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Im!mﬁvm games physd on the Plays!aﬂon game
induce an epileptic seizure In mnse individuals. Certain conditions may induce
tected epileptic symptoms even in persons

or anyone in your family, has an

,
lisorientation, any Invnlunwy
sions — IMMEDIATELY discontinue use and consult your physician before res

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation game console to a projection TV ut fi
manual for your projection TV, unless it is of the LCD type. Otherwise, it may
your TV screen.

USE OF UNOFFICIAL PRODUCT:

The use of unofficial products and peripherals may damage your P
invalidate your console warranty.

HANDLING YOUR PLAYSTATION DISC: ~ *
+ This disc

o near a radiator or other source of heat.
rest break during extended play.

compact disc Always hold the disc by the edges and keep it in it p

with a lint-free, soft dry cloth, wiping in straight if
abrasive
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‘Make sure the power is off before inserting or removing a compact disc. Inse
1 e )-.Jih’" disc and close the Disc Cover. Insert game controllers a
the PlayStation game console. Follow on-screen instructions to start

Analog Mode Switch

" Moves cumor o the Batle creen
| Directonal Butions | 4 L CL o menu iems and

Left Analog Stick boxes that require a response.
Slick | * Rotates the Bate scroen.

MEMORY CARD SLOT 1

Analog Mode Swich] * Erbies e of e Lt Right
CONTROLLER PORT | )

Stick, and the L3 and R3 buttons.

‘Select Butlon__| * Tum oo or off Bae Animations.
RMULLLULL L Lo

NOTE: You may have a controller that

ggMOm’ CARD SLOT 2 et _ : ‘mh%*l!‘:“;in-u‘ looks like this, if so please follow the
INTROLLER PORT 2. R3 Bution scroen. digital instructions outlined above.

* Retums 10 the previoas scroen during

o commands. To exita and hold the Select and Start but-
oButon [, | gizalag LI, L2 RI,

sclected character onthe Bate screen. The

‘A A 1
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covered the Continent of Eptina, they marveled a
and its seemingly limitless resources. Some

ed to settle in this strange new world, while of]

returned home with fantastic stories of the natural wonders they had seen.

" tens of thousands of citizens to exchange
of their lives in the Ancient Lands for the thri
unknown. But these new settlers, many of them poor and uneducated,
brought with them the very dysfunctions of society that they had
to escape: poverty, crime, and—inevitably—war.

borders of the Continent were drawn in blood, as hastily formed natio
each other over territorial rights and religious beliefs; for the mo
lous of reasons, and for the most noble of causes. Skies which had o
& brilliant blue were now thick with the ebony smoke of burning fores|
dering ruins; rivers which had once been clear as glass were chok
the bloated bodies of the dead. And the Continent, which had once beert
to the beauty of nature, was now a testament to the ugliness of ma
believed that the Eptinan Wars might never end bl
was made. :

W‘vﬂuﬂmnwebnupowzrofﬂuATACath
it was only a matter of weeks before Pharastia
Continent. A few countri pted to fight the K
ATAC and their unholy strength spread across the las

chose surrender over annihilation.

The Continent was united at last, and the leaders of Pharastia decided that
the power of the ATAC, which had proven so useful in war, could now be used
to keep the peace. The most powerful of the excavated ATAC, once controlled
by the King himself, was locked away i a secret location, while the remaining
ATAC were distributed to different regions of the Continent.

d, the remaining nations

But the Pharastia Kingdom was unable to maintain control for very long. Coup
detats and civil wars erupted, and the Kingdom soon found itself strugg
not to preserve its rule of the Continent, but to preserve its own existence.

It is here, in the midst of the Second Eptinan that a spi
man named Bastion is Tearn of his central role in det
ultimate fate of the Continent.. ! e



he grew to relish the very power

Avalon Principality

dangers, butis also charg
i ﬁmpwd Despite!

The nomadic people of this gre
working. Avalon’s leaders have
and the Kingdom. Unfortunately
military support to Galvas, as the
borders against the Muspel Natior

Nordilain Forest
This heavily forested country

as remained strangely silent.

Dionne-Lehve

y are unable to offer much

sy defending their own

uccession of great warriors,
es of his mercenary force 0
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strict and occasionally overbear-

ion hopes to become a soldier and

st the Junaris Empire. He roams the land with

father, his spiritual sister (Milea), and his ATAC engineer

(Puck), avoiding the Imperial Army-which has been searche

| ing b;:.} ther = long as he can remember. In the mean-
e, Bastion spends most of his time training i

l of ATAC combat. ; gt

Faulkner
The leader of the Imperial Army and the most rowerful man
on the Continent, the d d Faulkner is hell-bent on con-
quering the Kingdom and gaining revenge for his fallen
father. Unfortunately for everyone, Flu]ﬁm:r‘; ambitions.
don't end there; he secretly schemes to assume command of
the Junaris Empire and take over the known world. Hey,
for setting his goals high. He enjoys
ing Zakov to do the Empires dirty work, and allows the
demented Madoc to design equally demented ATAC despite

Sadira’s orders.




A-nu.,..ly..,..ofsm ror Degalle,

thisyoung pr too aware of

K impending ascenttoth trome of

the Junaris Empire: -x‘.l.l.ga..mn..
the burdens of

an excavated Al

Sadira

-
The Imperial Princess is, like most
17+ .v-nld irls, a bundle of enengy
and bt it mani-depresti
swings thrown in for good measure.
Unl-lwluroldnbvvﬂu—vbu she
feels that the ».r...u. the x...sa...
should be has secretly.
un taking steps to l:nn peace.

:’:‘Ihe Continent. With kns
opinions and hair-trigger tempert
Sadira is not Imnm:;"t? ok ol
from a confrontation.

Alden

Known as the “lce Wolf by am
encounter him in battle, Lm-d

between the Kingdom and the Empire, prefe
observe the ......u‘.rn..n.u,»mmmu. oneof

considered the best player on the Continent

enfortuna vl s
presides over the
kingdom of Hibernia. He has m...:...a nestalinthe confi

into battle. Alden's greatest passion is the game of chess: he i

to coolly
the com-

Logan
The leader of the Nordi

most aggressive
fighter on the Continent,
using the mighty Crimson
TAC to smi s foes.

