












Guard mode by locking on to the HQ flag and pressing 3. Your
troops will automatically take up defensive positions behind the
sandbags surrounding the flag.

Next, select your Rifle Grunts and load the two MG Nests on the
flag’s northern side. Lock on to each nest and press 3 to load them.
As ordered, two Rifle Grunts leave their sandbag positions and enter
the MG Nests. Your remaining Rifle Grunts stay put behind the
sandbags. Your battalion is now ready for the Tundran attack!

Your Rifle Grunts and MG Nests
are capable of dealing with the
enemy infantry, but it’s up to you
and the other Bazooka Vets to
eliminate the incoming Light
Tanks. Head north first and destroy
the two Light Tanks as they burst

through the HQ’s front gate. Strafe left and right in front of the tanks
to avoid their incoming shells. Remember to hold down 4 to charge
your bazooka rounds to inflict optimal damage.

Two Light Tanks also approach
from the east and west, heading
directly for the HQ flag. After you
finish off the two Light Tanks to
the north, go to work on these
threats. If they get too close to the
flag, they’ll wreck havoc on your
Rifle Grunts and MG Nests. Also, pay attention to any enemy infantry
capture attempts on the flag. A well-placed bazooka round should
deter them from raising the Tundran flag.

After destroying all four Light
Tanks, focus on the enemy Grunts.
Circle-strafe around the flag and
engage them with your bazooka.
Since bazooka rounds travel
slowly, sometimes it’s better to fire
at a Grunt’s feet rather than

locking on to their torso. The splash damage of a round fired at their
feet inflicts less damage, but it’s better than missing altogether. If you
feel more comfortable with a rifle in your hand, switch to one of your
Rifle Grunts. They’re much more effective in these situations.

Eliminating Tsar Gorgi’s attacking
force allows for the arrival of
reinforcements, including Rifle
Grunts, Assault Vets, Bazooka Vets,
and a Recon Vehicle. Now it’s time
to launch the counteroffensive
against the Tundran airbase to the
north. But you have only 14 minutes to take it. If you take any longer,
Gorgi’s reinforcements will arrive, making the base’s capture impossible.

Capture the Barracks

Although there’s a time limit, you
still have plenty of time to capture
the Tundran barracks and factory.
You’ll need the units produced by
each facility to assault the airbase.
Immediately take control of your
battalion’s Recon Vehicle and order
your infantry out of Guard mode by selecting them and pressing
3—a green triangle icon replaces the silver shield icon. Now order
your infantry to follow, and head north, toward the enemy barracks.

While racing north, lock on to the barracks and order your infantry
to capture it. This gives your troops a general waypoint heading.
They’ll still engage enemy units along the way as they come under
attack. Your Recon Vehicle moves much faster than your infantry, so
watch the radar to see where they are.

Two sandbag emplacements
barricade the road to the barracks.
These are manned by Rifle Grunts
and Flame Vets. Destroy the
sandbag barricades by crashing
through them, removing the
enemy’s defensive bonus. This
allows your infantry to engage on an even footing. Use your Recon
Vehicle’s fore and aft machine-gun turrets to thin out the enemy
units, too, preferably before your infantry moves within range. Focus
on the Flame Vets first, as they pose the biggest threat to your units.

As your infantry approaches the barracks flag, rush ahead and
crash through the sandbags. Circle around the flag and engage the
enemy infantry while your troops move in to capture the barracks.

While your Rifle Grunts and
Assault Vets attack the barracks,
turn to the west and order your
Bazooka Vets to assault the Light
Tank on the stream’s opposite side.
Knocking out this tank now allows
your battalion to advance on the

factory as soon as the barracks is captured. Plus, your Bazooka Vets
are more effective against ground vehicles than they are against the
infantry surrounding the barracks.

Once captured, the barracks will supply your battalion with a steady
stream of infantry reinforcements. Plus it adds three Anti-Air Vets to
your battalion. Your Anti-Air Vets perform much like Anti-Air Vehicles,

34

™

The HQ is surrounded by several ammo dumps.

Target these explosives to greatly damage nearby

infantry and tanks.

Tip
Enemy-controlled barracks and factories will

continually produce enemy units until your

troops capture them. Therefore, your infantry

may need to raise the flag before each facility is entirely

secure. The quicker you can raise the flag, the fewer enemy

units you’ll have to deal with. 

Tip



but they’re much more vulnerable; therefore, keep them safe and
close by, as they’re your only substantial defense against air strikes.

Tsar Gorgi responds to the
barracks’s capture by counterat-
tacking with two Gunships. Look
to the northeast and watch for the
two incoming choppers.
Immediately select your new Anti-
Air Vets and order them to attack
one Gunship at a time.

Capture the Factory

With the barracks secured, head to
the factory across the stream to the
west. Order your infantry to fall in,
then zoom ahead to scout out the
Tundran defenders. As you
approach the factory, a Light Tank
and several Grunts will attack.

Order your Rifle Grunts and Assault Vets to engage the infantry while
your Bazooka Vets go after the Light Tank.

Push through the first line of
Tundran defenders toward the
factory’s flag. Order your infantry
to capture it while you bust
through the sandbag defenses.
The factory produces Light Tanks
for Gorgi’s forces. Order your
Bazooka Vets to take them out while your Rifle Grunts and Assault
Vets attack the flag area.

