dso responsible for reprogramiming Jeanne

ta mindlessly fllow his wishes, eventhough she was the ane who sedled
Bayaneita away In her undenwater tomb for her own protection. Everything thet
has led up tothis momert has all been a part of Balder’s maliciols planto lure
Bevanettain, a plan that has beenrexecuted flewlessly thus far

Just before the battle begins, Father Balder horrendously summons Gereza
intorhis chest and the entire temple exploces, throwing Bayonetta out of
the building_ She lands hard ona large, falling, piece of bullding debris.



MEDALS

MEDAL VERY EASY/EASY ; HARD
__I!EEEE! SEG COMBO | DAMAGE

F'Ul NUM- 510 1250 b 830 6500
654 800 | i 1120 3200 EI][I]

B3 BA0 5 ] 1410 2100 0o
10:20 500 | il 17.00
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SEC

GOMED

DAMAGE
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BOSS DETAILS

Fether Balder has three stages of vitality Unlke other bosses, his vitality gauge is
filled three tirmes sith yellow vitality. This was Undoubtedly done to give you & false
feeling of accomplishment et the end of each stage: Father Balderis extremely
quick—eien quicker than Jeanne: He moslly hovers just off the edoe ofthe battle
platform, but close enough o be in renge of normal katena atiecks: On accasion,
Fether havers over the platform, making it easier foryou to use-a vanety of aftacks,

FLAME SWORD ATTACK

Invthe first stage, Fether Balder attacks with his long-reaching fire swore and puls of light-
ning quick combos: These attacks can bie Evaded and Usedtoenter Witch Time. Evade
cften as Balder swings multipletimes before moving to a new ateck. [Fyou arent perfon-
ing an attack, then yeu shoud be chaining Bvades fogether to avoidany possible tack.

BUBBLE CAPTURE

Belrler also prodices & blue bubble. [FBayeonetais trapped withint, youre prompted
to quickly wiggle the [eft stick ta shetter the bubble end escape: Remeain trapped and
Father Belder quickly strikes with one of his atfeeks, For the ultimate prevention of this

bubhle attack you can attack the bubble to shetter it before it captures you,

LASER, ERUPTIONS & METEOR ATTACKS

Belder also shoots a long-range laser beam that can be Evaded ta erter Witch Time.
He sweeps the laser actoss the platform  few times. Ancther attack involves smal
valoanic-like eruptions thet eriginate from the last plece you were danding This
mours in senes of three eruptions. Use Evades to avoid these the mamsnt you see
the orange glyph eppear on the graund just before the attack ooours. A similer atack
eecurs in later stages, which involves faling meteors. Avaid them using the-same
methods used to Bvade the volcanic attacks.

ATTACK STRATEGY

To beat the first stage of vitality out of the bass; don't let up on consistent ketana
combos and Wicked Weaves Evade whenever you eren't ettacking, When the

tioss is hovering aver the platform, run behind Father Balder using the skates orthe
panther and attack from behind. Also, try chaining the quick Wicked Weaves together
(Left, Right, Kick). Use air-hanging punch combas and air Evades (o avoid attacks
while in the alr. The most damage 18 done whenyou attask during Witsh Time.




SATELLITE ATTACK

During the first stage, you rendomly expenence one of Balder's
: : \ special throw attacks, |f he uses athrow attack in the first stage, i

" egrrieee gy will be the satellite attack: Father Balder telekinetically reaches out
\ Into space-and takes control of & defense satellite, foreing it to-shoot
daown to the earth &l you. [Fthis heppens, pressthe Jump button when
prompted to leap off your platform and 1o & safer platform. |Tyou miss
the butten prompt; then you land hard on the next platform and lose
abolt a tenth ofyour vitality.

