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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE
USING YOUR NINTENDO® HARDWARE SYSTEM, GAME CARD OR
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT HEALTH AND
SAFETY INFORMATION.

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES.

|_WARNING Seizures

Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns,
such as while watching TV or playing video games, even if they have never had a seizure before.
* Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition
should consult a doctor before playing a video game.
* Parents should watch when their children play video games. Stop playing and consult a doctor if you or
your child have any of the following symptoms:
Convulsions Eye or muscle twitching
Altered vision Involuntary movements
* To reduce the likelihood of a seizure when playing video games:
1. Sit or stand as far from the screen as possible.
2. Play video games on the smallest available television screen,
3. Do not play if you are tired or need sleep.
4. Play in a well-lit room,
5. Take a 10 to 15 minute break every hour.

Loss of awareness
Disorientation

[ AAWARNING - Radio Frequency Interference

The Nintendo DS can emit radio waves that can affect the operation of nearby electronics, including

cardiac pacemakers.

* Do not operate the Nintendo DS within 9 inches of a pacemaker while using the wireless feature.

+ Ifyou have a pacemaker or other implanted medical device, do not use the wireless feature of the
Nintendo DS without first consulting your doctor or the manufacturer of your medical device.

* Observe and follow all regulations and rules regarding use of wireless devices in locations such as
hospitals. airports, and on board aircraft. Operation in those locations may interfere with or cause
malfunctions of equipment, with resulting injuries to persons or damage to property.

|AWAHNING - Repetitive Motion Injuries and Eyestrain|

Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these

instructions to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain:

* Avoid excessive play. It is recommended that parents monitor their children for appropriate play.

+ Takea 10 to 15 minute break every hour, even if you don't think you need it.

* When using the stylus, you do not need to grip it tightly or press it hard against the screen. Doing so
may cause fatigue or discomfort.

* |f your hands, wrists, arms or eyes become tired or sore while playing, stop and rest them for several
hours before playing again.

* [fyou continue to have sore hands, wrists, arms or eyes during or after play, stop playing and see a doctor.

| AWARNING - Battery Leakage|

The Nintendo DS contains a rechargeable lithium ion battery pack. Leakage of ingredients contained within the
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your
Nintendo DS.

If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash thoroughly with soap and
water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thoroughly with
water and see a doctor.

To avoid battery leakage:

* Do not exposa battery to excessive physical shock, vibration; or liquids.

Do not disassemble, attempt to repair or deform the battery.

Do not dispose of battery pack in a fire.

Do not touch the terminals of the battery, or cause a short between the terminals with a metal object.
Do not peel or damage the battery label,




THIS GAME CARD WILL WORK
ONLY WITH THE NINTENDO DS™
VIDEO GAME SYSTEM.

The official seal is your assurance

that this product is licensed or
manufactured by Nintendo. Always
look for this seal when buying
video game systems,

accessories, games

and related

products.
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enthout the Dfial Mntando Seal

GAMES WITH EACH DS SYSTEM CONTAINING
A SEPARATE GAME CARD.

NEED HELP PLAYING A GAME?

Nintendo's game pages, at www.nintendo.com/games, feature
walkthroughs, frequently-asked questions, and codes for many of our
games. If your answer isn't there, check out our forums where you can
exchange tips with other gam rs online.

EVERYONE

For more information about our forums, visit
www.nintendo.com/community.

If you prefer to use your phone, recorded tips for some of our hottest games
are available on our Power Line at (425) 885-7529. This may be a long-
distance call, so please ask permission from whoever pays the phone bill.

© 2005 NINTENDO/INTELLIGENT SYSTEMS. ALL RIGHTS, INCLUDING THE COPYRIGHTS OF
GAME. SCENARIO, MUISIC AND PROGRAM, RESERVED BY NINTENDO. TM, ® AND THE
NINTENDO DS LOGO ARE TRADEMARKS OF NINTENDO.

© 2005 NINTENDO. ALL RIGHTS RESERVED.

¥ . Several months have passed since the war in Macro Land.
| L'E Thanks to Andy, Nell, and the other COs, the Black Hole
-~ Army wos defeated. The people there con finally live

in peace.

But in the fur-off continent of Omega Lond,
trouble was brewing. It is from here that
Black Hole lounched o mossive invosion.
The enemy army hos replenished its might
with remurkable speed under the
commond of o new leader,

The last great wor lsft mony questions
unanswered, and so Orange Star, Blue
Moon, Green Eorth, and Yellow Comet
have joined forces to create the Allied
Nations. Determined 1o free their
homeland, they lounch o counterattack...

m, 7]

Contents

o (ontrols ~—-===--mmmee e q © Gome Modes ————————— 18

» Getting Started -—-----—-———---— 5 o Wirgless ~———m e n

- e5ving ————- s, 6  oDSWireless Ploy ——————— 2%
= ® Rules of Engagement -———————————— 7 DS Downlood Ploy ~~—-——--18
& o Units --——-------—--——-——-—— 10 ® Unit ond Terrain Infel -~~~ 30
""""""""""" 4  =(0Dgssior ———————"=—CS



Controls
s )

'Ilisplny Mop Menu

Skip dinlogue ond dnema scenes
#Disploy overhead map

u ._ j e
(" LButon N aETTTED
*Move cursor fo next unit - [ *Turn Page

(during mop selection)

A Button

#(onfirm selections
#Select o unit
#Display mop menu
(when terrain or o non-
production property is selected)

— @GHTTTED

Sleep: Close your Nintendo DS to activate Sleep Mode. Open it to resume playing.  e(qncel selections
E Resel Press ond hold START, SELECT, and the L and R Buttons fo rese! the gume oDisplay atiack range

®lave cursor
#hake selections

'ﬂﬂ mudi-ween control

®Turn page when
selecting maps

(when unit is selected)
#Make units fransparent
{when terrain is selected)

?ou:h (onlrols
Touch controls typically foke effect once you lifi the stylus off the screen.

