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This official seal is your assurance that Nintendo has reviewed this product
and that it has met our standards for excellence in workmanship, reliability
and entertainment value. Always look for this seal
when buying games and accessories to ensure
complete compatibility with your Nintendo product.

Official

All Nintendo products are licensed by sale for use only with other authorized
products bearing the Official Nintendo Seal of Quality.®

EVERYONE This product has been rated by the Entertainment

| MILD ANIMATED VIOLENCE " " Software Rating Board. For information about the ESRB

rating, or to comment about the appropriateness of the
rating, please contact the ESRB at 1-800-771-3772.

THIS GAME PAK WILL WORK
OMLY WITH THE GAME BOY®
COLOR VIDED GAME SYSTEM.

=

NEED HELP WITH A GAME?
For free, automated game play tips and news, call Nintendo's Power Line at:

) _ 1-425-885-7529
This may be a long distance call, so please ask permission from whomever pays the phone bill.
Rather talk with a 9m counselor?
1-900-288-0?07 [U.5. $1.50 per minute) ~ 1-900-451-4400 (Canada $2.00 per minute]

- @ p.m. Pacific ime, Monday - Saturday, & a.m. - 7 p.m.
Callars una‘m qge 8 need to oblain pamnial'pem-ss-on to call fmcﬁ.s sub,m change]




Though there had been lh[nnlgllu
Azarel's HFIM,H

lhglouljlm border for nearly a century, Que .




Choose to play as either the Humans or the Beasts. Press left or right on the + Control

Pad until the side you want begins flashing. .

Play: Start a new game, load a saved game or replay a
previously completed scenario.

Option: Turn the music and sound eﬂeds on or off, or listen
to samples. e

VS: Play a multiplayer game usmg the Gwe Link® cuﬂo T

Armies: Manage your armies for statistic-based multiplayer 1 i ini-ba

Extras: ‘Review hints you have seen, get info on your Wizards an !{'utle Wizards
with a friend via the Infra-Red Communications Port,

flash at the bottom of the screen:
the A Button to get started.

Play: Begin a new game (the
the highest level you have
Load: Resume
after you have
Replay: Repﬁhr
+ Control Pad fo :
for each. (This oyﬂon
Swap: Switch I:eiween

pugh the available scenarios llnd see the’ hest time and score
peur only after you have completed a mission.)
ying as Humans or Beasts.



Trees (Fuel)
Enemy Unit
Mine (Gold)

Construction

Grunt
Barracks
Form
Knight

Main Hall

Unit Lost: A skull will appear when one of Place the cursor over a
Ll '""," ipdastroyed by an snemy. construction site or building where o new

n Alarm: You will see a ringing bell when: ,am-]r‘ﬁwhmm’d‘ 1

your main holl is attacked by the. [
: : m A white ﬂ indicate
o how far the coﬁipcﬂng or
training has prngr&ml.

how helthy or damaged it i. Asold BN b has i red sl
white bar means the - il igh'it, you do not have
completely he at the food 10 train o nu%k!ou will

has taken no ﬂuﬁl TS G to build o new form. The gold

: symbol IS] or fuel ﬂmbol (F) will turn
Ilulllﬂig M wﬂf into a red circle with a slash through it

appear here when you order o Grunt or when you don’t have enough of that

Goblin to start construction. See page 20 résource fo frain a new unit.

for more details on how to build. !






Place the hand cursor over the building you want to
destroy, then press nml hold Mund B lyﬂpns slmullnneonsly Some buildings cannot
be destroyed. i

to move fhe cursor at double speed.
w et T

Press SI'AR'I 8

B
Hold the B Button while using the + Control Pad

You will use o 'vn"riety of different cursors in the,
change depending on the s;iuuﬂnn,

. The cursor will automatically

T LR

you to control your army.

. Select a unit or group. Tr?wudl[mlﬂm Ilumu:s
} or ) or refrieve a previou
ke | saved W:gr%n&o; a templbfm !

Command the selected Demolish one of your own buil 5
the specified location. th the A and B Buttons af
io get this icon

bk o ' e

single team.
unit, ‘down both SELECT' the

i * Aor B Button to gef this icon.

Tell o Grunt work, A
speuﬁc work done will deper on whnf The building i€ already in use and cannot
is torgeted. \: be selected again.
Order a fighting lliifdr Wbml fo

The selected unit cannot do anything
attack an enemy unit or building. where the red "X" appears.
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Grunt (Human) / Goblin (Beast)
Cost: S50 o St Ny
Training: 1 he

M , press the A Bumn
Abilities: These are the worker units. They collect resources, construct and
repmr buildings and demolish enemy structures.

Kﬂ‘lghl / Wurrlnr i o | k.
Cost: 5100, Mol
Trainings® ﬂurruclr.s or bra press Ille A Mﬂn

Abilities:  These fighting unﬁ&q ‘:” 0
They are slrunger than archers and can guard IlllHngs ‘and other units.

