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B Button is bainig held.)




I the Aovance Wars™ Game Pal into your Game Boy Advonce™.

NOTE: This Gome Pak is not for use with Gome Boy™ or Game Boy™ Color gome  peidadas
systems, When you turn the power ON, the GAME BOY logo will appear followed by [~ 4%
the Langunge Selection Screen where you can choose one of the languoges
(ENGLISH, DEUTSCH, FRANCAIS or ESPANOL) wsing the <= Control Pad. Then press E— - '
the A Button to confirm und the opening cinema will be shown. Once fhe upenfllg dnemo s ﬂnlshstl oF oice you
peess the A Button or START, you'll see the Title Screen.

(IAME ENTRY Prass START or the A Button
on the Title Screen fo move 1o the Name Entry Screen, then enler any nome
you like. Use the = Control Pad to choose a leter and the A Bulton fo.confirm your
selection. Press the B Bution fo cancel o selection. When you have finished entering |
your name, move the cursor to OK and press the A Bufion.

(Y Orice you have saved o game it progress, the Nome Entry Screen will no longer be displayed.

lhe Game Screen is the batllefield, and the orange army nits ore yours o command. Unis ore indwldwl

components of your army that you use like chess pieces. A single unif can have os many os ten HP (Hif Points).
Do your best to remember this:

" [¥] Use the & Control Pad to move the cursor. The cursar can be used to select units, terrain,
= &) ond menu selections.




= COMBAT PROGRAESSION = Battles consist of o CO issuing orders fo his or her de-

ployed unifs, then selecting END to complete that furn. All COs in the field do the same. When all the armies have
finished issuing orders, doy one of the hatile is complete. This process repoats unfil one army emerges vidorious.

= DEPLOVMENT AND FUNDS ~ =

1T ——————
It takes FUNDS to deploy unifs info the field. You
receive funds by copturing and holding neutral or
enemy properties.” The more properties, the more
funds your army receives. Unused funds are carried
over fo the next furn,

* Cilies, airports, poris, and bases are the only
properties thet can be coplured.

(%] Funds cannot be carried from one map

fo the next.

To deploy unils, ploce the twrsor on a deploymen
properly — o base, airport, or port — and press the
A Button. Then on the Deployment Menu use +
and + on the 4 Coniral Pad to select the unit you
want to deploy and press the A Button to confirm the
decision. '

(4] New units can be used on the furn
following their deployment.

(¥ A single army can deploy o maximum
of fiffy aifs.



TRODP MOVEMENT - = [ unit, you must first select it. Ploca the tursor
on the unit you want to move and press the A Button. Once a unit is selected, its movement range is displayed.
Placa the cursor in the spoce you want to-move the unit to and press the A Bution. The unit will follow the poth
shown by the Movement Arrow.*

* The Movement Arrow is the red arrow thal lraces the route from the selected unit fo ifs destination.

After o unit reaches ifs selected destination, the WAIT command oppears. When you select this command, the unit
changes to a darker colour. Darkened unifs cannot receive further orders unil the next furn.

(] You can move all of your units
using these steps. You cannol deploy
more than one unif per space.

- PROPERTY CRPTURE
When you move an INFANTRY or MECH (mechanised infantry)
unit 1o o nevtral or enemy property, the capture command (CAPT)
nppears. Seledt this command fo make your unit begin securing
that property. )

Animation

ATTACHING THE ENEMY When o unil is in position to otfack the enemy, FIRE will
appenr in the Command Menu. Selact this command o display the Attack Cursor. Use the = Control Pad to
thoose which enemy unit 1o attack and press the A Bution. Your unif will then begin its attack.

You command both direct and indirect combal units. Direct combal unils move info atiack position next fo the
enemy and fire in the same turn. Indirect combat units must move info attack position some distance from the
enemy ond then wait o furn before firing. The benefit of indirect fire is that the atlacking unit is safe from

counteratiock. Developing o siralegy thai uses these two distinct unit types successfully is one of the keys _
to becoming o solid €0,



Y] The attack range varies among indirect combat units.

If you reduce an enemy unit's HP o zero, the unit vanishes from the field of hattle. Of course, the same thing
occurs i one of your units has s HP reduced to zero,

= SUPPLIES : You must supply your unils with fuel and ammo. There are

two ways for units fo receive supplies. First, oll unifs that are on buses or adjacent fo on APC (Armored Personnel
Carrier) will have their fuel and ommo uulumulunlly replenished af the beginning of each furn, The units on
bases will also regain two HE. You con also resupply o unit by moving an APCinto an adjacent space and selemng
SUPPLY from the Command Menu. e —

(X All units are copable of receiving supplies. If there are multiple
supply vehicles deployed, they con all distribute supplies.

(] Air unifs receive supplies in airports. Naval units raceive
supplies in ports. Naval uniis stopped on shoals can also
receive supplies from lander units.

