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/ ‘ We are dellghted that you have chosen Ve ard Bandits™ for play

& on your PlayStation®game console. We hope that you will continue to
,,.g' @enloy this and all of our games for the PlayStation game console. Due in
ﬂb part to the numerous requests we've had for more Strategy/RPG games,
| this ganie now rests in your hands. Please continue to tell us what YOU

A want because we are always interested in what YOU thmk of our games

- 'f-.\."_,'-

r.,,‘ING READ lEF.RE USING YOUR PLAYSTATION® GAME CONSOLE. i
A very small percentage of individuals may experience epileptic seizures when exposed
. light patterns or flashing lights. Exposure to certain patterns or backgrounds on a telew [
- or while playing video games, including games played on the PlayStation game cc
- induce an epileptic seizure in these individuals. Certain conditions may induce p
- tected epileptic symptoms even in persons who have no history of prior seizures or
or anyone in your family, has an epileptic condition, consult your physician prio
. experience any of the following symptoms while playing a video game — dizzin
eye or muscle twitches, loss of awareness, disorientation, any involuntary movem |
sions — IMMEDIATELY discontinue use and consult your physucnan before'-.res' Y.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

manual for your projection TV, unless it is of the LCD type. OtherW|se“_'§;f§§
your TV screen.

USE OF UNOFFICIAL PRODUCT:

invalidate your console warranty.

HANDLING YOUR PLAYSTATION DISC: |
« This compact disc is intended for use only with the PlayStation game console

Do not bend it, crush it or submerge it in liquids.

Do net Ieave itin dlrect sunlight or near a radiator or other source of heat.
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di Always hold the disc by the edges and keep it in |
% '_;c with a lint-free, soft, dry cloth, wiping in straught Imés from.;_
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' game console accordmg to the instructions in its Instructlon
ver is off before msertm g Or removing a compact disc. Insert

MEMORY CARD SLOT 1
CONTROLLER PORT 1
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' UALSHOCK™ analog controller
L2 Button
I.l Button

plau Saritn® Gl

Select Button
Directional Buttons

Left Analog Stick / L3 Button

Anal og Mode Switch

Directional Buttons
Left Analog Stick

# Moves cursor on the Battle screen.
% Moves cursor on menu items and

boxes that require a response.
RI ht Analog Stick

% Rotates the Battle screen.
L1, L2, R1, and R2 Buttons
: * Enables the use of the Left and Right
Aﬂalﬂg Mode SWItCh Stick, and the 1.3 and R3 buttons.

Select Button % Turn on or off Battle Animations.
Start Buton

R3 Button % Displays the Save menu on the Battle
screen.

* Returns to the previous screen during
menu commands.

% Retumns the cursor to the location of the

selected character on the Battle screen.

* Use with Directional Buttons to dis- |
play options from the Game menu. |
%* Up + = button displays Units screen.
% Left + = button displays System menu.
* Right + = button displays Tumns menu.
* Down + = button displays Map screen.

NOTE: You may have a controller that
looks like this, if so please follow the
digital instructions outlined above.

To exit a game, press and hold the Select and Start but-
tons while pressing and holding down the L1, L2, R1, |
and R2 buttons. The Title screen will then be displayed.

> Button
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m lorers f'rom the Anaent Lands ﬁrst saﬂecl across ﬂle‘ ",

an and discovered the Continent of Eptina, ﬂtey marveled at

its b]mdm.g beauty and its seeming]y limitless resources. Some of

these exp]orers qmc]c]y decided to settle in this strange new world, while others
returned home with fantastic stories of the natural wonders ﬂley had seen.

| These amazing l:a]es inspirecl tens of thousands of citizens to exchange the
_ ; boredom and squa]or of their lives in the Ancient Lands for the thrill of

7 / the unknown. But these new settlers, many of them poor and uneducated,
£ ironica"y broug]lt with them the very clysf'uncﬁons of society that ﬂley had
" lloped to escape: poverty, crime, and—inevitab]y——wan

The borders of the Continent were drawn in blood, as lmsl'ﬂy formed nations
fougl'd: each other over territorial ngl-lts and rehg10us beliefs; for the most

. ridiculous of reasons, and for the most noble of causes. Skies which had once
a brilliant blue were now thick with the ebony smoke of burmng forests
n& smo]derm ruins; rivers which had once been clear as gla.ss were choked
l:]l the b]oated bodies of the dead. And the Continent, which had once been a
monument to the ]:)eauty of nature, was now a testament to the ug]mess of man.

;. > believed that the Ephnan Wars m1g]1t never end...untl a miraculous
1scovery was made.

Hu heart of the Pharastia Kingdom, archaeologists discovered evidence that
[~ | the Continent had been popu]ated once before—in the stunning form of
severa] mechani ca] g'la s, ch lai:er became ]cnown snnp]y as ATAC.
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Eaclt ATAC resemb]ecl an amtor-c]ad ]cm ht amcl stoocl at Ieast twenty—ﬁve feet

n |1e1g]1t Afl:er monﬂ'ls of analysis aml experimentation, it was determine
how the ATAC were controlled: by the focused thoughts of a ™ ]e‘l: w]lo sat™
inside the head of the ATAC as the machine lﬂ:era"y read lus mlncl

With the awesome power of the ATAC added to its _ad fom1dab]e anmes.:r
it was only a matter of weeks before Pharastia assum:e& control of the entire
Continent. A few countries attemp ted to Fl ht the K1ngc10m, but as news of the
ATAC and their un]w]y strengﬂt spread across the land, the rem::umng nations

chose surrender over annihilation.

The Continent was united at last, and the leaders of Pharastia decided that
the power of the ATAC, which had proven so useful in war, could now be used
to keep the peace. The most powerful of the excavated ATAC, once controlled i’

]Jy the King himself, was locked away n a secret location, while the renuumng J
ATAC were distributed to different regions of the Continent.

But the Pharastia Klngdom was unable to maintain control for very ]ong Coup
detats and civil wars erupted and the ngdom soon found itself sl:rugghng

not to preserve its rule of the Continent, but to preserve its own existence. |

It is here, in the midst of the Second Eptinan Wars, that a spirited ;
man named Bastion is destined to learn of his central role in detemu ng the
ultimate fate of the Continent... S
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Avalon Principali

The nomadic people of this gre
working. Avalon’s leaders have
and the Kingdom. Unfortunately, # ¥ are unable to offer much -
military support to Galvas, as they ; : busy defending their own
borders against the Muspel Nation:

This heavily forested country hagene of the Continent’s most
ferocious leaders (Duke Logan, th
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| Under the direction of his strict and occasmna“y overbear— ;
1ng father, Kamorge. Bastion ]wpes to become a soldier and

re

wage war against the Junaris Empire. He roams the land with
| his father, his spiﬂ'tua] sister Milea), and his ATAC engineer
(Puck), avoi &ing the Imperi al Army—whi ch has been search-
ing for his father as ]ong as he can remember. In the mean-

time, Bastion spends most of his time training in the ways
of ATAC combat.
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Faulkner

I R i ol

The leader of the Imperia] Army and the most powerﬁll man
on the Continent, the cleranged Faulkner is hell-bent on con-
quering the Kingdom and gaining revenge for his fallen
father. Unforh.mate]y for everyone, Faulkners ambitions
don't end there; he secret}y schemes to assume command of
the Junaris Empire and take over the known world. Hey,
you gotta admire him for setting his goa]s high. He enjoys
sending Zakov to do the Empires dirty work, and allows the
demented Madoc to design equa."y demented ATAC despite
Sadira’s orders.
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Duxere

As the only son of Emperor Degalle,
this young prince is all too aware of
his impending ascent to the throne of
the Junaris Empire; while he claims to

despi se the burdens of his noble birth,
he often revels in the riches that his
nobility affords him. Unfortunately
for the future Emperor, his only real
skills are bitching and moaning; little
sister Sadira (with whom he has a
serious case of sib]ing rivairy) isafar
superior warrior. Duyere manages to
hold his own in combat cmly because
he uses the fast and furious Sarbelas,
- an excavated ATAC.