Getting Started

@ (onfirm that your Nintendo DS is turned off. Inserf your Advance | s uamwms-eaury awo sneery
Wars: Dual Strike Game Card and turn the power on. Read the
screen pictured to the right when it appears, then fouch the
screen when you are ready fo proceed.

e Press and hold the POWER Button fo turn the power off.

FEFIRE PLAYING, FEAD THE MEALTH
G WALTY PRECATIONS DODKET - -

R MNEANT FRTON J
RRARIT VLR AL TH A ST »

Y TR O O R B ) S T

@ On the Nintendo DS system menu, touch the Advance Wars:
Dual Strike panel. After o brief cinema scene, the fitle screen
will appear.
® |f your system starl up hos been set fo Auto Mode, you con
skip this step. See the Nintendo DS hardware instruction hooklet
for more information.

@ When Touch o Start appears on-screen, simply fouch the Touch
Sereen fo begin.

® There are 11 different modes 1o choose from on the mode-
selection screen. Touch the Turn icon o furn the page.
® See page 18 for information on each mode.

[2BATTLE reras
| E -CRHF'H}EN

| In this instruction booklel, screen shots with a red border |
represent the fop screen and screen shots with a blue border |
represent the Touch Screen.

M SURVIVAL
\@ COMBRAT



™ Saving

: There are fwo ways to sove game dato: completing @ mission or selecting
7 Save from the map menu during a mission.

s\ Completing o Mission -\

When you finish o mission, you will have the option of saving
 your progress.

: Eﬁﬁ?c Map Menu

Select the Save command from the Map Menu.

ol e

e — (lear All Saved Gome Data /'

1f you want to delete all of your saved data, press and hold SELECT, the L Button, and right on the
+ Conrol Pad when you touch the Advance Wars: Dual Strike puna1 on the Nintendo DS system menu.
You will be given the option to erase all saved data.

The gome screen s divided into o grid of square-shaped spaces that represent HQs, bases, >
properties, and terrain like mountains and seas. Toke these features info account when
you move your units. The objective of the game is fo complete your mission on each map.
If you fail to complete your mission, the game is over.

:q/'\:a: Game Screen -
In DS Batile maps, the foj e ey 1 _m
screen will show o secol D |
map, called the secondary riaoo| | 5= 3 || *This window oppears when you
front. e 18] Q G 2 move the cursor over o unit. Touch
Gan! Ol o'

the R Info icon on the touch screen
1o get additional intel.

B CO power mefer

_-'g.ugl ml Hane
Terrin intel el

*Displays lerrain intel on o it o
crrently selected space. upples and ¥

[ Yourwnit __J

[ YowHO &
O Unit © Ammunition
@ Unit HP © Terrain type
© Unit Fuel © Terrain

© Terrain Cover
© Caplure number



E‘rff Vidory and Defeat -ﬁi\@"

There are units from five different nations in all. Battles consist of a (0
issuing orders (fire, move, capture, efc.) to her troops, then waifing while the

 enemy (0 does the same. When both COs are finished, the day ends. The

cycle continues until a victor emerges.

| Mission Complete (ﬁ:lqr_f}_:r_?np_lure Enemy Ho /ﬁin;nias Defeated
Mission Failure (Defeat) | HQ Coptured by Enemy / All Troops Defeated / Surrender

- =lhese condifions may change depending on the map or the gome mode.

Orange Sor
Bl Moon

L3 Yollow Come
&3 breen

ﬁf\jk Setup =—i\3-

Before beginning o batfle, you must deploy your troops. After making your
di“m;lﬁ";‘}w"gﬁ Do MYW eploy y P g yo

*Mate: nol oll missions and modes require sefup before deployment.

Eﬁﬁ\?z DS Batile =—q‘i§-:
Some batiles feature action on both the fop screen and the Touch Screen.

~ These missions are called DS Battles. In a DS Battle, the Touch Screen is the

main front and the top screen s the secondary front.

=ln these batiles, touch the X Swap icon on the Touch Screen 1o switch the top-screen
display befween ihe secondary front and the infel screen.

sllsa the cursar fo select units, and then'touch the R Info icon to get more defailed
intel on the selecled unil.

e Tag Battles Ky
Tag Battles allow you fo use two different COs in a single battle. At the end of your turn, fouch Change
to pass command to the other C0. By building up both (O Power meters and using the Dual Strike
power, both C0s can attack and use their Super CO Powers in a single furn.

&7

o Xs Fog of War —

Each unit hs g vision run'?e. In missions with Fog of War enabled,
unﬁhing that falls beyond that range of vision is obscured by the Fog
of War and cannot be seen. Vision ranges vary for each unit. You
cannot aftack unifs that are not within your vision range.

[ Infaniry and Mech Vision Ranges [ Ambushes
Infantry and mech units normally have o vision In Fogeof War batfles, o unit moving fo o space
range of 2. This means they can scout fwo spaces outside its vision range may encounter a hidden
oround them. When these units climb o mountain, enemy unit. When this happens, thot unit is
their vision range expands fo five spaces. ambushed—it stops immediotely and cannot accept
any commands unfil the next furn. »
o War Funds N

At the start of each turn, war funds are collected from properties (bases, cifies, HO, efc.) controlled by {
your army. These funds are added fo your fotal and can be used o produce more unifs.

Note: war funds carry aver from turn fo turn but nof from one mission o the next.