JOING B You con join two units of identical type to form one unit.
This is useful when you have units that are low in HP. To join units, move one unit onto a space occupied by o unit
of the stme type ond select JOIN from the Command Menu. Press the A Bution fo confirm your command and
make the unifs merge to form o single unil. The newdy formed unit’s HP is the fotal of the wo single unils’ HP.

[¥] You cannot join two unifs together if one of the units has fen HP. A newly formad unil’s maximum HP is fen,
even if fhe tolal of the two original units” HP exceeds fen,

LORDING Transport units™ have the ability fo carry other units from
ploce to place. To load @ unit onfo a Iransport vehicle, move the unit you wanf fo load fo o space occupied by
a fronspor! unit-and select LOAD from {he Command Menu. An icon will appeor on any tronsport vehicles
o corrying units. Place the tursor on o franspor! vehicle to view the type of unit it is transparfing.
*APCs, fransport coplers, landers, and cruisers are all transport units.



(X The loading of units depends on the fype of transport unit and the terrain,

[¥] Units being Iransporfed will no! toke domoge if the transport unit is fired
upon, However, if a Iransport unit is destroyed while carrying @ unil, the unit
it is carrying is also destroyed.

UALOADING To unlood o unit, select DROP from the Command Menu,
use the = Coniral Pad 1o select where you want to unload the unil, and confirm your selection with the A Button.

(1] If there are wo unils being transported, use + and + on the = Control Pad to salect which unit o unload.

Transport unifs capable of carrying two units can unload both unifs during the same furn.

“BATTLE BUTCOME

There are two ways 1o win o battle: HQ Copture ond
Rout. HO Copture requires ona of your infantry or
mech units o capture the enemy HQ. To win by Rout,
you must defeat all deployed enemy units.

[’ Depending on the rule settings and the map heing
hatiled on, Base Capture may also be o means fo
achieve viclory.

There are three ways 1o lose on the fiold of bottle:
HQ Capture, Rout, and White Flag. KO Caplure oceurs
when the enemy captures your HO. Raut occurs when
all of your units ore destroyed. White Flag accurs when
you give up and choose YIELD from the Options
Menu on the Map Menu.

1] The terms for victory vary between gome modes.



To displny the Map Menw, place the cursor on on unoccupied space on o mop and press the

A Button.

(X! The contents of the Map Menu may vary between game modes.

UNIT displays vital infel about all of your deployed
troops. Use # and # to scroll through the wnils dis-
luyed and & and * 1o seroll through the display
I:eudings. Press SELECT to reorder the unit listing 1

maich the seleded display heading.
TYPE: The name of the unit
HP: The number of HP per unit
GAS: The amount of fuel per unit
RDS (Rounds): The number of primary weapon
rounds per unit
- INTEL :

Select INTEL and then STATUS fo view information on
the current bottle. Use the 4 Control Pad to selecta
menu opfion and press the A Button to confirm your
choice.

: .

The Battle Status Screen displays the current map
name, day of batile, number of bases held by each
army, number of neutral bases, and information on
funds. The Unit Status Screen displays intel on the
total number of units deployed, number remaining,

andl number defeated.

1 will infarm you of the terms of victory for each mop
in Campuign Mode.

This selection allows you fo check the TEAMS and RULES
seffings. However you can't change setfings on this
sreen.

[¥] The menu contents may differ befween
game modes.

Selact CO to view OFFICER DDSSIERs for the Command-
ing Officers participating in the current battle. Press
« and * or the R and L Buttons to switch between
dossiers. Use-# and + 1o scroll through the OFFICER -
DOSSIERs.



This command lefs you save your game’s progress.
BE CAREFUL! You will have fo repent ony unsoved
actions if you turn your system OFF. Saving frequent-
ly is offen an important port of o goad strategy,
REMEMBER! This game does not have an auto-save
function, so i’s up fo you to include saving in your
betile plans.
E] Only one file per game mode is availuble

for saving, LINK MODE games can’t be saved.

Press and hold the L Button, *, and SELECT when tur-
ning the power ON 1o bring up the Delete Game
Data Screen, Use * fo select YES and confirm with
the A Button.

(] BE CAREFUL! Deleted game datg connof be
reslored.

-0PTIONS
The Options Menu contains game sefup selections.
Use + and # ta selec the setup you wanf fo change
and then press the A Button to make changes.

Turn the game music ON or OFF

Set which visuals 1o display during gome ploy.

VISUALA: Display bath Batfle and Copture
animation.

VISUAL B:  Display Battle animation only.

VISUALC:  Display player Battle animations only.

NO VISUAL: Display no animotion.

Select the unit ﬁnn want fo delete with +, +, € and
=+, then press the A Button to confirm.

Select YES and confirm your choice with the A Button
fo yield and forfait the bottle.

