
What is Challenge Mode?
Challenge Mode is a fairly recent game mode where 12 participants enter a ten mission gauntlet which starts everyone
at level 1 with no abilities and no weapons. Each mission features several different objectives and methods of
completion which remain the same from one run to the next, allowing players to plan around these objectives
beforehand.

Players must upgrade their characters' weapons and talents/abilities continually by trading in enemy drops in the stages
they complete. Making this more difficult is the VR Energy Meter, which ends the current Challenge Mode run when it
runs out. However, players can refill this meter by collecting variably-sized VR Capsules scattered around the map, all
locations and amounts of which are also (except for Mission 9) standardized from run to run.

Challenge Mode Roles
First and foremost, there are a handful of roles that can be found in virtually every Challenge Mode run. Oftentimes the

MPA will decide these roles once all 12 people have gathered at the initial teleporter, and those taking up roles will more

than likely indicate it through an overhead online status.

1. VR Energy Manager Not suggested for new players

Most important to understand. This person should be the ONLY person picking up VR capsules (until Mission 10, in

which case go nuts). I can't stress this enough, but DONT PICK UP ANY VR CAPSULES UNLESS YOU MANAGE TO

COMMUNICATE TO THE ENTIRE MPA THAT YOU ARE THIS PERSON, WHICH YOU LIKELY WON’T/SHOULDN’T

BE IF YOU’RE NEW. A special instance which you might objectively need to pick up VR is in M5 if the MPA kills the

Falz Arms before the VR Manager teleports from the Cougar NX area, as they will instead teleport to the Burn Draal

room. Pick up the 15%/Medium VR from the Falz Arm room without overloading if you notice this happen.

2. Aggro Target ( タゲ ) Not suggested for new players

This person's role is to draw the Burn Draal/Vomos Igrithys' aggro on Missions 2 and 7 so the rest of the party can

destroy the Baize in peace. They will also aggro the Burn Draal on Missions 5 and 10 away from the rest of the party so

they can fight the Caterdrans more easily. If you are not the Aggro Target, do NOT attack the Draal/Vomos in M2/7.

3. Funji Target ( ファンジ ) Easy to do with Heavenly Kite/TMGs

Less important than the previous two roles, exists to provide the MPA with more miles at the end and to control who

deals with the Funji, but has a regularly designated role nonetheless. This person volunteers themselves to the Funji on

Mission 6, which traps them inside with a Dark Agrani. This person typically uses either Dual Blades + Heavenly Kite or

TMGs + Stylish Roll + possibly Aerial Shooting to dodge the Agrani's attacks while simultaneously breaking the Funji.

Some MPAs might have a VR Manager who is also the Funji Target so that they may backtrack and collect both VR and

the missed drops + Tagami Blitz units.

4. Interval Starter (先行 ) No work experience required

This person’s role is to wait at the entrance to the Interval Area and enter it as soon as that Mission’s boss is killed. They

should do this at the end of Missions 5, 7, and 9. The purpose of this role is to stop the VR drain ASAP, in exchange for



losing out on the final drops for that Mission. No experience required, just the mentality to be willing to lose out on drops

for the sake of the run’s speed.
















