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LICENSED BY

NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE SEAL OF QUALITY ICON ARE TRADEMARKS OF NINTENDO.
NINTENDO, GAME BOY, GAME BOY ADVANCE ET LE LOGO SEAL OF QUALITY SONT DES MARQUES DE NINTENDO.

THIS SEAL IS YOUR ASSURANCE THAT NINTENDO HAS APPROVED THE QUALITY OF THIS PRODUCT.
ALWAYS LOOK FOR THIS SEAL WHEN BUYING GAMES AND ACCESSORIES TO ENSURE COMPLETE
COMPATIBILITY WITH YOUR GAME BQOY SYSTEM.

CE SCEAU EST VOTRE ASSURANCE QUE NINTENDO A APPROUVE CE PRODUIT ET QU'IL EST
CONFORME AUX NORMES D'EXCELLENCE EN MATIERE DE FABRICATION, DE FIABILITE ET
SURTOUT, DE QUALITE. RECHERCHEZ CE SCEAU LORSQUE VOUS ACHETEZ DES JEUX ET DES
ACCESSOIRES POUR ASSURER UNE TOTALE COMPATIBILITE AVEC VOTRE SYSTEME GAME BOY,

DIESES QUALITATSSIEGEL IST DIE GARANTIE DAFUR, DASS SIE NINTENDO-QUALITAT GEKAUFT
HABEN. ACHTEN SIE DESHALB IMMER AUF DIESES SIEGEL, WENN SIE SPIELE ODER ZUBEHOR
KAUFEN, DAMIT SIE SICHER SIND, DASS ALLES EINWANDFREI ZU IHREM NINTENDO GAME
BOY-SYSTEM PASST.

/ Original \ QUESTO SIGILLO E LA TUA GARANZIA CHE NINTENDO HA VALUTATO ED APPROVATO QUESTO
- PRODOTTO. RICHIEDILO SEMPRE ALL'ACQUISTO DI GIOCHI ED ACCESSORI PER ASSICURARE LA
COMPLETA COMPATIBILITA CON IL TUO SISTEMA GAME BOY.

. Sealof / ESTE SELLO ES TU SEGURO DE QUE NINTENDO HA APROBADO LA CALIDAD DE ESTE PRODUCTO.
A\ Quality /. BUSCA SIEMPRE ESTE SELLO CUANDO COMPRES JUEGOS Y ACCESORIOS PARA ASEGURARTE
g URILY UNA COMPLETA COMPATIBILIDAD CON TU GAME BOY SYSTEM.

DIT ZEGEL WAARBORGT U, DAT DIT PRODUKT DOOR NINTENDO IS GECONTROLEERD EN DAT HET
QUA CONSTRUCTIE, BETROUWBAARHEID EN ENTERTAINMENTWAARDE VOLLEDIG AAN ONZE
HOGE KWALITEITSEISEN VOLDOET. LET BIJ HET KOPEN VAN SPELLEN EN ACCESSOIRES ALTIJD
OP DIT ZEGEL, ZODAT U VERZEKERD BENT VAN EEN GOED WERKEND GAME BOY-SYSTEEM.

DENNA ETIKETT GARANTERAR ATT NINTENDO STAR FOR PRODUKTENS KVALITET. KONTROLLERA
ATT ETIKETTEN FINNS PA SPEL OCH TILLBEHOR DU KOPER FOR ATT FORSAKRA DIG OM ATT DE AM
KOMPATIBLA MED GAME BOY.

DETTE SEGL GARANTERER, AT NINTENDO HAR GODKENDT KVALITETEN AF DETTE PRODUKT. SE
ALTID EFTER DETTE SEGL, NAR DU K@BER SPIL OG TIBEHOR, SA DU ER SIKKER PA FULD
KOMPATIBILITET MED DIT GAME BOY.

TAMA TARRA VAKUUTTAA, ETTA NINTENDO ON HYVAKSYNYT TAMAN TUOTTEEN LAADUN.
TARKISTA AINA TAMA TARRA ENNEN KUIN OSTAT PELEJA JA MUITA TARVIKKEITA, JOTTA SAAT
VARMASTI GAME BOY YHTEENSOPIVIA TUOTTEITA.
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Game Boy Advance Game Pak conforms to:

Game Boy Advance Game Pak gepruft nach:

Game Boy Advance Game Pak en accord avec:

Game Boy Advance Game Pak getest volgens:

Game Boy Advance Game Pak cumple:

Game Boy Advance Game Pak e conforme a:

Game Boy Advance Game Pak uppfyller kraven enligh:

Game Boy Advance Game Pak opfylder kravene til:

Game Boy Advance Game Pak tayttaa seuraavat vaatimukset:
Game Boy Advance Game Pak passer sammen med:

— TOY Directive (88/378/EEC) EN50088, EN71 Part 1, 2, 3
— EMC Directive (89/336/EEC)

C € D-63760 Grof3ostheim

PLEASE RETAIN THE PACKAGING. VERPACKUNG AUFHEBEN.
CONSERVER L'EMBALLAGE. BEWAAR DEZE VERPAKKING.