The Imperiai Princess is, like most
17—year—o]d gir]s, a bundle of energy
and attitude with mnic-—depressive
Swings thrown in for good measure.
Unlike her older brother Duyere, she
feels that the war with the Ki ngdmn
should be ended, and she has secretly
begun i:aking steps to l:n-ing peace
to the Continent. With her strong
opinions and ]uir—trigger temper,
Sadira is not someone to back down
from a confrontation.

o

e e

Alden

Known as the “Ice Wolf” by anyone unfortunate enough to
encounter him in battle, Lord Alden presides over the snowy
]ungdom of Hibernia. He has remained neutral in the conflict
between the Kingdom and the Empire, preferring to coo“y
observe the war rather than ally himself with one of the com-
batants. The on]y person Alden h*u]y relies upon is Melior,
whom he consults for advice and whom he brings with him
into battle. Alden’s greatest passion is the game of chess; he is
considered the best p]ayer on i:he Conhnent

.......
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leira

The leader of the Avalon |

Principa]ity, Duke Zeira is a |
humble man who rules his
nation with a velvet g]ove
instead of an iron fist. Under
his savvy direction, the Avalon
Defense Force has somehow
managed to hold the Imperia]
Army at ba.y, but he knows that
time s running out. He p]aces
much trust (and re5p0nsibi]—
ity) upon his inner circle of
mi]itary personne]. inc]uding

eyna, and the

The leader of the Nordilain
Duc]ty. Duke Logan loves
nothing more than the g]ory
of battle and the ecstasy of tri-
umph. (Except. perhaps, his
inexp]icab]y ]arge sideburns)
He is the most aggressive
flghter on the Continent,
using the migl'lty Crimson
ATAC to smite his foes.
Logan’s wife died soon after
his ou]y daugh{'er, Claire, was

born, and he now tends to re}y
on her for emotional support.
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Kaidul, Ione, R

]augh—a—minute Galvas.
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Dionne
Marquis Dionne Lehve is the ruler of the country that

bears his name. He is the latest and greatest in a long
line of Dionne-Lehves that are sworn to protect Gratia,
the stone which fuels the ]egenrlary U]tragunner ATAC.
Dionne surrounds himself with a small group of sol-
diers and mercenaries which are considered the stron-
gest warriorson the Continent; among those mercenaries
is Andrew, the infamous sexi st-pig ninja. Dionne’s ATAC
is the Roaring Lion, one of the excavated ATAC.
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ULTRAGUNNER

Eternus

The most powerfu] of the excavated ATACs,

Ultragunner was reserved exclusively for

ﬂle King of Pharastia.
. Hue blood of Pharastian royalty are able to
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Only those with the




by Prince Duyere Tlns
excavated ATAC makes up in &
unmatched speed and mobility |
what it lacks in armor.

Logan; so mfamous 1s
Duke’s reputation that he
has a difficult time fmding
anyone foolish enough to
engage him in combat.

Gunganir

Tl'us four—] ed ATAC, obvi
mode]ecl after t|1.e

SYLPHEED
ATTRIBUTE N 200!
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Press the START button during the opening animation to jump }3}\\N( '[L) l\ ll( %

directly to the Title Screen. The Title Screen displays the :"

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

Orgna Game ©1998-00 Fuman E#mm

Start

.| Start the game from the beginning. To begin the game or to
start the game over, select “START.” Press the & button. The
game will then proceed from the beginning of the adventure.

mt.n his |
SN training is a complete waste of |
¢: = time! 1

-'_'Restores a previously saved game. To help differentiate

between different save data, each save file displays the follow- &
P 3
J g information: current chapter, character’s level, whether B
!

Or not a mission has been completed or is in progress, and
-amount of funds on hand. The first three save slots can only X
be used to save completed missions. The last save slot is set aside for missions that are
in progress. Games can be saved on either Memory Card 1 or Memory Card 2. To
sw1tch between Memory Cards use the L1 and Rl buttons.

%M

Ehplu-ﬂ:&u-h\gﬁu"h Compleied) T
Level 17 ' ot




. To return to the game, select “LOAD” from the Title screen.
Press the ¢ button. Now, select a Memory Card, Card 1 or
Card 2, by pressing the L1 or R1 buttons. Next, move the

The game will be loaded. To cancel and return to the Title Bt ST
screen, press the 23 button. Please do not remove the Memory B e
Card during a save or a load.

g Options

' On Change game settings. There are six options that can be
0/32aTAkEs i

Bidkarall accessed when starting the game: Sound Mode, Message

' Speed, Vibration, ATAC Viewer, Missions Won, Load Stats, |
M and Exit. The other options (End Credits, Music, Opening ;
Movie) will be unlocked after certain missions are success-
fully completed. In order to view the current options, and have access to the other !
options, a save file must be loaded from the “Load Stats” option (for further informa-
tion on this option see page 17). These options are described below and on the following

pages.

I:SOUND MODE‘I How the sounq is heard. The sound can be listened toﬁ it;_ elthe .

“Stereo” (audio wonderment!) or “Mono” (an audio night-
mare). Press the right Directional button to change the setting to “Mono,” or press '
the left Directional button to change the setting to “Stereo.” '




tartmg thedC

f ILMESS AGE SPEE:l Speed at whlch text IS dlsplayed There are three speeds at' I
~ “% which the text can print on the screen: “Slow,” “Normal,”

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

Enable or disable the vibration for the DUALSHOCK™ analog
controller. To have the controller rumble and create endless hours of

; joy, set this option to “On.” To turn off the vibration, make sure the option is set to “Off.”

|7 viBraTION 3§

‘ ATAC VIEWER ] ViewATACs and listen to game music. ;.
f Once an ATAC has been viewed in the
i Battle Animations, it is possible to view it with the ATAC viewer.
L After selecting “ATAC Viewer” from the options screen, a list of
t ATACs will be displayed. To view an ATAC, move the cursor to
' the ATAC’s name and press the € button.

FAISo, displayed at the very top of the screen is the current musical
-'theme To change to another theme, press either the L2 or R2 but-
tons to cycle through the list of themes. Once a desired theme has

,,,,

been chosen, press the @ button to play the theme.

Once the 3-D view of the ATAC has been loaded, the model can
4 " rotated or scaled. Use the Directional buttons to rotate the
s odel in any direction. Use the R1 button to increase the size of
- the model, or use the L1 button to decrease the size of the

‘model. To exit this screen and return to the previous screen,
, press the 2 button. T

333 ?E = |
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Nlmlber of completed missions. Shows the current ﬁmshed |
missions/maximum number of missions. In m'der to win all /%
of the missions, the game must be re-played in order to dlscover the ? erent branches -
1[] the ga_me' Eo k; NSRS

- ’;MISSONS WONI

I'LO AD STATS‘I Load information for the

display the default options, unless the game stats are loaded
from the Stats menu. After loading in the Stats from a Memory

options sections.

ke Y - L
= o h‘_’-( Ve .

To load this information, select “Load Stats” from the Options screen. Press the & |
button. When the Stats screen 1s displayed it will show how many ATACs have been seen j
and the total number of missions that have been won. To change to another Memory | J

Card, press the L1 and the R1 buttons.

To confirm the decision to load the stats from that Memory
- Card, press the & button. The stats will then be loaded into,

32 ATALs
%E‘ > memory. The Options screen will then reflect the mformatl %‘f'

Betieve from the Stats file on the Memory Card. To cancel and e.v.@ __

Rormal




Menu screen. This is the time to make any changes to the char- [_
acters before they enter into combat. The Menu screen con- .
tains the following options: Mission, Briefing, Interview, | *

Shop, Equip, Save, Load, and Quit. These options will be |

described below and on the following pages. .

