ZM4 - The Temple of Uggalepih
There's a few quests you might have to do before you can do this mission. 

When you kill Tonberries, the Tonberry hate will accumulate. The damage of a weapon skill used by the tonberries is proportional to the Tonberry hate. Only those party members who damage the tonberry will accumulate hate. Because the BCNM battle is against Tonberries, you should find out if any of your party members has been killing Tonberries. If so, they should reset their Tonberry hate. To save time, ask anyone needing to do this to do it before you start doing the mission. 

To do this, first go to I-8 in Norg and talk to Magephaud. Give her 3 goldbeastcoins (about 8-10k each) and she'll give you a key that will open a hidden door to reset Tonberry hate. However, unless you have killed tonberries before, you cannot trade goldbeastcoins to her and get the key. After that, head to F-11 in the Temple of Uggalepih. One of the walls in the middle can be opened with the key from Magephaud. Inside there will be a Tonberry Priest that will reset hate for a price. This is not necessary, especially for mages who heal only. 

At least one person will need a paintbrush to get to the Den of Rancor. Go to the Temple of Uggalepih and fight Tonberry Cutters till they drop "a Uggalepih key". Tonberry Cutters can be found a little further in from the entrance. 

To get into the Sacrificial Chamber in the Den of Rancor you will need to obtain 4 unlit lanterns which will help open the gate. (or you could bring nice friends that kept their lanterns) The lanterns are dropped by Tonberry Maledictors. There are alot of spots to find them. From the main entrance of Temple of Uggalepih, head to J-7 and open the secret door, exit at K-3 to Yhoator Jungle. Go to another entrance at the right side of K-9 in Yhoator Jungle. Once in the temple, go to H-7. There should be 2-3 Tonberry Maledictors there. 

Once you have got the Uggalepih key and 4 unlit lanterns, go back to the main entrance and head to F-7 on the first map to get the paintbrush. 

Now exit at F-5 to enter Yhoator Jungle and enter the temple at H-11. Once in the temple, head to I-10 and defeat the Temple Guardian. Make sure to prevent the Temple Guardian from using Meltdown ability by using stun because it can kill the whole party. After you kill the Temple Guardian, the door in front will open. Once it is open, head to J-7 and keep going further. There'll be a room with a bunch of paintings and 2 with just the frame. Go to the frame that you have to face south to, and use the paintbrush. It will take a couple minutes to open the door so I recommend clearing out this room. Once the door is open run in and zone to Den of Rancor. 

Invisible/Sneak everyone in the party and go to E-5. Clear the room and have people with the unlit lanterns touch the Altar of Rancor to get a Rancor Flame. Once that is done, head to I-5 which will go to another map. On the second map, go to E-5. It is recommended to clear this room because you can't light the lanterns while getting hit. Have each person with the Rancor Flame light the four lanterns to open the door. You will still have the Rancor Flame, in case you need to help other people. 

After zoning into the Sacrifical Chamber, go inside the door for the BC fight. There are 3 Tonberry NMs and the order in which to kill them: 

1 - Tonberry Grav'iton (THF) 
2 - Tonberry Molyb'iton (BLM) 
3 - Tonberry Tungs'iton (SMN) + elemental pet 

It is very difficult, if possible at all, to sleep the THF. So you can kill the THF first while you silence and/or sleep the BLM and SMN. Ignore the pet and concentrate on the SMN as it will disappear once the SMN is dead. 

When you are done, you will get a cutscene and will exit from a different gate than the one you went in. Take this into consideration if you have more than 6 people needing to do this battle.

ZM5 - Headstone Pilgrimage
You are to collect 7 elemental fragments from Cermet Headstones scattered across Vana'diel. Four headstone will spawn Notorious Monsters upon touching. A balanced party of level 65+ can handle all of these except maybe the Sanctuary of Zitah one, which may need additional healers. 