SUMMON OPPORTUNITY: GOMORRAH

WWhen you drain Father Balder's vitality down to nothing in the first
stage, you're presented with a Climax move opportunity. Press Punch
and Kick simultaneatsly when prompted to summon Gomarrah Rap-
icly press the Action button to Increase attack damage. LUnfortunately,
the ottcome of the simmon ends in tragedy no matter how many
banus Gigatans you praduce. Balder encapaulates Rimselfina large
protective sphere thal weddges the hair demon's mouth open;, tifling
its bite: He moves out of the sphere, then takes hold

of the creature’s head and twists violently, breaking Its neck
This cancelsyour summon attack




OVERHEAD METEOR THROW

During the second stage, Father Balder Uses similar attacks thet you ercountered
inthe previous stage with the addition of a couple new ones, Including metesors: He
throtws each metear in quick suscession, Use Evades lo dodge this etack.

BUILDING TOSS EVADE

Inthe second stage, Father Balder tpracts and throws a building at you Press:
Punch and Kick at the same time when the prompl appears. A Gigaton henus
opportunity quickly follows your successful catch: IF you get enctigh Gigatons, the
building is tossed back and collides inte Fether Balder, inflicting a fair amaunt of
damage. Otherwise, the building is thrawn back and you take damage.

SUMMON OPPORTUNITY; SCOLOPENDRA

Ariother Climax attack opportunity arises when you've beaten all but a tenth of séc-
ond stage vitality out of Father Balder's geuge. Press the Punch and Kick buttons:
when prompted to summen Scolopendra. This halr derman refuses to be defeated
by Baldet's shield that took out Gomarrah. Repeatedly press the Action button o
raise your attack strength as Scolopendra saueezes and shetters Father's shield.
Surprisingly, Fether explodes the hair demen from within its compressing dgrip.
Yep. . another hair demon easlly disposed with no damage done to Father

SATELLITE TOSS EVADE

Inthe third slage: Father Balder rentally. aretis the defense satellite and sends:

it hurtling out of space toward your platform, Similar to how you countered the
missile toss during the battle with Jeanns, you must now calsh the satellite and
threwe it beck at Balder, who then throws it back in‘yvour direction. Press Punch and
Kick simultansously eachtime the prompt appears tocatch and
then throw the satellite back
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After taking out Fether Balder with a lipstick bullet headshot, Cereza is separated from the last Lumen Sage and caught safely in Ba _
arms: Meanwhile, Luka is seen once again caught on the tall end of a passing missile. Bayonetta has suscessfully rescued her fiends e

She moves past Cereza (ittle Bayonette) to her rightful place in history and returms to Luka in pregent time. Suddenly, Bayonetta buckles over in pain.
«end glows with red electricity, which threws Luka back when he comes to her aid. Father Balder appeats out of newhere with a blue glow He e :
5-anme{ &'s unconscious glowing body up and into the eyes of the thavoll stetue to complete the resurrection of Jubileus. Again, Father Belder's
plans have been exeotied exaclly as he wished
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The lthavall Building has crumbled away, revealing a rocket &t its central
core. Father Balder has implanted himself inthe Right Eye while Bayo-
netta unconssiausly lies inthe Left Eye of the Jubileus statue, situated
at the tip of the [thawoll rocket. As the rocket launches, it seems all s lost
when Jeanne suddenly arrives on her motorcycle. She jumps end races
offthe backs of angels to effectively land on the departing rocket.

ENEMY ENCOUNTERS

ALL MODES
Stage 1: Harmony x5, Kinship x1

MEDALS

MEDAL VERY EASY/EASY HARD
I!EEEE! DAMAGE IJEIEE! SEC__| COMBO_| DAMAGE

PLATINUM 110 110 i 050 110
GOLD 120 b 107 1000

SIVER 140 2 212 [ 100 124 2000
_BRONZE 200 N0 71l 140 3000

shasaube

H% EEEREREEEET

FIRST ROCKET

You play as Jeanne, who's racing her bike Up the rocket toward the camera (A). You have full control of the steering and you can Evade and jUmp &s you
didin a previous maotorcycle mission. While racing forward, away from the Harmonies, press the Astion, Punch; or Kick button to fire your weapon behind
you With encugh rounds, you can take out a few Harmonies before the Kinship appears. Use Evade to power slide Under these swooping enemies:

Race eway from the Kinship's projectile attacks and Evade the long laser stream attack: Shenuns off the end of the first rocket section (B) and just m ;
the second section ioward the end of the Kinship battle.