N Mission
) oo ia SRR -

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

Araba Castle L
: "

o ecelve battle information from comrades. After select-

ing this option Bastion or his allies will offer their input as to 5
the rmssmn ob]ectlves and possible battle strategies. Take the |

. maps obtained by intelligence. |
believe baue found 2 may in




game char- |
acters will begin to question the leadership of Bastion; there- |
fore, it is necessary to have Bastion speak with them in order'
to build their confidence in him as their leader. Also, it is pos- Sl

sible to check the feelings between the other comrades in the A —— |
party; unfortunately, there is little that Bastion can do to change thelr feellngs toward r
one another. Bastion is allowed to speak only three times after each event on the Inter-
view screen. After Bastion has used up his three chances, the game will return to the

Menu screen and this option will no longer be available during this turn. v

— o T [ = -

- T o L i e NSy S ___ﬁ‘-«," -y
; Illaat kin1do fer ya today, folks? Sl o

L i ! et

' Purchase weapons, stones, and amulets. The shop i1s not
| always available after each event. So when it does become
| available, take the tlme to purchase 1tems for Bastlon and h1s

| ment can be up graded The Shopping screen has three thlus
Buy, Sell and Ex1t These options w1ll be described on the followmg pages. .
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" There are three different B .

at can be purchased: Weapons,

buy
Sell Weap

b

Items Stats. Displays how the items will affect
the character’s stats. A description of these stats

can be found below. |
List of Goods. The top of this screen shows @ | BAS - Base Power. Character’s basic abilities, including |
two stats: EQU displays the number of the '@ | their hit points. |

items already equipped, and ALL displays the

' POW - Attack Power. S f the character’s attack.
total number that have already been purchased. OWER: SUEIEI O e Clutactnr§ atac

Also, included in this window will be a list of = DEX - Dexterity. Success rate during an ﬂﬂaCk:
goods for sale and their sale price. AGL - Agility. Reaction speed during combat.

| S5 R LR

Funds. Amount of money available to pur-
chase g0ods.

DEF - Defense. Decreases the amount of damage that an
enemy can inflict.

WEP - Weapon. Strength of character’s weapon.

Party Members. Onl bers of the | |
arty Members o S vam e e bt HP - Hit Points. Character’s overall physical strength.

party that are highlighted can equip the

selected item. MOV— Range. Dlstance that a character can move. |



To purchase one of these items, select “BUY.” Press the mbm -' —
2 button. Next, choose which item to purchase, Weapons, f. =iy
Stones, and Amulets. Press the & button. A list of items for

sale will be displayed in the middle of the screen.

’1

“Partisan
R . 37053 Trident

Next, select an item to purchase. Pay attention to the Items i
stats since they describe the effect that the item will have w )
character. Once an item has been selected, press the & button. 3
To confirm the decision to purchase the item, select “Yes.” The item will be purchased !
and placed in the inventory. To cancel, select “No.”

-

I'SELL‘I Sell unwanted goods. To sell an unwanted item, .
- first select “Sell” from the Shopping screen. Press ?

E Ua sure ya want ta sell this item?
A

el B the @ button. Next, select which kind of item to sell: Weap-j
Sell Weapo ‘,W% -

Eait Stones Bainbomgem 640 | = ons, Stones, or Amulets. After pressing the & button, a list of
[l items that can be sold will be displayed.

Now, move the cursor to select an item to sell. Press the €3
button. To confirm the decision to sell the item, select “Yes.”

To cancel the sale of the item, select “No.” Note: lens must be uneqmpped in 0 a
to be sold. e e
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status and/or change their equip- FET]
ment or ATAC The Setup menu displays the following JE*ull
options: Status, Eq f'ment ATACs, and Exit. These options /¥

) R
o E

are described belo . m _.

Vi a character s status, equipment and special abilities. To check
out a character’s current status, select “Status” from the Setup menu
4 and press the €3 button. Next, a list of characters that are in the party will be displayed.
Mo*ve the cursor up or down to select a character. Once a character has been selected,

52;"5 ?’-ﬁss_the & button. The information available on the Status screen is described below.

L STATUS

Character Window. Displays character’s name, HP (hit
points), current level, and the name of their ATAC. Also
shown in the character window, will be the character’s
current stats (blue blocks represent the character’s natural

abilities, white blocks represent the ATAC's abilities), expe-
rience points needed to raise to the next level, Range (the
distance their ATAC can travel in one turn), and Speed (how
quickly they react during combat).

3 . Equipment Window. Displays what items a character cur-

--F':_ o

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

rently has equipped.

Skill Menu. There are three selections on the Skill
menu, Attack, Support, and Dormant. Attack displays
the attacks a character has learned to use in combat, Sup-
port shows the character’s defensive attacks, and Dormant

iy e shows the hidden attacks of a character. A list of these spe-
mal sk:llls w1ll be dlsplayed to the nght of the Skill menu.
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Weapons, Stones, and Amulets. To
change a character s equipment, select “Equipment” fmm
Setup menu. Press the & button. A list of party members

. be listed in the bottom left of the screen. Use the cursor to
select a character. Press the € button.

A list of items that have been equipped to the character will )
b be displayed. Now, move the cursor to select which piece of %{
. | equipment to change. Press the & button. A list of them will

L
ulﬂ;;i: o
O—n
@
e
w0
o
[y
oo
e
o
Q.
N
o=
o
=
-
o<
<
=
e
- p
bt
g
=
D
@,
oo
-
o
o
o
£
-
——
o
259
o
.
§
o

-

>
i
&
3
St
=
S
I~
)
=
3
~
:-
19~
X
=
=~
>~
g
o
S
S
=
<
o
.
B

Before the item 1s equipped to the character, check the charac-
ter’s stats to see how the item will affect them. The bars on
each stat will flash showing how the item (good or bad) will
affect each stat. Usually, it’s best only to equip items that will
increase their stats. After choosing an item, press the £ button

The item will be equipped to the character. The replaced it
*  will be put back into the inventory.
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iembers of the party, whose names are §|" '/
> the ability to exchange ATACs.
o take advantage of the special skills con-
tained within each ATAC. To change a character’s ATAC, select
“ATACS” from the Equip menu. A list of party members will
be displayed. Move the cu

ry ]
...........

pe LA s e e s

. ri'=

_ button. Next, a list of av

¢ written in white I |
~ This allows them to t:

' | bottom left-hand corner of the screen. Now, move the cursor to select which ATAC to
4 switch. Press the & button. The two characters will then switch ATACs. Remember, only
~ ATAC written in white letters can be switched. The important features of this screen are

U List of ATACs in the party. Only ATACs that are written in
s . white letters can be switched.

i e e A s,

Character Window. Displays the character’s current status.
See page 22 for a complete list of the stats.

ATAC Stats. Displays the stats for the ATAC that is going
to be exchanged. This shows the ATAC’s current user,
graphic depiction of the ATAC, icon displaying the type of
ATAC, and what items are equipped to the ATAC.

ATAC Icons "

(A o
Light Infantry
Heavy Infantry Flight Soldier
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Save a game. Before prooeedmg to the next mission, make sure to = 1;',;,,.,,3.“ — e
save the game. To help dlﬁerenuate between save files, the sa:;f,-e: A B ]

Funds 185901 P

“Save” from the Menu screen. Press the © button. The save screen w1]l be loaded. Select a save
slot in which to save the game. Press the € button. To overwrite the current file, select “Yes.” _The
game will be saved. Finally, press the & button to return to the Menu screen. To cancel and returnto
the Save screen select, “No.” Use the L1 or R1 buttons to switch between Memory Cards. Please
do not remove the Memory Card during a save or a load. Helpful Hint: Don’t save in the same
save slot. Be sure to rotate save slots when saving the game.