POR FAVOR GUARDA ESTA CAJA. AIATHPHXTE THN SYSKEYASIA.
FAVOR GUARDAR A EMBALAGEM. SPARA FORPACKNINGEN.
GEM EMBALLAGEN. SAILYTA PAKKAUS.

CONSERVA QUESTO INVOLUCRO.






















STARTING THE GAME

Insert the “Super Robot Talsen Orlglnal Generation” Game Pak into
the Game Boy Advance™ and turn the power ON. When the Title
Screen appears, press START.

|
|

*AME START SCREEN

NEW GAME: Start from the beginning
LOAD: Resume the game from an
Intermission

CONTINUE: Resume the game from
the map on which you saved
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CHARACIER SELECT

You can select the character you'd
like to play as (Kyosuke or Ryusei) at
the beginning of the game. Select
one, and the game will begin.
Scenarios will vary depending on
which character you choose.
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BATTLE PREPARATION

After a map appears, you'll have the opportunity to prepare for battle.
Make sure you select your units carefully, and properly equip them. >

t Unit/Info: View the status of a unit

t Unit/Customize: Customize a unit R

’ : g : Preparat | o

¥ Unit/Parts: Equip a unit with parts = _
t Weapon/Equip:Select weapons for a unit Ot : Customize
t Weapon/Customize: Customize a unit's weapon ik Eﬂ:}};.
¥ Pilot/Info: View a pilot’s status S ﬁ?ﬁ“”m“
T Pilot/Training: Improve a pilot’s ability or learn Eilat « Tralnin

Pilit : &ssion @

special skills by using Pilot Points Teal Select
¥ Pilot/Assign: Change pilots for a particular unit e AR L S g 00 B
t Team/Select: Finalize preparations and proceed
to Team Select .

Deploy: Number of required mechs (yellow) / selectable mechs to be deployed

Vo



TEAM oELECT

......................................................................................................................................................................

When the Team Select Screen appears, select the units you wish to
deploy from the list. Usually, they’ll be boarded onto a battleship.
Certain units may be required to participate, while others may not be
selectable, depending on the situation.

O Unit List Page (Use the Control Pad to change & M | Ly
pages) o wntHlH TT
9 Unit Name 1817 1dschuein Tnaramm
o FE-%E' Masser F-nﬂ net
’ R~ Muse
Pilot Name FLtun F E:!m
L Schutzwald 24
OPilot Stats [Huckebein DOS Aui

© Number of Deployable Mechs

DP[-qu 10 .-’ l” Letf

Select a unit you want to deploy using the Control Pad, and then press the A Button.
An indicator to the left of the unit will be lit, signaling that the unit is ready to go.
Press the A Button again to cancel. The farther into the game you get, the more units
will be at your disposal. Be sure to select your team members carefully.



© Cursor: used to control your units

OGrid: each square represents 1 unit of movement. |
Grids can be turned on or off from the General | = @

Commands Screen
© Friendly Units: the player’s units and other allies

O Enemy Units: hostile units controlled by the computer

O Individual Commands: orders which can be issued to
units in your force

Units

operation of the game Mission
Search

@ Turns: number of full turns (Player Phase + Enemy (&
Phase) which have passed on the current map

O Money: accumulated funds




“fAMMAMBE OM TUE MAD
LOMMANLDS ON THE MAF

There are two types of commands available to you from the map screen.
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These are the orders which can be
iIssued to the units in your force.

Spirit
Status

Attack™®
Change*
Deploy*

Ground/Underground/

Air/Water*
Use*

Repair*

Supply*

Move a unit

Utilize a pilot’s Spirit Com-
mands

View the Status Screen for a

unit
Attack the enemy

Transform a mech

' Deploy units

| Change a unit’s elevation

Use an equipped part

Replenish adjacent unit’s HP

Replenish adjacent unit’s
EN/ammo

F s A R A L I F"Y I
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These options relate to general
operation of the game.

"End Phase  End your turn

‘Units View the unit list

Mission View the victory condition(s)

Search  View the Spirit Command list
System ' Change controls or grid options
Save  Sawe your progress (select “CONTINUE” from the

Start Menu to resume) (select “CONTINUE” from
the Start Menu to resume)

*Available in certain circumstances

Note: Spirit, Status, Change, Deploy,
Ground/Air/Water, and Use can be selected repeat-
edly without using your turn.

15







oENVIRONMENT

There are many different types of environments on the
maps. Mountains and seas will limit the mobility of your
units. To see the effect of an environment, place the cursor
on any given spot and press the B Button. (See P55 for
more details.)

oENEMY STATUS

By placing the cursor on an enemy and pressing the A
Button, you can see its range of movement. To see its
status, press the B Button. Pressing the A Button from
there will allow you to see its special skills. If you have not
yet engaged a unit, its data will not be available.

esBOARD

If a battleship highlighted in blue is nearby, you can move
to its location and board it. Your ammo will be replenished,
and your HP and EN restored if you remain there long
enough. Your unit can be redeployed by selecting
“Deploy” from the commands available for the battleship.
The pilot's “Will” will decrease by 10, but won't go below
100.




