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WARNING: READ BEFORE USING YOUR PLAYSTATION®2
COMPUTER ENTERTAINMENT SYSTEM.
Avery small percentage of individuals may experience epileptic seizures
when exposed to certain light patterns or flashing lights. Exposure to certain
patterns or backgrounds on a television screen or while playing video
games, including games played on the PlayStation 2 console, may induce
an epileptic seizure in these individuals. Certain conditions may induce
_previously undetected epileptic symptoms even in persons who have no
history of prior seizures or epilepsy. If you, or anyone in-your family, has an
epileptic condition, consult your physician prior to playing. If you experience
any of the following symptoms while playing a video game - dizziness,
altered vision, eye or muscle twitches, loss of awareness, disorientation,
any involuntary movement, or convulsions — IMMEDIATELY discontinue use
and consult your physician before resuming play.

~ WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it s of the LCD

type. Otherwise, it may permanently damage your TV screen.

. USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your
warranty. Only official or licensed peripherals should be used in the
controller ports or memory card slots.

i HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

t o This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.
Do not bend it, crush it or submerge it in liquids.

Do not leave it in direct sunlight or near a radiator or other source of heat.

Be sure to take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.

Y

90-DAY LIMITED WARRANTY

Bandai America Incorporated (Bandai) warrants to the original consumer purchaser that
this Game Pak ("PAK") (not including Game Pak Accessories shall be free from defects in
material and workmanship for a period of 90 days from the date of purchase. If a defect
covered by this warranty occurs during this 90-day warranty period, Bandai will repair or
replace the PAK, at its option, free of charge.

N

To receive this warranty service:

1.D0 NOT return your defective Game Pak to the retailer.

2.Notify the Bandai Consumer Service Department of the problem requiring warranty
service by calling: 1-714-816-9500. Our Customer Service Department is in operation

from 9:00 A.M. to 5:00 P.M. Pacific Standard Time, Monday through Friday.

3.1f the Bandai Service technician is unable to solve the problem by phone, he will
provide you with a Return Authorization number. Simply record this number on the
Joutside packaging of your defective PAK, and return your PAK freight prepaid, at

~ your risk of damage, together with your sales slip or similar proof-of-purchase within
the 90-day warranty period to:

Bandai America Incorporated
Consumer Service Department
5551 Katella Avenue

Cypress, CA 90630

This warranty shall not apply if the PAK has been damaged by negligence, accident,
unreasonable use, modification, tampering, or by other causes unrelated to defective
materials or workmanship.

REPAIRS AFTER EXPIRATION OF WARRANTY

If the PAK develops a problem after the 90-day warranty period, you may contact the
Bandai Consumer Service Department at the phone number noted. If the Bandai Service
technician is unable to solve the problem by phone, he may provide you with a Return
Authorization number. You may then record this number on the outside packaging of the
defective PAK and return the defective PAK freight prepaid to Bandai, enclosing a money
order for $15.00 payable to Bandai America Incorporated. Bandai will, at its option,
subject to the conditions above, repair the PAK or replace it with a new or repaired PAK.
If replacement PAKS are not available, the defective PAK will be returned and the $15.00
payment refunded.

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED
TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE
CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL BANDAI BE LIABLE FOR
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY
EXPRESS OR IMPLIED WARRANTIES.

The provisions of this warranty are valid in the United States only. Some states do not
allow limitations on how long an implied warranty lasts or exclusion of consequential or
incidental damages, so the above limitations and exclusions may not apply to you. This
warranty gives you specific legal rights and you may have other rights which may vary

from state to state.
N\ S
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The RX project produced the high

RX-78-2 GUNDAM

This is the Federation’s ultimate

performance mobile suit Gundam. Will it fighting machine. The first mobile

be enough to save the Federation from the

brink of defeat?

suit equipped with beam weapons.
It is the most versatile model of the
RX series.

M CONTENTS

This is the mass-production version of RX-78.
Although complete with a core block system, this
model was stripped of all nonessential equipment.

155 ¢5/7i | A medium range artillery mobile suit designed to

Guncannon

support RX-78 Gundam. It is equipped with a core
block system.

A long range artillery mobile suit designed to support RX-
78 Gundam. It is equipped with a core block system.

A double turret tank. It was the mainstay weapon of an

earlier era. After the introduction of the Minovsky Particle,

mobile suits now rule the air, land, space, and sea.

ST Used:for scouting and reconnaissance operations. Their
(61518 airborne attacks are deadly.

You will have the option of
upgrading or switching to a
new mobile suit as the game
progresses. Remember to
always choose a mobile suit
that is best suited for your
mission objectives and
conditions.

UPGRADING MOBILE SHITS

(1 Mobile Suit Upgrade [
Example: MCPO Matt Austin

@ R
Upgrade

Higher Grade of MS-05
(1 New Mobile Suit (]

Example: Lt. Lou Roher

|

Upgrade

Getting Started

Configurations....

Prologue..
Game Start..
Start Mission..

Quick Overview....
Mission Preparation....
Team Setup....

Pilot Selection....

Route Setup..

Route Setup Commands..

Information, Advice..
Mission Execution
Mission Command Menu
All Team Commands
Sensors (Recon)

? Support..

Advance Codes..