Load

e TETR ~~=mss Load a previously saved game. To load a previously saved game, |
;ff m.na:m} = = sclect “Load” from the Menu screen. Press the € button. The Load
e & screen will then appear. Next, move the cursor to select which file to
load. Press the & button. The game will then be loaded. Use the Ll or
' '  ﬁ ry Cards. Please do not remove

the Memory Card during a save or a load.

-

' Uupttr 15- ﬁ'f uge in Nurnihn- ﬂ:uupliled}
| Level 22 p - Fv.nd-s 225931 :

Dunt

End the game. To confirm the decision to end the game and retum to '
select “Yes.” To cancel and return to the game select “No L
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AP and FP Gauges. Shows how the character 1s doing
during the battle. These two gauges are described below.

Action Points (AP). The character must have enough action
points to carry out commands during combat. When the
points have been used up, the character will be unable to

] react to combat situations. Any unused action points will
be subtracted from the FP gauge at the end of the turn.

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

Terrain Status. Shows the physical characteristics of the
TR | land, and the effect it has on the character. This displays the
Character Status. Displays the name of altitude at which the character is located (listed as “4H” on

2 the currently -selected characte.r. The Dot 3 the screen shot), attack advantage (listed as “10%"” on the
rent and maximum value of their hit points screen shot), and what type of ground they’re standing on
will be dlsplayed below their name. (listed as “Forest” on the screen shot).
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2 AP and FP Gauges. Dlsplays the character S current/max:mum AP and FP.
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———— |
AP __65./100] B
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e 3 ATAC Dlsplays the name of the ATAC that the character is driving.

HP Gauge. Displays the character’s current/maximum hit pomts

Character’s Emotional State. The character’s success during combat is deter-
mined by his emotional state. There are four emotional states: Angry (affects
the character’s attack power), Calm (affects the character’s agility), Sad (affects
the character’s defensive power), and Happy (affects the character’s dexterity).

The size (it does matter) of the face determines the current emotional state of the |
character.




______

******

o = el o = . - - e = B - S P
- ! - e R 2 g e s -
B ) = |
. L | e =T i
" e S = :
e "'.-"'" e ."' i
i ] i - X g - T e
: Ry o L
I e e ey - ==
.3 1 v - g g .d.-.-;-: E
- A P s T, g’ i, . £
3 % L " 1 L i il * e -
r , - - . e Tt
; E ™ ' - : ! R
C - & | { - ¥ e LG oo — S
———— - s P
Lo . e = . [ ]
' ._’_ S o g O - e 3
="l - L = T - z
1 v

ff By pressing the S ar .' or by pressing the & button when
_ the cursor is not on ac__ aracter, the Game menu will be dis-
played There are _sg}'en optlons Units, Map, Turns, Tactics,

List all of the troops, friend or foe, on the
map. After selecting units from the Game
menu, a list of all of the troops will be displayed. Ally troops
will be written in blue letters and enemy troops will be written
in red letters. The screen is divided into two halves: the top
half will display the selected character’s status, and the bottom
half displays the list of troops.
ére two cursors on the Units screen. The first cursor is moved by pressing the Left
m Directional Buttons. This cursor is used to organize the list of troops. The list
ill be organized by Name, Level, Range, Speed, or HP. The next cursor is moved by
"'-"’5‘5‘?% g Up or Down on the Directional Buttons. This will scroll through all of the
s that are located on the Game screen. If the £ button is pressed, the cursor will

;m that soldier’s current loca ) , the * button to return to the Game menu.
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screen will be displaYedf |

I[TURNS‘I Lﬁst the ordgr in which playe_rs attack. Th'is

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

I : T ACTICS}I Mlsswn obJ@m After selecting this 0
mand, the mission objective will be dlsp} 2

on the screen. Keep in mind the objective of the ba tle.

be necessary to complete a certam goal mstead of

the enemy t troops.
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gs There are eight 77
adjusted. They are as [+ S p
- ; Zoom Status Box Msg %n Sr:::Il duto

} L | Wap Zoom - 100%
nil Vibrauon These options | Status Box - ‘On

| Wsg. Speed Fast - | i
Sound Stereo
Battle Anim. Oft

' Bibration. ~, On

. *Plain ;
ARCCEFT i ALY

& L i
G T.;,_:\:.' S e 5 N

Up Left Diagonal

LN

Down Left .

@
@

Up Right
Diagonal

e Diagonal -

NS

Down Right Diagonal

b

" Center Cursor Sethng

“;‘:SCROLL‘l Map will scroll vertically when changing altitude. There are
A three dlfferent opuons On Off, and Auto. Select “On,” to have
when the curs 01' moves to a new altitude. Select

.-.---




1 60% Zoom}l :80% Zoom}l I:lOO% Zoom}|

) L #
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{STATUS | BOX} Turn on or off the Cl,laracter’s Status box on the Game_

screen. The Character’s Status box can be turned on or off
by selecting Status box from the System menu. If the options is set to “On,” the _
Character’s Status box will be displayed showing the name of the character and their
current/maximum number of hit points.

be displayed.
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| Tsound is heard. The sound can be listened to in either “Stereo”
or “Mono.” Press the Right Directional button to change the setting to
ss the -'?'?f"'-ft Directional button to change the setting to “Stereo.”

Battle Animation. Turn on or off the animations during a
T battle. If the option is set to “On,” then the fight between the
: .‘ATACS can be viewed. To speed up the game and play it in a pure military style,
* turn the animations “Off.” Instead of showing the animation, the characters’ Status
: boxes will be displayed to show how each ATAC fared during the battle. Press the
< nght Directional button to turn “On” the Battle Animations. Press the Left Direc-
-:-;;, - tional button to turn “Off” the Battle Animations. During the game, the Battle Anima-

fﬁons can be easily turned on or off by simply pressing the Select button.

“ {BATH*E ANIM "I
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“On " then to oﬂ’ the vibration, make sure the opti_
) to “Oﬁ.’,' | < e

- l:s AVE}I Save a game. Theré_; s on 5
P! for saving during a mission. Make sure to save only
B2 when Bastion and his comrades are doing good. If they start losing *
the battle, reload the mission from the last save. To reload this save
file, select “Load” from the Title screen and select the last save slot.

To save the game, select “Save” from the Game menu. The save function has also been
hot-keyed to the R3 button. After pressing the R3 button, the Save screen will then appear. ¢
There are three options: Card 1 (saves the game to the Memory Card in Memory Card Slot\
1), Card 2 (saves the game to the Memory Card in Memory Card Slot 2), and Cancel (the '
game will not be saved). To save the game, select “Card 1” or “Card 2.” To overwrlte

the existing save data, select “Yes.” Press the € button and the game will be saved to that

229

Memory Card. To cancel and exit the Save screen, select “No.”

» Owuit

End the game. To confirm the decisior « :,;. ,
select “Yes.” To cancel and retum to thc ,’”
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The Battle menu contams the following commands: Move,
Attack, Skill, Info, and End. The “Attack” option will only

“Skill” option will only be available to characters whose ATAC § o
is capable of carrying out different skills. These options are

; described below.

MOVE‘ Move the character on the Battle screen. In
L
order to move the character first move the cursor ;

”:;wﬂl move to the appropriate character After pressing the & button |
| to access the Move menu, use the cursor to highlight the “Move” @&
* option. Press the @ button. The available area that the character
% can move will be displayed in a blue color. Next, move the cursor
fte the new location within the blue area, where the character will be moved. Press the &
utton The character will then move to that location. Now use the Directional Buttons
'to choose which direction the character will face, North, East, South, or West. Usually,
ﬁ?' best to have them facing the enemy (Duh!).

e distance a character can move is based on their range. If the character only moves
of their range, they will be allowed to move again. However, each move uses
" up valuable AP points while increasing their FP points. Remember, when their FP points
| —— raise to 100, they cannot carry out any commands for one round.




I: ATTAC K}I Engage in battle with the enemy. After moving &=

the character next to an enemy ATAC, the
“Attack” option will become available. To attack the enemy, select
“Attack” from the menu. Press the € button. A list of the Charac-
ter’s attacks will be displayed.