If your unit is close enough to an enemy unit, you can
attack. The unit challenged attacks first. There are three

ways to attack: attacking an adjacent enemy, attacking
from a distance, or attacking a particular area.

eHOW TO ATTALCK

Select “Attack” from the available commands, and a list of
weapons will appear. Weapons in red cannot be used for
various reasons (not loaded, lack of EN/Range/Will,
environment effect). The weapon’s range will be
indicated. Select a target using the cursor and confirm
your choice by pressing the A Button. You can also select
a target by pressing the L Button or R Button.

,JIIT r'1| |l

MSEMachineGun @

Wil -==( 1027 1 Ammo

Energy === 100) || Phusica
Shill = Melee Weapon
Al DG & Wir B Spe & | Critical




sATTACKING AN AD|JACENT ENEMY
Move in close to an enemy and then attack. Weapons
marked with a “P"” are best for this type of strike, since they
can be used after moving.

sATTACKING FROM A DISTANCE
A weapon with a range greater than 2 can be used to attack
from a distance.

sATTACKING A PARTICULAR AREA

Weapons marked “MAP” can damage multiple units at the
same time, including your allies, if they are in the target
area. This type of attack is not susceptible to counterattacks.




CONFIRMING AN ATTACK

After choosing an attack strategy, both the player’s and the enemy’s data will be
displayed. Note information such as your weapon'’s hit rate and the probability of
a counterattack. Press the A Button to start the battle, or the B Button to cancel.

oBATTLE DATA WINDOW

@ Name of Enemy Unit

© Weapon for Counterattack
OEnemy’s HP

OEnemy’s EN

© Name of Enemy Pilot
OEnemy's Level

@ Enemy’s Will

O Accuracy of Enemy’s Weapon
© Name of Unit

O Weapon Used

@ Name of Supporting Pilot
® Supporting Weapon
®Player Character’s HP

@ Player Character’'s EN

A D Pilot's Name

e
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& MOSMachineun @
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180 =upport | | 1C
G enimsSkip EHit 100

O Player Character’s Level

@ Player Character’s Will

O Hit Rate of Player Character's Weapon

{ Start Battle

@ Support: change supporting units
or turn supporting attacks on or off

@ AnimSkip: watch or skip the battle
scene




LOUNTERATTACKING

Units will automatically counterattack, unless you change the settings. When you are
attacked, select “Action,” and the following choices will be displayed: Counterattack,
Defend, and Evade. Select “Counterattack” to set a weapon for counterattacking. In
lieu of counterattacking, choosing “Defend” will reduce the damage you’ll sustain,
and selecting “Evade” will increase your chances of dodging the attack.

Gespenst MiII M
Jet Magnum @
- Sup Encellen

' Megillot
I_hatge )

SLOUNTERATTACK WINDOW

© Start Battle
© Action: Counterattack, Defend, and
Evade are the available options

....................................................................

©Support: Change supporting units or |
turn supporting attacks on or off LvL
O AnimSkip: Watch or skip the battle scene | Wil

Hit

.........................................................

Note: The R Button can be used to turn
support on or off, and the L Button can be used as a shortcut for selecting a defensive
action.




B During battle, you can replenish your ammo and restore HP and EN
.  Jusing the following options.

i L]
. =

eMODULES

Use a unit equipped with a repair module or supply module
to replenish allied units following the same process as
attacking. The higher the level of the repairing unit’s pilot, the
more HP that will be replenished. Use a supply module to

replenish EN/ammo to the max.

eABILITIES

If your pilots have Spirit Commands such as Vigor or Trust,
they can replenish their units using these abilities.

o OCATION

Units stationed in certain places like cities or bases will

automatically be replenished each turn, anywhere from 10%
to 30%.
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If you board a battleship, your HP and EN will be restored
every turn, and your ammo will be fully replenished. The
pilot’s “Will” will decrease by 10, but won't go below 100.

s JARTS
If your units have parts such as Repair Kits, Fuel Tanks, and
Cartridges equipped, these can also be used to replenish

your forces.

BATTLE: COMPLETION

----------------------------------------------------------------------------------------------------------------------------------

When you have completed all of the actions you would like
to take during a given turn, press the A Button with the cursor
on an unoccupied grid square to bring up the General
Command Menu. Select “End Phase,” and the enemy’s turn
will begin. You may end your turn at any time, even if you e Tl il
have not moved all of your units. You and the enemy will alternate taklng turns Once
the campaign objectives have been fulfilled, you will have completed that particular

map.