Logar wife died soon ot
his only daughter, Claire, was
born, and he nowtends to rely
on her for emotional support.

of
Principality, Duke Zeir

Tumble :.Y.n who rules his
nation with glove 1}
instead of an iron fist Undn

managed to hold the Imperial
Army at bay,but he knows that
time is running out. He places
much trust (and responsi

the ruler of the country that

Marquis Dionne Lehve
the latest and greates

s A..Jm, the mf.mu. sexist-pig ninja. u.m..... ATAC

s the Roaring Lion, one of the excavated A




unmatched speed and mobility

what it lacks in armor. f has a difficult time finding
anyone foolish enough to
engage him in combat.

ULTRAGUNNER
{ATRiBUTE [T WEAPON Il
The most powerful of the excavated ATAC,
Ultragunner was reserved exclusively for
the King of Pharastia. Only those with the

blood of Pharastian royalty are able to

it

o Pl TN



e
To return to the game, select “LOAD" from the Title screen.
Press the + button. Now, select a Memory Card, Card 1 or
Card 2, by pressing the L1 or R1 buttons. Next, move the
cursor to highlight which save file to load. Press the = button. f&
The game will be loaded. To cancel and return to the Title &
screen, press the - button. Please do not remove the Memory
‘ard during a save or a load.

Prc_ss the START button during the opening animation to jump
directly to the Title Screen. The Title Screen displays

following options: Start, Load, Options. These options are
described below.

Start
Start the game from the beginning. To begin the game or 0
start the game over, select “START.” Press the ¢
game will then proceed from the beginning of the adventure,

.
Options
Change game settings. There are six options that can be \f
Sound Mode, Message
Speed, Vibration, ATAC Viewer, Missions Won, Load Stats,
and Exit. The other options (End Credits, Music, Opening )
Movie) will be unlocked after certain missions are success-
fully completed. In order to view the current options, and have ac to the other
options, a save file must be loaded from the “Load Stats” option (for further informa-
tion on this option see page 17). These options are described below and on the following
pages.

To help differentiate
e file displays the follow-
level, whether [

- amount of funds on hand. The first three save slots [Zsounp mMoDE J| How the sotad is heard, THeRRCEeD: be listencl g
be used (0 save completed missions. The last save slot is set aside for missions that are 4% “Stereo” (audio wonderment!) or “Mono” (an

in progress. Games can be saved on either Memory Card 1 or Memory Card 2. Ty~ ™are). Press the right Directional button to change the setting (o "Mm or
switch between Memory Cards, use the L1 and R1 buttons. the left Directional button to change the setting to “Stereo.” 3




V. /N Number of d missions. c
[{assions won 3] Numbe S maximeon nuobes ARt Bt vina

of the missions, the game must be re-played in order to discover the different branches
| in the game.
v N Enable or disable the vibration for the DUALSHOCK™ analog Load information for the %
VIBRATION LOAD SIATS s
I‘ ‘I controller. To have the controller rumble and create endless hours of l‘ 48 gcreen. The Options screen will
& joy, set this option t0*On." To tum off the vibration, make sure the option is set to “Off* lisplay the default options, unless the game stats are loaded in
e rom the Stats menu. After loading in the Stats from a Memory
“ard, the Options screen will be updated to show the current
)ptions sections,

S
MPSSAGE SPEED‘I Speed at which text is displayed. Thes
‘which the text can print on the screen:

“Fast™" To decrease the speed of the text, press the left Directional button. To increase
the speed of the text, press the right Directional button.

View ATACs and listen to game music.
Once an ATAC has been viewed in the
Battle Animations, it is possible to view it with the ATAC viewer.
Afiter selecting “ATAC Viewer” from the options screen, a list of
ATACS will be displayed. To view an ATAC,
the ATAC's name and press the & button.

I

r bl
LATAC VIEWER |

To load this information, select “Load Stats” from the Options screen. Press the & 4
,utton, When the Stats screen is displayed it will show how many ATACs have been seen
ind the total number of missions that have been won. To change to another Memory (
Card, press the L1 and the R1 buttons.

. move the cursor to

sifff

Fiffrrem

‘Also, displayed at the very top of the screen is the current musical
theme. To change to another theme, press either the L2 or R2 but-
Bs to cycle through the list of themes. Once a desired theme has
en chosen, press the @ button to play the theme. ’

To confirm the decision to load the stats from that Memory
Card, press the & button. The stats will then be loaded i into
e memory. The Options screen will then refiect the information
iem from the Stats file on the Memory Card. To cancel a
to the Title screen, press the * button.

the 3-D view of the ATAC has been loaded, the model can
rotated or scaled. Use the Directional buttons to rotate the
model in any direction. Use the R1 button to increase the size of
the model, or use the L1 button to decrease the size of the
model. To exit this screen and retum to the previous screen,
 the © button.




< After an event has taken place, the game will display the [§a_
Menu screen. This is the time to make any changes to the char- |
acters before they enter into combat. The Menu screen con-
tains the following options: Mission, Briefing, Interview, i :
Shop, Equip, Save, Load, and Quit. These options will be | %%
described below and on the following pages. :

™
Har Ooopar 3 Troge Farvmts.

Mission

¢ Advance to the Game Screen. Even though this is the first
option on the Menu screen, it’s best that it be the option
selected. Make sure to complete all of the other options on the
Menu screen before selecting “Mission.”

5 —

battle information from comrades. After select-
g this option Bastion o his allies will offer their input as to
the mission objectives and possible battle strategies, Take the
to listen to them, as it could be the difference between the
agony of defeat or the sweet thrill of victory.

[nterview

Build character morale. During the course of the game, char-
icters will begin to question the leadership of Bastion; there-
ore, it is necessary to have Bastion speak with them in order
o build their confidence in him as their leader. Also, itis pos-
.ible to check the feelings between the other comrades in the
»arty; unfortunately, there is little that Bastion can do to change their feelings toward
e another. Bastion is allowed to speak only three times after each event on the Inter-
view screen. After Bastion has used up his three chances, the game will return to the /
Menu screen and this option will no longer be available during this turn, g(
]

J

| Shop

Purchase weapons, stones, and amulets. The shop is not
always available after each event. So when it does become.
available, take the time to purchase items for Bastion and
comrades; otherwise, it may be a long time before their
ment can be upgraded. The Shopping screen has th

Buy, Sell, and Exit. These options will be described on the following pages.

iz Soptispr
m i o 1 o, k!




[{suv}]

are discussed below.

