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O. Glossary

Active unit: The unit that you can control at the moment. Y ou can’t control non-active units.
After you set an action of the active unit, the unit reverts to non-active unit. Once it becomes a
non-active unit, you must wait for a specific time (which is called activity or action delay) to
control it again.

Activity (action delay): The number that indicates how much time remains for the unit to be
active.

Episode: The game is comprised of various episodes. When you finish one episode, the game
advances to the next episode. Usually, the next episode is pre-determined, but there are
various points where your action can change the flow of game. Sometimes you will
experience a completely different storyline, according to your choice.

Fighter: The mechanic (robot) on which characters ride and operate to fight each other. There
are two types of fightersin this game. One is the Mechanica Fighter that is based on the pure
mechanical power and the other is the Elemental Fighter whose power comes from the
elemental. In the game, it’s also called a unit. Usually, you can win the game by destroying all
enemy units.

Kradion: The country that invades Wefrad. The story begins from the invasion of Kradion.
Pilot: The person who controls the fighter.

Unit: The game term for the fighter.

Wefrad: The country in which the hero and heroine of the game live. The main objective of
the game is defending Wefrad from the Kradion invasion.

Youstrass: The place in which this story unfolds.
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1. Game Flovwchart

* You need a mouse to play Battle of the Y oustrass. Y ou can scroll the screen
or choose the menu by clicking the left button. Most operations can be
canceled by clicking the right button.

game Start

This is the title screen, which you can see after the game starts. Here, you can start the
game, continue the game from the previously saved position, or exit the game.

U

Prologueé

Each prologue is comprised of dialogues between characters. You can left-click to see the
next dialogue. The first episode starts without prologue.

!

Man Screen

This is the main part of the game. You can control your units to defeat enemies. If you
accomplish the winning term, the episode concludes and the story proceeds to the next

episode.

Battle Screen

When the battle initiates in the Map Screen, you can see the result of battle from the Battle
Screen.

1
Epilogue

Each epilogue is comprised of dialogues between characters just like a prologue. You can

left-click to see the next dialogue.

Intermission

You can equip/use items here. You can also save your current game or load the previously

saved game. [See 14. Intermission for details]

Prologue of the Next Episode
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2. Map Screen

* You will spend the most time at the map screen during the game. Thisis
where most actions come from. To understand this part of the game, you just
have to regard the map screen as a big chessboard. Here, you play your units
to fight against enemies. The main differenceis the concept of activity
(action delay) which decides when you can move your units. Every unit has
its own activity. The game turn is based on this activity. At the beginning of
the episode, every unit starts with some random activities |eft. If the number
of activities reaches zero, the unit is activated and can perform his operation
(That’swhy it's also called Action Delay). While the unit is activated,
everything stops until it finishes its own operation. This concept is different
from many other real-time strategy games. So, you are free to take as much
time as you need to decide the active unit’s action. Due to this activity,
sometimes you can use several ally units at atime before enemies take
action, or vice versa. Remember that in most cases, you can't control the
order of your units' action even if you decide all their actions. There are
some specia abilities [see 13. Special Ability] which affect this activity.
Further, the activity can change according to what you did in the last turn,
(i.e. the unit starts with the 60% of activity if it waited at the previous turn).
Y ou can see the remaining activity using the main menu Show Activity/Hide
Activity [see 3. System menu]. Or check the order of action by selecting the
main menu Ally List or Enemy List [see 12. Unit List]

Navigating the map by dragging the screen.
The unit with the blue square is the current
active unit. The orange bars below the units
indicate the remaining action delay value. You
can turn this off by selecting Hide Activity
from the main menu.

* Navigating the map screen: Onceit’s your turn to move your unit, you can
navigate the map by clicking at the 8 directiona arrows around the map
screen. Each arrow scrolls the screen to the respective direction. Or you can
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grab the field directly by left clicking at the field (not on units) and dragging
the mouse (the sword cursor will change into the hand icon). Y ou can do the
same at the tactical map screen in the bottom-right corner [see 4. Information

Panel].