:“Ei\f“ Experience and Wars Points ! 2

Each time you dear a map in the Compaign, War Room, Survival, or Combat modes you earn Wars
Points, the currency in Wars World. Ang s you used in the batle also eam experience points. A (0's By
rank increases by one level each fime his experience-point fotal hits 1000.



Units

8 Soldiers, vehicles, and ariillery that uﬁfeur on the map represent entire
‘unifs. Each unit starts with a tofal of 10 HP (hit poinis).
3s ilﬂ';é‘.'.‘u

:‘* - Unit Production *—
e 1000 P ey

You can manufacture units in factories, airports, ports, and other R '\§

~ production bases controlled by your army. Simply touch the facility to

view the production window, where you can use your war funds to

produce another unit. The unit produced will be ready for action the
g turn.

. :‘}fg Unit Movement ’-5,%:

When you fouch a uni, its mng: of movement will appear highlighted
on the map. To move i, touch the position you want fo move the unit
~to. Nex1, a command menu will appear. Issue a command fo the unit
by tout?inﬂqﬂm command on the menu. Once a command is issued,
the unit is darkened and cannot be moved. Until o command is issued,
movement can be canceled by pressing the B Button.

- [H Gos
All units burn fuel when they move. Air and sea units ako burn fuel when they {:::r in

ploce, and they will crash or sink if they run out of fuel. Be sure o check their
status on the intel window.

Eﬁi\@—— Command Menu ——Sfj: '

After o unit moves, the command menu appears. Touch o command on the menu fo issue it fo the
unit. The available commands change depending on the situation.

Capture

The Capture command becomes available when you move on infaniry or mech unit
onto o neutral or enemy pruminﬁ property has o capture number, which drops
each furn by the number of HP the copturing unit has. An infaniry or mech unit with
10 HP can tqﬂlumuplnpsrl"'wiﬂi a capture number of 20 in fwo days. Once o
property is secured, it turns the color of the army that captured if.

[ Fire
The Fire order appeors in the Command menu when a unit is oble fo attack an enemy.
Once you have selected an enemg targel, touch the unit again to confirm exunul choice.
Your unit will immediotely open fire on the enemy. When a unit’s HP is reduced fo
zero, it is destroyed and willpge removed from the map.

[ Dot | A diret atock occrs when a unf tocks on lﬂmﬂl i, Uniscan move and afock i the some fum, bt ?
| Attacks they con’t refurn fire against units aftacking indirectly. i

f Indirect | Anindirect otfack occurs when a unit oftacks another unit from o distance. Units with indirect aftack
Attacks pabilities can either move or attack in o furn, but not both. They also con't return fire against unis
| | attocking them direcly. The range of fire of indirect-combat units differs between unit fypes. F

[ Supply

You can sugpiy unifs with their maximum omount of fuel ond ommo bn moving APCs
(Armored Personnel Carriers) adjacent to them. Units con akso reizlen}s their fuel and
ammo by stopping on secured properties. They will also recover 2 HP every turn they
remain on o property. Air and naval units can load up on supplies and replenish hit
points only by resting in airports and ports, respectively.

#These conditions may change depending on the map or the game mode.



-~ [EJoin
You can join two unils of the same type into one unit if both units have been
~ domaged. The newly formed unit hos the combined amount of fuel and ammo of
-~ the individual units, but that number cannot exceed the maximum omount for that
 unit type.To join unils, move one unit onto a space occupied by o unil of the same
~ type and touch Join on the command menu. Joining enuSs the furn for both units.

Transport units have the ability o carry other units. They can carry units with low
- movement ranges forther than mnm even allowing them fo cross otherwise
 impassable terrain. To load o unit, select it and move it onto o space occupied by o
~transport unit. Next, touch Load on the command menu. You can place the cursor on
- o transport vehicle to view intel on the unils being corried.

= Units E’H!il% tronsported are-not damaged if the transport vehicle is fired upon.
However, it o fransport is destroyed while carrying another uni, that unit is also
desirayed.

& Transports can confinue to load unifs even affer they hove been ordered fo Wair.

3 Drop

~ Loaded unils con, of course, be unloaded. First, use the cursor fo move the transport
4 0 desied focpion I the rorspor i sops ket tht lowsfo e
 unloading of troops, Drop will appear in the command menu. When you fouch Drop,
- cursor will oppears that will allow you to choose where you want o unload a unit.
IFthe transport s carrying two units, you must choose which unit you'll unload.

[ Dive

~ Submarines are the only units with the ability to dive. The only units that can atiack
- submerged submarines are cruisers and other submarines..

W Hide
Stealth fighters are the only units with cloaking fechnology that allows them fo hide.
When dloaked, stealth fighters can anly be attacked by other fighter jets.

[ Repair
Black hoats are units that ore capable of using war funds to repair domaged unifs in
the field of bottle. They akso simulianeously supply those units with fuel and amma.

[ Explode
Black bombs are the only unifs capable of exploding. The bombs explode upon
command, domaging all units within the blost radius.

[ Send

The send command is used in dual-front DS Battles to fransfer
units from bases and factories on the main front to the
secondary fron!. Units are typically sent fo the vicinity of the
secondary front HQ. If o unit can't be sent to the secondary
front, o nofice will appear.

* In some DS Battles, the area of the secondary front that
units are sent 10 can vary.

(I Wait

Choose this command when you do not want the unit fo take any aclion.




Map Menu

 Touch the A Menu icon to display the map menu. Touch
commands o issue them.

» The commands tha! appear vary depending on the mode

= Setup o=

 (Choose the (O you'll send into battle with your forces.
[2 (0 Selection

The (0 selection screen allows Izew to choose the C0s you want 1o use in
battle. If you want to change the C0 you will field, fouch the name of the C0

~ thatis (urregﬂf slated to enter hattle and then fouch the face of the (0 you
wan! to send.