This selection lets you return o the Mode Select
Menw of any poinf during a batile. Choose YES and
pceslj the A Button to confirm your selecion and end
the battle.

(Y| The contents of the Options Menu and the

gome sefups thial you can change may differ
between game modes.

After you finish issuing commands for your furn,
select END to end your turn and press the
A Button to confirm.



W, TR s BRI

On some maps, you will encounter a phenomenan called the FOG OF WAR. FOG OF ' [

WAR limits visibility, so your units can only see as for os their individual vision [
ranges ollow, The vision range is different for each unit. Infantry and mech units
can increase their vision ranges by three spaces when they climb mountains.

|¥) For more informatian on individual units’ vision ranges,

see chapler “Essentiol Infel Dossier”

e e

x FIELD TRAINING -
In FIELD TRAINING, you can gain aciuol batile expe-
riente while | instruct you in the art of war. On the
Mode Select Screen, use + and + |0 choose FIELD
TRAINING, ond press he A Button to confirm your
selecfion. On the following screen, use + and + to
select the mop you want fo play, then press the
A Button fo confirm,

On the Mode Select Screen, use * and + fo
 choose V5. MODE ond press the A Bution to
confirm your selection. |

To play VS. MODE, you need one Gome Boy Advance
game system ond one ADvANCE Wars Gome Pok.
Player 1! issues commands fo his or her wnits first.
When Player 1 is finished, he or she posses the gome
system 1o Ployer 2. Player 2 issues orders and then
passes fhe system 1o Player 3 who follows the same
Erowdura. When Ployer 4 completes his or her turn,

e or she posses the system to Player 1. The players
continue 1o foke fums in this fashion uniil the battle
is complere.

(¥| This explonation is for a four-player game
with four human players. If there are only three
human players, the computer conirols. the
odditional army and takes its furn af the appro-

priate fime.




When you first play the gome, your only Menu option is NEW. After that, you will - [RESs™
also sze CONTINUE. o

At first, there will be four different maps available for VS. MODE play. To selec! the
pre of map, use & and * Use * and + to selec the map you wanl To use,
|

en press the A Bution to confirm your choice,

"'..‘_-!-_ - 1.'15 skt I_I ' I- S oy E— P —— e =)

PRE-DEPLOYED ~ On this fype of map you enter comhat with o sel fype and number of pre-deployed units.
You cannot deploy any additional units.

3P MAPS Select this option to vie for victory on maps designed specifically for three-player combat.

4P MAPS These maps let you pif your tacticol skills ogainst three other armies in o no-mercy melee.

WAR ROOM WAR ROOM maps became available once the mode fiself is opened for play.

2] You can buy additional maps with Advance Wars Coins, which you can earn in the Field Training
and Campuign Modes. For more information on purchasing maps, see paragraph “Battle Maps”

AHer you select o map, the CO Select Screan appears. Choose the officars you
want to use ond set whether-each one will be controlled by a human ployer or by [© ¢
the computer. Use ® and = fo move between headings or + and # fochoose sef- [ =51
fings for them.

(Y] In battles of three or more armies, you can create feams by assigning flags to
each army. Armies under the same flog are ollied and will battfe cooperatively,

Next, sef the combat RULES to your liking using + ond = to move hetwesn the | .-
rules then + and < to change the rule setups. !




FOG Tuen FOG OF WAR OR or OFF. Selecting ON kmits the visen mnga to that of each individoo unit

WEATHER Selact between CLEAR, SHOW, RAIN, und RANDOM, RARDOM allaws for chimaie changes throughout tha course of the gome.

FUNDS Set thie amaunt of money received par ollied bosa. This affects tha number aed typz of unit you wn deploy during harte

TURN Sat the nsmber of doys combot will continve, Victary is eworded 10 tha army with the mast boses of the and of the pre-
detarminad fime limit.

CAPT Choose to have victory datarmined by the numbar of beses copfured during gama ploy. The gome ends whan the set numbes
af boses hove haen coptured.

POWER Tom the CO powars ON or OFF. Choasing ON allows you o use your commanding officer’s speciol power.
Fach €0 has o differsnt powsr.

VISUALS Select e enimotion setup that you prefer. The enimation options ere fhe seme as those expliingd in the Options Menu.

¥\ Orice o gome is starled, the rules cannot be changed.

- LIK ﬂ]ﬂlﬂ : Choose this mode ond link up Iwo or more Game Boy

Advance systems with the appropriate number of Game Boy Advance Game Link™ cables (sold separately).

¥ LINK MODE includes both MULTI-PAK and SINGLE-PAK game mades. Note that the number of Game Paks
needed io play each mode is different.

Ta play MULTI-PAK Link, you need one Gume Boy Advance system and one Game

Pak per person. !

[¥] Befare playing, you need to connect all game systems with Game Link cables,
See chopter “Playing Mulli Game Pak play, 1 Game Pak play” for details.