ENEMY ENCOUNTERS

EASY MODES NORMAL (and above} MODES
Stage 1: Affinity {Trumpst) x36, Joy %24, Belove d x4 Stage 1: Affinity (Trumpet) x48, Joy x24, Beloved x4
- - Al

MEDALS
HARD
SEC COMBO | DAMAGE
110 &l 3 1:10 & |
134 134 1[|[|]
157 ' 15 2000
270 . 220 3000

SEG GOMEO DAMAGE

SECOND ROCKET

o youl race toward the enemy angels and away from the camera on the sec-
and rocketsection (B), Continue racing along the rocket while shootingangels,
Evading melear-like projectiles, and horzontal Joy lasers,

ffou have total freedorm to ride all around the citcumference of the racket, s0
when you approach the Beloveds at the erd of the second rocket, Evade to
slowr down and then steer bietween the Beloveds standing side-by-side.

When you approach the hollow tube at the end of the rocket, you're prompted
tojurnp, Hop from the end ofthe second rosket to three different falling panels.
Youlll be prampted & total of four times to jump and reach the last lerge rocket
section.




ENEMY ENCOUNTERS

EASY MODES
Stage 1: Enchantx24, Inspired x3

MEDALS
VERY EASY/EASY
__

110
134

SEC COMBO | DAMAGE

1m 1]

12

HARD

SEG

COMBO

DAMAGE |

1000

2000

3000

0o "v. 7

THIRD ROCKET

The racket passes through the threshald of the earih's almasphere as you reach the third seetion (C). Heal waves radiate fror the socking metel as
Jeanne races towerd the tip of the rockel to save Bayonetta You encounter awave of Enchants, followed by & squadron of Inspireds. Shoot what

you can to raise yourcombo score, but more importantly. Bvade to avoid damage:

When you enter space (when darkness cradles you), atimer beging counting down from 29 and Witch Time is triggered automatically, As you ap-
proach the end of the third rocket, you're prompted totilt up on the left glick and ta gress the Jurmp buttan simulteneously to hop fram the bike and
leap to the broken, hurmar-shaped sections of the Jubileus stetue—mow 0 deep space. Run and jumjp from the backs of the seven statue pieces to

reach the fourth rocket section (D).
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ENEMY ENCOUNTERS

o

EASY MODES NORMAL MODE HARD {and above) MODES

Decorations x12 Decorations x16 Dear x4

MEDALS
- VERY EASY/EASY HARD
SEC__| COMBO_| DAMAGE IEEEEI

| . 110

i | 20 1000
p ;

|

SEC GOMEO DAMAGE

230 2000
m 3000

FOURTH ROCKET

The fourth section of the racket is made up of sculpled, entangled bodies, These break up and floal
away behind you as you go 50 panther run.quickly, Use pantherdouble-jumps to get further ahead
of the falling racket sections 'Slash &t 'a couple Decorations along the way to raise your verse ending
score: without & cambe, you'll only achieve geld

Ashart cut-scene plays when you reach the midway point to Jubilets: Father Balder spots you coming to
Bayonetta's resste: He thinks deanne is jealous-of Bayonetta's tole in the creation of & new universe, but 'she
retorts otheniise. Hatred brews in his eyes atihis remark and he commiands Jubileus to destroy & nearbly
meon with & devasteting laser atteck. Avoidthe raining meteors as you meake your way tothe end of the
soulpted rocke! section. Lok for the glowing orange impact lecations for aclue towhere the meteors will bit

Run alang the gray, sculpted, flowing hair that reaches dawnto- Jubleus’ feet Continue running tothe
shoulder, then stap shart of reaching the chinarea of Jubileus® head: [fyou pass the chin and ear area,
you enter a new cul-scene and miss an opportunity toenter the Alfieim Batlle Arena that just opened
biack toward the feef area