Note: in some modes, the CO you use will be decided for you.

[ Skills

s (05 gain rank levels they con use up o four different speciol skills. On
the 0 selection screen, touch the X Skill icon fo access the skill selection
sereen. The available skills will appear under the C0's name on the Touch
Screen. Simply touch o skill icon to equip your CO with that skill. When o
skill is equipped, an “E” will appear next to if. Touch the X icon on the
botom~right corner of the screen to remove the selected skill.

= © —</e=

Choose this option fo view detailed information on all the C0s
engaged in the botfle.

:'ﬁﬁ“ Intel —ﬂ?e

Use the Intel menu to view information about the current bottle.

[ Status

Stotus displays the current mop name, the number of units each side hos
deployed, the number days the botfle hos been waged, the number of
bases held by each army, and information on each army’s funds.

[ Terms (Appears in Compaign Mode Only)

Check the victory conditions for your current battle here.

[ Uit
This screen displays vital intel on your froops. Touch headers to sort by
dato. Touch o unit to switch to the mop screen ond highlight it with the
cursaor.

[ Rules (Appears Depending on Mode)

Confirm the rules for the current battle. Note: you cannot change the
rules here.

[ Hint (Appears in Survival Mode Only)

Choose this option fo get  hint about the current map.




* [ Extras (Appears Only on Certain Campaign Mode Maps)

Turn the secondary~front control on to allow the CPU to contral the action or off to control it manually.

[ Al {Appears Only in DS Battles)
Choose a strateqy type for your CPU ally.

[General |~ Sandord Tactcs [ Assault Pﬂlfma;anITG
[Defense| DefensiveToctis | Strike | All-ut Offensive Tadits

Note: when Extros are set fo off, the Al option will not appear.

HP— (0 Power & Super (0 Power

These two options only appear on the menu when the CO Power meter is sufficently full. Select them
to use special CO powers.

| COPower | sale when ol snall sarsre il
Super O Power | Usable when oll stars ore filed | "1_‘
| Dual Strike Usable in tag batiles when both C0s” meters are completely filled (0 Power Meter

-5%— Options —‘k-

Use the options menu fo change game sounds, animations, and other settings. Touch @ menu ifem to
change its seffings.

[ Delete @

Use this opfion to remove units from the field of battle. Touch a unit to delete it. Touch any area :

where there are no units 1o finish delefing.

[ Yield B Music

Surrender the current bottle. Turn the music on or off.

[ Visuals

Change the in-game animations by simply touching your preferred opfion.

Visual A Iispluyboﬁbullfeorﬂiu_plurennimnﬁun | VisuolD | Mo CPUbatle animation, fast unit_speed |
| Visuol 8| Display all animation, fost it speed No Visual | Display no animation, fost unit speed
| Visual ¢ | Display batile animation, fust unit speed |

&*: Save

Choose this option fo save your progress during a battle.

h—— >

Select End when you finish issuing commands fo end your turn.

|1

Eﬁﬁ?— Change (Appears Only in Tag Battles)

Select Change in a fag battle to switch fo your other C0. Doing so will end your turn.
When using a Dual Strike power, both COs can attack in a single furn.

E*‘ Deploy —*i

Deploy your troops with your current setup.




Game Modes

;Ayf
Campaign mode is a long series of missions that follows an excifing

s_li:or‘yiiu. Touch New Game to begin the campaign starting with the
ogue. When the region mur upreurs, touch the Mission 01 icon fo
o will o

Campaign

2\,
He

Eum your first mission. Rache

ffer you some advice on the

War Room

X

<=

o your strategy. Touch New Game fo access th
can choose the m

. Battle against computer-controlled opponents and earn m based
pﬁue mhc;e'se (0sto
[¢ ap you want fo man
use, unﬁwuﬁeﬂmr or not fo tm: 33 skills. Touch the X Page :nd Y Page

n screen,

‘icons 1o flip pages. Touch @ map fo proceed fo the map screen.

*In DS Battles, the secondory front can be st fo CPU
control or player control.

Battle Type Skill
200s | Foce one computer opponent Human leons I Imiitnle; either o sﬂ_igle (Oorfoghottle |
3C0s | Face two computer—controlled opponents Skills Choose to play with skills on or off |
| 4(0s | Fate thres computer—controlled opponents ‘Exp | Display how many bonus points it is possible |
i ] s et el |
| DS | Fight against the computer in o two-frontbattle | ~————— —

' Versus
Up to four Elﬂnyets can fake turns battling using one Nintendo DS and
one Game Card. Choose New Game, then touch Normal Batile or DS
BﬂEle. When the map-selefion screen appears, fouch a map name
to begin.

Map Types

| Deployed | #: rm:unl Iw:sspm |||s9el typeand | War Room | Maps that origiolly appeared in the Wor Room
2(0s hhpsd_eug:;d o mﬁh‘{w ~ | Clossic | Mops thot originally oppeored in Advonce Wars |
3C0s | Maps designed for three ployers . P;‘Design Cwlnmnups that have been designed with the

| 4C0s | Maps designed for four players | = geit=rl

You can purchose more mops using points you earn in Campaign ond the War Room
ploy. See poge 21 for more information.

You con sef the teams on the team—selection screen. Use the Touch Screen fo
select C0s and set them to o human or CPU player, then touch the A Nex1 icon.
When three or more ployers play, designate teams using letters.

After using the Touch Screen to set rules on the rule—selection screen, touch the A
Nex icon fo proceed. Rule explanations can be viewed on the fop screen.

=
L
a = ekl
&g m
B > =
- e
Ll
&2

v




o Survival - =
There are three ways fo play Survival mode: Money, Turn and
Time. Touch New Game, then choose the mode you want fo
m Choose the way you want fo play, then touch Basic
Course, choose o (0, and proceed 1o hattle. Touch the R Info
icon on any screen fo get addifional information.