Short Cut Commands..
MS Operation Controls
Mission Flow
Simulator
Hints

The Midnight Fenrir Corps..
Mobile Suits
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MEMORY CARD slot2 :
MEMORY CARD slot 1—, g dsclay
== — — — RESET button

(OPEN) button

USB connector 1]
S400 i.LINK connector
controller port 1
controller port 2

Set up your PlayStation®2 computer entertainment system according to the
instructions in its Instruction Manual. Make sure the MAIN POWER switch (located
on the back of the console) is turned on. Press the RESET button. When the power
indicator lights up, press the OPEN button and the disc tray will open.

Place the “Mobile Suit Gundam: Zeonic Front” disc on the disc tray with the label
side facing up. Press the OPEN button again and the disc tray will close. Attach game
controllers and other peripherals, as appropriate. Follow on-screen instructions and
refer to this manual for information on using the software.

The development of Zaku mobile suits gave Zeon forces a tactical edge
over the Federation. Try to maintain this advantage and win the war!

MS-05 ZAKU I

MS-06F ZAKU I

MS-07B  GOUF

MS-09 DOM




Here are some of the main players in the One Year War.

PRINCIPALITY EON

CAPTAIN GARMA ZABI

An heir to the Zabi Dynasty. He commands the Earth attack
force from California Base. He graduated from the officer’s
academy with Char Aznable.

LT. COMMANDER CHAR AZNABLE

Also known as “The Red Comet,” he is the
Zeon force’s ace pilot. He always wears his
signature helmet.

Also known as “The Blue Star.”
He is a seasoned veteran who
specializes in guerrilla warfare.

THE BLACK TRI-STARS

This team’s members are Captain Gaia,
Mash, and Ortega. They have an
unparalleled and unique attack formation
called the “Jet Stream Attack.”

CAPTAIN M'QUVE

In charge of Earth’s largest mining base, Captain M’quve
reports to Rear Admiral Kycilia Zabi. He is an avid antique
collector.

<

AMURO RAY

The pilot of the Earth Federation’s
Gundam. His war record is
unmatched, and he is also known as
the “White Ghost” to many Zeon
pilots

¢ CONFIGURATIONS ¢

L2 button R2 button
L1 button R1 button

Directional
Buttons

L @ button

Left analog stick © button
(L3 button when pushed down) T
SELECT button &) button
ANALOG mode button © button
START button

Right analog stick
(R3 button when pushed down)

Left analbg stick - - - MS Movement (hold down L1 button to run)
Right analog stick + - - Lock-on Site Movement (Camera View)

|

&) button + -+ « Execute, Open Menu @ button - - - Switch Sensors
@hbutton * - - Close Menu L1 button - - - Skip Message

Rlbutton - - - - - - = - - Attack
L2 button + R1 button - - - Manual Reload (During reload, you cannot lock-on.)
\@ button -+ - - - - - - - Use Support Equipment

-
Execute Shortcut using L2 button (Shift 1), R2 button (Shift2) )

L2 button + L1 button ON/OFF of Full Screen Mode
L2 button + @button  Launch Battle Code

R2 button + @button  Attack Formation

R2 button + @button  Retreat Formation

R2 button + ©button  Scatter Formation

R2 button + @button  Halt Formation

7,
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Lieutenant Sandra

Briefing Main Screen (all menus)
Direclional BU[[OnS soeeecine e siSalact anitem
®buuon ssssssesenscessnsseses Exacyte
@button essssssscsnsttesescsesCancel
L1 bul[on"""""""""""Skip Message Age: 28.

START button+=«++++++++++++++ Cancel Message A bit of a wild woman, Lieutenant

g Sandra isn’t much for presentation.
Team Setup She seldom wears her full uniform,

L1/L.2 buttone**+***esseeesseseQuitch Team and in combat, s}{e sometimes doesn’t
even bother wearing her helmet!

Lieutenant Sandra

Support Equipment Menu

®button tesscecenennesaaccces Add Support Equipment
©button s++eeeesesesesesssssssSyitch Support Equipment
@button teseeecnnnsasaaaceeess Defete Support Equipment

Technical Chief Migaki Technical Chief Migaki

©button ===+ =s=sessraceener Control Info ON/OFF B Age: 37.
© button ++#++eeeesseseecensins[olate Route in Map Display The corps' tef:hnica! chief. Hi.s
Left Analog Stick *++#++#+++++++Move Team Icon excellent technical skills sent him
3 g i along an elite career path, but he
Right Analog Stick®** * Change Camera View soon grew tired of the power
R1/R2 button *********+e=2++e2Point Jump (Forward/Return) struggles of the Zabi family.
L1/L2 button*** *** Switch teams His request for assignment to
SELECT button®+++++=++++=+++=Display Map the'c.orps freed hin.l from faction
\& politics and now his old
colleagues call HIM weird!

The Federation’s youngest pilot,
Lieutenant Agar is a fierce and hot-
blooded warrior.

Distinguished as an artillery officer,

| he is also a skilled mobile suit pilot.
However, when his rage gets the better
of him, he tends to get careless.

He despises the Principality of Zeon,
and he fights for the day when Earth

In Route Setup, press the © button and a | St ‘; , | will be free of them at last. He stands
X d : ; s 3 %7 n the way of Fenrir domination.

control diagram will appear. Following the

controls on the diagram will make Route

Setup easier.

