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CONTROLS _
 ove curser to units: . —

awaiting crders

and temain feaiures

A Button
» Confirm selectons

= Control Pad

= Display Map Menu
® \aova cursar » [isplay movement range
® Wake menu = Scrollthrough bext
selections

® Mave units

Cancel selecto
SELECT kol

= Display aitack rangs
#Begin gama » Disofay Map Menu {Wken clrsor s on a uni)
= Display overview map | » Recrder troop display * Hidla all units
o 5kip cinema scenes and dialogue (Sea paga-12) (When Surstris nét on a.und)

Press SELECT, START, and the A and B Butlons to reset the game.



PREPARING FOR COMBAT |

Insert the Aovance Wass™ 2: Buack Hoe Risive Game Pak into your
Game Boy Advanca™ and turn the peiver ON. The GAME BOY logo
will apgear followed by the Language Selection Screan whers you
can cheose one of the languages (ENGLISH, FRANCAIS, DEUTSCH,
ESPANOL or ITALIANO) using the % Control Pad. Press START on
the Title Screen to move to the Select Mode Screen.

SELECT MODE SCREEN '

Advance Wars 2: Black HoLe Bising has six-game modes to choose from. Usa the = Control Pad

to selecta mode, and press the A Button to confirm your chelce. Depending on the mode You select,
a sub-window with further chioices may be displayed:

(1] I some sub-windows; you can onlyselect NEW when starting the game for the first time,

There are two ways to save game datz: by completing a mission or by selesting SAVE
from the Map Menu during a mission.

Campleting a Misslon

When you finish a mission, you will be asked if you want 1o save your game data.
Usa the + Gontrol Pad to select YES, and prass the A Button to confirm your cholce,

Yol cansave your game data at any point during a baltle. Select the SAVE command fram the
Map Menu (see pg. 13}and press the A Button, You will be asked to save your curment game data.
Restore your game by selecting CONTINUE from the Select Mode Screen.

(1] Games played In Link Mode cannot be saved,



Clear All Saved Game Dala -

Ifyeu want to defete all of your saved data, press and hold SELECT, the L Button; and right on the

+ Control Pad when you tum on your Game Bay Advance. Use the = Control Pad fo salect YES and
press ihe A Button to confirm.

(1] Gama cata that kas been erased cannol ba cestored, so be carefull

RULES OF ENGAGEMENT '

The Game Screen is divided info square-shaped spaces. The distance units can move ard their
attack ranges are measured in these spaces. Some squares have HOs, bases, and other propedies,
while others contain different terrain features, live mountains and seas.

Game Screen




Battles consist of COs issuing orders (FIRE, GAPT, efc.) to their traops, then waiting while the enamy CO
does the same. When all COs are firished, a day ends. This process continues until a victor emerges:

Armies

You'll find five separate armies in Aowance Wass 2: Orange Star, Bluz Moon, Yellow Comet, Green Earth

and Black Hole {enemy}. You will give orders to all the soldiers, withthe exception of the enémy amy,
viayour commanding officers.

Mﬂ@qmpjetewlcwm e == S =S

Thera are two main ways {0 Win a mission: HO Captureor Enen'r',: Huut For a_nF-EQ Cantum  move "

one of your INFANTRY: or MECH Unils onta the enemy field HQ and salect GART. Ta rout the enemy

troags, you must defeat all deployed enemy urits.

(1] Depending on the rife setfings and tha Battfe Map, you might be abie to win by Base Captire -
capluring a pre-determined number of properties.

Mission Failure (OEFEAT}. . - .

= = = I

There are three ways fo lose onthe Ead of battle; HQ Caplura Hour and Surrender HQ Gapture =

and Rout are the same as above. Tosurender, simply choose YIELD from the Options Menu on ta
Map Menu,

(1] The terms for victory vary between game modes.



UNITS _

Soldiers, vericles; and arfiliery that appear on the map represent entire units: Each unit starts with
a total of 10.HR (Hit Points);

War Funds and Deployment

| R —— - - —_—
It takes monzy to deploy unitsinto the field. Wa; funds amcol!ected from the pmpertles [bases cities,
HQ, etc.) each amy controls on any given'map. These funds are added to your total at the start of every

turn; Unusad funds are carried aver ta the next turm, but your funds are not carried from map to map.

Unit Deployment - — ==
Units can be deployed from one of three dep}o:,rment pmnert:es. a base
an airport, ot a port. Press the A Bulton to display the Deployment Menu,
then use # and + o the * Control Pad to select the Unit you want

to deploy. Canfirm.your choice by pressing the A Button again: The unit
then appears on that property and can receive orders on the next tum.

Each unit can move once per tum. Use the cursor to select the unit you wantto move, and press the:
A Button. When the Unit is selected, its movement range appears. Place the oursor where you want the
unit to move. A red arrow traces the unifs path. After the Unit moves, the Command Menu appears.
{NOTE: two units cannot occupy a single space at the sama time.) The following orders may appsar in
the Command Menu: CAPT (Capture), WAIT, FIRE, SUPPLY, JOIN, LOAD, DROP. Usa + and +on
the 4 Control Pad to selectan order, and press the A Button to confirm; Onee a unit has been ordered
to'Wait, itcan reeive no further arders until the next turn.
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Gas. - - =
Ground units burn fuet onty when ordered to move. Air and naval units consume fuei every turn
They crash or sink if they run out of fuel, so check the fuel status on the Cursor Intel Window.

Cancelling Movement Orders y

You can cancel movement orders until '_,ruu Ve given secondary orders from the Cummand Menu.
Mormally, units don't consume fuel if thelr movement orders are cancelled. However, in FOG OF WAR
{see pa. 14), units consume fuel even if their movement orders are cancelled.