List of Goods. The 1op of this screen shows
wo

ts: EQU displays the number of the
items already equipped. and ALL displays the
total number that have already been purchased.
Also, included in this window will be a list of
goods for sale and their sale price.

Funds. Amount of money available to pur
chase goods.

Party Members. Only members of the
party that are highlighted can equip the
selected item

Purchase There are three different
kinds of items that can be purchased: Weapons,
Stones, and Amulets. The key features of the Shop screen

Htems Stats. Displays how the items will affect |

the character's stats. A description of these stats.
can be found below

BAS - Base Power. Charxccr's basic abilfie,inchuding.
heir bt pounts

POW- Attack Power, Stscogth of the churacter's atack.
DEX - Dexteriy. Success e during s stack
AGL - Agility. Reaction specd during combat.

DEF - Defense. Docresses the ssmout of damage that s
encmy can nflct.

WEP- Weapon. Sucogsh of characte’s weapon,
HP - Hit Points. Churacter's overall physical srength
MOV- Range. Distance tht a characer can move

{ To purchase one of these

2+ button. Nm.ehoosewlﬂchimnlo purchase, Weapons,
Stones, and Amulets. Press the = button. A list of items for
sale will be displayed in the middle of the screen.

Next, select an item to purchase. Pay attention to the |
stats since they describe the effect that the item will have
character. Once an item has been selected, press the & button.
To confirm the decision to purchase the item, select “Yes The item will be purchased

and placed in the inventory. To cancel, select “No." )

N_...m......j |7 sELL 3] Sell unwanted goods. To sell an unwanted item,

first select “Sell” from the Shopping screen. Press
the @ button. Next, select which kind of item to sell: Weap=
ons, Stones, or Amulets. After pressing the & button, a list of
items that can be sold will be displayed.

Now, move the cursor to select an item to sell. Press the £
button. To confirm the decision to sell the item, select “Yes:

to be sold.

|7 exi1 ]| Leaves the Shopping Sereen and returns to the!



. lhhlmd/or:hmgelheircqulp. ge ach X from
. ment or ATAC. 'l‘be Setup menu displays the following Setup menu, Press the & button. A list of party members
options: Shms.&pimt.ATACs‘ and Exit. These options be listed in the bottom left of the screen. Use the cui
select a character. Press the £ button.

's status, and special abilities. To check
out a character's current status, select “Status” from the Setup menu
and press the £ button. Next, a list of characters that are in the party will be displayed.
‘Move the cursor up or down o sclca character. Once a character has been selected, ¢
able on the Status screen is described below, | equipment to change. Pre
Character Window. Displays character's name, HP (hit
points), current level, and the name of their ATAC. Also
shown in the character window, will be the character’s
current stats (blue blocks represent the character’s natural
abilities, white blocks represent thy bilities), expe- ! -
rence poins ecded 0 raise 1 the next evel, Range (eI Before the item s equipped to the character, check the charac- R —
distance their ATAC can ravel in one tum), and Specd (how | ter’s stats (o see how the item will affect them. The bars on §{*%
guicidly ey toae) detiog conbel) each stat will flash showing how the item (good or bad) will
B Equipment Window. Displays what items a character cur- affect each stat. Usually, it's best only to equip items that
Ry I e _-“ increase their stats. After choosing an item, press
(Skill Menu. There are three selections on the SKill e ites ill be equi to the character. The
menu, Attack. Support, and Dormant. Attack displays| || N item will be equipped Has
the attacks a character has leamed to wse in combat, Sup=| Wil be put back into the inventory.
port shows the character’s defensive attacks, and Dormant,
shows the hidden attacks of a character. A list of these-
cial skills wil be displayed to the right of the Skill menu.

Ty -

A list of items that have been equipped to the chnmu.zrwi.ll
isplayed. Now, move the cursor to select which piece of
the & button. A list of them will

]

'




members to different ATACs. J =
of the party, whose names are | ave

¢ written in white the ability 1o exchange ATACs. fg Save a game. Before proceeding 10 the next mission, make sure (o
This allows them 1o take advantage of the special skills con- » save the game. To help differentiate between save files, the save file
tained within each ATAC. To change a character’s ATAC, sele will contain the following information: Current chapter, Bastion's
“ATACS" from the Equip menu. A list of party members will ]

¢ be displayed. Move the eursor (o select a character. Press the & |

button, Next, a list of available ATACs will be displayed in the Satef Frommithe Mentl Segesnt Press the © button. The $ve mwmum Select a save.
)f bottom left-hand corner of the screen. Now, move the cursor to select which ATAC 1o slot in which to save the game. Press the & button. To overwrite the current file, select “Yes™" The

switch. Press the &5 button. The two characters will then switch ATACs. Remember, only game will be saved. Finally, press the £ button to retumn to the Menu screen. To cancel and retum to

ATAC written in white letiers can be switched. The important features of this screen are the Save screen select, “No.” Use the L1 or R1 buttons to switch between Memory Cards. Please

o do not remove the Memory Card during a save or a load. Helpful Hint: Don't save in the same

save slot. Be sure fo rotate save slots when saving the game.

Load

List of ATAC i the party. Only ATACs that are written in |
white letters can be switched

character's current status,
list of the stats

(hnmclrr“mdau Displays
U omple

Am ‘Stats. Displays the stats for the ATAC that i going| Load a previously saved game. To load a previously saved game,
to be exchanged. This shows the ATAC's current user,

graphic “Load” from the Menu screen. Press the & button. The Load:
ATAC, m:.i‘wﬁmﬁ :‘31"1’#&”’ it | T f i ar. Next, move the cursor to select which file o

ATAC Icons

R1 buttons to switch between
the Memory Card during a save

Light Infantry Ninja Soldier

Heavy Infuntry | | ] Flight Soldier

End the game. To confirm the decision (o end the game and return
seleet “Yes." To cancel and return (o the select “No."
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Character Status. Displays the name of
the currently selected character. The cur

rentand maximum value of their hit points
will be displayed below their name.

lhpy%mn will be described below.

AP and FP Gauges. Shows how the character is doing
during the battle. These two gauges are described below,

Action Points (AP). must

points 10 carry out commands during combat. When the
points have been used up, the character will be unable to

react 1o combat situations. Any unused action points will |

be subtracted from the FP gauge at the end of the tum.
Fatigue Points (FP). Every action that the character
does causes them fatigue. When the character's FP gauge
becomes full, he will not be able to carry out any com-
mands for one turn.

