The Underwater Reactor and the Submarine Battle





THE UNDERWATER REACTOR





When you reach Junon Harbor, you have to ride the elevator up to Junon for 10 Gil (hmph, cheapos). There's no need for a disguise this time, just head down the main street and follow it to the sector that spits left and right sections of town.





*Your characters will pause in the middle of the street...notice, the bay is a little bare...something's missing.....





This area should look familiar to you. Follow the group of soldiers to the Underwater Reactor elevator and ride it down to the ocean floor. You’ll get into a fight with 2 guards who're trying to show off for the elevator operator, but they're not very tough.





	*There's an alarm in the hall before the elevator, it makes no difference whether Cloud trips it or 	not.





When you reach the ocean floor, enter the plant and take the elevator down. Follow the walkway to the reactor's core, but beware of Shinra patrols.





*If you have Morph materia, this would be a good time to Morph the Ghostship into a Guidebook for the guy in Kalm, he’ll give you some Underwater materia for it.





The team will arrive a little too late. Shinra has the Materia, but they haven't loaded it yet. Run to the sub to try and intercept. Man! Cloud has no luck! Reno is here and he's going to distract you with another fight!





BOSS FIGHT: CARRY ARMOR





The Carry Armor has a weakness to Bolt spells, making Ramuh and Lightning particularly useful.


Use M-Barrier and cast Regen and Haste on your crew. Slow and Stop are a waste of time so don't bother, Carry Armor is immune to them. Use your Bolt spells and Ramuh to deal out some major damage points and concentrate on getting rid of it's arms. With these arms, the Carry Armor can pick up one of your characters and they can't participate in the battle until the character is either freed, or knocked out. If Carry Armor captures two of your characters and kills the third, then you lose the battle. However, for winning, you'll get God's Hand.





Because of this distraction, the red sub gets away. Well, you can always hijack another! Take one over and chase the sub down! Before you do though, grab the two chests next to the dock, one contains the Leviathan Scales; which you'll need to put out the fires in Wutai. 





So, fight your way aboard and either kill the crew or take them prisoner, read the instruction manual, make sure you Saved when you got in and get rollin'!!





*If you decide to kill the crew, you can get a piece of armor called Shinra Alpha from the Captain.





THE SUBMARINE BATTLE





Now that you have the sub, you have 10 minutes to chase down the enemy sub and sink it. The one you're after is the RED sub! The yellow ones aren’t important, but they will be trying to sink you. Just stalk the RED one and fire as many as four torpedoes at a time at it. If an enemy gets a lock on you, dive deep, this'll shake 'em off. Watch out for mines too. If you lose site of the RED sub, use your sonar to find it again. If you don't find it within 10 minutes, go back to where you Saved and try again. When you sink the RED, you'll get the Shinra sub to use for the rest of the game....plus, you'll be able to get the Huge Materia later on and a lot of other cool items....including Vincent's final Weapon and Limit Break, as well as Yuffie's ultimate Weapon and Cid's final Limit Break as well as other cool stuff. 





After you sink the ship, you'll pick up a radio signal declaring that Shinra is about to ship out the other Huge Materia from Junon Airport. Park the sub and get up there!





As usual, you get there just in time for it to leave, but by plane this time. You've got to intercept it at Rocket