* Checking the unit/field status: While navigating the map screen, you can
also check the status of each unit by right clicking at the unit icon [see 8.
Pilot status and 9. Unit status]. Right clicking on the empty field brings out
the field status [see 11. Field status]. Left clicking on the active unit brings
out the Unit Menu [see 5. Unit menu], otherwise it shows the area the unit
can reach at her next turn.

* Choosing the action of the active unit: Once you made up your mind, left
click on the active unit to bring out the Unit Menu. Using this menu, you can
give an order to that unit. If the active unit isan NPC unit or an enemy unit,
the computer will automatically control that unit without your inpuit.
(Naturally, you can only control your own units). Unit Menu is further
explained at chapter 5.

3. SYSTEM MENU

* At the map screen, you can always see the system menu at the right of the

game screen.

* There are two sets of menus. One for the file management and the other for
other functions. Y ou can toggle between these menus by pressing the Next

Menu button.
%

Save the on-going game. There is one slot for the Quick Save, and it is
performed without asking you anything. Normal save can be performed
only after you finish the current episode [See Page 16. Save and Load]. You

ick S can resume the game from this point by selecting Quick Load below, or

QU|C ave by pressing the Quick Load button at the normal Load screen [See Page
16. Save and Load]. There is one restriction, though. Once you use the
Quick Save, you can’t use this function for a while. The Quick Save is
re-enabled after some units move.

Quick Load |Load the Quick Saved game. You can use this anytime.

Quit Quit the Game.
Al |y List Display the Ally List window [See 12. Unit List for details].
En emy L ist | Display the Enemy List window [See 12. Unit List for details].
Show ACtiVitY/ Show (or Hide) activity bar at the bottom of unit icon. This also toggles
Hide Activity the display of map grid.




Battle of the Youstrass Team DarkLand Inc.
Game Manual

4. Information Panel

* The lower right section of the frame is the information panel. Here, you can
check some of the game-relevant information. The information panel is
comprised of 3 parts. Y ou can see only one part at atime. Thisis not much
of a problem since you can see most of the information without utilizing this
information panel.

* Each sub pand can be selected by clicking on the corresponding tab.

Map

The map sub-panel shows the minimized view of the entire map screen.
Red dots indicate the enemy units while blue indicates the ally units. The
yellow rectangle is the part of the map currently shown in the map screen.
You can move this rectangle by left-clicking the mouse and dragging it.
The map screen is updated automatically following your mouse
movement.

Info

This sub panel displays the information pertaining to the currently
selected unit (not always the active unit). The top section shows the name
of the fighter, the pilot and the elemental attribute. The next section
displays the summary of the pilot and unit status [see 8. Pilot Status and 9. Unit
status]. The third section displays the special commands available to the
pilot [see Special Commands]. The final section is the information about
the field on which the unit is standing [see 11. Field Status].

Misc
- This sub panel shows the name of the episode and what you should do to
Erplan L win the battle as well as the terms by which you lose.

The Crying [Dragon
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S. UNIT MENU

* You can choose the following commands at your turn. These commands are
available once you left-click on the active unit.
* Remember that not all commands are available at al times.

Special Us_e_ t.he special abilities of each.pilot. You can only use non-battle related

abilities here. Battle-related abilities are available at the battle menu, but you
can use the Potency here because it lasts for one turn. Of course, remember
that there is a cost to each ability.

Repair This menu is only available on the unit with repair ability. You can repair an
ally unit’s damage with this command. Wood Elemental Fighter, Yudendile,
has this ability along with enemy Support Fighters.

Attack Th_is menu is displayed when there is at least one enemy unit that your active
unit can attack. Once you choose the Attack menu, you have to select the
weapon you want to use. You can use almost every weapon without moving if
the enemy is reachable with that weapon. But some weapons, (mostly melee
weapons), allow you to use this command after movement. So, you can first
move near to the enemy and then attack it.

