Head straight up from where you fought Trauma and down the stairs past the

green circle on the ground.  Proceed through the door on the left and grab the

'Prison Key.'  Doing so will trigger yet another boss battle.

| Once again you're facing off against a boss with a sky high physical       |

| defense stat, I doubt I have to tell you the importance of either          |

| casting the Meltdown spell of summoning the Doomtrain Guardian Force,      |

| both have the same effect.  Actually I recommend Doomtrain specifically    |

| here because the boss is vulnerable to the Darkness status ailment and     |

| since he relies mostly on physical attacks this will really help you       |

| out in the battle.  His physical attacks aren't too much to worry about.   |

| The normal attack and the Gigantic Sword attack deal approximately the     |

| same amount of damage, the difference is that the Gigantic Sword attack    |

| hits your entire party.  When in the Darkness status, the Red Giant can    |

| barely hit you anyway, so pick away at him with attacks and magic spells.  |

Use the key to leave the room and go back to the most recent green circle.  

Switch to your other party who should still be in the chandelier room.  Have 

them go up through the door, past the fountain, up the stairs inside the 

building and they should be on a bridge.  There's an item at the end of the 

bridge.  Walk (don't run) over to get the 'Armory Key.'  Return to the green 

circle and switch to your other party.  Have them go back downstairs where the 

prison cells are.  If the key happened to fall off the bridge because you 

decided to run instead of walk (what the hell were you thinking?) you'll find 

it in the water down here.  Grab the key and open the door on the right side.

| This battle starts out as just a fight against a normal Vysage, the        |

| same kind you would fight anywhere else.  After defeating the three        |

| parts of the Vysage the true boss appears, the full form of the Vysage,    |

| the Gargantua.  Gargantua can be pretty nasty, causing both the Curse      |

| and Berserk status effects on any members of your party.  It will probably |

| be a good idea to junction Esuna to your St-Def and other such spells      |

| that protect you from various different ailments.  It will come as no      |

| surprise that once again this boss' defense power is quite high.           |

| Use Meltdown or Doomtrain and then start attacking, but note that the      |

| boss will almost always counterattack with the Counter Twist dealing       |

| over 1000 damage to whoever attacked.  When not counterattacking the       |

| Gargantua is likely using the Evil-Eye which can deal damage as well as    |

| inflict curse.  The fight can get nasty so have people ready with Siren's  |

| special ability Treatment, hopefully you've unlocked their use by now.     |

Only two bosses remain at this point, but let's start with Catoblepas shall 

we.  In order to reach this boss, switch over to your original party.  Have 

them go up one screen and examine the fountain to get a 'Treasure Vault Key.'  

Return to the very first room of the castle, this might be a good time to 

leave the castle and save your game.  Having both your parties start over at 

the beginning isn't too bad at this point, neither of them are really 

positioned anywhere special anyway.  Climb the stairs in the front hall and go 

left at the top.  Descend these rounded stairs and go through the door past 

the green circle.  In the somewhat slanted hall there is a door on the left 

side, use the key you found in the fountain then go inside.  There are four 

boxes in this room.  You need to get them all open to trigger the boss fight.  

The first box changes the state of the first and second.  The second box 

changes the state of the first, second and third.  The third box changes the 

state of the second, third and fourth.  The fourth box changes the state of 

the third and fourth boxes.  To trigger the boss fight do the following:  

Examine the fourth box, the second box, the first boxand the third box.

WEAK vs EARTH and WATER. ABSORBS THUNDER
| Catoblepas is no pushover like someof the other bosses have been to        |

| be honest, but there are ways to make this battle manageable and even      |

| easy to an extent.  To make it easy all you have to do is junction 100     |

| of the Thundaga spell to your Elem-Def.  You might even want to junction   |

| some more Thunder magic to simplify things further.  Catoblepas' most      |

| common attack by far is the Thundaga spell, and if you're gaining HP       |

| each time it is being cast then you really have an advantage here.         |

| Things that will still deal damage are the boss' weak normal attack        |

| and the rather aptly named "Deadly Horn" which can easily do more than     |

| 1000 damage to a single party member.  The most powerful attack that       |

| Catoblepas will use is the summon spell which is somewhat similar to       |

| Quezacotl, the good news is that it is indeed thunder elemental so you'll  |

| be healed close to 2000 HP if you've maxed out your thunder Elem-Def.      |

| For damaging the boss you can pretty much relax since you'll be healed     |

| so often and just focus on physical attacks each turn.  Things that        |

| exploit his weakness like junctioning the Water/Quake spell to your        |

| Elem-Atk or summoning Leviathan are always a good idea.  Assuming you      |

| are able to reach a state where the amount the boss heals you roughly      |

| equals the amount of damage you take, so that you can just stand around,   |

| then there's one other thing you will definitely want to do.  Sit there    |

| and draw-draw-draw until you have 100 of the Meteor spell, well worth it.  |

| Not only is the magic strong but its the second best overall junctioning   |

| spell in the game.  The last thing to note of course is that Catoblepas    |

| will use Meteor himself before dying after you're dealt the finishing      |

| blow, son't let your HP dip before killing the boss or you'll be sorry.    |

The next part is optional, but if you want to get a Rosetta Stone, then you 

should do it, the stone is quite worth it.  If your party for fighting 

Catoblepas contains at least two female characters then leave the room and 

head up.  You'll come to an elevator, stand on it and change to the other 

party.  If it doesn't contain at least two females, go back to the entrance 

and switch up so that it does.  You need to get a party with at least two 

females onto that lower elevator, it doesn't really matter how you do it 

(three females is most preferable.)  The reason for this is that the elevator 

is going to have to lift up, and the females weigh less than the males.  Now 

that you've got them on the lower elevator switch to the male party.  Have 

them head down the right path which eventually leads to the area with the 

stairs down to the prison.  Instead of going down, go up the stairs and 

through the door on the left.  It will lead past the save point to the upper 

elevator.  Switch to your other party and have them go left to find the 

'Floodgate Key' in the next room.  Switch back to your other party.  Have them 

return to the prison area once again.  Downstairs beside the door you entered 

to fight the Red Giant there is a switch where you can use the Floodgate Key.  

Remember to actually pull the lever after using the key.  Leave this area and 

return to the front hall.  Take the lower left door and go up past the 

fountain until you reach the tower.  There is an organ at the back of the room 

here.  Examine it and do the following, you need to slam down on every key at 

the same time.  Note that the start and select buttons are NOT INCLUDED.  If 

you slam them down as well you will perform a soft-reset and screw yourself 

up.  Return to the fountain one room below and take the upper right exit.  If 

there are poles still sticking up here then go back and try again to press all 

keys at once, if not the proceed through.  At the end of the waterway there is 

a 'Rosetta Stone' on the ground.  Now to proceed with the game, head back to 

the room with the organ and go upstairs.  Cross the bridge and go through the 

door on the left.  Begin climbing the spiral walkway.  When you see an object 

swinging back and forth in the middle, stand on the left side and press X to 

jump to it.  This leads to the final of the eight seal bosses.

IMMUNE TO: FIRE, THUNDER, EARTH AND WIND
| The Tiamat only has one single attack, its Dark Flare. Dark Flare can deal | |2000-4000 damage to your entire party but here's the deal.  I'm not quite   |

| sure what element the attack is, but it's either fire, ice or thunder      |

| because for me Squall was immune to ech one of them, each time Tiamat      |

| use Dark Flare Squall would be healed for over 3000 HP making the battle   |

| physically impossible to lose short of attacking yourself.                 |