Run back dewn the hair pathiweay and circle the metal grating below the feet until you find the newly
‘activeted Battle Arena portal




LARNIRGRSE BROKEN WITCH HEART

NORMAL MODE

Stage 1: Applaud x1,
Affinity {(Spear) x2, Affinity (Flail) x2
Stage Z: Applaod (Bow) x1,

Affinity {Sp earl %2, Ardorxl

ENEMY ENCOUNTERS

HARD MODE
Stage 1: Applaud x2;;
Affinity (Spear) x2, Affinity
Stage Z Fairness x1, Grag

Affinity {Flail) x2, Affinity (Trumpet) X2, 'Stage.ﬂ:.Ju-.yl.-xﬂ

Stage 1: Gracious & Glorious .
Stage Z Fearlessx1, Joy xZ
St ant Beloved x1

ilix1

MEDALS

NONSTOP CLIMAX MODE

WALKTHROUGH
FROLOGIE

HARD OF
[__SEC__| COMBO | DAMAGE| SEC | COMBO | DAMAGE
430 1250
450 800 m]
511 650 800
532 500
USE WICKED WEAVES!
Defedl all the angels befare time expires. Enemies can only be de-
feated using Wicked Weaves.
MODE TIME LIMIT HP
Nommal 420 5
Hard LHI]]] 4
Climax 840 ]

Thig challenge is-similar to a few previous Bettle Arena challenges
with-similar rules; but this time you contral Jeanne, who is actually &
Iittle: quicker with the combaos than Bayonetia. Equipthe Angel Slayer
ketana and have the skates equipped to your feet. Bat Within is very
helpful, &s well, and you should have had plenty of
time to purchase this technique by now When
you attack the enemy drectly, youlre knocked
backward withaut inflicting any damage
on your adversary. Using the enemies
wegpons also does no damage, nor
does using Craw Within feather at-
tacks: You must atteck wih Wicked
Weaves.

’J
T

Ferfarm the quick Funchy, Kick,
Punchaitack to slice through
mulliple enemies at onge. Then
quickly Evade by perfarming back
flips to the edge of the arena and repeat
the atteck. YWhenthe enemy i5 toaclose fo
perform the Wicked Weave, run as the panther
to the far end of the arena, then turn around and
attack again. You can aso try some air hanging
tricks to perform Wicked Weaves inthe air to avold hay-
ing to be on the ground during the entire batile: Sometimes:
fing over the enemy is helpful. Complete this challenge: for your
last Broken Witch Heart from a Battle Arena challenge—until you play
in ancther diffeulty mode:
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ALL MODES
Stage 1: Jubileus Stage 2: Jubileus’ Spirit

JUBILEUS

From the Battle Arena portal (E), run back along the heir pathway to Jublleus's head to
Irigger acut-scene. As Father spews fresh scripiure about the new beginning of time,
Jeanne desperalely tries to free Bayonetta from the Left Eve. Just as she pulls Bayoretta
o, Father blasts-Jeenne ol info space. He claims that your restlie was too late and
that nathing can stop the power of Jubileus now. Jubileus breaks free from the statue and
credtes a spherical foree field large enough o trap you beth inside

Jubllels has five stages of vitality: White, Purple, Blue, Green, and Yellow The creature
floats autef reach in the midcdle of the sphere during the battle’ “Yaur first target opportuni-
— fies are the Upside-down heads on the ends of the boss's many locks of braided harr' The
heads on the dreadocks become viahle targets when Jubileus drops and stabs ther intothe surounding shield,

Panther run to the targets and hit them quickhywith Wicked Punches. Meteors and head-shaped missiles shoot from the matths of
the target heads. The head-shaped migsiles ere guided and can be destroyed with normal ettacks, but often can be Panther Punted
back to the source. To dothis, you rust first stun one with-a hit and then quickly face 1t and, when prompted, press Punch +Kick. A
sticcessiul punt sends the missile bask tothe source, causing significant demage.