Move Move an ally unit. Each unit belongs to one of three moving types: Walking,
Hovering, and Flying. The movement range varies according to this type.
Wait If you have nothing else to do, you can skip your turn by selecting this

command. Your next turn comes more quickly if you did nothing but wait.
You can also choose to wait after movement if you have no one to attack or
don’t want to attack. In this case, your next turn comes more quickly than if
you have moved and attacked but not as quickly as if you did nothing. Most
Elemental Fighters gain 1/16" of energy at the next turn. So, you can use this
command when your Fighter runs out of energy. Furthermore, some pilots
gain Will Power if you choose not to do anything...

Status You can check pilot/unit status with this command. This command and
Special command are not counted as your unit’s action. So you can use
these commands as many times as you wish.
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6. BATTLE MENU

* Battle menu is displayed when you are about to enter the battle.

The attacking unit along with its basic status is displayed at the right. The big arrow-

Right like frame in the middle designates the direction of attack. Hit Rate is the probability
of hitting the enemy unit successfully with the selected weapon. Remember that the
target unit suffers no damage if the attack misses.

Left Defending unit along with its basic status is displayed at the left.
Bottom Here are the actual four commands that you can choose. The bottom sub-panel
displays quick help for the cost and effect of the selected Special Ability for battle.
Each end of menu displays the icons of battle-related Special Abilities [See 13. Special
Each | anility]. They are, from the top, Aim, Dodge, Power, Fortitude, Resistance, and
End Potency. You may choose to activate/deactivate any of these abilities except

Potency (which you should use before entering the battle) by clicking each button.

* According to your selection, the information screen at the center will be
adjusted automatically. You can refer to them to estimate the result of battle.

* Hereis the description of commands at the bottom.

Select Weapon This command is available only when you are defending, because

when you attack, you must choose the weapon first. The computer
automatically chooses a weapon against the attack. If you don’t like
the recommendation, you can change the weapon with this command.

Guard This command is also available when you are defending, since you

can’t guard while you are attacking. But when the enemy attacks your
unit, you can select this command to guard instead of counterattack.
Guard action reduces the damage by half, but the opponent’s hit rate
is doubled.

Dodge This command is similar to the above command. You can use this only

when defending. By foregoing your counterattack, you can elect to
dodge the attack. This reduces the opponent’s hit rate by half. Once
the dodge succeeds, your unit suffers no damage. But if it fails, your
unit suffers 50% more damage than usual. So be careful when you
choose this command.

Sart Battle Once you selected Special Abilities, a weapon, and tactic (when

defending), select this command to initiate the battle.
Now, what will be the result?




Battle of the Youstrass Team DarkLand Inc.
Game Manual

7. GENERAL STATUS

* The following fields are common to both pilot/unit status screens.

Name of the Pilot.

Element (Fire, Earth, Air, and Water) which the unit is based on.

Mechanical Fighters are displayed as Mechanical. High Elemental Fighters
have their own elemental which belongs to one of four elements. In this case,
the name of the specific element is displayed before the name of general
element.

Name of the Unit.

* There are three buttons under the portrait. Each arrow brings up the status of
the next pilot/unit. Center button toggles between pilot status and unit status.

8. PILOT STATUS

* Pilot Status Window, which is accessible from the Unit Menu, displays the
abilities of an individual pilot. The following abilities define a pilot. A higher
number means the pilot is better at that ability.

Att This affects the attack power of each weapon. 100 means the pilot can utilize
. 100% of the power.

Def The ability to defend against the enemy’s attack. The pilot with higher Defense
. suffers less damage from the enemy’s attack.

The measurement of how well the pilot can harness the power of the Elemental

Wave Fighter. This ability affects Arm., Bar., and Pow. of the unit.

AI m. This ability directly affects the hit rate of a weapon.

This ability directly affects the opponent’s attack probability. The pilot with higher
Dod. . ,
Dodge has a higher chance to evade the enemy’s attack.

ACt. Activity Modifier. The pilot with a higher number gets her next turn faster.

Willpower of the pilot. This is THE most important element in the game. Unlike

the above abilities which are fixed, Willpower changes during the game according
to the action of the pilot and his surrounding situation. It also affects almost every
Will other ability of the pilot (and some weapons). The circumstances which affect
Willpower vary according to each character. The Willpower also drops when the
pilot uses his Special Abilities. The Willpower usually isn’t carried to the next
episode. (After rest, pilot regains his usual state).