When doing these fragments, BE SURE YOU HAVE SELECTED "YES" to get it. Some people just touch the headstone but accidentally don't get the key item. 

Thunder - Behemoth's Dominion 
Go to G-9, clear the area, and have one person touch the stone. Two Legendary Weapon NMs will appear. It is possible to pull 1 at a time if the person touching the stone has sneak. Pull either one and just kill. For some strange reason, one may despawn and you can get the fragment after killing only one. (at least that's what happened for me) 

Fire - Ifrit's Cauldron 
Enter Ifrit's Cauldron from G-6 in Yhoator Jungle. Sneak/Invisible everyone and head to H-8. Beware the bombs aggro to magic and detect by sight. After the map change, head to D-12. Then head to J-8. There'll be a Flame Spout before being able to go to J-8, either wait or use an ice cluster. You'll probably have to kill the bomb if you're using a cluster. Make sure to have Stun ready in case of Self-Destruct. After J-8, go to E-7, then G-7. There'll be 2 more Flame Spouts and there may be an NM named Ash Dragon at around G-9. It is possible to stick to the walls and walk past him. After that, head to the exit to Yuhtunga Jungle at C-7. Here's a rundown of getting to Yuhtunga Jungle from Ifrit's Cauldron: G-6 > H-8 > D-12 > J-8 > E-7 > G-7 > C-7 

After entering Yuhtunga Jungle, go to K-7 through a one of the tunnels under the waterfall. The headstone is at L-6. Touching the headstone will pop 2 Opo-opo NMs, Carthi and Tipha. Both monkeys will aggro even with Sneak. If you trade a Garnet to the headstone you can get an Opo-opo Necklace. 

Wind - Cape Terrigan 
Go to F-7 to a cave, then head to H-5 from there. This doesn't show on the map so just hug right all the way from F-7. A Shadow NM named Axesarion the Wanderer will pop after touching the headstone. Beware of Dimensional Death as this NM likes to use it. Have someone ready to sleep the goblin that wanders around here. Trading a Rain Lily to the headstone will give you a Flagellant's Rope, but since it's only worth 500 gil on my server at the Auction House, you may want to just skip it. 

Light - Sanctuary of Zi'Tah 
This is by far the hardest NM fight compared to the others. Go to J-9, then I-7(or to make it easier, just hug left from J-9). A flesh type NM called Doomed Pilgrims will pop. This NM can hit pretty hard, so make sure to have everyone heal the tank. This fight is MUCH easier with Ninja and/or Summoner. It is very weak to magic. 

The following are non NM fights, so they can be done alone. 

Ice - Fei'Yin 
Go to G-9 to head downstairs, then head to I-5 to enter the Cloister of Ice, the headstone is right behind the crystal. 

Alternate Ice Method: If you have a level 15+ Summoner and sufficient fame for a mini-tuning fork of Ice from Northern San d'Oria, you can instantly warp to the Ice headstone, skipping Fei'Yin entirely, and then use a warp scroll/spell *or* defeat the low level avatar *or* suicide warp to get home. 

Water - La Theine Plateau 
Enter the canyon in F-6 from the east side and go down to enter Ordelle's Caves at F-7. Make a left and go to I-6. Then head to H-9. After climbing all the way up, go to H-12 and drop down the hole. Then go to I-11. After the map change, exit at G-10 to La Theine Plateu. The headstone is at G-11. 

Earth - Quicksand Caves 
Enter Quicksand Caves from West Altepa J-9. Once inside, go to K-6 and drop down the hole and exit to West Altepa. Go to H-8 in West Altepa to find the headstone.

ZM6 - Through the Quicksand Caves
After all 8 fragments have been collected (1 is given to you after ZM4), head to Quicksand Caves for a BCNM fight with 3 Anticans. Party setup should be LV67+ to make it easy. A good party of LV65 should be able to kill it. 