MEDALS
VERY EASY/EASY HARD

[__SEC__| COMBO | DAMAGE | SEC | COMBO | DAMAGE

SEC COMEO | DAMAGE

10:50 8360 0 15:40 74900 ]

127 4004 1000 254 200 2000

1804 2552 2000 6107 16800 L1}

21:40 1100 3000 : 3120 240 6000




Inthe beginning, bwo hair targets are sent down into attack renge. When those

Wiz are destroyed, three more drop down ready forattack. While these targets are
made available, Jublleus randomiy throws three punshes. The view is autematically
auijusted soyoucan see the attacks corming.

Press the Evade button just prior to getting hit-or &t the moment of impact to either
Evade or break Up into bats using Bat Within. Ether move triggers Witch Time.
Quickly attack the static fist with multiple Wicked Punches. The first fist rises quickly
and can rarely be successfully ettacked, but the second twa figt punches are always
feir game. Attacking the fists s very damaging to the boss and usuelly gets you to the
next stege quickly '

Stage twi beginswhien all but 15% of white vitality is drained from Jublleus, The
tioss stretches oul, screams, and covers the sphere With lava. You find yourself on
braken leva rock trails within & lake of molten lava Use the panther to run along the
trails wehile Evading projectiles and shooting leva onyourway to-a four dreadiock
head targets You are required o Jump when prompted) fram the end of one path to
reach a parliculer larget's platform Hit the targets with quick Wicked Punches, then
quickly run-along to the next closest tral to reach yet ancther head terget: Repest
until four head targets have been destroyed,

After four targets are gone, Jubileus throws lava boulders into the ait When contral
retums 1o you, jump from bisulder to boulder fyeu're prompted to jump when you
reach the edge of each) until you've reached the boulder closest fo the head,
CQuickly atlack the boss's head with as many Wicked Funches as possible before the
creature shatters your baulder platfarm. In thischallende, and other similar boulder
|umping challenges, youcan chosse which boulder yau jump to nesd by maving ta
the ede of the current boulder closest to the one you want to jump to.




The attack onthe boss's head knocks dubileus tempararily Uncon-
scious ta the surface ofthe profective shield Panther run up to the
glowing eye and Rit it with as many Wicked Punshes as you san
before the boss regaing consclousness

Stage three begins after knecking the boss down to about a fith of its
purple vitality: With & full biue vitality gadgs, Jubileus bigws snow and
ice thraughout the protective sphere; This is very similar to the lava
challenges, anty thistime the hezards are a litle chillier Avaid spiky ice
that shoots Up through the ground [Fyou're it by ane of these, you're
instantly incased in a block of ice. Wigde the left stick guickly to
eacape or suffer a little damage. Do everyihing you cen to Evade the
large e boulders; they'll flatten vou like & pancake! Also watch out for
the small ice balls shot from the mauths of the head targets

Next ts & floating oy boulder challenge, which is very similar to the
last boulder jumpingehallenge. Jump aeross the boulders ta reach
the boss's head and aftack as soonas possible. Knock Jubileus to the
ground and attack the boss hard before [ regains consciousness.

After knocking halfof Jubileus" blue vitelity away, you enter another
floating boulder challenge, similar to the lawa-and icy boulder jump
challenges: Again, it's iImpartant ta know that you can chaose which
boulders you jump to by repositioning yeurself on & boulder to face the
next elosest one on'any gven side. Once you locate the sweet spot
that tnogers the Jump prompt, quickly perform the Jump reash the next
boulder and to avaid hazards, which often acour if you hang

ot far too lang on ane boulder. Find the shortest

peths 1o the seven braided hair targels resting

on seven different boulders.
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Buring this stage, you must avoid head-shaped missles (ke thosa in the first
stage), crange vertical lassr blasts, and blue plasma ball projectiles spit from the
head terget's mouths,

At the end of this stage—efter deatroying seven dreadlosk head targets—you must
leap from boulder to boulder to get closertothe boss's head, then hit Jubileus-with
some powerful Wicked Plnches to drainthe remincer of its-blue vitality, Yetch out
forthe slapping hand. If Jubileus breaks your boulder before enough demage is
dons; you'll fall to & lawer boulderand have ta make your way biack to the head to
strike again Keep (Umping from botlder to boulder uriil you're close to Jubileus's
ayes before rying to alteck from a mare distant location.