Level of the pilot. Each pilot gains experience after battle and if the experience
(Exp.) reaches 1000, the pilot gains a level. Next experience (N. Exp.) shows the
L e\/el remaining experience the pilot should earn before the next level. The experience
bonus increases if the pilot defeats a stronger opponent. Usually, level affects all
aspects of the pilot, and thus the strength of her fighter.
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O. UNIT STATUS

*  Unit Status window, which is accessible from the Unit Menu, displays the
status of the selected unit.

Hit points of the unit.
HP Hit points decrease if opponents inflict damage on the unit. When it reaches 0, the
unit is destroyed.

Energy of the unit.
EN Energy decreases after using a weapon with energy consumption.
Elemental Fighters regain part of their energy after rest.

Armor indicates the simple toughness of the unit.
Arm. | Armor reduces damage from a weapon which doesn’t employ Elemental Power
(Marked with N which stands for Non-elemental).

Elemental Barrier uses Elemental Power to reduce damage.
Barrier reduces damage from all weapons, regardless of their nature.

Bar.

M ob. | Mobility and movement type (Walking, Hovering, Flying) of the unit.

Power of the unit’'s Elemental. It affects everything. The elemental fighter with
higher power means a stronger fighter. It affects Aim/Dodge rate and damage.

Pow.

10. WEAPON STATUS

Nam{. f’i rtacl-: Rall"_t'.- J.:’H.;.m N‘L 2 {:t'i.l'. N‘L 5
Twin Sword @@ 980 10 3
Fire Blade & 1580 -5 12
Fire Ball 1180 ~ 10
Beam T30 ~ 0]

Femain.

*  The Unit status screen also lists weapons available to the unit. Here is the
description of the weapon window.

* It may be hard (or even impossible) to win the continuing battle without
understanding the particular characteristics of the weapons. So please keep in
mind the following information.

Name of the Weapon

Weapon with (N) Mark Armor and Barrier can reduce the damage from this

Name weapon.
Weapon without (N) : Armor is ineffective against this weapon. Only
Mark : Barrier can reduce the damage.

Weapon with (P) Mark ' The weapon can be used after movement.

Basic attack power of the weapon.
AttaCk Final damage is calculated based on this value.
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Attack range of the weapon.

Most weapons fall into two categories, Melee Weapon which has only one
Range number and Missile/Beam weapon which has two numbers (first one is the
minimum distance to fire, second one is the maximum distance). But remember
that most missile/lbeam weapons are unusable after movement.

. Aim Modifier.
Alm M. |1tis added to the hit rate after all the adjustments to produce the final Hit rate.
Most of the powerful weapons have a negative modifier.

i Critical Modifier.
Cl‘lt_ |\/| Sometimes the attack can result in critical hit, which inflicts 50% more damage
to the target. This modifier adjusts that probability of Critical hit.

Energy Energy Consumption of the weapon.
Some weapons don’t require energy. Most of the powerful weapons require
Consum. | high energy to fire.

Remaining bullets for the weapon.

. Fighters can only carry a limited amount of missile weapons. Those weapons
Remain. | use this field to show how many bullets are left. Unlike Energy, you can't refill
your bullets until you finish the current stage. So be careful when using a
weapon with limited bullets.

Some weapons can only be used when the pilot reaches some specific

i Willpower. This field displays this Willpower requirement. If you can’t use the
Will Req_ weapon when there are sufficient energy and bullets, check this field. By the
way, note that some really powerful weapons even consume Willpower after
use.

Note to the bottom icons

When you attack a fighter based on the Elemental, there is an additional modifier to the attack
power of a weapon. This modifier is listed as S-A-B-C-D (S means superior). Standard rank is B
and as the rank increases/decreases the damage is modified by 10%.

Water | The Modifier against a fighter based on Water Elemental.

Air The Modifier against a fighter based on Air Elemental.

Earth The Modifier against a fighter based on Earth Elemental.