There are times when allies can assist each other In battle.
This is called “Support.” There are two kinds: Offensive and
Defensive. Offensive Support occurs when adjacent units
attack the same enemy. Defensive Support is when a unit
takes a hit for an adjacent ally. To do this, the unit must not
have taken any action yet and its pilot must have support
abilities. A support unit can assist at most 4 times in a turn.
This ability will be indicated in the Attack/Counterattack
window.
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OFFENSIVE SUPPORT

To receive Offensive Support, the following conditions must
be met:

If you don't need Offensive Support, want to change which unit will provide support,
or want to change a support unit's weapon, open the Battle Data window and go to
the Support Menu. Here, you can turn support off by selecting “None,”

available support units by selecting “Change.” The hit rate for each support unit’s
weapon will be shown. Use the Control Pad to select the support unit you want to
use and press the A Button to confirm your choice. Lastly, if the unit has multiple
weapons, select the one you'd prefer to use.

The support unit is adjacent to the unit receiving the
support.

The support unit is still able to attack.

The support unit has the ability to move to the grid square
its ally i1s on.

The support unit's weapon is appropriate for the attack.
The support unit has not completed its actions for the
turn.

The support unit has not participated in a Combined
Attack.

or view the
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UEFENSIVE SUPPORT

To receive Defensive Support, the following conditions
must be met:
* The support unit is adjacent to the unit receiving the
support.
The support unit is still able to defend.
The support unit has the ability to move to the grid
square its ally is on.
The unit receiving support fails to evade an attack.

Note: If there’s a chance it will be destroyed, the support
unit will not provide support.

If you select “Support” from the Battle Data window and then “Change,” the HP
and EN of each available Defensive Support unit will be displayed. Select a unit .
using the Control Pad, and press the A Button to confirm your choice. Selecting
“None” from the Support Menu will disable support.

a8
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A variety of Individual Commands will be available to you depending on the unit you

are controlling and the situation. They are essential for winning battles, so use them
wisely.

e e o e e L [ T e ———

oSPIRIT

These commands can be used by consuming a pilot’s Spirit
Points. They will allow you to do things such as improve a
weapon'’s hit rate, restore HP, etc. The higher the level of the

character, the more commands you can use. For additional
Information, see P56.

*CHANGE
Units which this command applies to can transform and
utilize new abilities. For example, their mobility might

Improve for certain environments, or they may gain some
other advantage over the enemy.




*» AIR/WATER/GROUND/UNDErgrounso

When you are using a multi-terrain unit, commands such as
“Air” or “Water” may become available in certain situations,
allowing that unit to transfer to a different environment.
Range of movement will vary by unit, and weapon efficiency
will vary depending on the location of the target.

pLISE

This command can be selected to use consumable items in
your inventory such as Fuel Tanks or Cartridges. Parts can be
used to restore HP and EN, among other things, but must
first be equipped.

e STATUS

This option will allow you to see information about a unit and
its pilot, including any special abilities it has. Check this data
frequently to adjust your battle plans.
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GENERAL COMMANDS

Press the A Button with the cursor on an unoccupied grid square, and
the General Commands will be displayed. These commands are
critical for directing your units and monitoring their performance. Be |
sure to familiarize yourself with them.

*END PHASE

Use this command when your units have completed all actions
you want them to perform. The number of units that have not
yet acted will appear on the screen. You can cancel your
choice by selecting “No” or pressing the B Button, or you can
confirm it by selecting “Yes.”

oLINITS

Selecting this command will allow you to view a list of your
deployed units, in order of EXP. Units listed in red letters have
already acted. Use the Control Pad to change pages, and the L

M or R Button to see the following information: Level, Will,
number of units shot down, EN, and HP. Use the cursor
/ and the A Button to select a unit from the list, and the

cursor will jJump to that unit on the map.



oMISSION

Select this command to view the victory/defeat conditions. If
you win the battle, you’ll move on to the next map. If not,
then the game will end. Press right on the Control Pad to see

the Battle Mastery requirement.

oSEARCH

This chart lists the Spirit Commands of all the pilots
deployed. Select the command you want to use, and the
names of the pilots who can use it will be displayed. Select a
character, and the cursor will jump to that unit on the map.

eSYSTEM

Wimisd Ceditie
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Here, you can select whether or not you want the grid to be displayed, whether or
not the music will revert to default after a battle, and which control scheme you’'d

prefer.

eS5AVE
This command will allow you to save your progress on

the current map. You can resume your game by
selecting “CONTINUE"” from the Start Menu.
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© Page: Use the Control Pad to change pages

© Name: The mech’s name

® HP: The mech’s endurance. If it reaches 0, the mech will be out of commission

O EN: The amount of energy the mech has

©® Move: The number of squares the mech can move on the map

O Mobility: The mech’s mobility. Affects evasion

@ Armor: The mech’s defence. The higher the number, the less damage sustained

O Type: The mech’s movement type

© Abilities: The mech’s special features

@ Size: Ranges from S (smallest) to LL (largest). Note: Large mechs tend to be easy
targets

® Cost: The cost to repair a mech which has been disabled in battle

® Environment Rating: Indicates the mech’s suitability for various environments.
From highest to lowest, the rankings are S, A, B, C, D

¥ Parts: The parts the mech is equipped with

® Weapon Space: Relates to how many weapons can be equipped on the mech.
The larger the number, the more weapons that can be equipped

N



oIATUS SCREEN: PILOT

© Page: Use the Control Pad to change pages.