S = [T

Cleor a series of maps using only o preset amount of money.

[ Turn

[Er O]

Fuds  H00000G
Spard

Clear a series of maps using only o preset number of turns.

I.ﬁ. Time

 Cear o series of maps within o given fime fimit.

' :* Combat {l?):

‘Combat is a fast-paced, real-fime action mode in which you
‘engage enemy unifs over six different maps. Touch New Game
~ tosstart a new Combat game. Next, choose your €0 and
purchase units. Select l?le unit you want to use on the fop screen
and touch the A Go icon fo begin the battle. If you need help,
~ touch Manual on the Combat men to learn more about the
-~ game rules and confrols.

Controls
+ Control Pod Move unit L Bution Use CO Power
Touch Screen Fire in direction touched o E.m ggm' '
A Bution fire ontinve or Quit
Rules

© Move your unil onfo neulral or enemy properties 1o begin the capture countdown. When the countdawn reaches zero, the
property is captured.

o Rest your unif on an allied property to recover HP.

® When ¢ 0 faclory, on odditional unit of the kind that captured the factory will be odded o your unifs.

Touch on the Combat menu fo see descriptions of the items ond the vidory conditions.
e

- Battle Maps ﬁﬁ?j

Visit the Battle Maps store to buy new maps, outfits for your
(0s, and other useful information. Touch an item on the shop

screen fo purchase it. You can earn more poinfs fo i:ﬂl.:iy items by
playing Campaign, Versus, Survival, and Combat modes.

= A

View Nour detailed gome—play stats here. On the Touch Screen,

History

tap All, Units, Foes, or Items 1o see defailed information for
1haf|e Is?hietls. Keep playing to build up your stats and earn
medals!

4

>




Wireless

¥

* Note: if wireless communication fails, o communication error will appear ond you will have to reconnect and

£o—

Read pages 28-29 about DS Dawnload Play and Download mode.

Before playing, read pages 2627 about DS Wireless Play for Normal Batile, DS Batile, Trade Maps and Combat modes. |

reless selection screen.

- slart over.

Follow the following steps for Normal Battle, DS Battle, Trade Maps, and
Combat Modes: once p%urgers appear on the screen, ﬁluver one shou
fouch New Team and the other players should choose their teams by

~ touching the icons. Affer player one confirms all the feams, fouch the A

Next icon.

{2 Normal Battle (2-4 Players)

il ren

Wireless mode allows two or more Nintendo DS units fo connect wirelessly so you can battle against
&uﬂ friends or frade maps you created with the map editor. Touch the mode you want to play on the

e ———————
fniwTiwpa  pRilliey

— ]
I e

[ DS Batile (2 Players)

One Nintendo DS s and one Advance Wars: One Nintendo DS system and one Advance Wars:

Dual Strike Game Card s required for each pmer. Duol Strike Gome Card is required for each pﬂn¥er,

Choose settings on the map-selection screen before Choose settings on the map-selection screen betore
~ going nto baftle. going into battle.

[& Trade Maps

~ player one must choose who will send the map. The sender mus! then touc
the map must choose o place to save the mop.

Ong Nintendo DS system and one Advance Wars: Dual Strike Game Cord is required for each player. This mode
lows you to send an original map created in the map editor to one other I:;!mr. On the mr;g—truding streen,
0 map o send.

e player receiving

[ Combat (2-8 Players)

One Nintendo DS system and one Advance Wars: Dual Sirike Game Cord is
required for each ployer. Up to eight players can simultaneously engage in
combat. Choose setlings on the map selection screen before enfering baftle.

[ Download

Use the wireless funtlionnlir; of the Nintendo DS to send Combat o up to seven
other Nintendo DS systems. Each player must have their own system to play, but
only one Game Card is required. Up fo eight players con play e:mlml Iog:?yﬂer
simultangously.

Parent System (System Sending Data)
Follow the instructions listed on page 28 for the Parent System. Touch Download
when you are ready to download dato.

Child Systems (Systems Receiving Dota)

WIAELESS

B DS BATTLE

Parent System Screen

| ool BATTLz &

A TRARDEMAPSE
@ COMBRAT B

= DOLINLOAD B :
£ MES5RGES :ga
)

Follow the instructions on page 28 for the Child Systems. Once the download is

complele, the mode-selection screen will appear. }:uch o mode and confirm »

seffings before heading to the map screen. Child System Screen

[ Messages - ?'L",-stwlﬁfr‘nlr:;.' '4;__ '

You can ssign personol messages fo each of the system buttons ond send them |~ q,“] HRR =

to opponents during battle. On the message screen, touth o message, then input % ﬁﬁﬁf}ﬂt |

whatever text you wanf. |\mcoMBRAT 2|
e e

- Sound Room Xy, . E]

Go fo the sound room fo listen fo oll the different sounds and music used in the game. This menu
appears after you dear Campaign mode and purchase the Sound Room af Battle Maps. Touchasong

name fo hear the song.




- E%f?e Gallery :—‘Q’fi
~ This menu appears affer you dear Campaign mode and purchase the Gallery at Battle Maps. Here,
- you can view the art used in the game. Flip between illusirations or touch the R Info button fo hide
- menu displays.
Eﬁi&- Design Room ——sk-

Enter the Design Room fo change (0 clothing designs, create original maps, or change in-game

~ wallpapers. Touch an option fo access ifs features.
¥

Choose this opfion o change CO hoir and clothing color using color options
purchased ot Battle Maps. Just choose o CO, then fouch o color number.

