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Quick Start Guide

You don't need to read this manual to join the
Campaign. If lengthy instructions and technical
details aren't your thing, followhese steps to
get into the action!

1.Train!

Steel Battalion has a learning curve like the side
of a building. Everprospectivepilot is highly
encouraged to go to Boot Camjpst next door
There, two dedicated Drill Sergeants will teach
you how to powerup, get moving, and hit
things that aren't standing still, all while not
falling over on your robot behind. Do both the
Beginner and Intermediate session to learn all
of the necessary skills to jump into campaign!

2.Enlist!

Hit the Campaign Desk and getreited. If you

like upcloseandpersonal, straightforward
slugging matches, the PRF is for you. If you like
tactical complexity that requires a great amount
of coordination to properly use, HSD is your
style. Note that the sides are not evenly
balancel at all points of the Campaign, and
both factions get their comparative day in the
sun. Also, depending on popularity, one or both
sides may freeze recruiting for player balance.

3.Get Ready!

Find your Faction Commander. He'll let you
know how teams areuwrently being organized
for play. If there's a free slot, jump right in!

4.Get Supplied!

Before every battle, you will be entitled to visit
the Quartermaster for hardware. He will issue
you a draw of VT cards from the current turn's
supply deck. Keep the or trade them with
your factionmates for better distribution of
resources. If you find yourself in possession of
obsolete hardware, ask the Quartermaster
about his generous VT recycling program!

5.Get Briefed!

Your Faction Commander will provide you a
detailed briefing on the coming mission,
including a walkthrough of the map, your likely
opposition, and equipment and loadout
selection assistance. If there are any special
circumstances of the match, or the other guys
have a decorated ace on deck, thss where
you'll find out.

6.Fight !

You will be shown to your seat, given an
opportunity to select your hardware and
loadout, andset to the task of tearing the

enemylimb fromrobotic limb.
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tally your score and report it to the Campaign
Deskg stay on the results screkn
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The Campalign

Introduction

The Pacific Rim Forces have invaded the Hai Shi
Dao! Whetheryou side with the authdtarian
crusaders or the communistbreakaway
republic, the fate of the island relies on a small
group of elite Vertical Tank pilotdf you think

you have what it takes, recruiters are standing
by!

Metacampaign 2010 ia reimplementationof

/ I LJO 2lon@dkad Steel Battalion: Line of
Contactcampaign mode. From show open to
show close, pilots will be battling for control of
Hai Shi Dao Island on a persistent map with a
full supply tracking system. Do well, and your
faction will score Campaign Points. paorly,
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Steel Battalion at PAX! The Boot Camp room is
open to all comers for the entire show, and you
can play as mutas you like without worrying :
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more serious Steel Battalion experience, this is
where you want to be.

Enlisting

If you picked up this manual at the Campaign
Desk, yowalready know where to go. Read the
rest of the manual, decide on a faction (or have
one decided for you), and get a Pilot Cantbur
card will have two slots on the front for stamps.
In order to play combat missions for the

Campaign, you will need to ha those stamp
slots filled.

The first slot is youBoot Campqualification.
This stamp is given out by the Drill Sergeants on
successful completion of a Boot Camp round.

The second slot is yo8pecialistqualification.
This stamp is given out by theilD6Eergeants on
successful completion of a specific training
session.You may get as many qualifications as
you like, but your faction requires specific
GNIAYAy3 o0STF2NB @& 2dzQf f
Campaign. In order to fight, Pacific Rim Forces
pilots require either a Melee or Fast Attack
qualification. Hai Shi Dao pilots require either
an Artillery or Sniper qualification.

The Schedule

Metacampaign 2010 is separated inBoTurns,
each representing an abstract period of time in
the war. BetweenTurns, new hardware is
introduced on one or both sides. Be warned
the nature of the Vertical Tanks available
strongly influences he tactics necessary for



each side to win on the ground. Pay close
attention to the Supply Schedule (see Appendix)
to knowwhat hardware drops when!

The following times will be adhered to as
closely as possible:

Friday

11:00amc 3:00pm Turn 1

3:000m ¢ 4:00pm Routine Maintenance
4:000m ¢ 8:30pm Turn 2

8:300m ¢ 9:30pm Routine Maintenance
9:300m ¢ 1:30am Turn 3

Saturday

10:00am¢ 2:30mm Turn 4

2:30pm¢ 3:30pm Routine Maintenance

3:30pm¢ 8:00pm Turn 5

8:00pm¢ 9:00pm Routine Maintenance

9:00pm¢ 1:30am Turn 6
Sunday
10:00am¢ 1:30mm Turn 7

1:30pmc¢ 2:30pm Routine Maintenance

2:30pn ¢ 6:00pm Turn 8

The Campaign Map

The Campaign Map consists of a number of
individual battlefields assembled into an
ongoing tugof-war between the factions.