© Name: The pilot’s name.

© Level: The pilot’s current level, which increases as you
accumulate EXP in battle.

O Will: Current will power. Affects offensive/defensive
ability. Increases or decreases with the turn of events (i.e.
defeating an enemy, replenished by ally). Certain
weapons can not be used unless the pilot has enough will
power.

O EXP: The pilot’s experience.

O Need: Experience needed to level up.

© MEL (Melee): The pilot’s ability to use weapons in close
combat. The higher the number, the more damage that is
dealt. 100 is the base value of this stat.
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O RNG (Range): The pilot’s ability to use weapons from a distance. The higher the
number, the more damage that is dealt. 100 is the base value of this stat.

© MAN (Maneuverability): The pilot's overall technique and skill. The higher the
number, the better the odds of scoring a critical hit.

O DEF (Defence): The pilot’s ability to defend against attacks.
The higher the number, the less damage the pilot sustains.

@ HIT: The pilot’s accuracy. The higher the number, the more accurate the attack

® EVD (Evade): The pilot’s ability to evade attacks. The higher the number, the
better chance of evasion. The additional number reflects the mobility of the vehicle.

® Pilot Points: The current number of Pilot Points the character has. You can
improve the pilot’s ability by spending these points in training.

® Beat: The number of enemy units the pilot has destroyed.

® Spirit Points: The pilot's Spirit Points (current/maximum). Using Spirit
Commands will deplete these points.

O Spirit Commands: A list of Spirit Commands available to the pilot.

@ Skills: The pilot's special skills. These can be obtained through training or by
raising the pilot’s level.

® Environment Rating: Indicates the pilot’s ability in various environments. From
highest to lowest, the rankings are S, A, B, C, D.
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SPIRIT COMMANDS

The cost to use Spirit Commands varies, because each pilot
has his/her unique strengths and weaknesses. Consequently,
the number of times pilots can use Spirit Commands varies,
so carefully consider each pilot’s characteristics before using
them to fight.

INCREASE/DECREASE OF WILL

A pilot’s Will may increase or decrease depending on the
situation. Pay attention to each pilot’s idiosyncrasies, and
adjust your strategy accordingly.

1 s eE Mt /Evade { b
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LEVELING UP

As a pilot accumulates EXP, if he levels up, his Ability Points, Spirit Points and Pilot
Points will go up. This happens at a different rate for each pilot. You can also raise
a pilot’s ability or have him learn new skills by training. This means that the same
pilot might have totally different characteristics, depending on how you play the

game.
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KILL BONUS

A pilot who has shot down at least 50 enemies will receive 20% more money
from the battle, and 5 points will be added to his/her Will next time he/she Is

deployed.




T-Link Ripper @@ 2900 3~5 +45
@ Page: Use the Control Pad to change pages. I
o DMG: Base dam age dealt s N
ORNG: The weapon’s range (min. distance ~ max. & e i

OHIT: The weapon’s accuracy — —

OWeapon Name

O Weapon Type: “P” indicates a weapon that can be used after movement. “MAP”
Indicates a weapon which can target all enemies in a given area.

@ Required Will: Indicates the required Will level for the pilot to use the weapon. If
the number is in red, the weapon cannot be used at that time by the current pilot.

OEnergy Cost: The amount of EN consumed when the weapon is used. If the
number is in red, the weapon cannot be used at that time.

O skill: Indicates the required level of a particular skill that the pilot must have
obtained in order to use the weapon. If the number is in red, the weapon cannot
be used at that time by the current pilot.
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@ Environment Rating: Indicates the weapon’s suitability for various environments.
From highest to lowest, the rankings are S, A, B, C, D.

& Current Ammo/Max Ammo: Indicates the number of remaining attacks

® Category: A weapon is classified as one of the following: Missile, Energy Beam,
Bullet, Remote, Melee, Supreme, Map, etc.

® Type: Indicates whether it is a Melee or Ranged weapon

@ Critical: Affects the likelihood of a critical hit. The higher the number, the better
the chance of dealing a critical hit.

SPECIAL EFFECT WEAPUNS

The following are weapons that affect the status of the enemy:

» Energy Taker: Reduces enemy’s EN by 25%

» Energy Drain: Drains enemy’s EN by 30% and adds it to user’s EN

. Spirit Taker: Reduces enemy’s Will by 5 points (not to drop below 50)

. Spirit Drain: Drains enemy’s SP by 30 points and adds them to user's SP

. Spider Net: Reduces enemy’s Mobility by half. Cannot be used in conjunction
with other special effect weapons

. Armor Breaker: Reduces enemy’s Armor by half for the duration of one turn (can
only be used once per turn)

. Chaff Grenade: Reduces enemy'’s hit rate by half. Cannot be used in conjunction
with other special effect weapons

. Jam Grenade: Reduces the damage dealt by the enemy by half (not to drgg
below 10). Cannot be used in conjunction with other special effect weapons
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INTERMISSION

An intermission will occur after you finish a map. This is when you can modify units

and switch pilots to prepare for the next battle. Use the money you’ve saved to beef
up your forces!

esINTERMISSION SCREEN

© Intermission Menu: Make your selection using the |EE—E_—UCUIET

Control Pad, and confirm your choice by pressing T o r;rqs:.: 1 Norn
: AUSTOm | ze s 1
| Parts 211(

the A Button. This will take you to a sub-menu.
©OBattle Mastery: Here, your current level of Battle
Mastery is displayed, along with the current difficulty
level of the game. You can increase your level of
Battle Mastery by fulfilling certain conditions in
each stage. The higher your level of Battle Mastery,
the more difficult the game will get.