There are two important boxes that w1ll be displayed after “Attack” |
is selected. The top box will list the name of the attacks, the amount _

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

Theottom box will display the character’s Attack (strength
of the attack), Range (the distance they can attack), Hit per- * - 3

centage (the success of the attack), and Type (the kind of damage the attack will have on
the enemy). |

After selecting which attack to use, press the @ button. The cursor will automatically’,

select the enemy with the lowest hit points. However, the cursor can be moved to select
another enemy. Once an enemy has been selected, press the & button. The Attack Status 3
screen will appear. The information on this screen 1s described on page 37. |

To proceed with the attack, press the & button. The attack will commence. If the Battle
Animations are “On,” then the Battle screen will be displayed. If the Battle Ammatlonﬁf
are “Off,” then the damage done to the characters will be dlsplayed in the Attack S :
screen. To cancel and return to the previous screen, press the - button. 3,:;

After the attack has been carried out, the Battle Menu will be load_ed aJlomg e s
character to continue to carry out commands. Soe




1 s can be used to benefit an ally, or to [ 44
: 1 e |
affect the enemy S ills ca 1 only be used when an ally or enemy [Ty

is within range. To use a skill, select “Skill” from the menu.

Press the &3 button. A hst of the character’s skills will be dis-
played. e

B e A MYy

0 r‘:-i":‘:#'ere are two important boxes that will be displayed after “Skill”
} is selected. The top box will list the name of the skills, the amount

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

fbottom box will display the character’s Ability (descrip-
tlon of the skill), Range (the area the skill will affect), and
-. _.':--e (who will be affected by the skill).

After selecting which skill to use, press the € button. Next,
8l decide who to use the skill on, an ally or an enemy. Press the

& button. The skill will then be executed. To cancel the use of
the character’s skill and return to the previous screen, press the

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

ATAC name and Assist. Displays the name of the |
enemy’s ATAC. Below the ATAC’s name will be
the Assist percentage. This percentage is based
on how many enemy ATACs are surrounding the
defender. The display to the right shows where
other enemy ATACs are located around the charac-
ter. 'I‘hesewﬂlbedlsplayedmthared “X”

- Character Status. Displays the current/maximum
value for AP, FP and HP. Also the character’s name |
- will be displayed below their picture. Their cur-
rent level will be listed to the right of their name.

Note: If the Battle Animations are “Off,” then an
- attack bar will be displayed below their HP. This

- attack bar will graphically display how successful

 the attack was.

“n tﬁikﬁm*ﬂ'mmrm:—ﬁrﬂi&lm'ﬂhn O I T IS Y W T 5 AN A 70 A o AR o A ki e 1 S R N A B

ATAC name and Assist. Displays the name of the
character’s ATAC. Below the ATAC’s name will be |
' the Assist percentage. This percentage is based on
how many ally ATACs are surrounding the enemy.
- To the right will be a display to show where ally
 ATACs are located around the character. These
ATACs will be dlsplayed with a red “X. 7

Name of Attack and Hit percentage. The name

of the character’s attack will be listed on the left. | |
The hit percentage (the success of the attack) will | | |
| be msplayed on the nght B
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,‘_:fe menu, press the & button. The info screen will appear.
reen will be listed on two screens. Move the Left or Right

SW1tch between the two screens.

contained on these screens 1s listed below.

i}. s

POw 32
DEX 32
AGL 32
DEY 32
| ah  WEP 32
'lr 100.100

=—-l--_—h-¢-q-—-"
Il‘? 07100

nrmm

—_——————r
'_ =y —g———t

‘Barlow

& ‘Current Level
. Exp. To um

# Batatosk
« Gradius

'@ Turquoise
- Rothing

ATAC Stats. Displays key
information about the char-
acter’s ATAC. This shows a
graphic depiction of the
ATAC, an icon displaying the
type of ATAC, the name of
the ATAC, and currently
equipped items.

2

Ends the character’s turn.
turn w111 be ended and the 1

. Move Left or Right

p

Current Level
Exp. To Dext
1Spirit

Bange
' Speed

<.;.

to switch between

Character Window. Displays
character’s current informa-
tion. The top of the screen dis-
plays their current stats. Also,
the current/maximum value of
AP, FP, and HP, and their cur-
rent emotional state will be
listed. Finally, it will list their
Name, Current Level, Expe-
rience Points needed to raise
to the next level, Spirit Value,
Range, and Speed.

The valuable information

Skill Menu. There are three
selections on the Skill menu,
Attack, Support, and Dor-
mant. Attack displays the
attacks a character has learned
to use in combat, Support

3  shows the character’s defen-

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

After selecting “End,” the character’s
nd the next character’s turn will begin.



they w111 attack' Therefore it’s important to know how
character can counterattack them. This defensive menu
be displayed when they try to attack. The top of the screen
will display the Attack Status screen, and the lower rlght of i ]
the screen will display the Defense menu. The Defense menu contains the following »
options: Go!, Attack, Defend, Avoid, Counter. Only options written in white letters

dttack !
Defend |
duoid
Counter

can be carried out. These options will be discussed below. ;
I:GO! ‘I Executes the counterattack. After selecting Attack, Defend, Avoid, or %

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

I: ATTACK" Carries out an all;out counterattack. After
; selecting “Attack” from the menu, press the
| @ button. Next, select which type of attack to use on the §
enemy. Before selecting an attack, notice that this counter—i
attack will not cost any action points; however, there W1l be
a hefty FP cost. Once a decision has been made, press QE_
button. The screen will return to the Action Status screefl. .
The Attack name w1ll then appear along with the percentage of s IcCess. Sel |
“Go!” to carry out thlS command = . *’

el L A ;
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h d an enemy attack The charac..

'''''''

t? I{DEFEND‘I

ceive will be somewhat less than %2 ",_,1'5 ;';;,:' .
normal. It does have a high FP cost of 30. Also, if the :

amount of damage _
attacker comes from behmd there is no way to defend against ' ,//, ..L".., f .,,.,JJ

l &uoid
| Counter

I: AVOID‘I Dodge the enemy attack withotlt receiving

damage. It’s best to try to avoid an attack,
o since the character will not receive any damage. On the other
IE hand, if the enemy is successful in its attack, the character will
receive the full amount of damage. The FP cost for trying to

avoid the attack 1s 20. If the character is attacked from behind,
select “Avoid.”

Executes a full-blown counterattack. If NSO

“Counter” is selected from the Defend [V 8 SRt '
enu, then the character will attempt to deflect the enemy’s oy e
att ck and counter with a 1.20-strength attack. The FP cost
ill be 20. If the character misses the deflection, then the

"_.;__ emy attack does full damage on the character




ime that the char: cter successfully hits an ATA‘C

arded with experience points (Exp. for sh or
they engage m yat and miss the enemy, then they w
be rewarded with Exp. or Money. The only time that
will be awarded to the character is if the enemy ATAC uc- =

cessfully destroyed. To exit this screen and continue playiﬂg, press the & button
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Rai sing a Level! |

P After the character has earned enough points to raise to the |

|
|
|
-

- \i

Button; points cannot be removed from their existing stal w: -allocating the exg
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Bell eve

~ How much s
to be aIIowedﬁ

Believe My Heart (English)

To be free
how much anguish will you have to bear?

and open those e
A bundle of Iights;
come on, the w

Sword in hand, swear on the dead
vengeance is soon to come.

: En : both hands | Embrace light,
 past, believe my heart choose the path of just nobility.

Past the dark,
there’s a future bright and new,
if just you choose to see it.

Beating within, the hope resides deep in your soul
Heed that emotion true
And believe there must be more.

Ahhhhh, there is a truth we must believe

To find the strength to follow through v
Binding the fear within :
as we press on toward the future—now.