[ Map
 Use the map editor to create your own original map. The ofe
be plnyallm Versus, Hﬁ:lzssrm Trade cll: mnlIzs, g4

| Touth the Select Unit icon and fouch any unit in the lst. Nex), touch the Place Urit con,
then touch o location on the mop where you want it placed. To place terrain, use the

Place Unit } Select Terrain ond Place Terroin icons.
Delete Uit | Touchthe Delete Uit con, thenfouch the uit you want to delte, >3
Cony Unit ! Touch the Copy Unit icon. Next, fouch the unit you want fo copy, then fouch where
Py you'd like to place the unit. To copy terrain, use the Copy Terrain icon.
Menu Window
Lood: Lood o soved map.

file Save: Save the current map. Up to three maps con be saved.
Enter Nome: Nome the map you've created.

Help | Get informotion on using th ediing tos.
" Wirite over the entire map with the chosen ferrain. You can also choose random terrain.
fi

Exit | Returnfo the mode selection screen.

Requirements for Creating Vs. Maps

* Maps must have of least two different-colored HOs.
* Each army must have of least one unit or one factory in oddition fo ifs HO.

[ Display

New wallpaper is earned based on how you dleared Campaign mode. Choose display to change the game's visuals.
using those wallpapers.




DS Wireless Play

:ﬂ?— Establishing o DS Wireless Link ﬁﬂf:

~ This section explains how fo establish o link for wireless play.

~ What You Will Need:
= Nintendo DS One for each player
- Advance Wars: Dual Stike Gome Card One for each player
Steps

1. Make sure that oll DS systems ore funed off, then insert o Advance Wars: Dual Strike
Game Card info each system.

2. Tum on the power of all the systems. The DS menu screen will appear.
3. Touch the Advance Wors: Dual Strike panel.

4. Now follow the instructions on page 22.




DS Download Play

:ﬂ?- Establishing a DS Wireless Link -—52?;

This section explains how to establish the link for DS Download play.

What You Will Need:
Nintendo DS One for each ployer
Advance Wars: Dual Strike Gome Card One

You can enjoy Advance Wars: Dual Strike even if you do not have enough Game Cards
for all players

Steps for the Parent system

1. Make sure that oll DS systems ore turned off, then insert an
Advance Wars: Dual Strike Game Card into the system.

2. Turn on the power of all the systems. The DS menu screen
will appear.

3. Touch the Advance Wars: Dual Strike panel. |

4. Now follow the instructions on page 23.

Steps for the receiving systems
1. Tum on the power of all the systems. The DS menu
screen will appear.

2. Touch the “DS Downlood Ploy” panel. The game-
selection screen will appear.

3. Touch the Advance Wars: Dual Strike panel. The
gome-confirmation screen will appear.

4. When the comect software appears, touch “Yes.” P1
will storf the download process.

5. Plese follow the instructions on page 23.

T T

Game-Confirmation Screen




Cast 5,000 | These um!s an rmmﬂn mimrqr ond mech
Wenpon | units. They can ok ammi
- - - W - other units. APCs ore not mmd and ther nre
Unit and Terrain Intel BRI L
Cost 5,000 | These bosic indirect-combat units ore relotively
Learning the advantages of each unit in rwr arsencl and every ferrain type you may P y Mewm _ OOy g sl o
enhonce your performance on the battlefield. Study the information below to brush up on the lotest |nIe1 T T g
Note: when units hove hwo fypes of weapons, the appropriate weapan type will be used outomaficolly during battles. Cost 15,000 These Powesful units ore capable of firing on
. Land Units Weagon bath ground and novel wnits from o great
L - distonce. Their ronge of fire is better thon
Ga 1,000 These ns ore the cheopest unis fo deply. Fire 35 Vision 1 Move 5 Fuel 50 |stondord orfillery units.
_ Wespon (e Gun  They con coptute new bases, but they lork Cost 8,000 | These speciolized units ere strong against air
Two firepower. Wampon units, infantry, ond mech units. They're
2 Move 3 Fuel 99 Wkon Connon ~ Ammo. 9 "y = ineffective ogoinst fonks, though.
Cost 3,000 These units ore oble o capture Imsieisnnd hove il ! Seio 1_ove 6t 80
Weapan ; igh atfack powes. They are ol effective of Cost These powerful units wreok hova on ai units.
3 B Machine Gun | maying through difficult terrain, - 12000 Thei Fog of Wor I
2 Mow 2 Ful 10 B et R s B - [ ek
Cost 4000, These urits ore designed for reconnaissance. 35 Vision 5  Move 4 Fuel 50
= W‘fl’"" Machine Gun E’Y :;ﬂ“"mﬂ':m‘ﬁmv unts ond Cost 20,000 These devastating indirect-combat units were
_Iwo - VB0 hrge mo 9. o Weopon developed llﬂm Black Hole ormy. They con
S Mow 8 Fuel 80 Two - only move ohong pipes ond foctaries.
Cost 7,000, These small, inexpensive rarlltj':lvw lorge 4 =) e
Tank Cannon Ammo ¥ w‘fwr“ Machine Gun ﬁ;:“;m‘:km seqr e
3 Mew & Fel 70
] 16,000 These fonks hove high offensive and defensive Cost 2,000 Flgh}:lrs rule the skies, inflicting heavy damoge
; Mg.ii:‘n“;:,‘k e g MEE e topohilifies. ' wcT.:f:.. - on other oir units.
1 Mo 5 Fuel 50 7 Move 9 Ful 99 |
Cost 22,000 A unit bosed an tank technology mruly Cost 7,000 Bnmh;rs(r |1i|||r1 heavy damoge fo bath
Vieapon = by the Block Hole Army, the Waopon ground ond naval units,
$ Tiwo Machine bun NeurnorSz is significontly more powerful than LA 1 -
1 Move & Fuel 99  oMedium Tonk. 2 Move 7 Ful 99
Cost 78,000 The megatank is the most powerful lond unit Cost 5,000 | These copters can fireon mony ty of units,
Weapon X ever developed. It wos hugnsd the Green Wenpon T which makes them invaluable in 1E|ield.
Ammo 9 g Machive Gun | Eorh ormy, s size mokes i the slowest of | ¢ [l MedinGm |
Vision | Move 4 Fuel 50 |thetonks 3 Move 6 Fuld 99




These copters can ransport both mech and -
S8, infontry units. They carry no weapans, though, .—T&Tfﬂln lmel
| ond comno fire on enemy units.