Players pick up the story with both factions

firmly entrenched on the islanénd on even
footing.

Battles take place on one of fouootings:
Meeting Engagement, Advance, Assault, and
Rout.

On Meeting Engagementnaps, both sides are
equally positioned and attempting to secure the
same neutral objective.Advanceand Assault
maps present progressively more complicated
or difficult objectives to the attacker. Rout
mapsare highrisk indoor operations where the
attacker can press their advantage for anaaH
nothing decisive victory.

Flow of Battle

The flow of battle is best described visually (see
the full map in the Appendix), but detailed
here for reference:

1 Combat begins on Turn 1, Map;Meeting
Engagement (green entry arrow).

1 Victory in a Meeting Engagement pushes
the next battle to an Advancdor the
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1 When the attackers win an Advance, they
score one Campaign Point and the battle
flows to the appropriate Assault.

1 When the defenders winra Advance, the
battle reverts to the next Meeting
Engagement.

1 When the attackers win an Assauthey
have the option of scoring tw&ampaign
Points and reséting the flow to a Meeting
Engagement, or taking no points and
pushing on to a Rout.

 When the defenders win an Assault, the
flow returns to an Advance. The last
Assault battle on the Campaign map is an
exception ¢ when the defenders win this



map, the flav is reset to a Meeting
Engagement (green arrow).

1 When the attakers win a Rout, they score
four Campaign Points and the flow is reset
to a Meeting Engagement.

1 When the defenders win a Rout, the flow is

reset to a Meeting Engagement.

Pilots that wish to larn more about individual
maps can visit LINEOFCONTACT.NET for a
complete tactical analysis of every map used in
the Metacampaign.

Scoring Summary

1 Winning an Advance map as the attacking

team: 1 point

Winning an Assault map as the attacking
teamandchoosing to halt2 points

Winning an Assault map as the attacking
teamandchoosig to press on0 points
Winning a Rout map as the attacking team:
4 points

The final score wibbe tallied at the end of Turn
8, and a victor declared!

Fighting a Battle

Each faction is left to its own discretion as to
how to choose pilots for aigen matchg within
reason. Your Faction Commander will
emphasize a thorough rotation of pilots to
ensure everyone that wants to play is equally
serviced. As long as everyone is in agreement,
however, the teams are free to use pilots as
they see fit, hading more experienced pilots for
critical battles.

THE CAMPAIGN NPCS

A dedicated campaign staff is on hand-futie

to help you through the messy business of war.
They will make sure you are kept in supply,
given a slot in matches, and assist you in
briefings and strategy

HSD/PRF Commander¢ your factional

commandersserve as your command authority
for the duration of the war. They will provide
you with prematch briefings, strategy tips, and
KSt LI 1SSL) &2dzNJ
smoothly through tle battles. Though they are

staff, neither of them are neutral, and if you ask
I ljdzSadAaz2ys e2dzQff 23S

HSD/PRF Minder, these two gentlemen run
the combat room and set up your matches.
They will take your VTs from you and return the
surviving units on the completion of the match.
If you have business with the Quartermaster,
they will also run cards and questions for you.

Quartermaster¢ @ 2dzQf t o06S aSSAy3
Every time you need new VTs, in fact. The
Quartermaster issues you youpre-mission
hardware and handles recycling your old gear.

If you need unbiased fitting advicthis is where

you want to go.
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The Supply System

Overview Your Vertical Tanks

In the original Steel Battalion: Line of Contact  Every single VT in the game is represented by a
campaign, Capcom maintained a ladpgabase card. If you have three Decider cards, you have

of every pilot and unit in the field, right down to three Decidersin your personal hangar. You

every individudy numberedVertical Tank. A OFyQil LIAf20 oKIFIG &2dz R2y Qi

considerable amount of game depth stemmed
from what was available to requisition at
different points in he campaign. During the
first campaign turn, for instance, the Hai Shi
Dao is caught off guard and can only field
limited firstgeneration hardware, making that
$SS1 o6al St ¢ 2 § S ¢dainst RS
superior Pacific Rim forces. Later on, the tide

turns as the HSD master precision distance
combat and artillery.
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Getting Supplied

At the beginning of every combat mission, you
will have the opportunity to visit the
Quartermaster.  After verifying your pilot
credentials, he will issue you a draw from the
Supply Deck The Deck contains a mix of all
currently available VTs in the appropriate ratios
for the current Turn. Additionally, the Deck is
Towards the end of the campaign, staggeringly  weighted such that any given group of pilots
effective hardware becomes available in il likely receive a viable force mix for any
extremely limited quatities for both sides. fe given mission, thogh this hardly guaranteed
Metacanpaign Supply System simulates the  war is hell on supply lines! You will need to
original depth without having to keep track of  trade with your teammates to ensure everyone
points ordetailedsupply math has a functional set of hardware.