Terrain Status. Shows the physical characteristics of the
land, and the effect it has on the character. This displays the
altitude at which the character is located (listed as “4H" on
the screen shot), attack advantage (lsted as *10%" on the
screen shot), and what type of ground they're standing on
(listed as “Forest™ on the screen shot).

r

i i
een| .
his screen is deseri =

.
it
e

Displays the currently sclected character’s name, level, and stone.

APand FP Gauges. Displays the character’s current/maximum AP and FP.

ATAC. Displays the name of the ATAC that the character is driving.

HP Gauge. Displays the character's currenUmaximun hit points,

Character's Emotional State. The character's success during combat is deter-

mined by his emotional “There are four emotional states: Angry (affects
Calm (affects the characters agility), Sad (affects

powen), and Happy (affects the cha dexterity),
tter) of the face determines the current emotional state of the

Angry Happy
Calm




3 played. There are seven options: Units, Map, Turns, Tactics,
| System, Save, and Quit.

l:UNITS}I List all nr the lnnfps, frl.end or foe, on the

map. After selecting units from the Game
menu, a list of all of the troops will be displayed. Ally troops
will be written in blue letters and enemy troops will be written
The screen is divided into two halv he top
ected character’s status, and the bottom

moved by pressing lhc l.eﬁ
s used to organize the list of trooj

organized by Nume Levcl R:mgc Speed, or HP. The next cursor is movcd hy

g Up or Down on the Directional Buttons. This will scroll through all of the

that are located on the Game sereen. If the £ button is pressed, the cursor will

1 e button to return to the Game menu.

I'TURNS‘I List the order in which players attack. This [}
L A

displays a list of characters in the order in
which they will attack. The attack order is based on the char-
acter’s stats. The higher the value, the sooner they will attack.
The list shows a maximum of 32 turns. Comrades will be writ-
ten in blue letters, while enemies will be written in red letters.
Move the cursor up or down to view different characters. If the
 button is pressed, the cursor will move to their current location. The list is ¢
updated to show changes in the ally and enemy troops.

V""‘ :——;-( I'TACTICS‘I Mlaslonoh.ledin- Aﬁauleclmg lhu com-
[ o oo "
St e vy




ines how the cursor moves on screen. There are three dif-
‘options: Right, Left, Center. Use the Left or Right Direc-
Buttons to switch between the three options. How these options affect the
Buttons is described below.

Right

Down

Left

Right
ICLeft Cursor Setting Il

IXRight Cursor Setting 31|

Up Left Diagonal

Down Left Up Right
Diagonal Diagonal

Down Right Diagonal
I Center Cursor Setting3|

V. scrorL 3 Mo

will scroll vertically when changing altitude. There are
ree different options: On, Off, and Auto. Select “On,” to have

moves to a new altitude. Select
" then the game will
ged.

1£60% Zoom31 1280% Zoom31 1£100% Zoom 3|

I:STATUS BOX}I Turn on or off the lenraclcr‘s Status box on the Game

: screen. The Character’s Status box can be turned on or off
by selecting Status box from the System menu. If the options is set to “On,” the,
Character’s Status box will be displayed showing the name of the character and thei
current/maximum number of hit points. If the option is set to “Off,” then no box will
be displayed.

[CStatus Box Option On 3l | I¥Status Box Option Off 3]




llndtrst ndmrbnmtm

Speed. How fast text is displayed on screen.
speeds at which the text can print on the screen: Slow
the speed of the text, press the Left Directional button.
_To mcm thcspeedoflhe text, press the Right Directional button.

mnlhhnnl The sound can be listened (o in either “Stereo™

off the vibration, make sure the
i

" Press the Right Directional button to change the setting to
Dnemoml button to change the setting to “Stereo.”

Battle Animation. Turn on or off the animations during a
battle. If the option is set to “On.” then the fight between the
MATACs can be \uwcd To speed up the game and play it in a pure military style,

Instead of showing the animation, the characters” Status
boxes will be displayed to show how each ATAC fared during the battle. Press the
Right Directional button to tum “On” the Battle Animations. Press the Left Direc-
| ional button to turn “OfF” the Battle Animations. During the game, the Battle Anima-
“tions can be easily turned on or off by simply pressing the Select button.

* turn the animations “Off"

Keiveg) oo
for saving during a mi

when Bastion and his comrades are doing good. If they start I¢

the battle, reload the mission from the last save. To reload this save

file, select “Load" from the Title screen and select the last save slot.

‘To save the game, select “Save” from the Game menu. The save function has also been
hot-keyed to the R3 button. After pressing the R3 button, the Sa reen will then appear.
“There are three options: Card 1 (saves the game to the Memory Card in Memory Card Slo
1), Card 2 (saves the game to the Memory Card in Memory Card Slot 2), and Cancel (i
game will not be saved). To save the game, select “Card 1" or “Card 2" To overwrite"
the existing save data, select “Yes." Press the & button and lhc game will be saved to th
Memory Card. To cancel and exit the Save screen, sel

Quit

End the game. To confirm the
select “Yes." To cancel and




¢ The Battle menu contains the following commands: Move, h
A(lack Skill, Info, and End. The “Attack” option will ““}I‘V
be , the

; described below.

Move the character on the Battle screen. In

v >
NMOVE‘I order to move the character, first move th cursor

P 5

will move to the appropriate character. After pressing the &
10 access the Move menu, use the cursor to highlight the
option. Press th the ch:
Y s the &
the new location within the blue are . :
. The character will then move to that location. Now use the Dires Buttons
ion the character will face, North, East, South, or West. Usually,

best to have them facing the enemy (Duh!).

Phe distance a character can move is based on their range. If the character only mmcq1
portion of their range, they will be allowed to move again. However, each move uses

valuable AP points while i their FP points. when their FP points
— raise to 100, they cannot carry out any wmmmds for one round.

¥ srtack V] Engagein battle with the enemy. After moving
I\A K‘I the character next to an enemy ATAC, the
“Attack" option will become available. To attack the enemy, select
“Attack” from the menu. Press the & button. A list of the
ter’s attacks will be displayed.

There are two important boxes that wﬂ&&pllycd after “Attack”
is selected. The top box will list the name of the attacks, the amount
of action points required to do the attack, and the number of points
that will be added to their fatigue points.

