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Strategy games used to annoy me to the
core when I was little. As a child, I found
it inconcelvable that someone would
actually want to play a game where the
player needs to think before every step he
or she takes. I got Advance Wars as a pres-
ent from my dad, along with four other
cartridges for my Game Boy Advance.
Needless to say, it lay there collecting dust
until I finished the other games I had
received. What started with an allure
towards its charming graphics and simple
gameplay, quickly turned into obsession
for the game.

Advance Wars 1s a game with tremen-
dous approachability. The game pits you
in as a rookie tactical advisor for the
Nation of Orange Star, who is at war
against the nation of Blue Moon. You are
tasked to select the next move on the
battlefield, each of which can have a
profound impact on the map you play
on. You will initially be playing through
the training stage which contains 14
different missions, and then move on to
the “Campaign” mode. Here, you will
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play through the war-ridden continent of
Alara, where you will be able to play up
to 30 unique missions. The bulk of the
charm in the game revolves around the
amazingly written characters. The
Commanding Officers (CO's) all have
their unique characteristics and powers
on the battlefield. The first you will play
with is Andy, who is average in all depart-
ments but his power “Hyper Repair”
increases the health for all units by two
stamina points. Another CO, Eagle has
superior air units and can utilize his
power “Lightning Strike” to attack twice
1n one turn.

What makes Advance Wars truly amaz-
ing is the depth of mechanics in the seem-
ingly simple premise. There are thousands
of possibilities you could win a war on a
single map, and that is just with one com-
manding officer. The unique powers and
the stat dispersions of the CO units make
it fun and addictive to the point that it
becomes really difficult to put down once
you get the hang of it. Even thought
Advance Wars got popular through its
Game Boy Advance release in 2001, the
series debuted as “Famicom Wars” in
Japan in 1988. There are sequels to this
game on the GBA and the Nintendo DS,
all of which pack more than a few hun-
dred hours of strategic fun.

A FAN THE HAMMER SHOULD BE USED AGRINST TRRGETS WHD
» 4/ ARE RIGHT IN'YOUR FACE. DO NOT USE IT WILDLY RS YDU
WILL EMPTY YOUR WHOLE CLIP. REMEMBER, SOMETIMES IT'S

BETTER TO JUST PRIMARY FIRE YOUR TARGET.

USE THIS TO GET OUT OF STICKY SITURTIONS. THIS
IS MCCREE'S ONLY ESCAPE RBILITY TO USE IT WITH

CAUTION. REMEMBER [T ALSO REFUNDS YOUR AMMOD

WHEN YOU CASTIT.

A VERY USEFUL RBILITY TO PIN THRGETS IN
PLACE FOR A FAN THE HAMMER BURST OR T0

JUSI ESCAPE. BE CAREFUL WHEN USING THIS

HGRINST GENJI.

A VERY POWERFUL ULTIMATE IF USED
CORRECTLY. TRY TO GET THE JUMP ON

THE ENEMY TERM WREN THEY'RE
ENGAGED [N H TERM FIGHT.
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OUR PEACEMAKER GUN DOES A LOT OF DAMAGE
WHEN YOU ARE LANDING HERDSHOTS. SO IT IS
OPTIMAL THAT YOU PRACTICE IN THE SHOOTING

RANGE WITH MOVING BOTS.

MCCREE'S FAN THE HAMMER DOES LESS DAMAGE PER
SHOT THAN HIS NORMAL FIRE MODE. WHEN ENGRGING
LOW-HP TARGETS, AIM FOR THE HEAD INSTERD OF

USING FAN THE HAMMER.

YOUR ULTIMATE ABILITY CAN BE ENOUGH TO FINISH OFF A
HIGHLY MOBILE TARGET FROM A DISTANCE. ONLY DO THIS
WHEN YOU ARE IN A VERY DESPERATE SITUATION AND YOU
HAVE NO WRY 0UT.

SINCE MCCREE IS R HIGH-RISK, RIGR-REWRARD HERD, IT IS BEST T0

POSITION YOURSELF BETWEEN YOUR TANKS AND YOUR BACKLINE.
WHEN YOU GET RUSHED UPON, DO NOT RETRERT. YOU ARE ABLE TO
TAKE DOWN TANKS QUITE ERSILY WITH FAN THE HAMMER.
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