! O2yLX S4GS GrotS 28F GKS
composition for any givenufn is available in
the Appendix.



Using Supplies

When your mission is about to begin, the room
minder will collect your chosen VTs and
configure your station with the appropriate
hardware. If you have four Blade cardiou
may turn them all in to have four Blades
available for the missian You may not pilot a
VT you do not have a physical céod You are
not obligated to commit any minimum quantity,
but you may want to hold off on using rare
hardware untilyou have a reasonable quantity
availableg no one likes sitting out 25 minute$ o
a 30 minute mission.

When the mission is ovestay on the results
screen! Your room minder will return any
undestroyed hardware to you for use on future
missions. If you skip through the results screen,
you will not receive any of your VTs back.

YourVTs are yours to keep, use, and trade as
you see fit Pilot cautiously, and you will start
to assemble a flexible hangar of VTs appropriate
for many situations.

AVAILABILITYand Rarity

There are many VTs available to both factions,
though not all at once As the conflict
progresses over 8 Turns, VT availability will shift
based on what is currently in mass production.
Every VT will enter the Supply Deck on the Turn
listed in its databasentry (see Appendixjut

not necessarily in largguantities. Ingeneral,
both factions will always have a frodine VT
available in mass quantities The Hai Shi Dao
will always have at least one dedicated artillery
platform available, and the Pacific Rim Forces
will always have a Fast Attack VT. Specialty
hardware shows up less frequently, and high
end command models might not appear for

hoursat a time. Considerable effort has gone
into mirroring the original campaign availability
and rarity of any particular VT. Some extremely
rare models have been boosted soathin the
30-60 matches of PAX, they show up at all.

VT Recycling

Your supply situation will reflect your skill and
playstyle as a pilot. Pilot effectively and/or
OFdziA2dzat e | yR &2dz:Qf f
hardware. However, this hardware will grow
outdated as the campaign continues and both
sides introduce fresh designs. Additionally, if
you spend much time away from the campaign
6AG Aa t! - FFASNIFEfHOZ @
has left your hangar behindOlder hardware is

by no means usetss! But, if you must have the

latest and greatest, come by the

vdzZl NISNXYIF&dSNRa RSail @ I S
recycle VTs at a fixed ratio and receive new

draws from thecurrent Supply Bck. You may

not get what you want, but it will be current

hardware and mmediately tradeable to your

teammates.
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Trading

Your VTs are yours to do with as you see fit.

Howeve, in order to generate usble sets of

VTs, you might need to trade. This is especially

true for rare hardware. Who you trade with

and what you trade ist S¥i (2 SOSNE |
discretion. You may even trade with the enemy
if you like. However, be careful about giving
F gl & @2dzNJ FlL OGA2Y QA
Providing the PRF with mobile artillery
capability early in the campaign would be
devastatingtoi KS 1 { 5Q&4 RS¥Syas$s
Similarly, giving an HSD pilot a raileaaquipped

VT might get you tarred and featheredVhen

in doubt, ask your NPC Faction Commander for

aid NI
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advice on getting the most for your hardware,
or the Quartermaster for an unbiade
evaluation of any particular trade.

Additional Notes

Exactly how many VTs do | get per draw?
Three.

That number will change over the course of the
campaign based on a number of factors, not
fSrad 2F 6KAOK Aad aK2g
0 S A y 3 K €apaigrt Fe&n will modify the

global draw rate to keep pilots fighting
intelligently while prevening accumulation of
vast stockpiles of hardware. A large part of the
original campaign flavor was the often
agonizing decision over what to risk on the
front-line. Welike that flavor, and will work to
maintain it.

What is theVT recycle rate?

Threeto-one, subject to change.See above.
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Strateqgy

Pacific Rim Forces Hai Shi Dao
Tunl | 2dz2Q@S OF dz3AKG GKS (2St02YS G2 1 Stf 2SS«
your superior mobility, firepower, and  NY2 NBRX FyR @&2dz Oy

Turn 2

Turn 3

Turn 4

durability to strike hard and fast, inflictin
as much attrition as you can along the we
Your directfire weaponry is unmatched a
any range and your Deciders carry a pote
melee weapon Points you score now wi
have them scramblingof the rest of the
war.

The artillery gap is closed as someone
R&D figures out how to mount a howitze
on a strippeddown Decider. VT fax ¢ X

AYFSNA2NI G2 GKS I {

winning the firepower war at close ranc
anyway. Keep pushing, and watch tinee

line for long barrelsg the HSD have a ne\
toy.