3% Even with the DUALSHOCK® analog controller’s red LED light on, if the
“Vibration” mode is OFF, the controller will not vibrate. (See options p. 006.)




chlEF PEttlJ DFF'GEP Chief Petty Officer Manning
Manning
Age: 35.

A seasoned veteran whose skills range
from reconnaissance to offensive
missions, Chief Manning has never failed
to accomplish each of his objectives on
any mission.

A survivor of a unit based in the Gobi
Desert, Manning served as a pilot for a
short time before returning to M’quve’s
headquarters.

As soon as he heard about the Fenrir

Corps, he requested an immediate transfer.

He has served on the team ever since.

Lieutenant Renchef
P Lieutenant
Although he is a very skilled and Renchef

intelligent soldier, his brutal
personality has alienated him from
every unit on which he served.

As aresult, he fought for a number
of different units before being
assigned to Fenrir. A talented pilot,
Lieutenant Renchef prefers direct,
hand-to-hand combat in his mobile

suit.
Petty Officer Lee Swaggard

retty Officer Age: 27. :
Lee Smagqard Originally from Side 1, Swaggard

emigrated to Side 3 so that he could
fight against the Federation forces.
He was promoted to Petty Officer
for valiant service in the One Week
War.

A man of few words, he carries
out his duties faithfully and without
question. He is quite adept at
reconnaissance and offensive
tactical duties. He looks about 10
years older than he really is.

Lieutenant
Sophie Fran

Lieutenant Sophie Fran

Age: 24.

Her beauty belies a pilot of high
caliber and cool head. Don’t let her
fool you: she has looks to die for,
but if you fight her, you just may.

PROLOGUE

Over half a century has passed since overpopulation
forced humanity to colonize space. Now, hundreds of
gigantic space colonies orbit Earth and the vast majority

gf mankind has come to call these places home.

It is the year Universal Century 0079. No longer
willing to bear subjugation by the bureaucrats of Earth,
the people of Side 3 declare independence and announce
the formation of the “Principality of Zeon.”

To demonstrate their determination and resolve, the
newly christened nation implements “Operation British”
by dropping a space colony on Earth.

Since then, waves of secondary attacks have given
Zeon a tactical superiority over the Earth Federation for
the control of Earth territories...

...This is an elegy for the soldiers who fight
continuously on the frontlines for freedom...
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In Title Screen, press the START button to open
up start options. Select: NEW GAME, LOAD
GAME or MOVIE.

NEW GAME ....Begin your first mission.
LOAD GAME ..Continue saved missions, or begin

“Stage 2" with data saved on a memory card (8MB) (PlayStation® 2).
*You must have saved your cleared data from “Stage 1" to load data for “Stage 2.

View movies made for this game:

TRAINING

You can go through Training Missions before starting the
main game. Learn the basic controls and mission flow by
following the directions on the screen. The screen will take
you back to the Main Menu once you clear the missions. You may also visit this area

during the game by using the Simulator. (p. 036)

Select a menu item with the directional
buttons and press the X)button to confirm.

§ MISSIONS Play Mission.
‘@' BACKGROUND ....Confirm mission details:
g SIMULATOR.

@' SAVE/LOAD ... Use the up and down directional buttons te save or load data.

Execute with the X)button.

Turn the vibration mode of your DUALSHOCK®2 analog

controller ON or OFF.

OPTIONS
Choose between stereo and mono.

Select your preferred controller
configurations.

Decide on the game settings.

See top scores for each mission.

Ensign Niki Roberto

Ensign Niki Roberto

Age: 21.

Assigned straight out of the
academy, he remains an anomaly in
this group of skilled veterans. His
teammates call him “waterboy” and
describe him as an “experiment within
an experimental team.” Even so, his
combat skills are well above par.

Ensign Charlotte Hepner

Ensign Charlotte Hepner

Age: 19.

Assigned to the Midnight Fenrir
Corps straight out of the Zeon
Military Academy. Her highly
competitive nature makes her
stubborn in the best of times.

Though assigned to Fenrir as a
pilot, Charlotte serves as the mission
control operator in the initial stages
of many operations.

Master Chief Petty Officer
Matt Austin

MCPO Matt Austin

Age: 41.

A seasoned soldier, he has served
Zeon from the early days of Zeon's
Self-Defense Force. Outwardly
gruff and abrasive, Master Chief
Austin is a good man at heart.

Much to his chagrin, his fellow
soldiers have taken to calling him
“Old Timer.” A skilled veteran with
a Zaku I, Austin doesn’t like to pilot
any other mobile suit.

Master Chief Austin served as
assistant and advisor on Lieutenant
Roher’s first mission. The two have
worked together ever since.




Lt. Commander Garret Schmitzer

¢ START MISSION ¢

Lt. Commander
Garret Schmitzer

Commander of the Midnight Fenrir p
Corps. Age: 35. g E T i i MISSION
A career soldier, Lt. Commander At the beginning of each mission, you - — —
Schmitzer fought as a guerrilla will receive orders from the |
operative before the One Year War. commander. He will give a detailed s Amront) Descet
Once mobile suits went on-line, . PR ¥
explanation of the mission. Pay

he quickly distinguished himself as : N B
an outstanding combat pilot as well. attention and use this information in

However, the injuries he received in formulating your battle strategies.
Operation British cut his piloting
career short.
Under his recommendation, Rear
Admiral Kycilia Zabi formed the

Fenrir Corps. Because of his e Ce O “ Go to “MISSION” in the BRIEFING:

extensive tactical knowledge and e
combat experience, Lt. Commander MAIN SCREEN to read your mission

Schmitzer was given command of objectives.
this elite fighting force.