The bottom box will display the character’s Attack (strength
of the attack), Range (the distance they c: 1

entage (the success of the attack), and Ty,
the enemy).

e (the kind of damage the atta

After selecting which attack to use, press the & button. The cursor will automaticall;
select the enemy with the lowest hit points. However, the cursor can be moved to select
another enemy. Once an enemy ha\ been selected, press the & button. The Attack Status
screen will appear. The i is screen is described on page 37.

To proceed with the attack, press the & button. The attack will commence. If the
Animations are “On,” then the Battle screen will be displayed. If the Baule A nima

Off;

screen. To cancel and return to the previous screen, press the - button.

After the attack has been carried out, the Battle Menu will be I
character to continue to carry out commands.

o o e




skills to aid allies or attack [ "7 -
s can be used to benefit an ally, or to g
\ only be used when an ally or enemy
, use a skill, select “SKill” from the menu.
‘A list of the character’s skills will be dis-

7. ~

skl 2
~ is within range.
Press the £ button.

are two important boxes that will be displny‘:d after “Skill"”

s selected. The top box will list the name of the skills, the amount

[ of action points required to do the attack, and the number that will
be added to their fatigue points.

ttom box will display the character’s Ability (descrip- m

n of the skill), Range (the area the skill will affect), and
e (who will be affected by the skill).

After selecting which skill to use, press the & button. Next,
decide who to use the skill on, an ally or an enemy. Press the
@ button. The skill will then be executed. To cancel the use of

the character’s skill and return to the previous screen, press the

-

Character Status. Displays the currenymaximum
value for AP, FPand HP. Also the character’s name
will be displayed below their picture. Their cur
rent level will be listed 1 the right of their name.
Note: If the Batlle Animations are “Off.” then an
attack bar will be displayed below their HP. This
attack bar will graphically display how successful
the attack was,

ATAC name and Assist. Displays the name of the
character’s ATAC. Below the ATAC's name will be
the Assist percentage. This percentage is based on
how many ally ATACS are surrounding the
To the right will be a display 10 show where ally
ATACs are located around the character. These
ATACS will be displayed with a red “X "

Name of Attack and Hit percentage. The name |
of the character's attack will be lsted on the left.
‘The hit percentage (the success of the attack) will
be displayed on the right.

4}

Enemy Status, Displays the cument/maximum
value for AP, FP and HP. Also the enemy’s name
will be displayed below their picture. Their cur-
rent level will be listed to the right of their name.
Note: If the Battle Animations are “Off;” then an
attack bar will be displayed below their HP. This
attack bar will graphically display how successful
the attack was.

(ATAC name and Assist. Displays the name of the

ter. These will be displayed with a red “X."
Name of Attack and Hit percentage. The
name of the enemy’s attack will be listed
on the left. The hit percentage will be dis-
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played on the right.



the menu, press the
The information on this screen will be listed on two screens.
Directional Buttons {0 switch between the two screens.

lecting
information about the Character’s status. After sel
 button. The info screen will appear.

contained on these screens is listed below.

ATAC Stats.  Displays key

t the char
acter's Al This shows a
graphic  depiction of the

ATAC. an icon displaying the
‘ type of ATAC, the name of

the ATAC, and curently
cquipped items.

-

4
1148

~

|

] Move Lo orright

Character Window. Displays
character’s current. informa:
tion. Thetop of the screen dis
plays their current stats. Also
mum value of

il st theic
Name, Current Level, Expe
rience Points necded 10 raise
10 the next level, Spirit Value,
and Speed.

Move the Left or Right
The valuable information

Skill Menu. There are three
selections on the \Al\\ menu,
Attack, Support. and Dor

mant. Attack dis

shows the hidden attacks of a
character. A list of these spe
cial skills will be displayed
below the Skill menu.

After selecting “End." the character’s
I{END‘I Ends the dnrlﬂ&l"tlun-

turn will be the next character’s turn will bcgm {

the screen will display the Defense menu. The Defeme l.l!tn\l contains the following
options: Go!, Attack, Defend, Avoid, Counter. Only options written in white letters
can be carried out. These options will be discussed below.

I'“O' V] Executes the counterattack. After selecting Attack, Defend, Avoid, or

. Counter, choose “Go!" The character will then carry out the defensive
mancuver that was selected. If the Battle Animations are turned “On,” then the Battle:
screen will be displayed. If the Battle Animations are turned “Off,” then the damage to
the two characters will be displayed in the Attack Status screen.

I: ATTACK‘I Carries out an all-out counterattack. After
selecting “Attack” from the menu, press the
@ button. Next, select which type of attack to use on
micd’ § cnemy.  Before selecting an attack, notice that this cous
.‘;ﬁ attack will not cost any action points; however, there
= a hefty FP cost. Once a decision has been made, pres
button. The screen will return to the ¢
I'e Attack name will then appear along with the percentage
Go!” to carry out |lm command.



an enemy attack. The charac
hit by the enemy; however, the
amount of they receive will be somewhat less than
normal. It does have a high FP cost of 30. Also, if the
attacker comes from behind, there is no way 0 defend against
it. In this case, it would be better to select the Avoid option.

|:DEFEND}|

l' AVOID" Dodge the enemy attack without receiving
‘_ﬂ L A gamage. It's best to try to avoid an attack,

M cince the character will not receive any damage. On the other
iy hand, if the enemy is suc ful in ack, the character will
receive the full amount of damage The FP cost for trying to
avoid the attack is 20. If the ¢ cter is attacked from behind,
select “Avoid.”

) 'COUNTER}' l".'&‘ecll(n a full-blown counterattack. If
. “Counter” is selected from the Defend
enu, then the character will attempt to deflect the enemy”
ttack and counter with a 1.20-strength attack. The FP cost
be 20, If the character misses the deflection, then the
. enemy attack does full damage on the character.

40
PP

B>
When the Battle is Over!
:Nmﬁmewﬁschmr successfully hits an ATAC,
4 tl:wmhd. with experience points (Exp. for short). If |
l:y mmmmbﬂ and miss the enemy, then they s i
I;ew with Exp. or Money. The only time that M
be awarded to the character is if the enemy ATAC

Raising a Level!