4 from heights. They are

Elven Archer / Skeleton

Cost: S50 + 10 Fuel

Training: Barracks or brawling pit, press |

Abilities: Skilled with I:om n il_;ﬂ'lims, nrthers can attack from a distance and
against Dragons and can guard buildings and

other units.

Dragon .Aw-‘ri I I —
Cost: Finde : il ”;I TS R
Training: Rais elml mmu i b
Abilifies: Wﬁh Illfm to fly and by :

deadly fireballs, Drhe
powerful ; ed only by other Dragonis and units or

buildings capable of firing arrows. Each player may commarid only one Dragon at
more fhan one Dragon on a level, you may use the second

a time. If you hatd
one only after the first one has been defeated. Also, on some levels, you must
destroy all enemy Dragons in order to complete the mission.



When you find a Wizard, return him to a temple to store him in your Wizlist. You can
then use him in (umpnlgn mkW ‘add hisn to an army for a two- player face-off (see
Armies on pg. 27). \!oq,,.mf trade with nnoiher“u'locied Game Pak in order to collect
all the W‘zlmls (sg;»pg 32). .

resources _
Placement:

Some leuﬂls quI ally with only the Humans or only the Beasts, while others are
mercenaries and will j |n|n enhe; side. The following « ure1nsi a few of Ihe Wizards you

will encounter.

\Pliument:r ear target thI.I

1.|}|‘.|_ it

’7 V Bombwiz . .

, *'18 Alignment: Mercenary
/ Magic: Turns enemy units into hombs ﬂlnt explode damaging any
nearby buildings and units

Placement: Near target

< : Torns eniemy units info pigs, which are weak but still do
Al some dumuge if they attack -
Placement: Near farget

16



Poxwiz
Allgnmen!' Mercenary

; nnd friendly units with fatal Blobby Pox.
1 diseased unit is red before the virus runs its course,
unit will pop" und spmld the virus to any nearby units.
Placement: Neur target TR |

causing damage to any

(]

iy wounded
nits directly. y

:.frlendly uniis .
 Placement: Ned

I‘\.I

19




To create a building, select a Grunt or Goblin. Move the bracket cursor to the area where
you want the structure ‘.° h““ then pre ﬁ,ﬂln B Button.

The list below dsi ribes the icons that will appear af ille battom of the screen. Press left
and right on Iio-r Control Pad to select an kon, then press ﬂte A#uﬂuﬂ to hgil
r.onstrudion.

Can:ei buildi ?Iﬁiir:.is Hl
gold or.fdel fo pay for the

mBmldnfurl. nlre

u Construct bnrmcks or.a brawling pit.

Guard Tower
Cost: ST100 + 40 Fuel

] Purpose: Guard towers gq!wm any enemy units
within range. d

8 fures are used fotrain new Ilmghts and Elven
Ar:hers or Wwﬂm Hléﬂ;ehm g\

Purpos_e'  miain hall is vsed to train new / Grunts of Goblins and to raise
young D .. )i

Temple
Cost: Cannot build
Purpose: Wizards are stored and summoned from here.

Al
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effects are turned on, while an "X" means they are turned
off.

Music: Press the A Button to toggle the music heard in the
gome on or off. A music note indicates that the musicis
turned on, while an "X" means.itisitumed off.

SEX Test: Press the:A'Button to listen to the music qnll snlnd eﬂeﬁs used in the
game. Press yp‘and down on the + Control Pad to switch betwe and Sound
Effect. Ther press left and right to seroll through the available f h'g and press
the A Button to hear one. When you are finished, press I'Ile B Button fo return

to the Main Menu.

Cheats: Go here to see any secrets you have fnund l'ﬂlis option will appear only
after you have uncovered a secret.)

ex: F ]
SFX TEST|
A
RESET |[# -1\

Reset:
Set Name: Change the name you have saved.
Campaign: Erase the gome data you have saved and restart your game from
the beginning of the first scenario. ! &r army and Wizard infnnnnﬁnn,
however, will not be delefed.
Game Pak: Erase all the data mad on your Game Pak, including your army
and Wizard hfnnnuﬂnn. '
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A few multiplayer maps will be available the first time you play-you must find the
others in the single-player game: To play a multiplayer game, connect two Game Boy
Color systems, each with o Warlocked Game Pak inserted, usmg a Game Link cable (sold
separately). : .

The first player to choose VS on the Main Menu will play as
the Humans; the other player will.control the Beasts. On fhe
Head 2 Head Screen, press SELECT fo switch sides. Press left
and right on the # Control Pad to scroll through the available
game maps, then press the A Button’ 0 play.