A cool and composed
commander, he leads this diverse
group of warriors with the skill
befitting a man of his experience.

S3ALLI3r0
S1394VYL

Receive a wide variety of mission Confirm the number of targets.
orders, such as the destruction or siege

Lieutenant Lou Roher ' of enemy bases,-and protection of

allied forces:
Lt. Lou Roher

Age: 25.

Graduated top of his class from
the Zeon Military Academy.
Although he remains distant and
aloof towards his teammates, his
cool decision-making skills and his
analytic prowess are unparalleled.

Generally a stoic and silent
soldier, he has voiced some
complaints about his assi to
the Fenrir Corps. 1 . Select appropriate weapons based on  Determine the location of your

He has served with Master Chief the information provided. enemy to achieve speedy strategic
Matt Austin since his first mission } superiority.
out of the academy.

MISSION MISSION

S3INANT 40 S3dAL




Mission Briefing

First, you will receive a detailed
explanation of the mission. Try to
fully grasp your mission objectives
and responsibilities. You will
decide your team formation and
attack routes based on this
information.

MISSION

Team Setup \

Second, you will choose your team’s
mobile suits, pilots, and armaments.
There are limits on how much equipment
you can load onto a mobile suit. Choose
your weapons according to the time limit
and terrain information provided. You
can listen to your teammates’ suggestions
by going to “Advice.” Listen and take
their advice into consideration, but
remember, you’re the boss!

WEAPONS

TEAM SETUP

ws

SN0,

SUPPORY

Route Setup I

During a mission, each team will
follow a separate route to the
target. In the Route Setup menu,
you can set a route for each team.
Decide on routes that will take
advantage of your teams’ combined
power.

Lt. Commander Garret Schmitzer is the founder and leader of the Fenrir Corps.
Armed with the latest experimental technology, this corps works exclusively with
mobile suits.

The corps was founded with-approval from Rear Admiral Kycilia Zabi, who saw
great potential in mobile suit warfare. The Fenrir Corps is comprised of an elite
group of tactical commanders, attack teams, and mechanics.




Switch Between Teams =
MAIN WERPONS I\ iss You can switch between teams by

k s KoL Seiioh ol ali TRt e i using the 4§ directional buttons
Each main weapon hds different Chdrdc‘tensnc in a.cc'uracy. power, and i u; us:e ags)e/:nsor and operate each team directly.
reload time, etc. A list of each weapon’s characteristics are charted Sensors. Be Sens The team that is not under your

g 2 5 the St sui ission’ jectives that is appropriate to your : 2 g
below. Select the weapons that best suit the mission’s objectives and Hgapp P! Vi T P A St
conditions. environment.

on according to its set route and
battle codes.

ype of Weapon Characteristics
-Machine Gun Rapid fire and quick reload are its strengths, but its

range and power are average.

e N
TR g 4 R ! (ALL TEAMS ™3
- B boka Offers high power and long range, but it is harder to hit (ALL ? MOVE =

moving targets and slow to reload. SENS
. Offers the longest range and excellent accuracy when
Rifle : i - s g
used in conjunction with the “take aim” feature.

Each round damages multiple enemies. It causes more
Shotgun damage when shot at close range, but its kill zone
becomes smaller.

Missile Launches guided missiles. Velocity is slow, but it has
Launcher the impact power of a bazooka round.

. S ighes . It can pierc:
- Beatn Rifle Offers the highest power. It can pierce through any:

armor.

TAKE RIM

Pay attention to the white circle that appears over the target when you

lock-on. The hit accuracy increases as the circle becomes smaller. For :

highest accuracy, pull the trigger when the cirele is at its smallest. - 1E d -
(Note: Some weapons don’t follow this convention.) Shift? . “
AR Attack: F ormation

i B Retreat Formation

Orders to Allied MS Scatter-Formation

nﬂ-nﬂn : t Give formation orders to mobile Helt Formation
: ] Theee o Siioe ¢ relosgy suits on your team.

@’ Auto-Reload.. . Reload ammunition automatically when it
runs out.

@f Manual Reload Switch magazines manually. This takes
more time than Auto-Reload.
(L2 + R1 buttons)

o
AveID
 esrmdl |




stroyed.

@f MISSION Review your mission objectives.

Decide on your team leaders, mobile suits, armaments,
and equipment.

Edit attack routes for each team.

@' ROUTE SETUP

‘@’ INFORMATION See database info regarding the mission.

Listen to your pilots. Devise a strategy based on their input.

Save game data.

Change button config and system settings.

....Begin your missih

X

When faced with the Earth Federation’s overwhelming numbers, send an
advance team of heavily armored units to engage the enemy. While the
advance team preoccupies the enemy, direct your main attack force, made up
of more maneuverable mobile suits (like Doms) to ram through the center of
the skirmish-and force its way to the mission target.

Return to Main Meny

Press the SELECT button in the Briefing
Main Screen to go to a Map of set routes.
Press the SELECT button again to return to
Briefing Main Screen.