After the character has earned en i i

2 enough points to raise t
next level, the following screen will appear. The top hn; sﬁo::
the character and the following stats: BAS, POW, DEX, AGL,
,l,)ul,::bc:m; WF.I’. The player can decide how to allocate the
= of points received. Fi
10 select which stat to increase. Press the Right Directi "s':nr:lml,!c rﬂ bl
points to that stat. To remove the current experience g
Button;

ence points,

button, The



Believe My Heart (English)

To be free

‘how much anguish will you have to bear?
Sword in hand, swear on the dead
vengeance is s00n to come.

Embrac light,
choose the path of ust nobilty.

the dark,
there’s a future bright and new,
 just you choose to see it.
Beating within, the hope resides deep in your soul
Heed that emotion true
And believe there must be more.

Anhhhh, there is a truth we must believe
To find the strength to follow through
Binding the fear within

as we press on toward the future—now.
So, follow the voice within your soul
Immnmw goal.

ol

Then, atthe end of the long journey,
You'lfind your own answer

Now. many things become one in your heart
"""NIMMW
ol it s on
uu.xlmmmmum

No matte hv
s in ‘away 1omorTow is.
Then, mundum
sl
Al fogether, Mlmm
Al together, risk everything

promise
But only true believers see it...
So embrace that goal
Believe just what you must.
Advancing fast toward the goal of tomorrow
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we've ever seen. Itisn'teven
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‘makes it ADDICTIVE. And, a any gamer knows, addictive is

experiences as a game, and that

plying you WANT to know what comes next. And, when replaying the game i o1

Jots of “oh so THAT's what happened™
finishing  good book. So, when it came time o put up or
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Detonator Gauntlet. Oops. A certai with!
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Vanguard Bandits Strategy Guide The Plot Thickens

Due to the complex nature of VANGUARD BANDITS, we thought we would show
a little mercy and include walkthroughs of the first two missions of the game, taken
straight from our Official Strategy Guide. However, we've minimized some of the text
to make it fit within the packed pages of this manual. We also weren't able to squeeze
in the first 30+ pages of the Guide, whi h contain dozens of charts filled with informa-
tion on weapons, items, statistics, morale, and enemy ATAC. But we've made sure 0.
give you enough of a taste of the Guide that you're guaranteed to run out and purchase
it. (Nothing like a shameless plug. How do we live with ourselves?)

t cut-scene in
WANDITS takes place on a

Rp— " ot i atfar] os control their robotic wa .
one tiny example, the hit [xr.unld!.c»n.f.\dnnu.s.\Il.lu. and because Bl moutalaiop, whers Bas-: we're.oot - ’f;""‘ warriors, tion upside the head to demon-
each battle can thus unfold in many different ways, it's Impo ible Vm ' | iy entirely sure. Perhaps strate his s, twomore
prepare for s ¥
7} characters arrive on the :

A How this helps them better

Because VANGUARD BANDITS has semi-randomized gameplay-such as, 10 give A Afier Kinorge sitikes Bigs

batlle by beating up on cach ask, don’ i
o by bexing up on lon’t tell” policy, y'know chubby, bespe

b

tried, and our brains are still recovering from the effort.
(Then again, our brains get tired when we think too
hard about where to go for lunch.) What we've done
is outlined the major events which occur in
on, listed which ATAC you'll be fighting, and
ed battle strategies which you may or may not
10 follow. It about freedom of choice, man.

what we're sayin'?

for us to_give you specific walkthroughs. Believe me, we /7

stressed-out Mil

A
&

We've also summarized the story developments which take
place before and after each mission, because we thought
you'd probably wanna know what the heck’s going on, and
because it also gives us an opportunity (0 rip on ourselves,
which is strangely satisfying. So read on, sally forth, and

whoop Imperial booty!

A Before leaping into baule, A You have now  officiall
Bastionverbalive his bloodlust, entered Missfon 1: Destinyy
and Kamorge tries o calm him whie you vl G0
down with Yoda-like platitudes, ence combat for the e
o0 little avail. The kid wants o first time. How cute!
getiton!

n

Aprees and scurries to his waiting
ATAC, while Kamorge curses the
Yanpire for finding him.




After Kamorge st !

dier from behind for the first time in

the battle, the Soldier responds with a

smart-alecky “You fight well for an old

man...but I harbor no respect for my
Ooh, what a burn.

Events

Strategy & Tactics

1 After Bastion’s second tumn, lone
and Reyna appear on the eastern edge.
of the battlemap, and Bastion is given a
choice of two comments. Regardless of
what Bastion says, both of them charge
into battle and attack the Imperial S‘.’"
diers. The different replies trigger dif-
ferent conversations between Bastion
and Reyna. Select “Who are you?!" to
amuse Reyna; select “Do you fight for
the Empire?” to make Reyna mildly

angry at your silliness.

* Your primary goal in this very easy mission is to prevent

veryone else from bogarting Bastion’s kills-especially
11 you have hopes of making your way onto the Empire
ission branch, which requires Bastion to reach Level 8

Alter the first three missions (one of the most challenging
tasks in the

ame). In fact, you don’t want Kamorge to
Ils, because he is already strong like bull, and
. let’s just ader would surely
notice Kamorge's abbrev

* Here are step-by-step instructions for carning three
Vills with Bastion and .uJ\AmunL 1o Level 5. Because of
B \NDITS e combat, this walkthrough

n't work every time but it will work more than half the

A The roof, the roof, the roof is
on fire. We don’t need water, let it
bum...er, I mean, we must extin-
‘guish this blaze at once!

time, which is about all you

ve at the beginning of each turn, and restart from that pointif events don’t

tnfold the right way. This might seem like cheating, but we think of it more as making

IRt i broe

and end your turn,

* Bastion is attacked by I
Thrust,

A Bastion questions Reyna when
ahe barges into the battle, and does
his best Regis Philbin impression
1 M your final answer’

Huh?! End your turn

* Bastion (Turn #2): Attack Imperial 4 from the
side with a Thrust. You like that, soldier boy? Huh?

minor adjustments to the space-time continuum.
* Bastion (Turn #1): Walk north three spaces, so you're
standing on the west side of the i

* Bastion is attacked by Imperial 4. What a silly little
man! Counter with a Thrust.

3. Counter with a

mperial




Strategy & Tactics

* Tone and Reyna show up (Event #1). Either of the two
. but the resulting conve:
Events box on the previous page.

* Bastion is attacked by Imperial 4. Counter with a ‘Thrust.

responses will suf
different, as noted in the

* Bastion (Turn #3): Al
* Bastion (Turn #4): At
You score the kill and adv
3,500 bucks (noted in the

ations will be

X Imperial 4 with a Thrust.

nce to Level 4. You also gain

“nemies chart on Page 48).