'S Fire The Modifier against a fighter based on Fire Elemental.

ﬁ Other Mechanical Fighters (and even some rare Elemental Fighters) are not based on
' a specific Elemental. This modifier is applied against those fighters.
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11. FIELD STATUS

* You can bring out the field status window by right clicking on the field.
* Without utilizing the terrain that gives you the most benefit, the victory may
be impossibleto achieve...

Conceal Conceal (Soft cover) effect. The field obscures the fighter. When the fighter
is located at this location, it receives a specified dodge bonus.

Defense (Hard cover) effect. The field actually protects the fighter from the
Defense attack. When the fighter is located at this location, it receives a specified
defense bonus and thus suffers less damage from the attack.

The is bonus/penalty from the field to the fighters based on the Water

Elemental. The code is the same as that for weapons (Field with Water S

Water gives +20% bonus to the fighter based on Water Elemental, A +10%, B 0, C -
10%, and D -20%).

Note that unlike the weapon adjustment, which applies when the target

belongs to a specific class, this affects the fighter located on that field.

Alr The bonus/penalty from the field to the fighters based on Air Elemental.
Earth The bonus/penalty from the field to the fighters based on Earth Elemental.
Fire The bonus/penalty from the field to the fighters based on Fire Elemental.

12. Unit List

* The two Unit List windows, which are accessible from the main menu Ally
List/Enemy List, display some of the important information regarding units and
their pilots. Here, you can check the unit’s hp, energy, name, armor, barrier,
mobility, and order of action along with pilot’slevel and will power. Y ou can
also control the order of display by clicking at the upper field of the window.

Level Will [Orded[]

l Yudendile Yuril
- Arm. 1@@ Bar. 710 Mob, & @

* When you click UNIT, Pilot, HP, Level, Will, Order, or EN, thelist is sorted
according to the key you selected (which is designated by the white rectangle).
The two rightmost icons control the sort behavior (ascending and descending).
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* Each field is the same one as you can see from the Unit Status window or
Pilot Status window except the Order, which is only displayed in this window.
This indicates when the unit’s turn will come. 1 means that it will come right
after the current unit, and so on. Even then the Order is not completely fixed,
since the activity can change according the each unit’'s action. Some special
abilities will aso affect the Order. Nevertheless, you can roughly examine the
Order of the units from now on, thus adjusting your strategy accordingly.

13. SPECIAL ABILITY

* Specia Abilities are the powers each pilot can use by consuming his

Willpower

* There are many abilities, but they require significant amounts of \Willpower.

* The first five commands are directly related to combat and thus available
only at the battle menu. Potency and other abilities can be utilized before
entering the battle.

* Whether you will use them to gain the direct benefit, or save them for the
overal long-term gain... That's what you have to decide.

Aim Increases the pilot’s hit rate by 20% per Level. Level is displayed at the
right of the name (or Icon in the Battle Menu) of each Special Ability.
DOd e Increases the pilot’'s dodge ability against the opponent’s attack. This
g effectively decreases the opponent’s hit rate by 20% per Level.
Power Increases the damage by 20% per level when the attack is successful.
: Decreases the damage by 20% per level when the unit is hit by the
Fortitude | oo hent.
Gives the pilot the power to resist an opponent’s special abilities. Thus it
. has no effect if the opponent doesn’t use her special abilities. But if she
Resistance | does, Resistance can reduce all an opponent’s special abilities by the level
of Resistance used (i.e. when opponent uses level 2 power and you use
level 1 resistance, the opponent’s power level becomes level 1, effectively).
Potenc Activates all four combat abilities, (Aim, Dodge, Power, Fortitude)
y described above, when used. Lasts until the next turn.
Talent Enables the pilot to gain more experience at the next battle. The experience
from the battle increases by 50% per level.
: Restores HP of the unit by 10% plus 10% per level. Can be used only on
Restoration pilot’s own fighter.
Haste Reduces the time required for his next turn (action delay) by 20% per level.
Sni in Increases the range of weapon by 2 cell per level. Only affects the long-
p g range weapons without p mark.
S I’iﬂt Enables the fighter to move its mobility plus 2 cell per level for the next
P movement.
Heal Same as Restoration, but can be used on other fighters.
; Enables the fighter to act again after his normal turn. This ability is
Awakemng effective right after his current turn.
S irit Enables the fighter to use an energy-consuming weapon without
P consuming energy.
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14. Intermission

* Once you finish the episode and the epilogue concludes, you can see the
Intermission screen.