PINCER STRATEGY SCREEN NAVIGATION
) MS

This strategy involves attacking the enemy from two sides. Use the Battle Name of selected mobile suit.
Code to have one team attack first. While the enemy is attacking that team,
have the other team attack from behind. What you may lack in numbers, you Number of MS

TRl
g make up/feS AL, Number of mobile suits on the team. - w g
: i\ N
g

Team Leader mogsore

- Advance Thadt Arsabk 't Pilot Name Your initial sensor. ,ﬁ vl

TEAM SETUP

0 L MSNO. | [ SENSORS

.3 ) 4 v i PROXIMAL
B o S i / WEAPONS ‘ AT HAWK

SHIELD

LAST SCREF®

[ Enemy Counter [ ‘ Set up attack teams

Main Weapon Proximal Weapon

This is the mobile suit’s Proximal weapon for close combat.
long-range attack weapon. (Cannot change default setting.)

Shield Support

Shield availability. Support equipment and
(Cannot change default setting.)  armaments for mobile suits.

Perform detailed settings for each team in “Team
Setup.” Refer to the diagram for commands included in M'S

this heading. Number of MS
v

TEAM SETUP

V(M

Initial Sensors
v

Main Weapon
v

Support
Equipment

Pilot Selection




TEAM SETUP
PO Swagsard ‘:45 > VS;M). Sﬁlsﬁ'fs
First, select the team leader. Move the E: : Lv f
cursor to the empty slots to bring up the [ o o IOMAL
following commands by pushing the &) v

SUPPORT
button. WA

@ Go Standby ————

Put an attack team on standby.
Go to a team leader and execute
the “Go Standby” command.

Y Switch Team L

You can switch your team leaders. Select
a team leader, then choose another team
leader to switch the team you control.

TEAM SETUP
Y Add Team o |
Activate teams on standby. Go to the ] = o |
column of standby pilots and select the M-z
“Add Team” command. Select a pilot
on standby to add that team.

‘UPGRADE YOUR MOBILE SHIT

You’ll gain new and upgraded mobile suits
as you progress.

Mobile Suit Upgrades:

& Zaku |l & & Zaku ll & & Gouf & ¢ Dom &

* The types of mobile suits

EEt more Ms as vﬂu l"'ﬂgl'ess” available varies with each pilot.

DEFEND TERM LERDE

Always defend the team leader. Once the team leader is destroyed, that
team is incapacitated. Let the other mobile suits on the team take point
positions. If you encounter an enemy, order your other units to attack
with the Team Formation commands (See p. 029) and pull your leader
back. Remember, never turn the team leader’s back to the enemy while
retreating.

[ Team Movement [

$T4
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NG ACCLRA

Your firing accuracy varies according to the target distance and condition
of your mobile suit. Check the accuracy displayed on the lock-on sight
before taking any action. Shooting while in motion reduces your
accuracy, so try to snipe the enemy from their blind spot.

FIRING ACCURACY

The circle that moves within
the lock-on sight is the
accuracy indicator. The
smaller the circle, the higher
your hit ratio is.

SEOMMAT oer
e e G
enemy sensors or blocks their view, SUPPORT
but be careful that you don’t get

affected by it yourself. For example,

switch to sonar or thermal sensors

Many support equipment disrupt

before using a radar pod.

NUMBER OF MOBILE SUITS

Change the number of mobile suits in a team.
(Between 1-3)

i g

Choose your sensor setup here.
Use the “Route Setup”(p. 015) to
determine the best sensor for the
terrain. This allows you to do
recon more-effectively.

MAIN WERAPONS

Change the main weapon (long-range weapon) of
your mobile suit. Choose your weapon wisely
based on your mission and weapon characteristics.
(See p. 044 for weapon specs)

(See p. 011 for Proximal Weapon & Shield)

SUPPORT EOUIPMENT

See p. 014

FINAL CONFIRMATION

Close the Team Setup Menu and place the TEAM SETUP
cursor on “Last Screen” to see the order of

your team. Look it over carefully before & MS-06F
returning to the Briefing Main Screen. -




SUPPORT EOUIPMEN

Change your support equipment here.

@ Add

Select and add equipment.

Y Switch

Switch equipment.

@ Delete

Unload equipment.

¥ Menu Edit

Edit the Support Equipment menu screen.

Y Last Screen
Return to Mobile Suit Setup.

Armor Raise Armor Level.

Do not turn your back to the enemy when
retreating. Walking backward is slow, but
turning your back to the enemy is a sure
way to defeat. Your armor is weaker from
behind. Even if you sustain some damage,
it is always better to move slowly
backward.

Scope Raise accuracy of main weapon.

S Reloader Accelerate main weapon reload.

<1 Radar Booster | Increase effective range of radar sensors.

Thermal Booster | Increase effective range of thermal sensors.

Sonar Booster | Increase effective range of sonar sensors.

Night Scope Increase field of vision for night missions.

Grenade Damage enemy. Blind enemy with smoke screen.

Radar Pod Disrupt enemy’s radar sensors within certain range.

Thermal Pod | Disrupt enemy’s thermal sensors within certain range.

Sonar Pod Disrupt enemy’s sonar sensors within certain range.

* Other support equipment will become available.
* You can only select one of the same type of support equipment.

( : £ & Display for support
The support equipment capacity varies with equipment volume.
each mobile suit. Use this screen to check

how much equipment you can load.