Gapture (CAPT)

The Capture command appears when you move one of your infantry or mech uniis onto a neutral

or enemy property. Confirm the Gapture orders with the A Button to make your unit begin securing the
property. Each proparty has a capture number, which is reduced each turn by the number of HP

the caoturing unit has, An |nfan.r5- or mech unit with 10 HP can caplure a property with a caplure number
of 20 in 2 days: Onice a propenty is secured; it tumns the colotr of the army that captured it

FIRE

The FIRE order appears in the Command Menu when a unit can attack-an enermy, When you'cheose to
altack by selecting FIRE and pressing the A Butfon; the Attack cursor appears. If multiple enemies

ara within range, you ¢an move the Atfack curser with the = Control Pad. Cnce you have selected an
enemy larget; press the'A Button to confirm your cheice. Your unit will open fire immedialely.

TypesofAttack. =
Depending on the type of umt attacking, you wﬁt engage in eﬁher cf rect or mdlrect curnbat
Direct-combat uniis can meve and fire in the same turm: Indirect-combat units; however; can only
meve of fire in one turn, When attacking, Indirect-combat units are safe from counteratiach.

{1l The mnge of fire for indirect-combat units differs between unit ypes,

An enemy unit that loses all of its Hit Points sxplodes and vanishes from the screen,

Of course, the same is true for your units, too.



SUPPLY

Yot can supply units with their maximum amount of fuel and amme.by
maving APCs (Amored Personnel Carriers) adfacent to them, Units can
resupply their fuel and ammo by stopping on secured properties, foo:
They alsa recover 2 HP for every fum they remain.on a property.

Unit Receiving Suppliss

To use an ARG to supply, move the APG to a space adjacent to the unitin

need of fuel orammo, The SUPPLY order will appear in the Command Menu,

Select SUPPLY, and press the A Button to confirm.

(I} if muttipla units are adjacent to an ARG, all Units recelve suppliss.

Air and naval units can receive suppfies'and replenish hit peints by resting in airports and perts;

respectively. Alr units and paval units can recelve supplies from APCs by moving to a space

adjacent to fhem.

[1]/Using bases to recaver supplles and HP costs money. Don't wony - the cost will be deddcted from
your available war hinds automatically!

JOIN

You can join two Units of the same type inte ene unit if Both units have been damaged. To do this, move
one unit onto a space cccupled by a unit of the same lype,; select JOIN from the Command Menu, and
press the A Button to confirm:your orders. The newly formed unit has the combined amount of fuel and
amma of the Individual units, but that number cannot exceed the maximum amount for that unit type.

(1} Units also combine their HP when joined, but their HP will never excead 10

10



Transport Units have the ability.to cany other units: They ean carry unils with low movement ranges
farther than normal, even allowing them !o cross otherwise Inpassable terrain. To load a unit,
select it with the cursor, move it onio: aspace occupled by a transport unit; and select LOAD from the
Commiand Menu. Place the cursor on a fransport vehicle to view INTEL on the Linits being carriad.
[V Depending on the ype of transport, some terrain types may prevent you from foading units.
(1} Units belng transported are not damagad ifithe transport vehicle is fired upon.

Haowever, if a transport is destroyed whle carrying another unit, that unit is alse destroyed.
{1} Even affer transoorts have been ardered to WAIT, they can still foad unifs.

DRaOP

Loaded units can, of course, be unlcaded. First, Lisé the curscr fo move the transgort Unit to the desired
location, If the transport unit stops in terrain that allows for the unlcading of troops, DROP appears

i the Command Menu. When you select DROP and confirm this order with the A Button, the cursor
appears, allowing you to choose where you.want (o unload a unit. [fthe transport is carrying two.

units, select which unityou want to drop with the = Contral Pad.

(1} A transport carrying two units can drog both units (i a single tum.

{1} Units cannot move on the furn they are unjoaded.

When a unit finishes moving, this appears in the Command Menu. Select this to end a unit's tum if it's
rot firing or capturing.

11



MAP MENU

To display the Map Menu, place the cursor on an Lnoccupied space and press
efther SELECT orthe A Button. Use + and * to sefecta command, and confirm
with the A Button,

(3] Menu items vary depending an the game mode and the selected niles.

[of2 — =
View dossiers on lheCOs on 1he currentbameﬁeld Use * and > 1o selects o and +
toscroll thraugh each dossier, At the end of each CO dassier, a chart shows the parameters:
foreach of that CO's units. You'can see How much each unit's abilities vary batwean COs.
For help reading the chart; press the R Button.

e S =
View Intel ofithe clrrent battiefield. There are four ménu :Ierns under INTEL STATUS
TEAMS, UNIT, and RULES. Use * and # to select an item, and press the A Button to
canfirm your choice.

— S = = ey

@ STATUS

STATUS displays the current map name, the
number of days the battle has been waged,
the number of bases held by each army, and
information en each army's funds,

® TERMS (Only in CAMPAIGN)
Check the victory conditions for your curment
pattle here.

@ UNIT

This screen displays \italintelligenca (or INTEL)

on yaur troops. Press + or + on the < Confrol

Pad to select a column and reerganiss the

information in'numerieal ordar. Prass # or ¥

on the +=Control Pad to select a unit, and

press the'A Button to move the game screen

cursor to that unit.

1} Select a data column and press SELECT to
switch the order from highest number first to
lowrest number first

@ RULES (Not used in CAMPAIGN or the WAR ROOM)
Confirm the rules for the current battls. NOTE: you cannot changs the rules hers.

12



CO Powers (POWER) and Super GO Powers (SUPER) (see pg, 30) oo
Thesa two options only appear on the menu when the CO Power Mater is fll
Select them o use special CO abifties.