A Having already racked up two
kills, Bastion is in prime position
for his third. Move behind Impe-
(whichdoes rial 2 and stab him in the back
notinclude
\the white bars-they indicate the ATAC
stat-boost, not Bastion’s natural talents)
and your DEX to 5. Move one square north-
cast, then face west (looking directly at Imperial 4)
and end your turn.
* Bastion is attacked by Imperial 4. Counter with
a Thrust for your second kill and another 3,500

smackers.
* Hmmn is A(LKLL‘d by lm[xri-.\l 2 ('nuulcr with a Thrust,

mu 5. Increase your BAS to 7, which gives you thel
lovely Str. Slash attack. Rock on!

l he Plot T]uckens...

Speah i bim a1t carlicst |
bl o bt it |
(e

i e leadi you
s sbot Gaes.

A After whipping the Imperi- A Kamorge asks if they know
everyone gathers in front a man named Galvas-the Comps
the flame-broiled home to Commander of the Pharastia
duce themselves. Tone and Kingdom-and indeedy they do.
114 turn out to be soldiers of Kamorge then asks the ladies to take
Avalon Defense Corps. him to Galvas, but won't say why.

B

mmm ..m ' 4’ oy’

.

Q ?,"‘W.:Tw,m.mm i
A When Bastion asks what will A While Kamorge and Bastion
lappen to the village, Kamorge depart with their new friends to
says his presence is what caused find Galvas, we're introduced to
he Empire 10 attack, but won't two new characters: Faulkner,
elaborate, leaving Bastion frus-  leader of the evil Empire’s forces,
e and Sadira, the Imperial Princess.

e b, Byns_bat
Can certanly rct bim

g
nd Galvas together.
Reynaisdubious, but docsn’t wanna
rub lone the wrong way, so she
reluctantly agrees as well

A Sadiraconfronts Faulkner about
the naughty things his soldiers
are doing on the borders of the
Empire, and announces her

intentto observe Faulkner’s
troops firsthand.




Strategy & Tactics

A We rewm to Bastion to find him
andhis pals headed for Araba Castle,
located near the Kingdon/Empire
border. But it isn't long before fone
detects damage 10 her ATAC, and
the parade grinds 10 a halt.

S, esryest emer
o oty

a battle \lm.\\l way in the dis-
ets into
ads out

A As the litle Puckster uses
chewing gum and bailing wire
1o patch up the Barazaph, fone
and Kamorge valiantly attempt 0
e conversation, while Bastion
and Milea chat it up with Reyna

Chaptr 1 aftr Bestig drrves

A Here is your first-ever pre-

battle menu screen. Save the

me, do some interviews, take

a good look at the Briefing

and select Mission when you're

-ady to move on.

A We leam that Milea is an
orphan who was taken in by
Kamorge as an infant, and we
also lean that Bastion has an
amusing sexist streak. (Well,
amusing if you're sexist.)

the double-sp
couple m
data),

Events

1 Barlow and Devlin move here after
Kamorge attacks Bandit 7 at the begin-
ning of the mission and remain here,
back-to-back for the rest of the battle.
They never attack, choosing only to
defend themselves when attacked by
Imperial

2 Franco, Halak, and Sadira appear
here after Bandit 6 first turn and stay
put until attacked, after which they
attack the Imperials.




b

=5

»
oL W

Encounters

‘After Sadira srikes a Bandit for the
firsttimein the battle, a shocked and
surprised Bastion says “I thought
those three were Imperials, but
they're fighting on our side!” All hail Bastion,
54/ master of stating the bloody obvious!

Strategy & Tactics

* You now have control of Ione and Reyna along with
Hustion, but Kamorge will once again do his own thing
for the entire battle. If you're aiming for the Empire
inission branch, you need Bastion to boost another two
levels during the battle. If you're sticking to the Kingdom
ant Bastion and Reyna to score one or two
Kills cach (while ignoring lone, who won't be sticking
With you but for a few more missions).

2 glandular disorder!

* Barlow and Devlin are in almost zero danger of dying, 4 Barlow proves to bea ittle sen-
Alnce they're guarding each other's backs; each enemy Sitive about his huskiness as he
Altack only does a few HP of damage. In other words, M Devlinmove into a defensive
{ocus on earning your kills and let BANDITS' equiva-  POsition

lent of Farley and Spade protect their own butts.

* Fra

co, Halak, and Sadira will eventually be

ttacked by a Bandit, and once it
happens, they start an ATAC-destroying rampage. Don't
bother trying to reach those northern Bandits; focus on the
ones around Barlow and Devlin, and destroy them before
the mighty trio does it for you and claims your XP.

* If you're fighting with Bastion and Reyna (and staying
on the Kingdom branch), move lone a
can go, to avoid attracting curious Bandi
goal is to raise the wimpy Reyna at least one level, o you
A Il you're trying for the Empire  €an get her closer to earning the Strong Thrust attack
mission branch, back Tone and (8 BAS, 6 POW, 7 DEX). Your secondary goal is to start
Meyna into the southern canyon  balancing out Bastion’s stats, as having equally high

Wl 1o let Bastion score all the - number in all six categories is the only way to e @
ki his most powerful attacks later in the game.

ar south as she
. Your primary




Strategy & Tactics

Remember the battle basics: cover your back. hit the enemy from behind whenever
possible—which should be easy, since they're going after Barlow and Devlin-and don’t
let Bastion or Reyna go over the FP (Fatigue Point) limit, which will leave them dizzied.
Ideally, you should end the ‘mission with both Bastion and Reyna at level 6 (but Reyna
needs two kills for this to happen).

over stats you'd like, but we strongly suggest earning the
fuckle attack by simply boosting your POW t0 9.

* Bandit 1, moves to the west side of Devlin and at
him again. Grrr!

* If you're only using Bastion, and want to hit the Empire branch, here’s a darn rel
walkthrough to get him up to Level 7. Please keep in mind that this w Ikthrough will
only work if you wisely use our stat adjustments from Mission 1; otherwise, your mile-

# Bastion (Turn #5): Strike Bandit 1 with a Strong
Slash from the side to soften him up a little more.

* Kamorge attacks Bandit | from the south instead of

age may vary.