* Here, you can utilize items you obtained during the episode [see 15. Item for
details] or perform save/load of the game [see 16. Save and Load for details

* Thefirst section lists the items currently available to you. The next section
provides some brief information. (When the cursor is on the equippable item,
this section also shows the icon of the unit that is currently equipped with that
item). To use theitem, select the item you want to use in the first section. The
cursor will change into the item you selected. Now you just have to select the
unit you want to receive the item. (Remember that consumabl e items disappear
after use). To prevent the accidental use of items, thereisa‘Confirm Item use’
check box in the last row. Check thisbox if you want to get a confirm message
before applying items.

. Bar. Pow. Nmb.

=

Debiker 625 29 o

Garcia

Huben Drake

"oy

Rimstol

YwER
? Tienark
E3
Confirn

11"[ termission itEH USE

+ The above section of the Intermission window shows the short summary of
the unitsin your army. Y ou can sort the list according to each key by clicking
UNIT, HP, EN, Arm., Bar., Pow., or Maob. field. The two right-most buttons
control the sort behavior. The icon displayed to the right of the name of the unit
Isthe item equipped by that unit. The unit can equip only one item at atime.
Save/l oad buttons invoke the save/l oad window that will be explained shortly.
To return to the title, press the Quit button. When finished with everything, press
Next Stage to proceed to the next episode.
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15. ITEM

* Sometimes, you can get items from the enemies during the battle. These items
only appear during the intermission.

&
Choose the item you want to usefequip

There are two types of items (Consumable and Equippable), Equippable items (second
row) give special effects which sometimes can't be obtained otherwise, and are usualy
more powerful than consumable items. Each fighter can equip only one equippable item.
Consumable items (first row) disappear after use but increases the ability of the fighter
permanently.

* You can use/equip items at the intermission screen between the episodes.

Stone The lowest-grade consumable item. Increases the fighter’s ability slightly.

CI‘ Stal The medium-grade consumable item. You can usually get it after
y destroying stronger opponents. Increases the fighter’s ability moderately.

Ol‘b The highest-grade consumable item. Orbs can greatly enhance the ability
of the fighter. Naturally they are fairly hard to get.

Fire Class SN B Firc class items increase Max HP of the Fighter.
Earth Class &
Air Class

Water Class

:‘.’:f“!' Earth Class items increase Armor of the Fighter

:’ .; Air Class items increase Barrier of the Fighter

e Ry ‘ Water Class items increase Max Energy of the Fighter

Wave Class B H‘ . Wave Class items increase Power of the Fighter
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16. Save and Load

* Y ou can access the save/load panel during the intermission or at thetitle
screen (load panel only). You can save up to 5 games at atime.

* At the save panel, you just have to choose the slot in which you want to save
the game. The game will be saved at that slot. It'susually agood ideato save
the game after finishing the episode. Sometimes, you will probably want to keep
the save file before making a choice in the game.

* To resume the game, select the slot from which you want to load the game.
To help you remember where you were, each dot displays the title of the last
episode and the date/time of save aong with the current aly units.

* Usually, you can save the game only when you finish the current episode,
not during the episode. But thereisanother special save method that is
called Quick Save. Quick Save allows you to save the current game during
the episode. Thereisonly one dot for the Quick Save, and arestriction to
prevent the over use of Quick Save. The Quick Save button isenabled at the
start of an episode. But once you Quick Save the game, the button is
disabled. So you can’t Quick Save the game successively. The button isre-
enabled after some specific number of unitsmove. It’sa good idea to
reserve the Quick Savefor an important moment. Unlike Quick Save you
can Quick Load anytime you want, either at the map screen, intermission
screen, or at thetitle screen.
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