ORTIONS- . ==
The Options Menu contains five setup se{echons. :ncrudmg music and visuals
(animation settings). Press + or + onthe &= Conirol Pad to.chocse a menu item,

and press the A Bulton to confirm.

® DELETE o VISUALS _
Select this lo remove units from the fisld of batle, Use the AButton to set which visuals disglay
Usa the s Contrel Pad to sefect the unit you during gams play:
wran| to delete; and confirm with the-A Button.
Press the B Button to stop deleting units, ® EXITMAP

You can returmn to the Select Mode Menu at
@ YIELD any time during battle. Choosa YES and
Select YES 10 accept defeal, and confiem by press tha A Butten to confirm your choice
pressing the A Button. and end the battle,
e MUsIC
Select this, and tumn the MUSICON or OFF by
pressing the A Button,
SAVE . s oS = ns APt et b
Ghmsethmosaueanybaﬂls in pmgress(seepg 5]
3, e ———

Select this when you finish ﬁs:.umg ormmnda and your turn wil end s

13



FOG OF WAR

Oresome maps, you Will encounter a phenomenon called FOG OF WAR. Fag of
War limits visibility, soyaur Units can only s2e as far as their Individual vision
ranges allow. The vision range s different for each unit. Infantry and mech units
can increasa thelr vision ranges by three spaces when they climb mountains.

SELECTING A MODE

CAMPAIGN
Select CAMPAIGN with the = Control Pad, and press the A Button fo
confirm. Once you select GAMPAIGN, chocse NEWY frem the SubMenu
f0 begin'a new campaign and watch the campaign prologue. After
the profogue, you'll see the World Map (WARS WORLD MAP). Use the
#Coutrol Pad to'move the cursor acrass the map: Select a map by
pracing the cursor aver a flag and pressing the A Button.

VEASUS

In Versus Made, you can pfay with up to four players using lust ona Game:
Pak. You can play on teams as well, for one-vs.-three or tWo-vs.-two
battles, When playing with four peopie, Player 1 issues commands to his
troops firat. At the end of his turn, Player  passes the game system to
Player 2, and so on. On the Select Mode Screen, select VS, BATTLE. Next,
choose NEW, from the Sub Menu ta move on fo the Select Map Screen.
Use the L and R Buttons.or * and =+ on the % Control Pad to select the
type of map to be played. Next, use # and + to select the map you

want 1o use. Press the A Button to confirm your eheice.

14



Map Types for VS. MODE
PRE-DEPLOYED!  Maps that peovide vou wifh a set typa and number of pre-deployed unis

3P MAPS Maps dasignid for three playess
4P MARS Mags designed for foue players

WAR ROOM Maps that crigivally #ppeared In the WAR ROOM
CLASSIC Maps that appeared In Anvece Wiss™

VS. MAPS Maps designed for two playes

DESIGNMAPS  Maps you design yourself

(I} Yol can purchase mare maps uslng points you eam in CAMPAIGN and the WAR ROOM (see pg. 24).

Next, you can set teams on the Teams Screen. Select tiie GOs for this battle, and set him or herto a
human or computer (CP) plaver Usa +, #, + and + onthe 4+ Control Fad to complete setup, and
then press the A Button. On the next screen, Use + and + on the 4 Control Pad lo'set each CO to a
single-letter team name. When you're happy with the settings, press the A Button.
(1] In battlss Getween thiss or maro armics, you ¢an create allies by assigning COs o the same

team name. aigls
The Rules Screen comes next: Use #'and + on the 4 Control Pad to move between rules, and use
+ and * fo change the rule settings. Confirm your rules by pressing the A Buttan.

Rules

FOG Tum FOG OF WAR ON oz OFF: Selscting ON fimits tha vision range to that of each indivicual unit.

WEATHER Chooss between CLEAR, SNOW, RAIN, and RANDOM. RANDOM aliows for elimals changes
diring the battie:

FUNDS Set tha arnount of mansy anmies receive lor each allied basa,

TURN u:s1 \he riimber of days the battia Wil conbnua. Victary goes 1o the ammy with the mast bases
at the end.

CAPY Sat iclary canditions tobe defermined by the number of bases capturad during ths batls.

POWER Tum fhie CO powers ON or OFF.

VISUALS Select your animation preferances.

15



DESIGN ROOM

In the DESIGN ROOM, you can design your own custom maps and change CO hair and ocutfit colour.

m." =T ':'L"__—-' _'__'_' —_,_—-'—-—'—__.'_._' i = s S — _'._:__ T:
Place tmam features and units anywherg you want to cﬂeate all -new original maps. You can use youf
own maps in Versus Mode and Multi-Pak Link Mode (see pg. 19). You can also trade your maps with
friends in Link Mode by sefecting TRADE MAPS (see pg. 20}. Sefect DESIGN ROOM from tfie Select
Made Screen, then chocse MAP from the Sub Menu. This opens the map desigrier, where you can create
maps to your heart's content.

L Greating your own Maps

Map Designer Main Screen

Once.you open the map designer, usa the L and R Bultons to open the unit and terrain menus. Scroll
through choices with  and * and use + and # to scroll through the avallable colours. Move the
cuirsor to the area you want lo place the selected ilem, and press the A Button to placa it on the map;

Map Designer
Terrain Features Meanu (R Button)
This menu includes HGs, cities, and all types of bases, as well a3 roads,
woods, and rivers.
{1} Special ferrain features that appear in Campaign Mode
will not be available:

Unit Menu (L Button)
Here you can choosa from infantry, tanks, and other ground units.
You can 2lso dephoy air units-and naval unifs.