On the Mode Select Menu, use + and + to select LINK MODE and press the A Button fo confirm. On the next

streen, select MULTI-PAK using the same steps. When you're done, the Player Entry Screen will appear.

Once ofl partidpating players have been entered, Player 1 should press START fo hegin duto fransmission.
[¥] Do not turm ihe power OFF or disconnect any Game Link cables during data transmission.




Link FAILURE

The Link Failure Screen appears if an eror occurs during linking. if this hop-
pens, turn all game systems OFF, check all Gome Link cuble connections and begin
the dota transmission selup ogain.

Once data transmission is complefe, the Map Select Screen is displayed on all
game streens. Seled the mop type with + and +, then select the map fo be used
with # and #.

(%] Any player can select a map for game play.

Link Foilure Screen

[¥] Map availability varies depending on the number of ployers,

M Select S;u'een

Nexi, the Team Select Screen will come up. Each ployer will use + and + to i
choose a (0. g@ EH QH ﬁa

(1] In battles of three or more armies, you can create TEAMS by assigning flogs fo
each army. Armies under the same flag ore olfied and will batfle cooperativel.

RULES setup is next. Use # and + 10 move between the rules ond + ond + 1o Teoms Select Screen
thange the rule setups. Press the A Bution fo confirm setup and begin the gome.

(1] The Rules Screen is displayed on all linked game systems.
[3] The RULES sefup connot he changed once the game begins.
(Y] The computer cannof control an army in this mode.

AULES LaTE

P T
To plaoy SINGLE-PAK Link, you need one Gnme Boy Advance system per player but
anly one Game Pak.

'] Before ploying, you need to connect all game systems with Game Link cables.
See chapler “Playing Mulli Game Pak play, | Game Pak play”™ for details.




In the Mode Select Menv, use # ond # 1o select LINK MODE ond press the A Bution fo confirm. On the nex!
screen, repeat the same steps fo select SINGLE-PAK, The Player Entry Screen will then be displayed on Player
1's gome system. Player 1 should confirm the number of player entries and press START,

Y] Only Player 1's game system will display the Player Entry Screen. All other players' systems will display
the GAME BOY logo.

Next, the Download Screen will appear on all players” game screens. When dawnload begins, the NOW LOADING

message will oppear.

(8]t will take o few moments for the download process fo finish,

(1] Do nat furn the power OFF or disconnect any Game Link cables during the download process.

Darn Transmission FaiLure

The Data Transmission Failure Sareen appears if an error occurs during dota

transmission. f this happens, turn all game systems OFF, check oll Game Link cable

connections and begin the downlood setup again.

Once the download process is complete, PRESS START is displayed on Player I's ™ Data Transmission Failore

screen. Player 1 must then press START fo begin the game. Screen

[Y] The computer performs map selection and rule setup in Single-Pak Mode.
The map menu optians are specific to Hhis mode.

[¥] SINGLE-PAK gomes cannot be saved. e

> RO et

SHEs
é
|
:

RADEMAPS L= Plagersd .. .. ...
To trade maps, you need one game system and one Game Pak per porficipant.
(Y] Before trading, you need fo connect all game systems with Game Link cables. See chapter “Playing Mulli
Game Pak play, 1 Game Pak play” for defails.

Trade Maps Mode lefs you send and receive maps designed in the Design Maps Mode. The person sending
map datu is the Sender, and the person receiving the map data is the Receiver. The Sender can send map

data to oll linked players.




(Y] Only one Map Data Fie can be sent of o time.

(Y] Map data cannot be sent if that data has not first been saved,

Al players need o select LINK MODE on the Mode Select Screen using * ond + | e
and then pressing the A Button. On the following screen, all players use the same {8
steps o select TRADE MAPS. The Player Entry Sereen is displayed next, and once

each player hos been enfered, Player 1 must press START. This will begin data
Irnsmission.

(X1 Do nof turn the power OFF or disconnect any Game Link cables during dafa
Transmission.

LNk FaiLure Player Entry Screen
The Link Fuilure Screen appears if an error occurs during linking. If this hop:
pens, furn all game systems OFF check all Game Link cable connections and begin
the duta fransmission setup again.

Once doia transmission is complete, the Sender Select Screen appears on all
players’ game systems. Use + and + to selecl the ployer who will be the Sender.

| Link Failure Sci
L£] Al players must select the same Sender. , u"h"_ c.rm
SENDER e

The Map Select Screen will be displayed on the Sender's game system. The Sender |y y
should use + and =+ to select o map data fo send. -
Receiver

The Map Save Screen vill appear on the Receivers’ gume systems. The Receivers
must use + ond * to select the area where they wish 1o save incoming map data. |
Up to thrae maps con be saved on the Map Save Screen, /

(Y] Do nof turn the power OFF or disconnect any
Gome Link cobles during data transmission.