Asuecessful hit to the head knocks Jubileus tothe graund again. Attack the boss's
uneonscious head with Wisked Punches Depending on your attack suscess, you

could reash the ned stage with half the greenvitality or Ralf the blue vitality remaining.

Slage five is very similer to the first stage in all aspects of largels and pitfdls, Mew
to this balile-are the galexy swirl diesks andihe black holes: The galaxy swirls are
sent down in groups of three. WWhen one touches you, Bayonetta turne into litlle
Cereza and the boss enters punching mode. Jubileus is most vulnerable when
the puhching ﬁﬁé are E\.*aded énd at 'iécked in Witbh'l'me The Firs’t punoh always-
punches..every hma hey are thrown Yt:au transform fram mtle G.ereza to Bayenetta
when entering Witch Time or come into contact with something harmful

WALKTHROUGH
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The biggest threat inthis stege is Jubileus” black holé attack. It looks
similar to the galawy attacks, but it's one larae, purplish glewing ring
with'a very szary derk, bubbly center Don't get caught upin the
middle of this hellhole or youwill die, The best way to avaid thisis ta
petfarm muttiple dauble panther jumps while rinning away as fast as
Yokl can.

CLIMAX MOVE

When youve bigaten Jubileus down ta about half of its final vitality,
sl e prompted to perform a Climex meve. Press Punch+ Kick when
prompted to summen the first stage of your two-part summon atteck
A\ little il efter your black hair summon appears center stage, youl
be prompied again to perform another Climax move. This ime, a
white hair summon joins the existing black hair end forms the mighty
Queen Sheba. Press madly an the Action buttin to raise the attack
demage (calied “Infinitort this time) to @ whopping *Big Bang Borus"

Yiou don't get the full ssops of just fiow big Quesn Sheba is until she
coldeecks Jubileus and you see your demorrs hand compared to the
boss's puny body You bt the boss-so hard that the soirl 15 separated
from the body. Torseparate someone fromtheir soul cage. . that's
quite-a herculean punsh.

The challenge i3 not aver quiteyet You must now take contral of
Jubileus soul es it hutles at light speed toward the sun s your job
topilot the hoss's soul throtigh space while avoiding the Miky Way's
planets: Look far the gmall dots inthe distanze to grow: Once you
spot & planel, move Jubileus to the furlhest side of the ssreen fromm
the planet you are'quickly approaching. Pass it with plenty of room
tospare If you lag a planet, therryou fail. Qhae past Mercury, you're
good ‘Steer theboss right into the sun to firish the verse:

&



~ WALKTHROUGH
PROLOGUE

ALL MODES

Stage 1: Jubileus Fragments

MEDALS

VERY EASY/EASY

SEC

GOMBO

DAMAGE

1:10
115

14
1:25

SPACE JUNK

During the first cregit roll, Jeanne and Bayonetta reunite and wat to celebrate
their victany: efter destraying the Jubilels space junk hurdling far the ezirth
This isthe final task tosave humarnity, When cortrd returmnstoyou, begin
moving Bayonetta vertically and horizontally to the glowing areas on the
stetue’s body parts. Crumble the statue partawith Wicked Punches, Destray
allthe parts inthe fime alloited tocomplete the final verse inthe game.