So, follow the voice within your soul
| Leadiﬂﬂ Yﬂu to that Ioﬂy goal i




AH- 0 person wm mlks ol’f
AH-, violently blowing wind
In the direction the heart points,

advance without hesitating

AH-, burning ground, wounded warrior
AH-, people lose the light, frozen hearts
Dreaming of that place, now just believe

No matter how far away tomorrow is

Let’s run forward

Then, at the end of the long journey,

You'll find your own answer

Now, many things become one in your heart
Surely a wonderful comedy performance,

of life is coming on

Continue to the location of light

No matter how far away tomorrow is

Let’s run forward

Then, at the end of the long journey,

You'll find your own answer

All together, for tomorrow

All together, risk everything

- : . - i .
g
= B :a.-.

Md&nedwﬂh fate
d, continue endlessly

True—it’s my fa te..
|—feel the hands of
A wind cold asi e

|—see the burmng ground advance in dreams.
A terror striking deep in my soul...

Tomorrow holds the promise of release

But only true believers see it...

So embrace that goal
Believe just what you must.

Advancing fast toward the goal of tomorrow

Even

through all the sorrow

A paradise

lies there for those reaching out
Pleading

On time that’s borrowed

Escape this reality

The senseless brut aity

A shimmering |
Until death you 1

.............
(Y
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Hello agam! Glad you took the tlme to pick up Vanguard Bandits and read the manual, of all things!

- Vanguard Bandits started its life in Japan as Epica Stella. We came across it by means of a friend we acquired

~ at Human Entertainment during our licensing of Vasteel way back in the days of the TurboGrafx-CD system. He

- had stayed in contact with us over the past seven years or so since that game and had been sending titles to us

 for review on a regular basis. Since Human specialized primarily in sports games (including the awe—msplnng

- FirePro Wrestling series), there was little we saw to license...until now. el
Eplca Stella i isn’t the most advanced mech-style simulation game we’ve ever seen. Itisn’t even the orettiest. g
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playing you WANT to know what comes next. And, when replaymg the game on an altemate
lots of “oh so THAT"s what happened” moments, too. By the time you finish all three branches,
finishing a good book. So, when it came time to put up or shut up on the licensing of this gem,
set about translating

“STEELLLAAAA?” in that very Streetcar Named Desire way Not a good assocmmm. ﬁ €
Detonator Gauntlet. Oops. A certain publisher with rights to one of those two names & asn’t happy. N:
again. Vanguard Bandits. Beautiful. -. S

Once in the nuts and bolts of the game, we added help prompts for the player for T : u navigation and ¢
dated the save/load system. Originally, the in-game saves were on a completely he Titl

area and it’s a little more obvious what they do. i e R
The other big change we made was that a “surround” assist mode was added where you could get extra help in™
attacks if you had your friends surrounding the target with you. Conversely, the enemy could also attack pr | %
more if he had support around him. This added a little more strategy to the actual battles. Feaai e
Finally, a few extras were put in for users that try to finish all three branches and five endings. To carry
running count forward, be sure to “Load Stats” before starting a new game to get to the other \t le:
one branch can only be reached when you’ve played the game through once and have that save data. At
Well, that’s about it for this one. Enjoy the game. Enjoy the massive LUNAR 2: Eternal Blue demor P
we’ve included. We'll see € you soon with that game. Thanks for your continued support, and remember' '
We re nothmg wi'







Vanguard Bandits Strategy Guide

Due to the complex nature of VANGUARD BANDITS, we thought we would show
a little mercy and include walkthroughs of the first two missions of the game, taken
straight from our Official Strategy Guide. However, we’ve minimized some of the text
to make it fit within the packed pages of this manual. We also weren’t able to squeeze
in the first 30+ pages of the Guide, which contain dozens of charts filled with informa-
tion on weapons, items, statistics, morale, and enemy ATAC. But we’ve made sure to

give you enough of a taste of the Guide that you’re guaranteed to run out and purchase
it. (Nothing like a shameless plug. How do we live with ourselves?)

Because VANGUARD BANDITS has semi-randomized gameplay-such as, to give
one tiny example, the hit percentages of various attacks—and because
1(3g " Y 4
1 £\ —

each battle can thus unfold in many different ways, it’s impossible

for us to give you specific walkthroughs. Believe me, we //f’ il ‘

hard about where to go for lunch.) What we’ve done ot |
instead 1s outlined the major events which occur in

g

\
each mission, listed which ATAC you’ll be fighting, and ' ' ' 9
formulated battle strategies which you may or may not 2\

choose to follow. It’s all about freedom of choice, man.

tried, and our brains are still recovering from the effort. ¢
(Then again, our brains get tired when we think too /&

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

whoop Imperial booty!




The Plot Thickens

“Bastion |
: ‘ Come OR, Father! ddmit that all this |
oF training is an wtter waste of time! o

A The very first cut-scene in
BANDITS takes place on a
scenic mountaintop, where Bas-
tion and Kamorge prepare for
battle by beating up on each
other with wooden sticks.

p fret Milea. Of conrse me’ll '
B stop them! 2%

B,

S You must stop those thugs from

t‘ doing any more harm!
Mg &

————— e e e

A The nearby village of Fruah is
under attack, and Milea pleads with
- father and son to intervene. Bastion
agrees and scurries to his waiting
ATAC, while Kamorge curses the
Empire for finding him.

the field of battle “fair” knows (s
¥ not wibo the deserving are, Bastion. g B
It is a lesson you must learn. )

" But you struck me when | wmasn’t
> ‘ ready, Father! That’s bardly fair?

G - = -

A How this helps them better A After Kamorge strikes Bas-

control their robotic warriors,
we’re not entirely sure. Perhaps
it’s best if we follow the “don’t
ask, don’t tell” policy, y’know
what we’re sayin’?

Bm 1h \-"1”35}-:_‘

— — e e E——

Bastion:
‘ Father, | simply can’t wait to "ldq
these wiretched dogs!

e e —— —

A Before leaping into battle,
Bastion verbalizes his bloodlust,
and Kamorge tries to calm him
down with Yoda-like platitudes,
to little avail. The kid wants to
get it on!

tion upside the head to demon-
strate his lack of skills, two more
characters arrive on the scene:
chubby, bespectacled Puck and
stressed-out Milea.

Bastion:
& Slop terrorizing these innocent
. people, you filthy swminet

A You have now officially

entered Mission 1: Destiny's

Child, where you will experi-

ence combat for the very

first time. How cute! w




Encounters

After Kamorge strikes an Imperial Sol-
dier from behind for the first time in
the battle, the Soldier responds with a
smart-alecky ‘“You fight well for an old
man...but I harbor no respect for my
elders!” Ooh, what a burn.

Events

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

fa\ 3
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Strategx & Tactics

* Your primary goal 1n this very easy mission 1s to prevent
everyone else from bogarting Bastion’s Kkills—especially
if you have hopes of making your way onto the Empire
mission branch, which requires Bastion to reach Level 8
after the first three missions (one of the most challenging
tasks in the game). In fact, you don’t want Kamorge to
score any kills, because he is already strong like bull, and
because...well, let’s just say a palm-reader would surely

notice Kamorge’s abbreviated lifeline. A The roof, the roof, the roof is
on fire. We don’t need water, let it
burn...er, I mean, we must extin-
guish this blaze at once!

*Road

* Here are step-by-step instructions for earning three
kills with Bastion and advancing to Level 5. Because of
BANDITS' semi-randomized combat, this walkthrough
won't work every time—but it will work more than half the time, which is about all you
can expect. Save at the beginning of each turn, and restart from that point if events don’t
unfold the right way. This might seem like cheating, but we think of it more as making
minor adjustments to the space-time continuum.

Fear not_brave villagers! We shall

i sav your bumble omes rom thes M & Bastion (Turn #1): Walk north three spaces, so you're
artiess bastards! _

standing on the west side of the gap in the edge. Face east
and end your turn.