16



[ L Button: Display the Unit Menu | R Button: Oispiay ha Terrain
Features Menu

| STARR: Dispiay map averview

SELECT: Dispiay the Map A Qution: P'm:"
Dasigner Meny e selected temonthamap
+ Control Pad: B Button: Select the terrain faature or
On Design Screen: Move the cursor unil indicated by tha cursor on tha Map
On Menus: Use * and + lo ssiect mend items Designer Screen

Liza * and + to changa the colour of army units, HOs.

and bases

Rules for Creating Maps

The map must have at least two HOs of different colours and contain at least one deployed unit o one
production base for each army’s HO.

About the Menu Windows

Press SELECT to bring up the Map Designer Menu. Usa + and & 10 select @ menu item, and press the
A Button to' confirm your choice,

FILE Use +and * 1o select @ menu Rem and tha A Button to confim your choice.

HELP Open his fo receive hints of Lsing tha map designes.

INTEL Ta view the curret number of citiss and bases on a map, salect INTEL

FiLL Choosa FILL to 8 an entia map with one termain feature. You can alsg choose RANDOM
1o have the computer design a map with random terrain features.

END Chocsa ENO io return [0 tha Sefect Mode Scraen.

LOAD Selec 174 1o joad a previously saved map. Usi + and # to sdfect amep dnd gl
press tha A Button to confim, T_,;é;"u'

SAVE Coma hers 10 5av# 2 a0 you a8 designing, Use the + Gacirol Pad to selectthe || 3. e
piaCa you want to save I, and press the A Button to confirmu

NAMEENTRY  To nama your map, sefect this mecy item. The Name Enlry Screen sppears when you select thes item.
17
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the A Button to confirm your choice.

{1 Any COs you have revised will 2ppear in CAMPAIGN, Versus Mode, elc., with thelr new colour schemes.

LINK

Choasa this moda and fink Up two or more Game Boy Advance syslems with the appropriate number of
Game Bay Advance Game Link™ cables (sold separately) lo wage mulliptayes war of o trade original
maps, On the Mode Select Screen, chocsa LINK to bring up the Link Menu. There are three link modes
to choosa {rom: SINGLE-PAK, MULTI-PAK, and TRADE MAPS. To select a mode, use + and + on the
# Control Pad and confim your choice with the A Butten,

SLEG—LEPME— A o gy == = e e 7 1o |
Yous can battie with Up to three I'nendsusargasmgt&ﬁamepak.ﬁng!a-m

Mode offers five diffacent maps to play on. The ules setup in Single-Pak © ity com

Mode cannot be changed. The Map Menu options and units avaizbla ars . el ey

presat on each map. o Sl FLY
(1} Before playieg, you need lo connect all game systems with Game Boy o= 1 5]

Adance Gama Link cables (s2a pg. 22).
Once Player 1 selects SINGLE-PAX from the Link Menu, tha Player Entry
Screen appears. Player 1 then confirms tha number of player entries and
presses START.
[V} Only Piayer 1's game system wil show the Player Entry Screen,
All olher players' systems will show the GAME BOY logo.
(4] if the number of entries is incorrect, check the cable conpections and
begin the finking process again.

18



Link Failure

The Link Faifure Screen appears if an ermor cocurs during linking Thire'sbeena linking treor
process. If this happens, turn all game systems OFF, check all Turn the powtr OF F,
&m&gﬁ?mwuﬂkﬁm mnmhorﬁ.and beqfnlhe chick tha Gaine Bay
download setup again. Advance Gome Link

Orce the downloading process begins, a Loading Screen appears tenaatia Bl a bE

on all players” game systems.

{1} White the game Is loading, do not fum any of the systems OFF or
disconnect any of the Game Boy Advance Gams Link cabies.

(1} The downloading process takes a few moments.

Data Transmission Failure

The Data Transmission Failure Screen appears if an error occurs

during data transmission, If this happens, tum all game systems OFF,

check all Game Boy Advance Game Link catie connections and =

begin the download setup agaln. s it

\When data transmissicn is complete; the Select Map Screen will

appear on Piayer 1's game system. Player 1 should uge the

+ Cantrol Pad to select a map, then press the A Button to confinn

and begin the battle.

[TTHTRIA | S——— R e

= = = = == —

To play a MULTI-PAK battle, you need one Garr'za Pak per playe:

(1] Before playing, you need to connect all game systems with Game Boy Advance
Game Link cables {see pg. 22).

All players sefect MULTI-PAK from the Link Menu to bring up the Player Entry Screen.

Onca the players nave all been entered, Player 1 must press START.

(1], If the numnber of players entecad is incorrect, check the cable connections and
begin the linking procsss dgain.

If Link Fadures occus, pleasa refer ta the information in section *Single-Pak’,

Crata franssission foded
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Once all the data is transferred, the Select Map Screen appears onall
players® screens. Use # and » o the + Control Pad lo select amap type,
then # and * to choose a map, Prisss the A Buttan ta confim.
(1) Any player can sefect a map to ply. The avallable maps vary
depanding on the number of players.
Next, on the Teams Screen, each player uses * and + on the
=+ Control Pad to choosa a CO. Each player must press the A Buiton
ta confirm his selection.
(1) Wren playing with three or more players, leams can ba created by having
players select tha same single-letter leam name (24 pg. 15)
Rula setup comes next. RULES can ba set just as in a VERSUS battle.
Use + and * to moveé belween rules and + and ¥ lo change the rife
setup. Press the A Button to confimm setup and begin the game.
(¥} Rules can ba set by any player and wuies cannat be changed ance
the game begins.
(1} The computer cannat controk an army I this mede.

]
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and.one Game Pak per person to trade maps.

(1 Befors fracing ntaps, you need to connect all game systems with Game Boy Advance

Game Link cables (sse pg. 22).

in Trade Maps Mods, the person sending map data is the Sender, and the person receiving map data is

the Receiver. The Sender can send map data to all linked players.