Training Ended







oLUSTOMIZATION

If you select “Unit: Customize,” a list of units will be displayed. Use the Control Pad
to change pages, and select the unit you want to modify. Next, choose the type of
modification you'd like to make. Use the Control Pad to determine the degree of
modification, and the cost will be calculated. Once you confirm payment, the
customization will be complete. The more red indicators that are changed to green,
the better the mech’s performance will be.

© Unit Name ————

© Customization Cost EH.R .‘m yf;....“....l
O Type of Modification N P e
© Degree of Modification ¥\ Huhl I Hu =1
O Current Level By
© Level After Customization ' ! "n'"r 10 L

© Money ; [| HP 3800

P espenst MRIL-TT
' E: ™A A4 N
e




*DARTS

Select “Unit: Parts,” and a list of your units will appear. Select one, and a list of its
equipped parts along with a list of your inventory (available/total) will be displayed.
A blank indicates an open slot. You can equip a part there, or replace another part
that is already equipped. To equip a part, choose that part and a list of mechs with
that particular part will be displayed. If you want to unequip a part, just select the

part and choose “Unequip” from the inventory list.

© Page: use the Control Pad to
change pages

© Currently Equipped Parts

© Inventory

O Part Info

eplemshes all EMN
expendab e



WEAPONS

eSELECTION

Select “Weapon: Equip” and choose the unit you want to

equip a weapon on. A list of the unit’s current weapons will

be displayed. Weapons listed in grey cannot be removed,

since they are attached to the unit. However, others can be

replaced, or the weapon can be equipped in an empty slot.

Each weapon is a certain size (W Size), and each unit has a

certain amount of space to carry weapons (W Space). Bl e b

A e B A T R L LS N SRR B e o SR T e Y T S SN S s 3

The unit can only carry as many weapons as space allows. [

e e e T —

| Megstaem) e § b

Equippable Weapons [ MeEMabca 1]l Ann
W Size of the selected weapon " Al
W Space of the unit (current/maximum)

Weapon Info

Weapon List

L) _ : ]
Plsmiciwe . 2] 0




sCLSTOMIZATION

Customizing weapons is just like customizing your units. Select “Weapon:
Customize.” Next, choose a unit, and then a weapon from those equipped. If you
want to customize a weapon in storage, select “To Storage” from the list of units.

Weapon to be Customized | I cCostonize |
Level of Customization

Current Attack Power

Attack Power after Customization
Money
Customization Cost 14101 A0 ,_J;.u_n P :,m 0|

000000







sRAISING STATS

Select an ability you want to improve using the
cursor, and then use the Control Pad to adjust the
value. The points required will be indicated on the
left. If you don’t have enough Pilot Points, then you
won't be able to make the change.

o EARNING SKILLS
Here, the skills the pilot has already learned will be

shown at the bottom left, and the ones he can learn
will be displayed at the top right. Select an empty
slot on the left, and then a skill from the list on the
right. If you have enough Skill Points, the pilot will
learn the skill. If a skill has “+1” listed next to it, it
can be learned again and again, increasing the
pilot’s skill level.

Example: (Prevail +1) + (Prevail +1) = Prevail +2

Raise Stats l |
Runse Mel 140

| LWL 2| Ru 1
Y Hit
_______ “y = — m—all E'xld
Pilot Pt 1 {i Det
| Cist & 1 Man
Tf_l 11]' | : lﬂl l F
Faise Rng Ity

Lol
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X
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T
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Suppart  +1
In-fight +1
SPUp +1
=P Regenerate
Hit&& Wy
Enpert

Learn Shills Frevail
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Fuse| Gunfight
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% Telekinesis L1 || Fevenge
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®ASSIGN
By selecting “Pilot: Assign,” you can change which unit a pilot is assigned to. Just

select a pilot from the list, and then choose a unit. Note that certain pilots cannot be
assigned to certain units.

Filot Select

: | “am Dua K obauashi
Page: use the Control Pad to change > Bilot B =)
-"h:"'*"'

pages. Sl || £ P 2210  Ned 290

r-m._y .

Pilot to be Assigned Rai @ Schitzawald TR
Unit Name uyse! Gespenst MRIDTT Lvl 3

Current Pilot

o | 804 Iobanashi
EvW 183 +80
181
Sehitzald AL
HF 4300 EN 150
Maye 5 M 80
arm 1500 Gudlntr
W Space 160 Size M

Froceeds?