: ) pmimeme Iriking Bandit 7 and stealing your kill. Excellent! A Afer wasting Bandit 8,
* Bastion (Turn #1): Attack Bandit 7 with a side Thrust. il 3T i . you're ready to commit assault
oy pledged 'o et # Hastion (Turn #6): Whack Bandit | with a Strong and battery upon Bandit 1, the

* Reyna (Turn #1): Move south one square. Face north,
end the turn, and don’t do anything on subsequent tumns.
Just stay put and watch the action

Slush for the kill, and over 400XP. Whoo, doggie! You Strongest ATAC on the baule-
W now at Level 7 and counting. Start balancing out Bas- 614

Hon's stats, as having equally high numbers in all six categories
I8 the only way to earn his most powerful

cks later in the
game. Move to the north side
of Bandit 9 and end your turn.

* Tone (Turn #1): Move south to the square just east
of Reyna. Face north, end the turn, and hold still for the
remainder of the battle.

jira is displeased with
gade Imperials, as indic:
* Bastion (Turn #2): Move behind Bandit 7 and atack i s il ve
with a Strong Slash for the kill. kil

* Bandit 9 s and
Bastion instead of Devlin.
rabbit! Attack him with
Strong Slash for a confirmed
kill. The XP are almost worth-
) less, but the 2,000 bucks are
A Bandit 9 is your fourth and nothing to moan and groan
final kill of the mission, by which about.
ot you're at Level 7 and almost

111 for the Empire Branch

* Bastion (Turn #3): Atack Bandit 8 with a Strong Slash for the kill.

* Bandit 1, the strongest enemy ATAC on the battlefield, moves in and at
head-on. This also moves him into attack range, which we like!

* Bastion (Turn #4): Move behind Bandit 1 and attack from de back with
de Thrust, which advances Bastion to Level 6. At this point, you can juice W




The Plot Thickens

ity amacceplabie i
+ e e sl 0 cvae
& emayyton

or b | Tt oy 6o you i peal i e prevaly sy

1t ropal o st ey
' pessare il e n K o s hiprd 41 b [* 2

v
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A After beating the bandits, Bas- A Princess Sadir and herescorts A Kamorge puts an ;uu © :r(:
{ion searches formore survivors,but _amive 1o survey the scene. Bas-  verbal abuse and spdogics 1)
aren’ ¢ tion doesn't onize her imme- Bastion’s tantrum. Franco tnes .
ez e gy 0 be oo, T 14 "}“ ":;lm*"‘,“ I‘; leams make friends, but Bastion shootsffl 4 demandstocomealong, seeing the truth, but Duyere won't be  that Duyere fully complics with his
- emark upon the diately, and flips when he leams jends, i isld el ¢ the s iy :
- Rk'\mn“:h ekl et 1o who she s, going off on the girl him down withmore harsh wordsy ! I?.< dira is already romping  denied. r\kl\l)u,\knm“(lmh.wll,h"
camage s thankfully left to she is, ga i i Suica s i
oAy s00d dozen paragraphs,  which sets Sadira off v the war zone P smie e
the imagination) 00d dozen pary L

A Justas Faulknerisabouttoleave A Faulkner tells him a good lie A Afier pointing out that [
e Imperial castle, Prince Duyere  (as the heir to the Empire, he can't - ATACisn'tatfull strength,
fwchs him down in the ATAC bay risk his life in battle) instead of finally relents, under the condition

B e
B

et ek sowe Imperial bait i groups of AT

S n v o s it
\

A Back 1o Bastion's party, where A Kamorge is in the middle of
Andrew memorably  introdu
Dinsel

5 - As Bastion prepares 10 leave

A Devlinjoins inthe venting andtells A As the Princess leaves, F s Am\uB{l\‘: "“m{'ﬂ‘“"‘:“ by

candthe and Kamorge exchange phone with Barlow a ow,
Baston that both the Engire nd the and ,:'m""*,l M‘,,L\:'.J .:‘n.'[:pcu third survivor appears. His name i ,and Bastion expresses his - much bigger words than I know) to your pals to boost their morale,
Kingdom have commited atrcies. numbers and worts 8% AR 0 R O e 10 vl S0rcem about Devlin’s disparag- when the party is ambushed on and gaze upon the Brief-
fir explains to Bastionthat  being the grizzled vetera i in. a5 he would say, “a conell g comments regarding the King- both sides. Kamorge recognizes  ing), then begin Mission
)m goal s 10 silence the vio- - they are ey S them as elite Imperial troops.  3: Tragic Farewell.

lence and increase the peace. v

A Tike care of the usual pre-mis-
s telling his son to chill out (using sion business (save the game, talk




What To Do Now... ‘ ced@ 0ttt
Now that you've reached Mission 3 - and the end of the manual - you're on your own. i —
That's why (shameless plug uclivaled!T)"wc strongly suggest that you pick up the one S =
and only VANGUARD BANDITS™ Official Strategy Guide. This milesione ) L original purchaser of this Working Designs product that this CD
publication is, to the best of our knowledge, the first mrd:?m hint book in the history and workmanship for a period of ninety (90) days from the date
- it also features a lovely leatherette binding, a foil-stamped cover, &
full-color dust jacket, and three rk ribbons for easily-confused readers to keep
their place(s). But what about the inside of the book, you ask? Here’s what you'll find:.

Strategies! The best and casiest techniques for completing all 56 missions.
Stnrycl-eckc! Summaries of every shocking plot twist and dramatic development.

d statistics on all 32 ATACs, all the special attacks, all the skills, and

% : ¢ ILITY AND Fi g
erything clse in Bandits. JNETY (90) DAY PERIOD e
. 10 JAILE FOR INCIDENTAL OF CON

iograp ! Intriguing i ion on the major and minor characters of Bandit:
including a two-page chart which indicates various family ties.

Stickers! Two luscious pages of Memory Card and character stickers!

Poster Offer! Information on how you can get your well-manicured hands o8
an exclusive and absolutely free (well, except for those shipping and handling charges|
VANGUARD BANDITS poster!
To order the VANGUARD BANDITS™ Official Strategy Guide, get yourself 1@
a local videogame store immediately and ask for it by name.  You can also give us
jingle at (530) 243-3417, or v our website at: http:/www.workingd igns.com ot
and order this fabulous tome directly from us. Do it now! The fate of the world L ngddlng' CA
(well, a geeky writer's job, anyway) is at stake!