Foel 99

oo When cloaked, these plones con only be
TA000 ke b ihers nd ter st gt
 They can onhfqbe detected if o unit is directly
Fool 60 | odjacent toit.

These unmanned oeriol weapons wese
T80 4o loped by the Block Hale army. When
- they explode, all units within thres spotes
fuel 45 | toke domoge.

Plains were the most common type of terrain found in Advance Wars 2: Block :
Hole Rising. They provide only minimal defensive cover.

Roads allow units to mave rapidly across maps, but they offer no other
ferrain benefits.

When Fog of War is present, unils deployed in woods can only be seen by
units adjacent to them and air units. Woods provide above-average
defensive cover. Air units cannot hide in woods during Fog of War.

arul s havew emend
B o et e Ao oo

ﬂﬂz'medl, infantry, ond air units can travel over mountgins. In an of War,
of domage o ofher naval units. me

and infantry units increase their vision range by 3 when they're in the

Fuel 99 mountains. Mountains also offer excellent defensive cover.

18,000 (ruisers can do heavy domage ta both

Pipes are indestructible tubes that can't be passed by ony wnit.

Wetpon Ak submarings ond air units. They con dlsa
9 Twa Machine Guns | fransport up o two copters af a fime.
3 Maove 6 Fel 99
O 12,000 "‘“;’“‘.‘g“; S LY R 0 Pipe Joints are sections of pipe that con be destroyed, allowing units to pass
hmmo: 0 MewRon S Ll Pipe Joints [N
1 Mave & Foul 99
Cost | 20,000 ﬁ#mﬁsﬂmm I&'ﬁ h; ;ﬂﬂw by " Rivers cross much of the terrain. They can only be traversed by infantry,
W CTUISErs om I 5 on € 0Ny WOy - Y H 4
Ammo & WouR™ - nd a subnergod b & o v o mech, and air units. Rivers offer no defensive cover.

5 Move 5 Fuel &0

Cost 7,500 Designed by the Block Hole army, this ship can Seas can be crossed only by navol ond air units. Seas offer no terrain
~ Weapan_  not only carry two infonfry or mech units, it benefits.
Ammo 0 e = con also repoir dumm:d units, replenishing |
1 Mow 6 Fuel 60 | HP ond resupplying the unit in the process.
ot 30,000 “‘2;':’1"'"1'!% ship ;‘;‘ 5'1:“ up ‘1?:\' it Shmlls prmr]ﬂe I?adling 11 nd Ilinlnadigeg po‘l&l(l;efor landers. Almost all units can
Wi units ot a time, resupplying them in the process. A 5
Anmo 9 o]umrn i 1t olso bous's glmhr lmg-mlgehdireﬂ travel over shoal S, ut shoal provide no nSive Cover.

4 Mow 5 Fuel 99 | ottock capabiities against air unils.




When Fog of War is present, units deployed in reefs can only be seen by
udjacent units and air units. Aside from this benefit, reefs offer few other
advantages. Air units connot hide in reefs during Fog of War.

i Bridges

Bridges ore essential: rhegeulluw ground units to cross bodies of water. Bridges|
provide no other ferroin benefits.

i

X

Missile silos can be used by infontry and mech units. Move one of these
units onto o missile silo fo fire o single missile with an unlimited range of
fire and a blost radius of two spaces. Each silo cantains one missile.

Headguarters (HQ)

Eoch army in the field hos o headquarters that acts os its base of operations. An
HQ con suppg ammo and fuel, restore HP, and provide superior defensive cover
for all ground units. Victory s yours if you can capture your enemy’s HQ.

(Cities can be ollied, neutral, or controlled by the enemy. Both infantry ond
mech unifs con capture neutral and enemy cities, which can then provide
ground units with supplies and HP.

b

Bases

Boses ore the deplmﬂ:em paints for all ground units. In addition to providing
supplies ond HP 1o these units, they also provide excellent defensive cover.

Air units enter the field of battle from these air boses. They ok receive
supplies and regain HP here. They offer excellent defensive cover.

Naval bases are the deployment points for all naval units. They akso provide
them with omme, fuel, and repairs. Ports ore sofe havens for ships and subs
becouse of their excellent defensive cover.

Communication
Towers

Copture these properties to improve communication between your unis,
thereby improving their attack power.

CO Dossier

W Lkes & Dislikes

A young Orange Star (0.
She strives to follow in the
footsteps of her big sister, 4§
Nell. Her troaps wark !
hard, increasing base

A young, energetic (0 who
is also a lop-nolch fank
commander. He fights best
on wide-open plains.




Abrave ond loyal friend, not to

mention a sirong fighter. Max s :
a strong direc- (%m.gu hter, but 'a'“""i' villd [ImngeHSIur - ¢
his indirect- mmhmunlrs'?me ?Eﬁf':; ‘T;:s ‘“ﬁ:::: s Q
| reduced ronge and firepover. damoge and capture fnsler
but non-infantry units have
weaker firepower.