Mop Save Screen :



Dara Transmission FAILURE

The Date Transmission Foilure Screen appeats if
on error occurs during data fransmission. I this hop-
pens, furn all game systems OFF, check all Gome Link
coble connections, and begin the dafa transmission
sefup again.

Once the dota transmission is complete, the Data Transmission Complete Screen
appears on the Sender’s screen. The gome then retums to the Link Mode Menu

Screen,
RECEIVER

After the received mop dofo hos been saved, the Data Transmission Complete

«

€% 3 T Ivasu ty
) [——

P vt 4

- 4 A

Woiting Screen

Data Transmission Failure
Screen

Screon

Screen appears on the Receivers” streens, The game then refurns o the Link

Mode Menu Screen.

1] Maps traded in this mede can be used in VS. MODE and Multi-Pak Modes.

CAMPAIGH

In Campaign Mode, you join forces with three

Orange Stor Army (0s fo face an array of enemy

commanders as you batile your woy ecress the map,

Use + and + to selec CAMPAIGN, then press the

A Button fo confirm your choice.

(L The first time you selec! Campaign Mode, you
can only select NEW from the Menu Screen.
After you have some saved game data, CONTINUE

will become an option.

The War Room Mode lefs you develop your strafegic
skills by competing for high scores and rankings
in single batles. On the Mode Select Screem,
use + and + to select WAR ROOM, then press the
A Button 1o confirm your choice.

The Map Select Screen 55

will be disployed nex!. |

Selact the mop you wan!
to use with + and +,
then confirm your choice
with the A Button.




(%] A series of question marks (777) on the Map
Select Screen denotes maps that con be
purchased ar BATTLE MAPS.

Use + and + to se-
lect the (0 you wan! |
to use on the CO Se-
lact Screen. Press 1hn

(0 Scfecl Sereen

your choice ond hegin
{he game.

= STATS

Select Stats Mode lo [EpEsFTa
view your combat his- [ 5
tory. To select Stats
Mode on the Mode |
Select Screen, use L
+ and + to highlight STATS, !hau press the A Button
to confirm your selection. Nexl, choose either RANK
or RECORDS using the same methods. Your rank as
a special advisor in” Campuign Mode is listed in
RANK. RECORDS shows the top five scores for indi-
vidual WAR ROOM maps.

BRTTLEMAPS

Gol to BATTILE MAPS to spend your hard-eamed
Advance Wars Coins. You can gain coins in both-the
Campuign and Wor Room Modes. The proprietor
of BATTLE MAPS s o knowledgeokle and friendly
fellow nomed Hochi. He knows just abou all there is
fo-know about- Apvance Wars and will sometimes
share his information with you, | recommend not
only shopping af BATTLE MAPS, but dropping in from
lime to lime just 1o chat. You can purchose additional
maps here and also hire new Commanding Officers.
Enter BATTLE MAPS by selecling it on the Mode
Select Screen ond pressing the A Button. Use *
and + fo scroll through items for sole and press the
A Button fo purchase them,

[¥] You will not be able fo purchase ffems
if you do not have enough coins.

B pesiGh maps =

IF you want fo create your own original maps, Ihis is
thie mode for you. You can batlle on the maps that
you create in VS. MODE and Multi-Pak Mode. You
can also frade your maps with friends in the Trode
Maps Mode. Select DESIGN MAPS on the Mode

Select Sereen with #, +, ond the A Button.




Once you open the Design Mups Mode, use the
L and R Buttons to-pull up unit ond ferrain feature
menus. Scroll through the choices with & and =, and
press the A Button fo place the selacted ifom on
the map. When placing army units ond boses, use
+ and #+ fo saroll through-the ovailable colours.

DESIGN MBS Meous

Terrain Fearures Menu

This menu includes HOs, cilies, and all fypes of bases,
us well os roads, woods, rivers, and other terrain feo-
fures.

Uit Menu

Here you can chaose from infantry, medh, tank, rocket,
and other ground units. You can alse deploy air unis,
such os hombers, battle coplers, ond naval units, in-
cluding batile ships, cruisers, and landers.

%

[1 Battan: Disloy the Unit Menu.

+ Control Pod:

On Design Screen —

Mave the cursor,

On Meaus —

Use * and + to selsct menu itans.
Utse + and + to changa the colou
of ammy units, Hls, and bases

R Batton: Display the Terrain
Features Menu.

A Buttan: Ploce the selecred e
on e pop.

B Button: Sclect the turain feahwre
or unit indicated by the cursor on the
Design Maps Saeen.

| START: Disploy map overview l Menu

SELECT: Displuy the Design Mops

(¥] You cannol erase terrain features once they are placed on the map, but you can replace them
with other features. Selac the new feature, then place the cursor aver the feature you want fo

replace and press fhe A Bution.