Try to draw the enemy Light Tanks’ attention away from your
infantry by driving circles around them. This causes them to stop
moving and spin to face you, making them a much easier target for your
Bazooka Vets. While driving around the Light Tanks, engage the enemy
Flame Vets guarding the flag. Look for opportunities to destroy the ammo
dumps here to expedite your assault.

Capturing the factory adds a couple of Artillery units to your
battalion. These units are vital in securing the path to the Tundran
airbase. Protect them from enemy Gunships, tanks, and Bazooka Vets.

Capture the Airbase

Now it’s time to capture the airbase. Order your battalion to regroup
and head northeast. But don’t advance too quickly. Several MG
Towers lie ahead. You must destroy these towers to prevent them

from shredding your infantry. Lock
on to the nearest tower and order
the Artillery units to attack. Your
Artillery’s long-range capability
allows you to eliminate targets at
great distances without putting
your units at risk of retaliation.
Destroy both MG Towers on the stream’s western side.

Advance toward the stream but
don’t cross it. Instead, order your
Artillery units to open fire on the
MG Towers and MG Nests to the
east. If necessary, use the map
view to locate these threats, then
use your Recon Vehicle to move
within range and lock on.

While your Artillery units shell
the defensive emplacements to the
east, turn north to spot two
incoming Gunships. Immediately
order your Anti-Air Vets to attack.
Your Artillery units are extremely
vulnerable to air attacks, so make

sure your Anti-Air Vets never stray too far from these valuable units.

The Gunships are the earliest
arrivals of a large strike force. Hold
on the stream’s western bank and
attack the incoming Flame Vets
and Light Tank. Try to eliminate as
many Flame Vets as possible with
your Recon Vehicle. Meanwhile,
order your Bazooka Vets to attack the Light Tank as soon as it moves
within view. By now, the eastern bank should be clear of threats, so
don’t worry about your Bazooka Vets crossing the stream.

Cross the stream and hold at
the hill’s base to the north. The
dirt road leading to the airbase is
lined with MG Towers and barri-
caded by infantry positioned
behind sandbags. Order your
Artillery units to take out the MG
Towers first. When the first two MG Towers are down, order your
Rifle Grunts and Assault Vets to attack the infantry. Race ahead and
knock out the sandbag barricades with your Recon Vehicle.

Be prepared for another Gunship attack. Lock on to the Gunships
as early as possible and order your Anti-Air Vets to shoot them down,
preferably before they can reach your Artillery units.

Turn your focus back to the ground and watch for a Light Tank
rolling down the hill. Have your Bazooka Vets blast the tank to pieces
while you help your Grunts and Assault Vets mop up the remaining
infantry units.

Flashback 1: The Western Frontier
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Don’t waste time at the factory. It

continues producing Light Tanks (up to

two at a time) as long as the Tundran

flag flies. Make sure your infantry captures the facility as

fast as possible to reduce the amount of Light Tanks.

Caution
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goals. The battalions are automatically formed in such a way that not
one battalion can complete the mission on its own. For example, one
battalion may have Bazooka Vets to counter enemy tanks while the
other battalion is equipped with Anti-Air Vets to shoot down enemy
Gunships. By working together, your battalions have all the right
pieces of the puzzle. However, you must protect the units you’re
given at the start of each mission, as they will not respawn. Some of
the maps have POW camps that allow you to attain new units, but
this is the only way you can increase the numbers in your battalions.

From Tundra with Love

Nations: Western Frontier and Tundran Territories versus Xylvania
Time Period: Present day
Description: Honeymooning Western Frontier and Tundran Territories
COs (commanding officers) do battle with the Xylvanian invasion force.

Primary Objective

• Capture the HQ

Secondary Objectives

• Free the Frontier Light Tank POW
• Liberate the Infantry POWs
• Rescue the Tundran Light Tank POW

Strategic Overview

Major Nelly and Colonel Austin from the original Battalion Wars make
their first and only appearance in this rather straightforward battle.
Capturing Kaiser Vlad’s HQ to the north is the primary objective, but
you’ll want to bolster your battalions’ strength before going for the
win. Start off by freeing the Frontier and Tundran Light Tanks at the
POW camps to the north—you need them to cut through the
Xylvanian Heavy Tank guarding the enemy HQ. As with all Co-op
missions, stay close to your teammate’s battalion. The Tundran Anti-
Air Vets are needed to shoot down the enemy Gunships while the
Frontier Bazooka Vets deal with enemy tanks.

Crack Squad

Nations: Solar Empire and Western Frontier versus Xylvania
Time Period: Present day
Description: The Solar Empire and Western Frontier contend with a
Xylvania attack on the Coral Atolls.

*Map on following page.

POW
Tundran Territories
Western Frontier
Xylvania

Critical Object

Fixed Gun/Tower

Flag

Ground Vehicle

Gunship/
Air Transport

HQ

Infantry

Commanding Officers

Nation CO
Western Frontier Colonel Austin
Tundran Territories Major Nelly
Xylvania Kaiser Vlad

Commanding Officers

Nation CO
Solar Empire Empress Lei-Qo
Western Frontier General Herman
Xylvania Kommandant Ubel

Solar Empire’s Starting Units

Unit Type Count
Rifle Grunts 4
Assault Veterans 5

Frontier’s Starting Units

Unit Type Count
Rifle Grunts 3
Bazooka Veterans 3
Assault Veterans 1

Tundra’s Starting Units

Unit Type Count
Rifle Grunts 3
Anti-Air Veterans 3
Assault Veterans 1
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