The black area indicates available space.
The orange area shows other loaded
equipment. The yellow area shows selected
equipment volume.

Do not stay in one place when under
enemy fire.Move diagonally while
shooting-at the enemy to reduce the
number of hits received and maintain your
angle to fire at them head on. While you're
atit, try to get behind your target.

[0 MS Defense [

P

VADE ENEMY FIRE




RANGE OF MOVEMENT

Use the controls for lock-on sight (right
analog stick) and mobile suit movement
(left analog stick) together for smoother
turns.

This is especially important in close
combat, since turning in place will make
you an easy target. (Rotation should only
be done in areas not prone to attack or
detection by enemy.)

BACKSTEP

If you push the left analog stick (§) while
pressing down the L1 button, your mobile
suit will use its vernier thrusters to make a
quick jump back. Your mobile suit will need
time to regain balance before and after the
jump, which leaves you vulnerable to enemy
fire, so use this feature wisely.

Number of usable
Operation Points

Remaining distance to target.

Mission Target (red)

AR = -

_ROUTE SETUP

R {3

Operation
Point

BATILE CODE CONTROL ¢

Move| selected point.

Battle Code Team Icon
Advance Code

You can set Operation Points anywhere
on the blue grid. The red grid indicates
obstacles and areas where Operation
Points cannot be set.

Press the SELECT button to display the
entire map. Keep track of your present
location while viewing the map. Press the ©
button to hide your other teams’ routes.




@ NEW ROUTE ......Delete entire route and set a better strategic route.

g DEFAULTS.......... Choose a route from several default settings.
Default settings are not always the best routes!

Add new Operation Points to route.

Delete a selected Operation Point.

f

.Move a selected Operation Point to a new location.

@ ADVANCE CODE..Set an Advance Code (p. 018) on an Operation Point.

‘@' BATTLE CODE ..Set a Battle Code on an Operation Point. (See p. 018)

LAST SCREEN

Exit Route Setup and return to Bneﬁng Main Screen.

ROUTE SETUP MAP

Route of NPC
(Non-Player
Control) allied units.

This is the mission
objective. It could
be an enemy facility or platoon.

Confirm these
enemy locations
before launching your assault.
There may be enemies in other
locations. Be on guard.

Guard these targets
at all times.

destruction.
Blue High Points
£ Yellow
/ " |Red Low Points

&,

i

%
s

%

After completing your
mission, your score will be
displayed here. The results
are based on your success in
mission execution.

RESULT

ENEMIES DESTROYED

MISSION  BONUS

SPECIAL BONUS

TOTAL POINTS o
CLEAR-AISE—O8T90 63

YOU CAN B BETTER TNAN THAT.
(PUSH

@ ENEMY DESTROYED.....The total point value of enemies

destroyed. The points vary according to
the enemy’s alert level at the time of

You will receive bonus points
if you complete your mission
totally undetected.

.......................... The penalty for any loss of allied
mobile suits. These points are
subtracted from the total score.

The bonus points for the level of
objectives achieved in the mission.

The bonus points awarded for
completing a mission undetected by

e the enemy and without losing any
allied Mobile Suits.
@ TOTAL POINTS................ Total points gained in the mission.
‘@’ CLEAR TIME...........cccceuee Time spent completing the mission.
@ RANKING. Overall assessment of the mission:

S (8000+), A (6000+), B (4000+),
C (2000+), D (0+), E (<0).
S Ranks will unlock mobile suits
and simulator programs.




»
SIMULATOR

You cannot just place an Operation
Point anywhere. First, move your
cursor to an established Operation
Use the simulator to train under special Point and select “*Add.” Next, bring
battle conditions. Various ace pilots and the cursor to the location of your
mobile suits will appear. As you progress in choice, and select it to add a new
your missions, new training programs will ] point. Similarly, select a specific
open up. point to “Move” or “Delete” an

2 Operation Point.

7 SBULATOR

g ([ SELECT PROGRAM

In Semi-Auto Mode the player no longer controls any one team directly.
However, directions may be given through the mission command menu. (p. 022)
For example, Advance Codes can be changed and Battle Codes can be launched.
To play through a complete mission in Semi-Auto Mode, strategic routes must be
set in the Route Setup menu. (p. 015)

The viewpoint can also be changed.
There are two ways to do this (see below).

CONFIRMATION SCREEN

VYiewpoint Change Controls 3 ” ' If an obstacle or camera angle is
! \ g blocking your view, shift the right
3 | analog stick (4 ) and (§) to change
" point-of-view, or (4m) and (wp) to
Change from Quarterback view /
to 3/4 view.

rotate camera.

Press the SELECT button to see the

Right Analog Stick 48 B \ g » entire map.
R % 1 - Change Point of View '

Rotate camera sights.

Basically done in the same manner as a regular mission.

(eengt) - (SacTatn | - (ShRRN - (CMISAE)




ADVANLE CODES

You can set action priorities on Operation
Points. Select an Operation Point and set a
command listed below. The Advance Code
takes effect for the entire route, or up to the
next Operation Point you set.