N MCTETTEN,

GOLD RUSH

26

¥ See how many of eudl uml and Imiltlmg ynu have available and
how much gold you have saved. ¢

Create and adﬁ u'mlns for use in a two-player face-off. Use units,
buildings and gold you have collected in the single-player scenarios to create your own
custom armies, which you <an then test ugﬁinst a fri Irlend s army.

e i ! n..\_:_‘

You may save up Mf3! onﬁﬂ To create an mﬁh hlight an emply s%t by
pressing vp and "\!{ . _Ille + Control Pad, then press the A Button.

On the following screen 1o§\uiﬂ see five wave slofs. Press vp and :Iown on the

+ Control Pad to highlight an empty wave slot and press the A Button. The question
mark to the left of the slot will light up.

i




Next, press up and down on the + Control Pad to scroll through the available units. The
number on the left-hand side of the screen indicates how many units of that type you
have saved. Press right on the + Control Pad to add units to your army or left to remove
units. If you want to add more units fo your army than you have saved, money will be
taken from your lmnk (shown at the bottom of the screen). Once you have finished
adding units to the wave, press the A Button. Then press up and down on the + Control
Pad to move on to another wave. ;

Number in wave
Elemental power
.rf Elemental type
Bank

Number sﬁned
Name o

When you have finished entering units.into each wave, use the + Control Pad to highlight
"OK" and press the A Button. You must have af least one unit in each wave before you
can complete your army,

28
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Finally, you must enter a name for your army. Use the + Control Pad to move the cursor
to the appropriate letter, then press the A Button to enter it. When you have finished,
move the cursor to "OK" and press the A Buttoni

Press up and down on the + (ufrnl Pad to highlight a slot with a saved urmy, lllen
press the A Button. You will then see a screen displaying how - -
many of each unit are in each wave of the. selected army. The

Experience Points indicate how r mnly battles Iluli mly has
won. i it

A: STATUS

T
CEE L08 =
e

J" ,-'.

Press left and rigﬁl i t i Control Pad to s:rn]l ﬂlrough the
icons at the bottom of the screen:

Fight Army: Send the currently selected Home Army info battle against a

i Visiting Army in your list.

B: EXIT

29




Trade Army: Accept a friend's army as a Visiting Army using the built-in
Infra-Red Communications Port. Line up the arrows on the tops of two
Game Boy Color systems; euch with a Warlocked Game Pak inserted, and
press the A Button to conduct the trade.

Recyde Army: Disperse your troops, mnkhq ihem available for use in
another army.

Back to List: Return'to the Stored Armies S(reen

i AR T

Once you huve de!eulaic \"'shhg Anay emer _
review thes@sults of that bcmle. i
Return to the Main Menu.

To test your army against o friends; you must first trade with him. His army will
become a Visiting Army in your Army List (see Trade Army above). Next, choose
Fight Army (see pg. 29) and select which Visiting Army you would like to battle.

30

The two armies will face off, each starting with the units in its
first wave. As one of an army's waves is defeated, the next :

wave steps up to take its place. This will continve til all the
units in o single army have been Mﬂl‘ﬁ- e

Each unit type in Armies Mode has an

fire, air or water. The elements "utll other in Ihe

following ways: (i g
Earth beats water. W it
Fire beats gir. i il o
Earth and fire ¢ pu equal, and water and tlir

RN apatie it 3, ST

_‘Hnm Deals lire

If your army wlns, a code il appear on the Stored Armies Screen. Select Check Code
(see pg. 30) to review the results of the battle. To take all the units from the defeated
army and add them to your own supply, highlight the defeated army on the Stored
Armies Screen and press the A Button.

If you lose, however, you will lose the defeated units forever.
3
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Hint Review: Press left and ﬁghl on the + Control Pud to scroll through hints you
have found in the gmhe, ‘W,..m N NG

Wizard Data: Pres down on the + - Control Pad to scroll through the Wizards
you have saved. Press the A Button for information ﬁi’ﬂe highlighted Wizard. On the
information m‘een, press up and down on the + Control Pad to scroll ﬂlrollgll
Wizard Exdmnge Trade one of your Whnrds for oqe of you frmﬂ'!whg the built-
in Infra-Red Communlmh,,____ rt. Line up the on the tops of two Game Boy
Color systems, eachy Warloc f
conduct P:I:;é&de Once lhe fra
will appear on your screen, Nofe: |

to.collect all the'Wizards.

the text.

This section is tlesigned to help you get started b

guiding you step-by-step through the
ay along as yuu read. You'll be

first two Human levels. Grab your Ga

You can review your mission briefing at any time during the game by pressing
START to access the Pause Screen, then selecting the scroll icon.