% Bastion 1s attacked by Imperial 4. What a silly little
man! Counter with a Thrust.

Ll

~

~ Who are you?!
' ‘D{- you fight for the Empire?

% Bastion 1s attacked by Imperial 3. Counter with a

) . Thrust.
A Bastion questions Reyna when : :
she barges into the battle, and does * Bastion (Turn #2): Attack Imperial 4 from the

his best Regis Philbin impression: ~Side with a Thrust. You like that, soldier boy? Huh? w
“Is that your final answer?” Huh?! End your turn.

.

—_— L e —————————— e T ——




Sh‘ateg}g & Tactics

% Ione and Reyna show up (Event #1). Either of the two
responses will suffice, but the resulting conversations will be
different, as noted in the Events box on the previous page.

% Bastion 1s attacked by Imperial 4. Counter with a Thrust.
% Bastion (Turn #3): Attack Imperial 4 with a Thrust.

% Bastion (Turn #4): Attack Imperial 3 with a Thrust.
You score the kill and advance to Level 4. You also gain
3,500 bucks (noted in the Enemies chart on Page 48).
Increase your
POW to 6
_ (which does
N\ notinclude

and end your turn.

smackers.

A Having already racked up two
kills, Bastion is in prime position
for his third. Move behind Impe-
rial 2 and stab him in the back.

Athe white bars—they indicate the ATAC
stat-boost, not Bastion’s natural talents)
and your DEX to 5. Move one square north-
east, then face west (looking directly at Imperial 4)

% Bastion 1s attacked by Imperial 4. Counter with
a Thrust for your second kill and another 3,500

% Bastion 1s attacked by Imperial 2. Counter with a Thrust.

* Bastion (Turn #5): Walk behind Imperial 2 and
A attack with a Thrust for your third kill. You advance to

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



The Plot Thickens...

| Hello! My name is lone. | am ol
L_Ibt dvalon Defense Corps.

A After whipping the Imperi-

als, everyone gathers in front

of the flame-broiled home to
introduce themselves. Ione and

Reyna turn out to be soldiers of

the Avalon Defense Corps.

A When Bastion asks what will
happen to the village, Kamorge
says his presence is what caused
the Empire to attack, but won’t
elaborate, leaving Bastion frus-
trated.

T must speak with bim at the carliest
y’w; possible opportunity of a debt ui;ﬂcb
must be repaid.

ﬂ

;;ﬂ‘x

} p ‘ .hi
- - ¢ o . :_

o SNl € .

¥

' 1 am carious_what leads you 1o B o ubk
inquire about Galvas?

S ———____

A Kamorge asks if they know

a man named Galvas—the Corps
of the Pharastia

Commander
Kingdom—and indeedy they do.

Kamorge then asks the ladies to take

him to Galvas, but won’t say why.

Et business brings you to my 31 3

chambers on this mondrous day?

| AV

¥, ‘,. E— —

aa®! Sadira:
< | Dispense with your pretentiousness.

Faulkner! | demand answers! o --_";f

A While Kamorge and Bastion
depart with their new friends to
find Galvas, we’re introduced to
two new characters: Faulkner,

leader of the evil Empire’s forces,
and Sadira, the Imperial Princess.

| We do not knows him_Beyna_but we
| can certainly trust bim.

A After a moment’s consideration,
the easily swayed Ione agrees to
bring Kamorge and Galvas together.
Reynais dubious, butdoesn’t wanna
rub Ione the wrong way, so she
reluctantly agrees as well.

- o - -
..m"‘ | plan to obserue the despicable
Eq, actions ol these troops myseli..

A Sadira confronts Faulkner about
the naughty things his soldiers
are doing on the borders of the
Empire, and announces her
intent to observe Faulkner’s
troops firsthand.




S — e e

Ob_perfect! Dammit_that last
battle has played havoc wmith the
. controls of my ATAE!

A ——

A We return to Bastion to find him
and his pals headed for Araba Castle,
located near the Kingdom/Empire
border. But it 1sn’t long before Ione
detects damage to her ATAC, and
the parade grinds to a halt.

“Fiﬁcntion, eucrgoif'hmrgc and | 1l

| have seen a batile Torming in the
L AR,
. 3 o e _j_ | -: . _ R }_*i

A The idle chit-chat swiftly ends

when Ione and Kamorge notice

a battle under way in the dis-
tance. Everyone gets into
their ATAC and heads out
to see what the dilly, yo.

lone:

 Jou are a man of very lewm words
L arewt you Bamorge?

A As the little Puckster uses
chewing gum and bailing wire
to patch up the Barazaph, Ione
and Kamorge valiantly attempt to
make conversation, while Bastion
and Milea chat it up with Reyna.

| Mssion
. Hrieting
Interuiem

1

Equip
Save
Ll..'ldlj
Quit

Chapter 1: after Desting drrives
.

A Here 1s your first-ever pre-
battle menu screen. Save the
game, do some interviews, take
a good look at the Briefing,
and select Mission when you're
ready to move on.

S’crategy & Tachics

th of my parents were slain by

soldiers of the Empire wben | mas
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lell then how did Milea come to
| be inyour company?

A We learn that Milea 1s an
orphan who was taken 1n by
Kamorge as an infant, and we
also learn that Bastion has an
amusing sexist streak. (Well,
amusing if you’re sexist.)
[Pjriqht_ boys |'m qettin’ bored.

‘s time to bash these fools
into salvage metal!

-

A In the blink of an eye (and
the double-speed loading of a
couple megabytes’ worth of
data), you’re participating in
Mission 2: Bandit Brigade.




Events

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

2 Franco, Halak, and Sadira appear

here after Bandit 6’s first turn and stay
put until attacked, after which they
attack the Imperials.
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Ene
those three were Imperials, but

they’re fighting on our side!” All hail Bastion,

surprised Bastion says “I thought
master of stating the bloody obvious!

e After Sadira strikes a Bandit for the
"&| first time in the battle, a shocked and

Encounters




Strategy & Tactics

* You now have control of Ione and Reyna along with
Bastion, but Kamorge will once again do his own thing R
for the entire battle. If you’re aiming for the Empire [l
mission branch, you need Bastion to boost another two
levels during the battle. If you’re sticking to the Kingdom
branch, you want Bastion and Reyna to score one or two
kills each (while ignoring Ione, who won’t be sticking
with you but for a few more missions).

M Howm many times do I bave to tell |
@ you_ Devlin?! I'm not fat--1 bave |

a glandular disorder!

% Barlow and Devlin are in almost zero danger of dying, 4 Barlow proves to be a little sen-
since they’re guarding each other’s backs; each enemy Sitive about his huskiness as he
attack only does a few HP of damage. In other words, and Devlin move into a defensive
focus on earning your kills and let BANDITS’ equiva- PUSIEy,

lent of Farley and Spade protect their own butts.

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

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

wall to let Bastion score all the number in all six categories i1s the only way to earn
kills. his most powerful attacks later in the game.




Strateg)g & Tactics

Remember the battle basics: cover your back, hit the enemy from behind whenever
possible—which should be easy, since they’re going after Barlow and Devlin—and don’t
let Bastion or Reyna go over the FP (Fatigue Point) limit, which will leave them dizzied.

Ideally, you should end the mission with both Bastion and Reyna at level 6 (but Reyna
needs two kills for this to happen).

% If you’re only using Bastion, and want to hit the Empire branch, here’s a darn reliable
walkthrough to get him up to Level 7. Please keep in mind that this walkthrough will

only work if you wisely use our stat adjustments from Mission 1; otherwise, your mile-
age may vary.