Enjoy the ending of the game; it dees not disappoint! Make sure you watch
the credits carefully, as there are three hidden battle opportunities mixed in!
Alsa, don't missthe final credit roll with the two-color pole-dancing scene

and continue watching after saving your game to chieck oul the new dance

B360
101
2552
1100

0

0:50

500

0:52

1000

054

1500

0:56

HARD

83750
35000
18750
2500

0
1000
2000

SEC

COMBO

DAMAGE

segment that now plays at the beginning of the game, Tans of good s U Completing the game on Normal mode unlocks the "Taste of the Wiiching
Hour” "Umbra Witch,” "Chapter 14-Epilogue (Mormall” Achievements (or Trophies for PE3%). You get to access the Play Histony screen where you
can see all your achievemenis in each chapter. You also unlock Hard made and The World of Bayonetta galleny inthe Bdras menu an the Title
soreen And, lastly the Handguns are acquired Mow get back tothe game, find these Rard made Grows and unleek Climeax made

[ PLATINGM| 030

(i 1}
0:50
100

]

VERY EASY/EASY

VERSE 8 MEDALS

DAMAGE

030

500

0:40

1000

050

100

VERY EASY/EASY

0:30
(1% 1]
0:50
1:00

COMBO_] DAMAGE
 PLATINUM 0 ]

24
212
200

VERSE 9 MEDALS

DAMAGE

0:30

500

0:a0

1000

050

1500

100

VERY EASY/EASY

030

| o
]

| 030

0
24
212
200

b 1]

VERSE 10 MEDALS

SEC

DAMAGE

COMEO

030

500

0:30

1000

0:50

1500

100

HARD

1]

HARD

260
P2l
212
200

HARD

6500
3200
2100
1000

1000
200
3000

COMBO_| DAMAGE |

D
1000
2000
2000

|__SEC__| GOMBO | DAMAGE |

0
000
2000
2000

SEG

COMBO

DAMAGE

SEG

GOMEO

DAMAGE
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EXTRA CHAPT ERL

ANGEL SLAYER
In Normal mode or above, clear all Alfheim Battle Arenas and this appears in the Chapter Select menu. There is no chapter number
associated with it. Beat Angel Slayer to unlock Zero, King of the Little Devils as a playable character.

ANGEL SLAYER 1-10 ANGEL SLAYER 11-20 ANGEL SLAYER 21-30
MEDALS
~ MEDAL HARD .
[ Tvee | sec Jcomeo [oamace B Tve | sec | comeo | DAMAGE ]
- UMY 220 501880 0 3
ABR 200
0052 A000

[UBRONZETT] 235 M0 6000

ANGEL SLAYER 41-51
MEDALS MEDALS

_ MEDAL [ NONSTOP CLIMAX |

TYPE_ | SEC | comBo | DAMAGE |




UNLOCRABLESLIST

ALFHEIM

Alfheim Battle Arenas have specific rules and time limits. The portals to these battle arenas unlock after completing
certain verses within most chapters. We cover the details for all of them in this guide’s walkthrough. Alfheim Battle
‘Arenas are only available inNormal mode and harder and cannot be accessed through the Chapter Select men;
you must find them within the chapters.

Hard modle Clear all Chaptersin Normal mode. Added to difficu I1y settmg Ilst _ i 4 1
Innets Mima - e | T al lard ode. _: led to | yr sefi - 7
nger of War {Bazillions) ClearHard mode Gald LF‘ uh’talned i \ -
Messiah, HWV.56 (Sai Fung) Clear 100 Chapters in Normal mode or above. GuI.d LP uhtainad ) y !_ N,

Obtained

M' sten Transfnrmmg Weapon Use Platinum Ticket to enter hattle and win.

el _,—:" |

acel ei uf Tim_e | Enter Shop

Enter Shop

-Ar:cas‘sury:.mimax Bra‘ne

Super Mirror {Jeanne) Enter Shop }.-x‘_
Giler].' " Compl aythrout difficult Added o Title Screen x|
Angel Slayer @ TS o —

Zero, King of Little Devils (additional character) Clear all of Angel Slayer. Playahle character added ‘\_j l

\%,l

n Normal mode and ahove, defeat all enemies without taking any damage to receive 10,000000 Hales.