From West Altepa, go to D-12 to enter a hidden cave, then keep going and enter Quicksand Caves at C-11. Once inside, go to E-7. Note that there's a circular pattern that you have to stand on to. Have either 1 galka or 2 of any other race stand on the smaller circle to open the door. After going through keep going west and fall down the pit. Then keep going north to zone to the Chamber of Oracles. 

Here's the layout & order of fight: 

1 - Centurio V-III - PLD 
2 - Princeps V-XI - RNG 
3 - Triarius V-VIII - BLM 

Use the same strategy as ZM4 to defeat them. Be careful of the RNG special attack. Have the mages keep Stoneskin up. Also, be sure to bring Echo Drops as they can AE Silence.

ZM7 - The Chamber of Oracles
When you are finished killing the Anticans in ZM6, you will enter a chamber. Touch each of the colored slabs to put your elemental fragments in and view the cutscene. You will receive a new key item and are told to head to Delkfutt's Tower.

ZM8 - Return to Delkfutt's Tower
Before going to Delkfutt's Tower, make sure that anyone casting (mages, paladins, ninjas) brings about 6 echo drops each. It is also recommended that you bring HP drinks/foods for the melee and MP drinks/foods for the mages. If you have one, do not forget your Delkfutt's key unless you want to walk up the tower. 

Most people say you need a full party of LV70+ to defeat him, but it is possible to do this with a party setup of LV67+ if they're good. 

Once inside Delkfutt's Tower, if you have the Delkfutt Key, make a left at the first fork and go to E-8. Then go to H-8 and search for ???. Click it and you'll be transported to Upper Delkfutt's Tower. At Upper Delkfutt's Tower, go to F-8 through the door, and go up the stairs to the 11th floor. Remember to sneak/invisible as you can get aggro from bats and giants. Watch out for dolls and pots that aggro to magic. 

On the 11th floor, go to J-6, then on the 12th floor go to F-10. Zone through the portal to Stellar Fulcrum. 

There really aren't any strategy for winning this battle other than keeping everyone alive. Kam'lanaut will use Dispelga several times during the fight and his weapon skill, Light Blade, can do devastating damage. He likes to use this attack whenever his TP is charged so just be careful. There will also be times when he resets the aggro (hate will be 0 for everyone) similar to how the mass petrify works with Anticans. This usually happens after casting Dispelga and and AE Gravity spell.

ZM9 - Ro'Maeve

Eald'narche tells you to go to Ro'Maeve. 

Talk to Aldo in the Tenshodo Headquarters inside the Neptune's Spire in Lower Jeuno to find out the fate of Verena. 

Next head to Norg to talk to Gilgamesh. His librarian will tell of some ruins to the north of the Sanctuary of Zitah that he thinks is what Eald'narche mentioned. You are to head there next.

ZM10 - The Temple of Desolation

Head to Ro'Maeve and zone to Hall of the Gods at H-5. You will need sneak for the everything but be careful as there is sometimes a bomb near the entrance to Hall of the Gods. Observe the gate at the other end of Hall of the Gods two times.

ZM11 - The Hall of the Gods
Since you cannot seem to go any further in the Hall of the Gods, go back to Norg and talk to Gilgamesh. He will tell you to talk to a Mithra who was trying to sell a crystal once. Go to Rabao and talk to Maryoh Comyuja, who's standing in front of the windmill at G-7. She will ask you to do something for her.

ZM12 - The Mithra and the Crystal

Head back to West Altepa D-12-->C-11 to enter Quicksand Caves. Go to K-8. After going through the weighted door, open another door at G-8. Walk through and fall down the pit. Then look for a ??? around where you fell. It should be found at the pillar. Touch the ??? and select Yes. This will trigger the Ancient Vessel. Kill it and inspect the ??? to dig out the key item. Return it to Maryoh, she will then give you the Cerulean Crystal key item.

ZM13 - The Gate of the Gods
Head back to the Hall of the Gods and touch the sealed gate and watch the cutscenes. Congratulations! You can now enter Tu'lia.