Yo 7 No




DATA

eSAVE
Select “Save” to record your progress. Next time you play, you'll start from the
intermission where you left off.

o OAD
This option allows you to load previously saved data. You'll begin from the
intermission where the save was made.

© Save Data: you can create up to two save
files

Character: the main character whose
progress was saved

Scenario: the number of completed
scenarios

Battle Mastery: current difficulty level and
degree of Battle Mastery

Turns: the number of turns you've taken
thus far in the game

© Money: amount of money you have at the save point

®© 0 ©0 ©




There are two ways to save In this game during an mtermlssmn or
using the Quick Save feature. The former will allow you to continue
from the intermission where you left off, while the latter will allow you
to resume the game from the exact point where you left off. Use both
methods to suit your needs.

*SAVING DURING AN INTERMISSION
Select “Save” from the options available to you during an
intermission. You can continue your game by selecting

“LOAD" from the Start Menu. Up to two save files can be
stored.

eQUICK SAVE

You can also save on any map by accessing the General
Commands. To resume your game where you left off,
select “CONTINUE"” from the Start Menu. Only one save
file can be stored using this method.

Note: Do not turn the power OFF while saving.




ENVIRONMENT

------------------------------------------------------------------------------------------------------------------------------------------------------------------------

Various environments make up the game’s maps. These will influence
units’ mobility, defence, and hit rates. Remember, some locations will

restore HP and EN to units stationed there. Press the B Button with the
cursor pointing to an unoccupied grid square to see the nature of that
location. In locations which severely
limit mobility, units can sometimes | e )
move freely if the “Air” or “Change” f - 1R
option is available to them.

oREPLENISHING LOCATIONS




SPIRIT COMMANDS

e H'tﬁn,,‘

?*,5,; Doubles damage dealt on next attack
'DAUNT | Reduces target's Will by 10 ;
ERCY | Reduces enemy’s HP to 10 when character’s Maneuver is higher |
~ | Increases all weapons' ranges by 2 (except MAPand Range1) |
| Enables evasion of any enemy attack for 1 battle

v ‘Doubles EXP earned in next battle
B Doubles EXP earned by an ally next battle

K Doubles n money earned next battle

3LESS  Doubles money earned by an ally next battle

"0CUS | Raises Hit/Evade Rates by 30% for 1 turn

RIKE  Raises Hit Rate t0 100% for 1 turn: nulln‘les Double Image
TT Raises aIIy s Hit Rate to 100% for 1 turn

SENSE | Combined effects of STRIKE and ALERT

ARD  Reduces damage sustalned to 1/4 for 1 turn

ACCEL | Increases Movement by 3
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RYUSEI DATE

A test pilot and SRX team member, he's passionate, straightforward, and

often reckless. Women are a complete mystery to him, but he's a

hardcore super robot enthusiast. He met Ingram Prisken after winning a
robot-simulation game tournament called “Burning PT.” Ingram

Immediately recognized Ryusei’s ability, and it didn’t take long for Ryusei

to decide to join the army. His cheerfulness is contagious, but he’s

sometimes mistaken as being shallow. In reality, he’s one of the most reliable guys to
have at your side in a pinch. Some say he has the devil’s luck, always managing to
escape difficult situations despite impossible odds. He's 18 and a Master Sergeant.

R-1

Height: 19.1m Weight: 50.2t

Its official name is the Real Personal Trooper Type-1. It's the first of
the Personal Trooper-R Series, developed as part of the SRX
Project. Designed for close combat, it's equipped with non-beam
type weapons to ensure its attacks damage the enemy. Also, it's
equipped with the latest PT/EOT technology, making it the ultimate
version of the standard PT. A well-balanced mech within the R
series, it can change into the R-WING, its flying form.
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RAIDIESE F BRANSTEIN

A test pilot for the SRX team, he’s a member of the Branstein
family, a distinguished military family. While testing the
RTX-008R Huckebein prototype, the Black Hole Engine
malfunctioned, and he lost his left hand. Smart, sarcastic,
and cool under pressure, he's reportedly a genius. He's 19
years old and a Second Lieutenant.

R-2

Height: 18.2m Weight: 80.4t
Officially known as the Real Personal Trooper
Type-2, it's the second mech from the Personal
Trooper:R Series, developed as part of the SRX
Project. Designed to bombard its opponent, it's
equipped with high-powered beam-type
weapons and thick armor. It's also equipped
with a Tronium Engine that uses Extra Over
Technology, making its output difficult to
regulate and limiting its mobility. Its primary
responsibility is to support the R-1, which
excels at close-range combat, and the R-3,
which excels at long-range combat. However, the R-2 often
fights alongside the R-1 on the front line to cover for the
occasional loss of the R-3, which does not always live up to
its full potential because of its unreliability.
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AYA KOBAYASHI

The leader of the SRX team. Before joining the army, she helped her
father by volunteering as a subject for the Japan Special Laboratory for
Brain Research. When the SRX Project was launched, she was assigned
to the development team responsible for the Telekinesis-Link System for
the R Series. She seems responsible and strong-willed on the surface,

but deep inside, she’s a gentle girl who hates conflict. She’s 21 years old
and a captain.