@® Commands @

Use this command to continue the Advance

Code from the last Operation Point. [J Adyance Code Example (]

CSet Advance Code here )

Operation Point - Operation Point
Rdvance at low speed, engaging in battle | B |

when confronted by enemies, and return
to route after defeating enemies. i

4 Forward
L > | AVOID J] Motion
od, ‘When setting an Advance Code,
Advance at low speed, avoiding all points aftger your setup will
confrontations, and stay on route. change to that setting. After
having set Advance Codes once,
any new changes would take
effect up to the point where a

RAdvance at high speed, engaging in battle previous Advance Code was set.

CONTROL TOWER\

Begin your assault on the control tower. You will reach the mission
objective, the air base, once you clear the forest. Switch the sensor to
radar again and close in on the control tower while destroying any
opposing forces. Force the control tower to surrender.

when confronted by enemies, and return to
route after defeating enemies.

Advance at high speed, avoiding confrontations, and stay on route.

r

BATTLE CODES i | FOuTE serve

Choose an Operation Point and set a Battle Code.
When a team arrives at an Operation Point with a
Battle Code assigned, it will remain there on
standby until you launch it (L2 +& button is the
shortcut. See p. 028). Set the same Battle Codes on
each route to coordinate your teams.

ATTACK FINAL TARGET \

You will receive an emergency
transmission from your operator
when you reach the final
destination. Contrary to previous
intelligence, the enemy Big Tray
is on standby. Find the ship’s
blind spots and attack from both
sides. The mission is complete
when you silence Big Tray’s
cannons.

Base Secured!




After moving through the
buildings, you will come
out into a more open
space. There are several
watchtowers and tanks
waiting for you.

Be careful not to get
caught in the middle.
Switch between teams to
take out the enemy from
both sides.

SWITCH SENSORS

Switch to thermal sensors before
going into the forest. In environments
where there are many obstacles,
radar detection is spotty at best. Don’t
leave your mobile suits vulnerable to
surprise attacks. Be sure to switch
your sensors according to the
environment.

Confirm important information about
the mission. Consider the information
carefully when making setup decisions.

Listen to your team leaders here. They
will provide useful information and
their current condition. If you wish to
become an outstanding commander
someday, you’d better lend your men
an ear.

FENRR FANGS

% MS-06F

MS-05A
ZAKU | (PROTI

INFORMATION




Lock-on Sight

Lock-off

Enemy who has already
detected your team.

On-line Team Name

Sensor
Type of sensor

MSD
(Multi Sensor Display)

Displays information
picked up by sensors

Even if you are out of range, you can place the lock-on sight onto an

enemy to see its information.

Move out between
buildings, put your sight
over the enemy, and start
closing in. The enemy
are Type-61 Battle
Tanks.

The sight locks-on
automatically when they
come into range. Press
down the R1 button for
rapid fire. When you

take down one enemy,
move on to the next one.

SUPPORT | AGVANLE
>

You can also throw grenades or call for backup Support Attacks.

SWITCH TEAMS \

After wiping out the enemy, try
switching to your other team with
the # & directional buttons.
Switch between teams often to
coordinate them better.




Let’s briefly review the flow of your first mission, MISSION 01. Learn the steps Main Weapon / Remaining Rounds
involved in executing your mission and apply them when you play the actual
mission. 3 Shield Power Indicator

MOVEMENT \

After speaking to command
control, get moving. There are no
enemies in this area, so advance
quickly by using the left analog
stick while pressing down the L1
button. There is a time limit, so
don’t waste any time looking at
the scenery!

e ——

Damage Indicators

Use the right analog stick to move
the lock-on sight to the desired
direction (in this case, to the left).
Now, move the left analog stick
up to turn around. Manipulate the
camera and movement controls
together to make smooth turns.

Overall Map

RECON \

Before you take your next turn,
take a look at your MSD (Multiple
Sensor Display). There are
enemies behind the building, but
their Alert Level is blue, meaning
they have not detected you. Let’s CODE A ~D —— Waiting for a Battle Code

wipe them out. You can also get MOVE ——  Moving
information on enemy units by | ‘ Present Advance Code =~ WAIT —— Standing by
FIND Searching for
BATTLE Engaging in battle

—-I Support Equipment/Number Remaining

Each Team’s Operational Status

locking-on to them.




NORMAL ATTALK When the t

sx Open menu with the@bulton and select a command. Attack the enemy with your main weapon. The
weapon reloads automatically when the
ALLTEAM ammunition goes to zero.

Start and stop movement of all teams. (See p. 023)
@’ SEMI-AUTO Switch to Semi-Auto Mode. (See p. 023)

@‘ BATTLE CODES ....Launch Battle Codes set in Route Setup.

SENSORS (SEE P. 024)

Turn off sensors. Rely on visual contact. MANUAL RELOAD

Switch b S840 L2 button + R1 button

p You can reload manually when your remaining
Switch to thermal sensors.

rounds are low. This option is not available during
lock-on.

Switch to sonar.

Change sensor sensitivity.

PROXIMAL ATTALK When the targetis too close: R1 button

SUPPORT Select a support equipment and use it by pressing the © Attack heéad-on with your proximal weapon

button. s ot & While proximal attacks are powerful, the enemy’s

3 This option displays the Menu Edit screen from Support Equipment Setup. 0 IR e pOwcrful. Watch out!

(See p. 014)

ADVANCE CODE Change the Advance Code of the present team in
operation. (See p. 018)
: SUPPORT EDWIPMENT button
Start and stop the movement of the present team in
OPCraon Press the @ button to use support equipment,
weapons, and attacks. (See p. 014, 025)
ATTACK Initiate or stop the attack of the present team in operation.