(1] You can delete any deployed army unit by selecting DEL (delete) from the Unit Medv,
placing the cursor on the unit you wanf fo recall, and pressing the A Bution.



lules foe Lreatmg llaps e

There are certain condifions thal must be met in order for o map to be used for combat. There must be af leos!
two HQs on the map. The map must also contuin of least-ona deployed unit or one production base for each
army HO.

[¥] Once your map is ready for combat, you will see PLAY OK on-screen.

i “ Bl
Pres

o bring u

[

§ SELECT gn Maps Menv. Use + and + fo seled a menu E

item and press the A Button to confirm your choice.

Use #-and -+ 1o select o-File: Menu item and press the A Buton 1o confirm your
choice.

" Selact his 1o lood o previously saved mup. Use + and + fo soloct o map and
; Ll Etipe el b

~ Come here fo save o daslgning. Use the 4 Control Pad 1o selet
Mo e p o T e Gl T

1 " the Name Entry Screen will be displayed.
HELP HELP contoins instructions on DESIGN MAPS controls and map ruls,
INTEL To view the current numbes. of cifies and bases on o map, salect INTEL
FILL Chanse FILL o il on entire map with ana tarmin feoture
If you choose RANDOM on the Fill Menw, the computer will dasign o map with rondom tarraln features,
END Select END to ratum 10 1he Mode Select Sereen




TACINTELDDGSIER

S G0 I il ¥

S YIIT INTEL B Fach unit in Aovance Wars hos its own special fraits.
Knowing the sirengths and weaknesses of your army will ellow you to formulate o more precise and complete
slrategy.

(1] Units that use two weapons automatically switch between weapons depending on the enemy unit
thay ore aifacking,

(] Some unils carry no weapons.
Secondary Weapon Name (Secondary | |
on Name (>ecom
Number of Primary Weapon Rounds W:;us hv?ﬁnﬁuud ammo)
Primary Weapon N
g Rangeof i | 4
9 ]
Vison | Move | Gos | Cost
[ 3 b 70 r— 7,000
|
Vision Range i Fael Capadit
FDGSFW ll' i
Movement Range Deployment Cost

When transport units, marked with ¥, are destroyed, so are ony unifs that they are transporting.



TANK

08 | Cheopest unit fo deploy. Can capture new bases, small, inexpensive fank. Its lorge movement
o | bot hos weak frepomer. runge mokes il easy to deply,
Weapon One [ Ammo [ Weapen Twa [ Fire | Wiesgon One [ Ammo | Weapon Two [~ Fire
None Nane Math. Gun ] Teak Connion 9| Medh, Gon |
1 3 9 1,000 3 ] 1 1000
Mechanized Infantry (MECH) | MD TANK
Uses bezaokas mlﬂdnﬂww | Possesses the strongest offensive and dafensive
tanks, ond m"m .| rotings omeng ground farces.
Barooks 3| Modv Gun 1 M Tank Conaon B| Mok, Gua |
Vision Move | Gas |  Cowt Vision Move | Gas Cost
? 2 70 3,000 I § L 16,000
-wmrrgi RECON APC K
‘ Strong in combal against infontry uaits. Has o | Abletotr infontey and mech units. Can
. j large mavement range. ] dw&lhmmd amme. Carries no weapons.

Neap Nane Moch. Gun 1 LT Nong Kone None
5 § 80 4,000 ] ] 10 5,000




| Anti-Air (A-AIR)

speciolised unil thal is
! mmdmmmmnm 3

1 b 0 8,000

7| Rocket Launcher (ROCKETS) o
¥ 14 ul anit cpable of firing on both ground ! | Wreaks havot on air units. Has o lorge vision
e I u%m mndwe: KBy | ronge in FOG OF WaR.




AirtoSurinee Meses b | Mach Gun 1
3 [ i 9000

Buttle Ship (B SHIP)

Haos 0 huge offack cange, Its comnon does remen-
daus domage against other naval units

LANDER *
Con carry up fo twe graand wnits of g fime

CRUISER *

Con do heavy dumoge 1o subss and oir waifs,
Com olso Ironspor g Yo wo toplers of a lime,

SUB

When submerged, can be oftacked onky by
crutsers. Con only be Found by colfiding with it




“TERRAIN INTEL

mum batile strategy, as it affects troop movement and may also provide defensive cover,

Headquarter (HQ)

F=‘1 Ench ormy in the field hes o headquarters that gcts o5
E) s buse of oparafions. An Hi con supply omma and fuel,
(S resiors HP ond provide superior defansive cover for of
ground units. ‘I‘uurv is yours if you can coplura your enemy’s HQ.

BASE

H Bases are the deployment paints for oll ground units.
)f I addition fo ptnm‘inn supplies ond HP to these units,
(2| they olsa pravide high defensive cover.