"-3
Height: 15.3m Weight: 49.4t

Officially known as the Real Personal Trooper Type-3,
it's the third mech from the Personal Trooper:R
Series, developed as part of the SRX Project. It's
meant for a commanding officer, and is equipped
with the T-Link System. This unit is ideal for using
telekinesis-type weapons, capturing enemies from a
distance, and doing reconnaissance work. It was built
exclusively for Aya.




KYOSUKE NANBU

FiIA-OU30L: GEoll

Height: 22.2m Weight: 85.4t

As part of the ATX Project conducted at Langley Base In North
America, this Personal Trooper was designed for frontal attack
with overwhelming fire power. It's the result of radical
modification to the third test model of the first generation
Gespenst series. Almost all of its weapons are non-beam type for
close/middle-range combat. Due to its engineers' creative vision,
it's not armed with EOT technology. Although it's great for close-
range combat, it was taken out of production because its unusual
concept seemed to go against the trend. Therefore, it was given
the code name "Alteisen," which means "Old Iron.”

A test pilot for the ATX team, he’s a man of few words who always wears
his poker face. Nobody knows the strong emotions deep inside him. He's
romantically involved with Excellen, who he loves dearly. He's a bad
gambler, so it’s up to her to stop him whenever he tries to bet on the
underdog. He used to belong to the Far East Brigade and was also a test
pilot for the Wildraubtier. He's 22 years old and a Second Lieutenant.



EXCELLEN BROWNING

A test pilot who's a member of the ATX team and pilots the Weissritter,
she’s calm and intelligent, but shows off too much and always speaks her
mind (she enjoys being the center of attention). She parties a lot and
enjoys watching all of the absurd behavior that goes on during social
gatherings. She loves Kyosuke more than anyone in the world, but he
doesn't treat her the way that he should, leaving her frustrated. She’s an
excellent pilot, skilled especially at dog-fighting. She’s 23 years old and a
Second Lieutenant.

PTX-007-03C: GESPENST Mk-ll CUSTOM WEISSRITTER
Height: 21.7m Weight: 60.3t

This is a customized Personal Trooper based on the third
model of the Gespenst Mk:Il. Utilizing Lion series data
leaked by the DC, and equipped with a miniature Tesla Drive
created by the Tesla Leicht Institute, the Weisritter is able to
fly without any support. It has greater mobility than the Lion
series, and is armed with an Oxtongue Rifle that's capable of
firing both beam and non-beam type rounds, offering its
pilot unparalleled accuracy. However, mass production was
cancelled due to the unit's high cost and weak armor, a
deficiency resulting from the design's emphasis on mobility.
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MASAKI ANDOH

The pilot of Cybuster, the Elemental Lord, he's quite frank and
exceptionally athletic. But, he doesn't know how to communicate with
women, and has a terrible sense of direction. He was chosen as the pilot
of the Elemental Lord since the mech requires high Prana, which he has
because of his strong emotions. Masaki keeps two cat-like familiars:
Shiro and Kuro. Although he's handsome, because of his comical
behavior, he's rarely seen as the hero. He likes to do things alone, and
has a strong sense of loyalty and sympathy for a 17 year old. He was
summoned to the Holy Langran Kingdom in the underground world of La
Gias to become the pilot of Cybuster and to stop the Evil Lord. He tried
his best, but the kingdom was destroyed. He returned to this world
chasing after Shu and the Granzon.

CYBUSTER

Height: 28.48m Weight: 38.4t

A unit developed in the Langran Kingdom, Cybuster is also
known as the "elemental Lord of the Wind" because it was
blessed by Cyfis, the god of the wind. Its main power source is
the Fulcanelli-type eternal engine, which requires the pilot's
Prana (lifeforce). It also utilizes Ether (a stationary energy with
no mass) as a magical catalyst for more powerful propulsion.
Cybuster's armor is made of Orichalconium with a geometric
structure and particle arrangement that provide magical
protection. It can transform into a cruising variant called Cybird.



LUNE ZOLDARK

Lune is the only daughter of Bian Zoldark, the leader of the

-Divine Crusaders, the group who caused the DC War. She
has superhuman reflexes and vision. She’s attractive, but
tomboyish at the same time. She also has a weakness for
flattery. She was supposed to pilot the Valsion, but because
she disliked its design, she had the Valsione made especially
for her. A fan of Japanese costume plays, she’s 16 years old
and her hobby is saving money.

VALSIONE

Height: 24.6m Weight: 39.7t
Developed by Bian Zoldark for his daughter Lune, this is the
second unit of the Valsion series. Its movement is smooth and
human-like, and the mech can even display facial expressions.
The Valsione is equipped with a compact Tesla Drive, enabling it
to fly. With its Psy-Blaster, Cross Smasher and Divine Blade, it
also boasts impressive attack power.
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