- . . ; ‘*,,h They are attacking innocent travelers I
% Bastion (Turn #1): Attack Bandit 7 with a side Thrust. [ with Imperial ATaCs, disgracing th
[

o | very Empire they pledged to serve! o '

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

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

remainder of the battle. A Sadira is displeased with the

de Imperials, as indicated
* Bastion (Turn #2): Move behind Bandit 7 and attack ., ¢ . opcias, 85 Idica

: : by her louder-than-usual verbal
with a Strong Slash for the kill. Suithinct

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

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

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




————*-
ever stats you’d like, but we strongly suggest earning the
Tackle attack by simply boosting your POW to 9.

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

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

* Kamorge attacks Bandit 1 from the south instead of
striking Bandit 7 and stealing your kill. Excellent!

&

Fa
i |
]

A After wasting Bandit 8,
you're ready to commit assault
* Bastion (Turn #6): Whack Bandit 1 with a Strong 2nd battery upon Bandit 1, the
Slash for the kill, and over 400XP. Whoo, doggie! You Strongest ATAC on the battle-
are now at Level 7 and counting. Start balancing out Bas- fow.
tion’s stats, as having equally high numbers in all six categories /‘
1s the only way to earn his most powerful attacks later in the 4
game. Move to the north side ‘P”
of Bandit 9 and end your turn. % ‘
& '4" =
* Bandit 9 turns and attacks 7 /" " )
Bastion instead of Devlin. Silly liﬂvv« =
i Slash 100 ] rabbit! Attack him with a @PYN A >
I | Strong Slash for a confirmed "‘""; '\*
- kill. The XP are almost worth- “ \‘\' >
e, (C0umET | less, but the 2,000 bucks are

A Bandit 9 is your fourth and nothing to moan and groan

final kill of the mission, by which about.
point you're at Level 7 and almost
ready for the Empire Branch.




The Plot Thickens

S

“®4 | There were no other survivors of the

- 4 attack. Dor did I expect there to be.
- Y

h""-r
.l - -
} 8 t*
LT
| ol

| Dor baur, . Those sadistic freaks

took pleasure in killing these

II Bmeple. B2 e

A After beating the bandits, Bas-
tion searches for more survivors, but
there aren’t any to be found. Ione
and Reyna both remark upon the
carnage (which is thankfully left to
the imagination).

———— e —————

Butchers are buichcrs regardless

w ol the crest under which they shed
6 mmf;gn! blood.

Impossible!

A Devlin joins in the venting and tells

Bastion that both the Empire and the

Kingdom have committed atrocities.
Sadira explains to Bastion that
her goal is to silence the vio-
lence and increase the peace.

"Why do you not speak_Princess?
Have my words chipped at the roqal ‘
beart oT ice? L

‘ i

A Princess Sadira and her escorts
arrive to survey the scene. Bas-
tion doesn’t recognize her imme-
diately, and flips when he learns
who she is, going off on the girl
for a good dozen paragraphs.

- = wraromperr

L arSL

J But you have my respect reqardless
'q ot your feelings about the Empire.

My respec! follomr gou in kind

A As the Princess leaves, Franco
and Kamorge exchange phone
numbers and words of respect,
being the grizzled veterans that
they are.

uﬁ ﬁ)ﬁ& ij:a_c'ﬁ-ﬁ?aq enough of your
* misquided anger  boy!
h.;

i

' You're probably upset that these
people won’t be around to pay any
| more travel tolls!

Ny

A Kamorge puts an end to the
verbal abuse and apologizes for
Bastion’s tantrum. Franco tries to
make friends, but Bastion shoots
him down with more harsh words,

which sets Sadira off.

@u weren’t thinking of Itaumq
- without me,_ wmere you? "Course not!

A As Bastion prepares to leave
with Barlow and Devlin in tow, a
third survivor appears. His name is
Andrew, and you’ll learn to love
him in, as he would say, “a com-
pletely platonic way.”




It is entirely unacceplable that
Sadira should be allowed to enqaqc
\ the enemy wihen | am not!

A Just as Faulkner is about to leave
the Impenial castle, Prince Duyere
tracks him down in the ATAC bay
and demands to come along, seeing
as how Sadira is already romping
around the war zone.

Let's kick some Imperial butt 1
) and make tracks for the nearest .
brotl:nl! l

A Back to Bastion’s party, where
Andrew memorably introduces
himself, and Bastion expresses his
concern about Devlin’s disparag-
ing comments regarding the King-
dom.

-
Ues Faulkner.lam atutely aware

lﬁ of the mamy burdens placed upon me

since my birth.

1l

e — e —— - ——

' [ canmot allow our future Ring to
act frivolously where bis liie
| is at risk_you understand that.

e I

A Faulkner tells him a good lie
(as the heir to the Empire, he can’t
risk his life in battle) instead of
the truth, but Duyere won’t be
denied.

-

."*-'. "“1‘-[ 'l'. ¢ ‘L -::" F
’g .5;- =S S

- _ e .

W T Wait! [ detect two groups of ATACs,
“P ) both in iront of and bebind us
oA

S ————— I —

A Kamorge is in the middle of
telling his son to chill out (using
much bigger words than [ know)
when the party 1s ambushed on
both sides. Kamorge recognizes
them as elite Imperial troops.

-
Then | shall merely Tight with more ]
caution Faulkner. Have you another
| excuse to proifer?

;

-

" Alright, Prince. You may accompany hip
me...but you must promise to obey 9
| my orders at all times.

- ——————

A After po'mting out that Duyere’s
ATAC isn’t at full strength, Faulkner
finally relents, under the condition
that Duyere fully complies with his
orders. Duyere says that he will, but
he’s a notorious fibber.

Wissi
Briefing
Interview

Chapter 2 after Bandit Brigade

A Take care of the usual pre-mis-
sion business (save the game, talk
to your pals to boost their morale,
and gaze upon the Brief-

ing), then begin Mission

3: Tragic Farewell.




What To Do Now...

Now that you’ve reached Mission 3 - and the end of the manual - you’re on your own.
That’s why (shameless plug activated!) we strongly suggest that you pick up the one
and only VANGUARD BANDITS™ Official Strategy Guide. This milestone
publication is, to the best of our knowledge, the first hardcover hint book in the history
of strategy guides; it also features a lovely leatherette binding, a foil-stamped cover, a
full-color dust jacket, and three bookmark ribbons for easily-confused readers to keep
their place(s). But what about the inside of the book, you ask? Here’s what you’ll find:

Strategi es! The best and easiest techniques for completing all 56 missions.
Storyc]lecks! Summaries of every shocking plot twist and dramatic development.

Cllar'l:s! Detailed statistics on all 32 ATACs, all the special attacks, all the skills, and
darn near everything else in Bandits.

Bio grap]lies! Intriguing information on the major and minor characters of Bandits,
including a two-page chart which indicates various family ties.

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

Poster Offer! Information on how you can get your well-manicured hands on

an exclusive and absolutely free (well, except for those shipping and handling charges)
VANGUARD BANDITS poster!

To order the VANGUARD BANDITS™ Official Strategy Guide, get yourself to

a local videogame store immediately and ask for it by name. You can also give us a
Jingle at (530) 243-3417, or visit our website at: http://www.workingdesigns.com,

and order this fabulous tome directly from us. Do it now! The fate of the world
(well, a geeky writer’s job, anyway) is at stake!




Mf’f;ffleﬂgns product is sold “as is,” without expressed or rrnplred warranty
rkir rgns is not liable for any losses or damages of any kmd esulting from

-~ with dated proof of purchase to the address shown below. =
This warranty shall not be applicable and shall be void if the defect in the
. product has arisen through abuse, unreasonable use, mistreatment or neglect. =
THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER "*_ ESENTAT
~ OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE WORKI .

NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT Wl (
LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING F
OR MALFUNCTION OF THE WORKING DESIGNS SOFTWARE PRODUC ;,
Some states do not allow limitations as to how long an implied wa
or limitations of consequential damages so the above limitations and/or &
not apply to you. This warranty gives you specific legal rights, and you m:
which vary from state to state. o

-~ Game Support and Customer Service
(530) 243-3417 extension 112
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