(1] You cannat send map data if that data has not first been Saved, and only one map data fifa can be

sent at a time.
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Salect LINK from the Select Mode Screen with the 4 Control Pad and then press the A Button,

On the following screen, all players Use the same steps to select TRADE MAPS. Once each player

has been entered, Player 1 must press START to begin the data transfer.

{11 If the number-of enfries Is incorrect, check the cable connections and begin the linking process again.
When data transmission is complete; the Sender Select Screen will appear. Use # and * on the

+ Control Pad to select the Sender, and press the A Button to confirm.

(1] Any piayer can sefect the Sender.

Chaosa tha Mag Data frm——] Use €2nd ¥ onthe
Fita 0 Send with * and + M- miEs==] + Control Pad 1o seiict
on the # Control Pad, whera lo'save incoming
then press the A Buton Bt OREINE 2 | ron daty, then confim
1o confim. ) \ with the A Butfon.

(¥} ou ean save Up fo three maps.
If Link or Data Transméssion Failures occur, please refer lo information on page 19.

When waiting for ather players o save map data, players who have already saved the data will see
aWaiting Screen, Data transfer begins when all players have selected where to save the map data.

Now Loading Screens will appear while data s being transferred. Once the transfer completes,
the game retums o the Link Menu.

1] Maps traced n this mode can be used in Versus and Multi-Pak Link Modes.
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[0203/UKV/AGB]

Playing Multi Game Pak play and Single Game Pak play

THIS GAME PAK INCLUDES A MULTI-PLAYER MODE WHICH REQUIRES A GAME BOY
ADVANCE GAME LINK™ CABLE.

Necessary Equipment
Game Boy ABVaNce SYSIBMS!.. ..o bbb ies ONE PRF plEYEN
Game Paks = MUiti Game Pak DAY= i smissenssss ONG PO player

—Single Game Pak play: w00 GaME Pak

Gama Boy Advance Game Link cables: Two players: One cable
Threa players: Two cables

Linking Instructions

Mulli Game Pak play:

1. Make sure that the Power Switches on-all of the game syslems
are tumed OFF; than inserl the Game Paks into the indlvidual
Game Pak siols.

2. Connact the Game Boy Advance Gama Link cables and plug
them infa the External Extension Connecior (EXT) on each of
the gams-systems.

3. Turn the Power Switch on each game system ON.

. Now. folfow the instructions for Mufti Game Pak play.

= Wihan playing vl onfy two o three players, do not connect any
game-sysiems. thal will nof be Used,

; i . £ Gama Boy Advance sysiams and
» The player who plugs the small. purple cannsclor infa s or her G Soy Advarcs Game Uik cobles
Game Boy Advanca will be Player 1.

Caonsult the diagram When connecting Game Boy Advance Game Link cables lo Game Bay Advance
syslems. (Note that the small canneclor Is purple and the large conneclor Is gray.)
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Single Game Pak play:

1. Makg sure that the Power Swiiches on all of lhe gama Systems
-are turned OFF, then insert the Game Pak inlo Player 15 Game
Pak slof.

2 Connect e Game Boy Advance Game Link cables.

3, Making sure to [nsert the small purple conneciar into Piayer 1s
game sysiem and the large gray conneclors infa the ather
game systems; insert the Game oy Advance Game Link eables
into the External Extension Conpeciars (EXT).

4, Turn each system's Power Switch ON.

5. Now, foffow the fnsiruetions for Slngle Game Pak play

= When playing with only. two oF three players. do not conmect any
game systems:thal will not be used:

Gama Boy Advanca sysiems and
Camiz By Advancs Gara Link cables

Consult the diagram when connecting Game Boy Advance Game Link cables fo Game Boy Advance
systems. (Nota that the Game Pak and lhe small, purple conneclor go info Player 1's game systent.)

Troubleshaoting

You may be unable fo lransfer game dala or you may experience malfunclions

in any of the following situations:

« When you are using any cables other than Game Boy Advance Game Link cables,

« When any Game Boy Advance Ga_ma Link cabfis is not fully inserfed into any game Sysiem.

« When any Game Boy Advance Game Link czble /s ramoved during the lransfer of dafa,

« When moré than fur Game Boy Advanea game systems:are finked,

« Whan any Game Boy Advance Gama Link cable i5 incarrectly connected fo any game system.

» Wihign the Game Pax is inserted inlo any system olhér than Flayer I's Game Boy Advance
{Single Game Pak play).
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: BATTLE MAPS

Earn Wars Points in the CAMPAIGN and thie WAR ROOM, then come hire to by new maps, new COS

and edit your COs colours. Hachi, the proprietorn is waiting to make a deal, and he might just have some

gossip for you; ool
(1] Once you compete the CAMPAIGN, you

£ Current point total ):I-‘ : WAL T
J%jﬁl ~ 60z = .|  canpurchase the SOUND ROOM, which

(C COJOUtit colotr )— 5o contains music used throughout the game,

e not te mention some fine artwork.

P Ot

-
WAR ROOM

In the WAR ROOM, you can earm points and rankings by clearing maps. The rank you'll eam for clearing
maps appears on the Select Map Screen next to each individual map, On the Sefect Mode Screen,
use * and + on the = Conlrol Pad to select WAR ROOM, then press the A Button to confirm, From the
Sub Menu; choose either NEW or CONTINUE to bring up tha Select Map Screen. Select a map Using
+.and *+ on the = Control Pad, and use the A Butten ta canfirm your choice. The next screen is the
Select CO:Screen. Choose an army by using * and #, then sefect a COwith + and . Press the

A Button to bring up a confirmation screen; then press it again to confirm your choice of army and CO.
Once you're done, tha batlle commenices. j

(1] The avalable maos and iterns on-the Map Menu vary between game modes.