Rally the allied mobile suits around their team leader.




Left Analog Stick 4

Mobile suit moves forward.

Left Analog Stick 4@ ®p

Mobile suit moves left or right while facing
forward.

Left Analog Stick ¥

Mobile suit steps back while facing straight
ahead.

RUN [FAST) MOVEMENT L1 button + Left Stick

Hold down the L1 button while moving to make
the mobile suit run. Although your speed
increases, you also become easier to detect by the
enemy.

LOCK-ON SIGHT & CAMERA MOVEMENT  Right Stick

Move the lock-on sight and camera. The mobile
suit moves in the direction of the lock-on. Use this
in combination with the left analog stick to move
quickly.

These commands apply to all teams
in action. It is also good for pausing
and reviewing the battlefield status.

@' MOVE ERLIE Halt all teams and put them on standby.
B Activate all teams on standby.

g SEMI-AUTO W8 Place all teams in Semi-Auto Mode.

All teams move without player commands.
EES Turn off Semi-Auto Mode.

‘@’ BATTLE CODES  All teams launch Battle Codes simultaneously.

SEMI-AUTO MODE

Teams in Semi-Auto Mode base o . &
their actions on their Advance i
Codes. They will advance according

to the set route and codes without

any direct player commands. The

player can still launch Battle Codes

and change Advance Codes. (See p.

036) :




o Enemy MIS
Utilize your sensors to [Squgresl % Type A configuration settings

locate any enemies along
the way. Watch out for
preemptive enemy attacks
that could destroy your
leader before you know
what hit you.

This is used to make the team you command
take certain formations. When the leader mobile
suit locks-on or aims at a target, the others will
Yallow Alzrt! take action. This can be used in semi-auto mode.
Dztagiad by snzumy. 3 The formations will not take efféct in all
Reconnaissance is key to situations.
avoiding damage. You can 4
turn down the warning
level by moving out of the
enemy s sensor range. Allied Units [Circles]

Red, Blue, Green: Teams
Yellow: Allied Forces

s Change sensors with the ©) button.
ATTACK: R2 BUTTON + ©BUTTON

Order allied mobile suits to advance and’att}ick.
Covers a wide range, but ineffective against
covered or sheltered objects.

THERMAL SENSORS RETREAT: R2 BUTTON + X BUTTON

Detects heat sources even for objects in hiding. Order allied mobile suits to retreat.

However, its range is narrow and your field of
vision is slightly degraded.

SCATTER: R2BUTTON + OBUTTON

This passive sonar detects moving objects with

; ; f . Scatter allied mobile suits. This prevents the
sound waves. Ineffective against static objects.

team from bunching up in one area.

MINOVSKY PARTICLES

HALT: R2BUTTON + © BUTTON

These particles obstruct electromagnetic waves. At high concentrations,
they can obstruct radar and all other types of sensors. Because of this,
long range electronic warfare has become obsolete and mobile suits have
become the main weapons in warfare.

Order allied mobile suits to halt.




Press the START button during a
mission to see the following commands.

PAUSE
RETURN TO MISSION

@ RETURN TO MISSON Resume mission.

@ ABORT MISSION ..Abandon mission and redo from the Briefing Main Screen.

@ RETRY Start the mission over from the beginning.

‘@’ OPTIONS f Change game settings. (p. 006)

LAUNCH BATTLE CODE: L2 BUTTON + X BUTTON

Launch Battle Codes for your own team (and all
other teams with the same battle code).

3 This applies to TYPE A config settings.

Reload manually. (Dispose of remaining
ammunition and reload.)

3% Cannot be used during lock-on or reload.

Turn the cockpit panel display on or off
(Full screen).

Use your support equipment by pressing the
© button. You can use this command even
in the Semi-Auto Mode.

SENSOR PODS

Disrupt enemy sensors within a certain
range. There are pods for each type of
sensor: radar, thermal, and sonar.

SMOKE GRENRDE

Produces smoke screens and clouds
vision. It will' disrupt lock-on for you
and your enemy.

SUPPORT ATTALKS

Call Magella Attack or Dopp Units for
Support Attacks. They attack any enemies
you lock-on or aim at.




Pre-set the action priority of the teams
that are working on their own or on
Semi-Auto Mode with the following
commands. (See p. 018)

> ATTACK "\,

Advance at high speed, engage in
battle when confronted by
enemies, and return to route after
defeating enemies.

>»>> AVOID N

Advance at high speed, avoid
confrontations, and stay on route.

L fibvance >

w222
ST

[> ATTACK .

Advance at low speed, engage in
battle when confronted by
enemies, and return to route after
defeating enemies.

> AVOID B

Advance at low speed, avoid
confrontations, and stay on route.

Stop Movement Start Movement

(MOVE i1 J [ SR > ([EE

Place the team you are 5 %
currently controlling
on standby or advance

to get them moving.

Stop Attack
@CKD e S >

Order or call off an
attack on the team you
are currently
controlling.

This command directs
the team you are
currently controlling.
Gather the mobile suits
of your team around
the team leader.

SWITCHING TEAMS

You can switch the teams you command by
pressing the 4 § directional buttons. Use
it often to coordinate your teams.

Press the SELECT button to display the map.
Press the SELECT button again to close it.
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