-
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Next, with the'same two Grunts selected, move the cursor over the stand of trees in the
southwest 1/of the map. When the cursor changes to an ax press the A Button.
Grunts A and B will begin to ha take it to your main
hall. After they drop off their tlnppmg

You will start with four Grunts. To make things easier, these

workers will be referred to as Grunts A, B, C and D. This will

be a peaceful mission-you won’ f ﬂly enemiies, so
.__-. [ eoldi Lal/L ).",;‘ ».1 > ¥

Check up on your Grunts occasionally. They may run out of things to do or even get lost

Start by selec
on pg. 10) ﬂ,!l in the woods! If so, they'll need some help from you to get back on track.
hall. YOl ut |1 LA g it i
more of Now let's get b
it contains w||| i Pretty soon
scroll, press chest and dlo
deselected when the!

To review scrolls you've seen, select Extras on the Main Menu, then choose Hint
Review.

3 II‘EE“':-f Ml 3




Scroll back to the main hall and select Grunt C, who has been patiently awaiting your
orders all this time. Send him northeast to find another scroll. Just a few steps north
of the scroll is a large cave~don't go in yet..Let Grunt C continue to look around, since
he's starting to get the llqug of it. Send him a'little farther, then press SELECT to give
him a break.

Grunt D should be well rested by this time, so scroll back to ibe southeast corner of the
map and select him using the hand icon. Next, target the cave—which is actually o gold
mine~to tell the Grunt to start digging. “He'll bring out $50 worth of pld at a time and
automatically take it fo the main hall, As with the Grunis harvesting fu
continue gathering gold until they hmuﬁﬂed all of it. | i ,'_-r

While his three coworkers are busy malillg and chopping, send Grunt C all over the map.
Be sure to uncover every.bit of terrain and pick up any goodies you come across.

Once you've checked out the entire map and seen all there is to see, get all four of your

Grunts busy mining. Any gold you have collected at the end of the mission can be used to

36

the miners will

build your own-armies (see Armies on pg. 27), so you'll want to get as much as possible
before completing your main objectives. When ynur Gnmts have mined all the gold, the
mine will collapse. g <

When you move the cursor over the mine, the amount of gold left will show up in the
center of the bar at the bottom of the screen.

At this point, the only thing left to do is build the three farms. Select a Grunt-they're
probably all hanging around oufsidp the defunct mine by no move the cursor over
any open plot of land nearby. Ihsbhg brackets surrounding the arrow cursor indicate
that the area is svitable for construction. Press. the B Button to make the building icons
appear at the bottom of the screen. (See pg. 20 for more on bilding.) At first, the circle
with a slash through it will tlash. Press right on the + Control Pad.fo make the second
icon—a farmhouse—flash, then press the A Button so that the appropriate Grunt will get
to work. Repeat this process two more times. Then, as long as you have the amount of
resources Queen Azarel requested, your job will be done.

3
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The second Human mission will introduce the fighting units—Knights and Archers—as well
as the first of many Wizards. Yng,u,nﬁedlm here are to build barracks, train soldiers
and wipe out the hq;ﬁ,:l-h\"%‘s what you should do.

First of ull, sohcl Grunl D and have him start collecting Iumﬁr to the north of the main
hall. Next, select Grunts A and B, have them pick up the sue‘!ml west of the main hall,

then send them to the ga!d mmg nM,porﬂL ol

Grunt C is goingdo'be) your main explorer, so send Ilim‘ west.
treasure chest dlong the far edge of | ap. A i th, ther

farmhouse, and you'll notice a Beast Varrior just past that. You're not prepared for a
confrontation just ye; so have your Grunt head east mls‘furt mining.

This is a good time to save your game. Press STAR'I' fo access the Pause Screen.
Highlight the chest and press the A Button lvrlto, then highlight the hourglass and press
the A Button to return fo the game. -
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Now go back and check on Grunt D who has been chopping trees. When he has
harvested all the lumber, have him build o barracks in the clearing. This will be close to
the enemy, so you won't have to move your ixoops very far. To start construction, select
the Grunt and move the cursor—an arrow with brackets surrounding it~to an open area
in the clearing. Press the B Button to bring up the building icons, then press right on the

+ Control Pad until the last icon-o shleld—ls flashing. Finally, press the A Button fo tell
the Grunt to start building. i
When the construction is mmphled, move th wrsur, whkihmn into a stick flgure,
back over the barracks. Press the A Button fo train a Knight. The cursor,will change to an
hourgluss while the new wnit i being trained, and a w ite bar at the bottonof.the
screen will indicate m the training has progressed. Continue to train Knights until
you have a total of five. \.{

e

To turn your five Knights into a team, first select them all af the sume time (see pg. 10).
To assign them to Team A, hold both SELECT and the A Button at the same time. Before
you take them into battle, save your game.
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Once your force is lnrger ; w“’ dlear the area of Beasts. Send 'I'm%
toward the nnrﬂnm way lhrwgh the Warriors and m

IL
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