The Pillar Assault, Aftermath of the explosion, Back to Wall Market, and Going up Behind Wall Market





THE PILLAR ASSAULT





You'll reach the pillar just in time to fight the Shinra. But wait! Barret's already started the party without you!  Big punk! But he ain't doin' to well! Time you went up to help him! Aeris will leave the party and go make sure Marlene is safe, while Tifa and Cloud head on up. Make sure you save, this could get ugly!


Climbing the tower is the easy part, but on your way up you will find Biggs and Jessie mortally wounded and unable to fight. When you reach the top, chat with Barret and you'll have the chance to equip your party before taking on Shinra. Give Barret anything new you may have gotten for him, and the materia Aeris was using before she left. When you’re ready, back out of the Menu and get ready to rock! It's time to lay the smackdown on Reno of the Turks, who has decided that Barret's party did indeed suck and it's time to blow up the pillar. With a push of a button, the self-destruct is set....but there's still a slim chance to save it, you just gotta beat Reno.





BOSS FIGHT: RENO OF THE TURKS





Reno's best attacks are his Electro-mag Rod and Pyramid. The Electro-mag Rod can cause a fair amount of damage and can temporarily stun one of your characters. If a character does get stunned, there isn't anything you can do but heal he/she until they recover.


The Pyramid traps your character in a golden pyramid that keeps them from participating in the battle. However, if you have one of your other character attack it, you can break it.


Use your Limit Breaks as they become available, free your characters immediately if they get trapped in a pyramid, Fire and Ice are twice as effective against Reno. He’ll hold out for quite awhile, but once his HP get low, he’ll jam.





With this fight out of the way, the team attempts to stop the bomb, but it doesn’t work. Then just to make you even happier, Tseng of the Turks comes by to show off his new door prize, yes that’s Aeris up there! Bummer! There’s nothing you can do about this now except safely escape the blast.  





AFTERMATH OF THE EXPLOSION





After the escape you’ll come to rest in the now even more ruined playground. Barret shows everyone just how much he needs an anger therapist. Cloud expresses how he’d like to know more about the Ancients and this triggers that little voice in Cloud’s head. When he recovers, head off to Aeris’ house in Sector 6 to check on Marlene.





*See that little yellow stone! That’s a Sense Materia, at first you can’t collect it but you’ll be able    to go back for it once Tifa and Barret rejoin your group.





At Aeris’ house you’ll meet her stepmother, Elmyra, and she’ll be able to tell you quite a bit about Aeris. Before you leave, you can rest upstairs. Now, whenever you’re ready, your team will join you and you’ll be off, once again, to Wall Market. Make sure you Save!!!! 





*When you pass back through Sector 5 slums, stop at the house on the right side of town. The boy upstairs is now awake and if you didn’t take his 5 Gil, he’ll give you a Turbo Ether. 





BACK TO WALL MARKET





At Wall Market you can now buy from the Materia Shop, the Weapon Shop owner has an even bigger pile of junk and you have quite a reputation from your stunt at Don Corneo’s. You can tour Don’s mansion if you like, but there’s nothing down there, except one of Don’s henchmen is now tied up in the basement and you can release him if you like.





When you enter the north part of Wall Market you’ll see some kids run off to the right. Follow them and you’ll find your way up to Shinra’s headquarters, just scramble up that “Golden Shiny Wire of Hope”. But before you do, you’ll need some supplies from the Weapons Shop. 





The owner has a set of Zinc batteries you’ll need in order to make it up to the top of the plate, and he’ll be willing to let you have them for only 300 Gil. If you don’t have money, get some! You can’t reach Shinra’s HQ without them!





GOING UP BEHIND WALL MARKET





Go back to the “Golden Shiny Wire of Hope” and climb on up. (Quite stepping on my head, Barret! Shut up ya spiky headed punk!) You’ll find a maze of broken junk and it can get a little tricky and I don’t have a map to show you. There aren’t any monsters up here though, so take your time figuring it out. You’ll notice, however, that there are little gold colored sockets scattered throughout the maze. You’ll need to put a Zinc battery in each (Don’t worry! You’ll have plenty!) or you won’t be able to get up. 


Now, place a battery in the first socket (the one with the most light on it) and this will activate a propeller. It promptly dies, but it becomes a bridge to the next pile of stuff. You must place your next battery in the socket that’s connected to the barricade thingy and climb on up. When you go up, you’ll see a swing bar. Well, keep climbing for the moment, soon you’ll find another socket. Putting a battery in this one causes an Ether to pop out. Now, go back down to the swinging bar.


This bar can be extremely annoying, basically because you’ve got to get just the right timing to land on it, and once you do, jump on across. Press the O button just before the bar reaches the left side, don’t worry if you miss, you can try agai