SETEOTANAR P D
e AP L~ e
‘T;' o iy the battle lasted
C @wd )

aﬁgqﬂ.p- O == === A== — = =
On the Select Map Screen in the VAR ROOM, choose a map and press the R Button to viaw the oo
five scores for that map,

o~



UNITINTEL

Each unit In Aovance Wass 2: Buack HeLe RisivG has its own special trails. Kriowing the strengths and
weaknesses of your army will allow you to fermulate a more precise and effective strategy.

Viewing Dala

Secondary Weapon Name (Secondary
Number of Primary ‘Weapon Rounds Weapons have unlimited Ammo)

Primary Weapon Name
Unit Name
Woapen Ona Ammo |IWeapan Twa, Fire
'Mr:céur.‘acé
Missles
Vision Mave. Fusl Cost
{ 3 8 I 70 7000

Vision Range in Fuel Capacity
FOG OF WAR

Ranga of Fire

= Alrto-Surfoce Missies l_ ]

Mavement Range Deployment Cost

(H] Units that use two Weapons automatically swilch between weapons depending
on the enemy unt they are altacking.

{1} Some unifs camy no. weapons.

(1] When transport soils are dastroyed, so ars any units they were lransporting.
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Infantry (INFTRY)

Mechanized infantry (MECH) =
Thaso ara the cheapest Units to deploy. | | Thesa Unils Uss bazockas against vehicies
Thay can caphire new Bages, but thelrfire- They ard streng against lanks, They are
power s low, o 290 abia to caphing basas.
WespenOne [Amensy | Wasen Twa! | Fire Wanpon Ona Ao | Wedpoey Tho: | = Fite:
Hora 0] Maching Gun 1 Bazooks 3| Mactine Gun 1

Vs | Wew [ RM G Vko | Mew | Pe | o
H 3 % 1400 % : i 3000
RECCH “ TANK

I Thes zra designed fof recornoitring Trese smal, inenpencia tanks have 3
purposes. Thay are sirteg aoainet =) | lrge rangs of movement, making them
infaniry s and have a trgs movemant &5y bo depioy.
rarge.

e ] MachraGn 1 Tk Carvnen I Macwa G | §

= ’ ) | o 2 T I B
] 3 = 000 3 3 M L]
I MD [Medium] TANK Negtank (NEO}

i Medium tanks have Very high offensive and Nectanks ara nxpensive, but theye
defansha ratings. easty the most powerful ground unit.

: Capture their design plans to deploy
thein yourself.

Madum Turk Civrnon 3| Machine Gy Machirs Carven | Machea Gin ]
1 5 59 13000 1 & ) 22000
T Artifery (ARTLY) ;
Thes uinds can transpad infantry and | Thesa Indxperve indiect-combal unis
mech units, They can alco deliver fust fird oo enemy units from 3 distance.
and ammo. APCS cary no weapors and
cannot i,

e L | Nora [} Garren 3 Mora -3
1 § 1 50 1 3 5) 8000




S —

— } Rocket Launcher (RCKTS) ) Anti-Air [A-AIR)
Thesa units can fion both grosnd | Thesa specialized units are strong
| and naval units from Faistance, againat air units, Infantry, and mech Units.
Their ranga of frais better thanthosa They can't taka on Bniss, theugh.
of mobie artilery,
WenpcaQre | Amemo: | WeapoaTwa | Fio Wagon Gne. e | Whespa T 155 P
Rochats [ o= 3.5 Wiean Cannon 3 Hor 1
1 5 o 15,000 & 8,000
Missiles (MSSLS)
%- These units wreak fanvoc on air Lnifs:
* | Their vislen ranga in FOG OF WAR is krge,
Sriwaa Ay lysion 8 Ners -4

~ | Fighter FGHTR)
@ Emmruﬁﬂﬂesiﬁasandcanmw
rdanegqonuﬂwam
T e e
Ibasies ;] Norg 1
o o e s gy P
2000 » 20m
Batile Copler (8. CPTR]. Transport Coptor (T CPTR)
i@ Thess heicopters can firs on many fypes % Thesa heficopters ean fransport both
of units, which makies them invaiiable L mmn&mmﬂwmm
Intte fd: ‘Weapers, tholah, and cannof
Weagon Gop Amms | WepooTra | Fea WesponOne  '|"Amma | WeepcaTwa | Fre
Aria-Fatace Naaks 8| Machina Gun 1 Teorsy 1 Nors ]
5 £ 360 ) 5 o 5000




= =8 1200

TERRAIN INTEL

Terrain p}aysan important role. in battle strategy, i as it affects troop movement and also provides

defenswecuver
15 )

-t_]& aasesmhanmts for all ground
ums.fnad@ﬁqnwpfmﬁrgsummd
HPMMUM&M also provide High defensive cover,
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| Alrport (ARPRT)
T | Air ritsenter the fled of battle from thess alr
| bases They also receive supplies and regan
r. Tha defensive cover rating of aimeds is high,
. _Wmaﬁm@mmmmn
| naval units: They also provida them with
m.mmﬂmpaﬁ*s@yrasmmg%%amm
haseos for ships and subs becausaot inelr exealent
defensive cover,




cmy
5,»11_. Cites can b alfied rieutiel, or contiolled by
the ey, Both Infantry and mech tits <an
capture nevirl and enemy cities, which <an then provica
ground Units With suppies ard HP
Missile $ilo (SILO)
ﬂ Missis silos can be ussd by infantry and
=2} mechunits. Move one of these uniis onto a

msﬂesmtoMaWem‘ewmmmimm
range of firs and & blast rachis of 2 spaces. Exch sio

i ROAD

'.il Foads alow Unds to travessa maps
=81 wiholt Bndrance, but ey oer no
other torain becofits

Fians s the most comman type of

ferrsin found. They provics only a minimad

defansive caver

WoooD

) | Vimen FOG OF WAR s preseat; units depioyed
i Woods can anly ba seén byt units adjacent
to them and by i units. Air units cannot hide in weeds
during FOG OF WAR.