PIOGE
EXTRAS
Chapter 8, just before the car part Event Hold LT {or L2 for PS3®) to change the background musicto “SplashWave/OutRun”
Chapter 8, at the Braves appearance Event  Hold LT {or L2 for PS3%) to change the background music to “Boss/FantasyZone”
RE
&) : During cut-scenes, press Jump, Kick, Acﬁun or Punnh h&fnre Bayonetta appears to activate,
!"-‘ Bayonetta licks alollipop event: Lollipop honus: Lal]lpu Eﬁevn{swl f" earlhat currespond to the button with the same color asthe Lalll|:|l:t|:l
| :
N : F'ress thaBACI( {or SELECT for PS3%) button during the loading screen to turn Practice mode on
\-‘ ) - Loading screen practice mode and off. {When Practicemode is on, the screen wﬂl not change even if loading is finished.) ) (QJ (.)
3 _-:'..4 "




UMBRAN'TEARS OFBLOCD

There are a total of 101 Umbran Tears of Blood in the game; 50 of those are acquired by achieving Xbox 3608 Achievements or

PS3® Trophies. The remaining 51 are on necklaces worn by hidden crows. These birds appear in most chapters and in Normal, -
Hard, and Nonstop Climax difficulty modes. If you're having difficulty finding a particular crow, they are all numbered in the game

and we've retained these figures on our maps. To see which ones you've collected and which you still need to find or achieve,

enter the Inventory menu and select “File,” then chose the “Rarities” book. Highlight and enter “Umbran Tears of Blood.”

The first category-page shows your achievements (or trophies) and which ones have been accomplished and awarded with an
Umbran Tears of Blood. Press the RB (or R1 for PS3E) button to page to the Crows menu. On the second page, you can see which
crows you've captured and those you have not.

: el ny difficulty.

ottt o ity

ea't .I diu_lt]'.

Complete Cha p(_ 1trg 4on 'nr_al diff’cuty.

Complete Chapters 8through 11 on Normal difficulty, p |

12 Chapters 14-Epilogue (Normal) Complete Chapter 14 through the Epilogue on Normal difficulty.

oi(l .= \
Complete Chapters 1 through 4 on Hard difficulty, \ y : -

Complete Chapters 8 through 11 on Hard difficulty.

14 New Testament; Ch. 14 {Hard)

Complete Chapter 14 through the Epilogue on Hard difficulty.

egendary Dark Witch Complete all Chapters on Nonstop Climax difficulty,

22 Feels Good, Doesn't 1t?

Execute 50 Torture Attacks.

24 Nice Try Engage Witch Time successfully 10 times consecutively

26 Double, Double, Toil And Trouble
1 Tread Not So Sl

28 Nice And Relaxed

Create 20 Concoctions.

Avert 10 enemy attacks with the Moon of Mahaa-Kalaa equipped. F - 4

30Tnuch'And It Will REALLY Hurt Cuum_er' three enemy attacks consecutively with the Moon of Mahaa-Kalaa equipped.

L ) W ?




Execute a Wicked Weave while using Dodge offset. =

34 The Deepest Cut

Kill 20 enemies using only Lai-Jutsu with Shuraba, (lai-Jutsu performed by holding Punch.) - ""'"_—*_'_

36 The lce Witch Freeze 20 enemies while wearing Odette, i_—- =

38 Commander Of Magic Purchase all technigues. V ._

40 Record Fanatic Obtain seven nu'|:_|| ete Angelicymn” Gold LPs. \.t.f E
Discover all of the Umbra Witches' final resting places. S\ ”
Gomplete half of all Alfheim portals. ERLE s &

Collect all of Antonio’s notes. ~ —"

Defend Cereza during the out of hody experience, ensuring she takes no damage. S

50 Just In The Nick Of Time Dodge the runaway streetcar duin g Gha’pt_er";. |

XL

XIV

CROW LOCATIONS X

If you believe you've captured some of these crows and they are still showing as not being captured, then 4\; ‘. |
you must have died during the verse and did not returnto get the crow that woulld have respawned in -
that situation. If you die, make stre you return for the crow. EPLOGUE

EXTRAS

" The Angle’s Metropolis

The Burning Ground

The 'G'a of F'aradi’s

Paradiso—A Sea of Stars

A Tower to Truth

- -

;\ -n"s "'Geﬁ' C s ~ 7
AL w ' ol
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