Colin’s wealthy sister. She is
normally ladylike, but she

Blue Moon's rich boy (0 and
Susha's itfle brother. A gifted €O ecomes daring when s
with a sharp, if |115e(unzg mind. ag’r rs:i'e‘w“‘ ‘Illn “ﬂm""l
He purchases of lower prices, UGS tram OL1es Doses
but they are dqiﬁ less effective.

© nifes

AYellow Comet 0 witha
dynamic personality. He could
care less ahout the details. His
units have sirong firepower, but
their defense is a litile weak.

A Inid-hu:k style masks his

murksmnn who is devostating
with indirect-combat units, but
his non-infanry direct- attack
unifs are less potent.

3

A former paratrooper rumored
to have been quite the (0 back
in the day. Great with Copters
ond infanry, but his naval units
A have weoker ottacks.

Kanbei's cool and collected
daughter. She excels in
information warfare. Her
units hove extended vision
range in Fog of War and
hide their HP info.



A Green Earth (0 who values
chivalry ond honor above all eke.
Excellent defense vs. indirect

ottacks. Defense increase when he
& coplures com towers.

Green Earth's daring pilot hero.
Air unifs use less fuel
superior firepower, but naval
units have weaker firepower.

e ¥

Pl

B
|

A gollont tank-driving CO who

excels ol onalyzing information. A robot-like CO with the %
Vehiculor units have superior Black Hole Army, Noone 11§ -
ﬁr@pmr, but air ond novol knows his true identity. High

unifs are comparatively weak. frepower, hut his sh

technique sometimes reduces
the damage his units deal.

TRe e .

A C0 of the Black Hale Army who
will stop ot nothing to achieve his

als. All units possess superior
irepower, but his CO Power builds up
more slowly than those of other C0s.

W Block coffee

A0 of the Black Hole Army who s olways
glunning his next destructive act. Charges his (0

'ower meter ot o fast rate than other (0s and is o
master of road-based batles.

# 'q__- ﬂ ______________________

The wunderkind of the
Black Hole forces. She
invented most of the Black
Hole's new weapans. Skilled
of taking advanioge of
terroin teatures.

W Getting her way

&9 Mot geffing her way

4
:
-
I
4

Jugger and Koal's commanding
ullfgcer. Has o blunt, queen-like
personality. Excels at urban warfare.

W Anything chic
&9 Anything pussé




REV-D

Important Legal Information

(opying of any video game for any Nintendo system is illegal and is strictly prohibited by domestic
and international infellectual property laws. “Back-up” or “archival” copies are not authorized and
are not necessary fo protect your software. Violators will be prosecuted.

This video game is not designed for use with any unauthorized copying device or any unlicensed
accessory. Use of any such device will invalidate your Nintendo product warranty. Nintendo (and/or
any Nintendo licensee or distributor) is not responsible for any damage or loss caused by the use of
any such device. If use of such device causes your game to stop operating, disconnect the device
carefully to avoid damage and resume normal game play.

If your game ceases fo operate and you have no device attached to it, please contact Nintendo
Customer Service (see helow).

The contents of this nofice do not interfere with your statutory righs.

This booklet and other printed materials accompanying this game are protected by domestic and
international intellectual property laws.

For further information or assistance, please confact:
Nintendo Consumer Service

www.nintendo.com

or call 1-800-255-3700

(U.S. and Canada)

REV-P

Warranty & Service Information

You may need only simple instructions 1o correct nrsronblan with your product. Try our website ot www.nintendo.com or call
our Consumer Assistonce Hotline ot 1-800-255-3700, rather than going to your retailer. Hours of operafion ore 6 am. 107 p.m,,
Pacific Time, Monday - Sunday (fimes subject fo chonge). If the problem connot be solved with the troubleshooting information avoiloble online or
m; the telephone, you will be offered express fackory service through Nintendo. Please do not send any products 1o Nintendo withou! contocting

105 first.

HARDWARE WARRANTY

Nintendo of America Inc. ("Nintendo”) worrants to the original purchaser that the hardware product shll be free from defects in materiol and

workmanship for twelve {12) months from the date of purchose, If o defect covered by this warranty occurs during this worranty period, Nintendo

il repair or replace the defective hordware product or component, free of charge. The original purchaser is entitled 1o this worranty only if the dote

t]zlzpurthfe is registered ot point of sale or the consumer con demansivale, 1o Nintenda's satisfoction, that the produet was purchosed within the lost
months.

GAME & ACCESSORY WARRANTY

Nintendo warrants to the original purchaser that the product (gomes and oceessories) shall be free from defiects in material and workmanship for o
iod of three {3) months from the date of purchose. 1f o defect covered by this warranty occurs during this three (3) month worranty period,

mlwdo will repair o replace the defective product, free of chorge.

SERVICE AFTER EXPIRATION OF WARRANTY

Please try our website af www.nintendo.com o coll the Consumer Assistance Hotline at 1-800-255-3700 for troubleshoofing information and repair or
replocement options and pricing, In some instances, it moy be necessory for you to ship the tomplete product, FREIGHT PREFAID AND INSURED FOR
LOSS OR DAMAGE, to Ninfendo. Pleose do not send ony products to Nintendo without contacfing us first,

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: {a} I5 USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT
LIMITED TO, HOM-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES): (b) IS USED FOR COMMERCIAL PURPOSES
(INCLUDING RENTAL); {r) IS MODIFIED OR TAMPERED WITH; (d} IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
HEREBY LIMITED [N DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). [N NO EVENT SHALL
NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES.
SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU.

This warranty gives you specific legol rights. You may olso have other rights which vory from state to state or provinge to province.

Nintendo's oddress is: Nintendo of America Inc., P.0. Bax 957, Redmond, WA 98073-0957 US.A.

This warranty is only valid in the United States ond Conoda.
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