Airport (ARPRT)

Air units enter the Tield of battle from these air beses, and
7| they ore ulso where air units receive apﬂllfs and regoin HP
| The defeasive cover rating of airports &

PORT

G | Porss are the deployment points far oll naval units, and they
(388 olso provide them with ammo, fuel, ond places fo regoin HP
L= Ports are safe havens |ursha:5udsu|:ﬁ se of their

extellent dafensive cover.

ary
Cities tan be ollied, newtrol or controlled by lhw:arrrf
24| Both infentry ond mech units con & neulral

SEP| eremy ciriss, which then become able 1o provide gruuﬂd
umifs with supplies and HP.

ROAD
Roads dllow units 1o fravarse maps without hindrance,
but they offer no other terrain benefits.

| PLAIN

Plains ors the most common fype:of terrain found
| in Anvamce Wass. The terrin bnefits are fimited
\ 1o minimom defensiva cover

Terrain plays on imporfant role in formulating on opti-

o
W' S When FOG OF WAR is present, units dzployed in wonds
e oy

can be seen only by unifs odjocent fo
gir unifs. The defensive caver benefil of wopds i obove overoge.

ly mech, infantry and air units can travel over moun-

=1 1ains. |n FOG OF WAR, mech and infuntry units increase
their vision range by three when in the mauntains. Mountains offer
greot defensive over.

Rivers tross much of the terrain in Apvance Wass.
can only be treversed by infontry, mech, ond oir

units. Rivers offer no dalensive rovar.

== Bridge (BRDG)
Bridges ore essentiol, because thay allow ground unils

e fa trass bodies of waler. Bridges provide no other tesrain
benefils.

Ses are iraversoble by naval ond air units only.
Seas alfer no ferrain henefits.

SHOAL

Shoals provide loading and unloading paints for landers.
Almost all unts con trovel upan shools, but they provide
no defensive cover.

Bl REEF
Sl When FOG OF WAR is present, unis degloyed in
. rafs con only be sezn by adjocent units ond oir units.
laufe from this ottribule, reals offer litile in benefitiol Teolures

ﬂ‘_‘ Mountain [MT)
-




Another map faatura is WEATHER. Depending on the
map being used, it will sometimes rain or snow,
These dimafic conditions affect the movement range
of all deployed units.

For detailed terrain information, pluce the cursor on
a specific tereain feature and press the R Button.
This is o vseful tool for reconnaitering maps and
developing a sirategy specific to that map.

~ OFFICER DOSSIERS

the Commanding Officers of the armies in Abvance Was. Intel on these individuals is limited, so it's important

to compile

Mountain intel under =5
normal conditions, i

Mountoin intel under [F=
snawy condifions. ||

The following dossiars confain brief profiles of each of

more complete summaries through extensive game play, fach 0 has o special, unique CO POWER

that becomes usable when his or her (O Power Meter is full. The CO Power Meter gains energy automatically

during combat.

) 9

SKILL

SKILL
Andy is o well-belanced €O with no renl Al of Mux’s dired combal
wanknasses. € £ 2, 3 upits hove superior firepower,

" Howeves, his indiredt combat units
POWER: re 0 litle weak, ond theit alfotk
HYPER REPAIR range is fimited.

Restoras two HP 1o all of
Andy'’s domaged unils. POWER: MAX FORCE

Boosts the attock powar of all of
Max’s direct combat unils,

r.’.

ML max &L Sk

A

SKILL

Sornl is an infontry specialist,
Her mech and infantry are
experts of capturing ond
sequring new bases.

Her fronsport units aksa

have o lorge mevement
Tange.

POWER: DOUBLE TIME

Increnses the olready lorge movement rangs

of oll of Sumi's infoniry and mech

upits.



SKILL
Gielt s o long distance attadk mosher, which gives bis indirect
tembat units on extended ottack range. His dired combet
units have o low firupawer rating.

SKILL

Dlof has an affinity for cold woother, and his
Itgops ara ol offecied by snow. Roiny weather,
however, does sharfen their movemen| ronge.

POWER: SNIPE ATTACK POWER: BLIZZARD
Inrenses batk tha renge ond strength of Grit's Couses snow 1o fall, which odversely olfects oll unils
formidable indirect combot units. excopt Olaf's own.

SKILL
Engle is musier of the skiss, and his air units ore very
powerful. In ontrost, Eagle’s naval unils are fairly

SKILL
Drake rules the seos, s his novel unlts reign
supteme. Alr combot is lis wetk point — his

waak, copters and planes are not highly regarded.
POWER: LIGHTNING STRIKE POWER: TSUNAMI
Enables ol of Eaglus traops, with the axceplion of Couses o gion! wave o rise up oad sirike,

infantry and mech units, 1n attick twice in ong furm. damoging oll eremy wnits.

SKILL

Kanbei hosts an army with exceptionof defensive
ond offensive ratings. However, the degloyment
casts for his troops ore high os well.

POWER: MORALE BOOST

= Gives Konbei's Iroops o burst of enargy
[ TMY ¥ ond incruoses theie offensive nttark
8 ahifities.