Only mech, infantry, and air units £2n travel over
mountains. ki FOG OF WAR, mech and infantry
units intreasa thiir vision ranga by 3 when Ikey're n the

motntaing, Mountains aleo offer siicalant defensive cover

m T e e
Rivers cross mich of tha temain: They o ba

Bridga (BROG)

Bridges are essential i that they slow ground

units to cross bodies of water Bridges provida
1,0 ather temain benelits.

SEA
$#as can ba crossid only by naval and air
urits. Seas offer o tenzin benafts.

SHOAL
D Shoa's poevide leading and unioading points
for landers. Almost all urits can travel over

shoals, but shoals provide 110 defensiva Cover,

] REEF

| Wnen FOG OF WAR ks present, units deployed
S in reafs can be seen only by aoiacent units and

-uuﬁ&huﬂswﬂhﬁeam‘sﬁfmﬁﬁﬁ\%

PIPE
E MMMMW
by al unsts.
Pipa Seam (PIPE)
wmmmmmm
| aiowirg Lnis (o gass hrough.
3 ubomtnuh-ﬁﬂlcmnafwuodomm
Iidden resasrch facities that appearan the
i world map only When certsin conditions are

met. irmmmmmamymnmm:umm
neotanks on future missions.

Biack Canion (CANNON)
@I (Campalgn Moda only)
e Spacial C-Enn'unswiﬂ'la!argasmgeof&sm

superior firepower. They hava unkmited ammo and can
only be used by the enemy amy, M_ﬁwmmﬁm
10 attack,

Mini-cannan (CANKON)
@ (Campalgn Mede only)
Whia not 25 powerfl as Black Canncos, they
arm stil formidabie weapona, They Fave uplmited ammo
-mdcanbomdbyw,rhmarmy But they are
susceptiblo to altace.
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| Thesa four-diréctional lasers strika friend Thesa enemy depioyment properias can
a. ] and foe aika; Thay have unlimited ammo depiwgmu.nd ar, and naval unifs.
and can ba used by only the enemy anmy, but they are

jﬁ LASER (Campaign Mode only) $ FAGTORY (Campaign Mode oniy)
f E‘

: 3 7777 VOLGANO {Campaign Mode only)
sscoplivla o aftack. X One of the many Vaicances on Wars Wodd, it
Deathray (D RAY) (Campalgn Mode only) I“; i3] sometimes erupts and spews out chitnks of
'h The Black Hola Army's pride and Joy, this Dbumming magma. Any toops struck by this will Lika damage,

mammeath kaser fires in only ore diection,

I:_:ut [tBs Inceehbly powerful and only damages eneny

Linits: 1t Uses 56 muc enargy to fra that it cannot ba

Fired each Luem: It has unbmited ammao and can only be-

Lesed by tha enemy army, but it ts susceptible to attack.

Climate Is anather map feature. Oepending on the map being used, It somatimes rains or snows
midbattie. These clinate conditions affect the movement range of all deployed units; For detailed terrain
information, place the eursor on a specific tefrain feature and press the R Button. This is a usaful tool
for reconnoitring maps and refining Your strategy.

60 POWERS

The commanding officers in Apvance Waas 2: Biack Hote RisiNg all possess unique falents that, when
used strategically, can turn the course of baltle. These abilities are called CO Powers, and each CO has
two of them. A normal CO Power (POWER) and a Super CO Pawer (SUPER).

COLowar Mol ey
€O Powers become usable when the CO Powef Mter fils,
The mater Increases automatically during combiat.

® CO Power
When the small starsin the €O Pawer Meter are full, your CO can Use
a normtal €O Power.

@ Super CO Power
When both the small and large stars are full, the Super GO Power is ready to go.
(1] The CO Power meter increasss at different rates for different COs,
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= ORANGE STAR BN BLUE MOON ™ YELLOW EOMET

C Andy ) Otaf e Kanbei )
Enprafy proficent oa fand, ntha o, Bmehs'sﬂmamumr:y sromw AR uts possess supenor offenahe
or aboea ka's slhwavs ptadly B2 o 2d does oot edlea Cafs moemarnt ;angs,  2nd Capabiities, but ey are
b5 no real Wesineszes, Rzn; howeler, goss siow hit down. mrea;aaﬁq'uﬁaﬁw
HYPER REPAIR: Restores 2P o afl Lnts. MEWMSQMW buthes  MORALE BOOST: Gives inils aboost of
HYPER UPGRADE: Besioves SHP & ka3 sound commander with ria el energy and incresses e frenower
all urits: Frepower Biereases, and unit weaknessea SAMURAISPIRIT: incresses oth ofersive -
meement Tioroases by 1 apate, BUZZARD: Caises snow to fall which and defensive abiiies of al froogs.
Eﬂ‘wmaﬂtfﬁm@'i@ﬂn Darmaga infilclied whiis counteraittacking
(' Sami ) WINTER FURY: Cafs dovma fieca sl s muffcled by 1 5,
which 28ecls snemy tooo movament 2d
Her foct sticlers have superice frepoier  oes 2 1P Bariane fo of snsrmy urits. C Sonia .
and e3n caplin progerties In duced i
time: Het frassport units s increased ( Gt ) Tha vision ranges of 21 herunits 2 in-
movarment ranges, Mowever sho% weskn crezsad by ona spate n FOGOF WAR. She
Crect combat sgarst non-nfaniy is. Hisingirect-Combatunits heve an increzsed. i tha shilty fo conceal her units’ 19
DOUBLE TIME: infaniry and mech unls. ranie of fr dnd a superior affack srengih  from ensmiss. Her affack power is 2 itie
feceve amovenentbonusof s space. A RS unis oo weskin dirccfombal,  wealk, DUt Sha has superdr counterstris
Firepomes incrasses sachtiy, Frepower. :
Wmﬁtmmmﬂe mamm?amof ENHANCED VISHON: bncregses the vsion
242 moveren| bonis 3nd 2 frepones fiee of indirect-combet uniss by 1 space, mgaoiaﬁwhwevmaﬂcmm
oGSt 2nd theyoan caothurs spepaty n 200 mireases thale frepowar SERY too.  fo SpotLents hiddan In woods end reks.
oné tarm sen i nol & ul HE Q.IE‘ERW‘E::G&&&WW COUNTER BREAK: Af unis ecesiean
urits a frepower bonus and Increases B increased yision fange of [ spice.
( Max ) ranges of fre ty 2 spaces. Adciionally. thia strenath of thelr counter-
> atiacksis ncrasad.
s nor-rdanyy ground. a7, and naval f
unis hawe superior dnact-combat abdtes. ': Cofin ) -
Hisindiect-combat initshajerecuced.  Hle deploys Unifs t reduced costs: Al ( Senssi =1
fangss of fis and low atiscikesirength,  Wis units Feve 3 Sighlly rediced attack,  Fook soidiers have supeniar freposer,
MAX FORCE: Direct-combst units rcane - sirdegth, 'hich may be 2 resuit of s ok and e memement rances for fis fransport
a slight boostn frepower and &1 fother o command exparience. m;r&m&um«gsgm Ha's an
movement ranges. GOLD AUSH: Incraases svsiable funds @t wath battls beficopiers, and thoss
MAX BLAST: Drect-comtat Unfis receva. Dy £5 under b command hive incressed attack
’mﬂwmdﬁﬂm% moruonermmw
MmovETent fAnges. of 2apons. The mere funds avalabis. COPTER COMMAND: Hefcooters firs-
i Sironoer. jor trocos becoms. pénwer increases; and infantry unfts
with @ HP 3pgedr naf alied cties.
ready o move.
AIRBORNE ASSAULT: Helieopters fira-
power ncresses, and mech units vt

2 HP 2ppesr in ol =2ed offes ready o
-t
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= SLACK HOLE %
{ Eagle ) ( Flak ¥ Adder =]

Eagie's an aenad speciaist wh Hag immeansa aitack pawes, He'sa quickethinking stratesst whitss 0O
aﬁplmbunhss'uﬁﬂm!hﬂsacf - buk i cke of finesse reiices the effec-  Powse builds up faster thaln thoss of other
alfer armies and fale Figher cfensrva and - (Naness of s attacks. s do.

defensive capablifies, 100, He's a poar BRUTE FORCE: Increczes disaision SIDESLIP: All unite receive 3 movameant

aval commander, thetoh. : of fire. There's a chanca of gefting 3 oS of +1 space:
LIGHTNING DRIVE: Air unit offershe and  super strong blow, but frepawer might SNAKEBITE: Al Linits incriass ther
deferslve abilites ncraass, sucdenly deop. moreETent agss by 2 spaces,
LIGHTNING STRIKE: A it offersiva BARBARIC BLOW: Attack power ineresses,
and defensia abiltics ncreasa and 2l BUCss 0oes tha misparsion fale; affecting ¢ Lash b
nan-nfantry Lnits ordered o west e2n the amount of dameags bangess kake, :
s sgan it hum. She ulises lerain so effectively that her

: - ( Hawke } (roops recena atiack bonuses equal o the
(— Drake ) '\ defensive cover of the tefran they octuoy,
. A s units: possess superior firspowet.— POWER! tn addition {0 using termain efects
His naval unis hiave a + movement range but tis £ Powier takis fonger to buid Up 10 fricreass frepower, drops mavement.
and sliohty higher defensive abifites. than thess of e other COs do: costforal unis o 1.

His air Units have iferior affack steoath.. BLACK WAVE: A units recerver 1 P SUPER POWER: Terrain tffects 27 doublied
Rain doas not Impada bis froop mavement.  and ncrezse thelr fredower, Al snsmy and lisad loinereasa attack sirength.

TSUNAMI: Causss 2 chritwave 1o stike. units (ke | HF of damage, Additoraly, mevement cost for all uis
Ny it Tor 1 HP of damags and BLACK STORM: All units ncraase drops fo-4.
radces thelr fust by haif. thelr frepower and recover 2 HP
TYPHOON: Asaa slomn arupts aod strikes: ANl enemy uinds fake 2 HP of damaga. ( Sturm )
ey units. causing 2 HP of damacs; = -
reducing fuel by half, and hindering roep Al B3 unts possess superiof attack
frvement, sngin. They Gan move across any
lesran at e sama movement cast,

[t T :j but he suffrs in sy conditions.

_ —- METEQR STRIKE: Pulls 2 giant métace
A hier vehicular unifs possess siperior from Sgxace, Which doss 8 HP of damans
fieepciwer. Hee infantry, al and naval Unda {o- 2 affactad i, Increases his ants’
suffer from inferor fregower frepawsr and defensa,
TURBO {:HAHGE. Increases mevement
ranga of vehicular unss by Tepace,
repenishas fuel and amime, and gives
thea 2 firepawer bocst s well.
OVERDRIVE: Vehicidar Unfts inctease

their mwmtrangesb-;ﬂ repferish
ammo and hied, and Increase thelr shtack
streogth,
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