SKILL
The recannoitering prawess of Sanfa’s traops allows them
1 lorge vision ripge duing FOG OF WAR, They olso keop
fhair HP status hidden from the enemy. Sonjo sulfers
from chronic bad ludk.

POWER: ENHANCED VISION Y :1!3
Introasas the vision range of oll of Sarfa’s units and
aven allows them o spot unils hiddan in woods ond reafs,




= DICTIONRAV-OF TERMS =

Here is o compilation of some terms used in Abvance Wars. All words and phrases are listed alphabetically.

Air Units

Fighter, bomber, hatile capler, and transport capler are the types

of air units in Anvance Wars. All of these units ore deployed Irom
oicpatts,

Ambosh

An ambush occurs when o unit runs inlo a hidden or unseen enemy
unit and is farced 1o wait oniil the naxt turn 1o roceiva now orders,

Ambushes can unlrr occur when FOB OF WAR is preseal or when you
hoppen lo find o diving b,

Bases

Cities, ports, airports, ground bases, and Qs ara oll terruin features
that can be captured. Capturing ond holding these fypes of bases is
an essential part of o successhul strategy.

Commands

A command & ony order to o deployed onit, Commands indude
FIRE, WAIT, CAPT, nic.

Ground Units

Infontry, medh, recon, tank, Md tank, APC, arfillery, rockel, dnti-air,
ond missile are types of ground units found in Aovasce Wis.
All of these units are deployed from ground Bases.

Indirect Combal

Units with an attack tange of two of more spaces ton fire on enemy
uniks from o disturica and thereby avoid any countersiriies. This
one-sided combat 15 called indirect combol,

Movement Cost
Thiis ferm refers Io fhe peccenlage af o unif's movement ringe
requited fo troverse specilic lerroin lypes.

Naval Units
Batleship, erulser, lander, ond sub are typss of naval unify in
Aviance Wans. All of these units are deployed from ports.

Neutral Cities
Nedtral cifles are groy and appoor on almost every mop. Infantry

and mach units con eoptura these cifies 1o greate alliod boses
Special Map Case
Mo cuses cofry addifionol mops or extended gome play. The Special

Mag Case comes wilh o complele sef of playable maps.

Unifs

A unit §s @ group-of soldiers or ormament of the some type deployed
Inias combad.

Vs. Map Case
The V. Map Case is o storge case that allows you fo porchase and
keep addifionol wo-player Vs, Maps.




= MOUEMENT COST-CHART =

This chart shows the movement cost for unit types an specific ferrain.

[¥] Movement cost differs depending on the dimate conditions. This char displays movement cost
for clear conditions.

Airparts
Bridges
Bases

S W
1 il

- —

Artiflery
Reackes
Anti-Air
Missile
Fighter
Bombes
Battle Copter
Transport Copler

Battfeship
Cruiser

1
1S } |
i

1
[

1

=i

|

i

1

1

1

- e e o e s e e | e
. I e = )
e e i

I I e e

Lander
Sub

B A R R e e e s




b COMBAT CHART : The domage done by o unit chonges depending on the

type of unit it is attacking. The chart below shows the severity of damage o unit will inflict on anothar unit by
ranking them from A= E. A represents the highest domuge potentiol and E the lowest.

Infentry
Megh
Meodivm Tank
Battle Copher
Transport Copler

E|E
ED
E ¢
ED
ED

Anti-Air
Missile
Fighter
Bomber
Battle Coptor
Transport Copter
Battleship A A C A
Cruiser
Lander
Sub




[i=4] THIS GAME PAK INCLUDES A MULTI-PLAYER MODE WHICH REQUIRES A GAME BOY
ADVANCE GAME LINK™ CABLE.
Necessary Equipment
Game Boy Advance syslems: ......... ....One per player
Game Paks - Multi Game Pak pfay: ..One per player
~ 1 Game Pak play: ... One Game Pak

Linking Instructions
Multi Game Pak play:

1. Make sure that the Power Swilches on all of the game systems
are tumed OFF. then insert the Game Paks inlo the individual
Game Pak slots.

2. Connect the Game Link cables and plug them Into the External
Extension Connector (EXT) on each of the game systems.

3. Tum the Power Switch on each game system ON.
4. Now, follow ths insfructions for Multi Game Pak play.

* When playing with only two or three players, do nof connect any
game systems that will not be used.

» The player who plugs the small, purpie connector into his or her
Game Boy Advance will be Player 1.

Consult the diagram when connecting Game Link cables to Game Boy Advance systems. (Note that

Game BoyAdvznce Game Link :.-ablas .......... ... Two players: One cable
e Threa players: Two cables
....Folr players: Three cables

the small connector is purple and the large connector is gray.)

Gama Boy Advance and
Gama Boy Advance Game Link cable
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