The supply of new hardware stalls as yc
supply lines get long@ 2 dzZQNB 32
to make do with what you have from th
last Turn. A Decider with a 3ITR
mounted is stil the undisputed king of the
1YAFS FAIKGET odzi vy
work to get close enough to use it. Yo
Falchions can no longer come and go
they pleasec the HSD has figured out ho
to catch them.

Second Generation combat hardwa ,
comes to both sides. Get used to tl
t NEPYAYSYyOS amI I a

quite frequently from here on out
C 2 NIi dzy b @nSxcéllent madhevith
guided missile support, forecast shootin
and a reactor override system. Yo
Falchions are phased out for the Blade
more deadly if somewhat temperamental
strike platfom. The sides are now as eve
a4 GKS@QNB 3I2Ay3 (:

ground. You do, however, have the only via
artillery platform for many a battleand your VT
can climb mountains like goats. Plan yc
defense around the map and make them pay i
every victory. Vitzh ninjas born here w
become unstoppable forces of nature later on.

With the introduction of the Scareface, you nc
have a machine that cago toeto-toe with a
Decider. Train dedicated snipers early and ki
them in 320SR capable machines. Hold the h
ground for as long as possible and shi
incoming VTs with combinddngrange rifle fire
and indirect support. Your Vitzhs can nowinet
to a more confortable role ¢ inexpensive
spotting and harassment.

Stripping the majority of the armor off of
Scareface makes for a viable light strike
2 Kl iQa Y2NBI SIOK 2y
target painter, making your artillery unit
L2aAGAOStE e RSEHRfeéo
positon yof f 06S Ay F2NJ
Move fast, mark from covel, Yy R G KS@
know what hit them. Use unlocked firing ar
ambush mode to ensure the pigddg R ey &
chance to return fire.

2dzNJ yS¢g 3ISIENI Aa KSN
happy about. The Scarefadleis everything its
predecessor is, plus a bigger main rifle &
guided missiles to boot. Your snipers now h
a platform they can use throughout the rest

\
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still the only side with intrinsic markin
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skill will be deciding the future of the war.




Turn 5

Turn 6

Turn 7

Turn 8

Pacific Rim Forces Hai Shi Dao
Railguns come to the PRF. Unfortunate L ¥ &2 dz KIF @Sy Qi f SI Ny
they come in the form of a pgnant truck. Ay O2 YAy 3 TFTANB o0& y2¢
The Prominence M2 signals your no shocking retesher. The PRF have
permanent dominance in diredire St SOUGNRB Y| Iy SGAO f I dzy(
GSIFLIRYNRI o0dzi R2yQie2dzQNBE adGAfft LINRPOLFOT
you ¢ it takes 40 seconds to turn in plac battlefield. In compensation, however, you nc
Fortunately, all that extra armor conceals have two new support platforms. Th
battery of fireandforget missiles. T& Maelstrom is a shiny new Vortex, and tl
wl LIASNE | G NX¥zS @A N Behemothcan put more explosives further dow
the fastest (and most unforgiving) ride ¢ range than any other machine in the campai
the battlefield. Good luck getting enou¢c ¢ N®B  y 24 (2 61 adsS (K
of them in one place. distance advantage from here on.
The kinks have been worked out of tt Ener the Garpike. The HS@ets their first
Prominence line. The M3 is everythingt YSt SS 4SS LR2y> YR Af{
M2 wasin a svelte, nimble package. Whi when faced with plasma torch at point blar
still not exactly a fast attack platform, ¢ range, you have a number of options other th
fSIFad LI aairaya =A01 aFHtt 20SN) 32 0622YE 0
horse. You should now have enou and durability to get in close and let yol
hardware to field two railguns in ever needles do t§ GFf 1 Ay3 GKA
mission, and these pilots should work as worried about finding the howitzers. Railgul
team, systemtcally disassembling anope will mess you up in the opeqrely on the range
that breaks cover long enough to lock. advantage of your support units and snip
systems.
The Quasar arrives, marking the beginni The HSD scramble to introduce Third General
of the Third Generation of VT hardwar hardware, and it hurts. The two new Regal Dr
LGQa I tNRY ao 2V models you have access to are fast and niml
nastier than before. Though you haxbui GKS b R2SayQi KI @€
immense tactical flexibility in youf AyS FAIKISNI FyR GKS
loadouts, your strategy from hereonout ¢ S+ L2y 62NIK YSyGAz2y
simple ¢ charge to medium range, appl some serious piloting to hold back the PRF, v
railgun directly to the forehead, andavo  NB y2¢ a4 322R +a
artillery fire as much as possible. Hold on!
Production on the Quasar has ramped u The Juggernaut is the most flexible rang
0dzi @2dzONB adGAftf y LXFGF2NY Ay GKS 3l Y
of them before the war is over. You al issued the first batch of them. Depending !
have a new problem to contend withyour K2 ¢ &2 dzQ@S 06SSy K2f R
Quasar was built on stolen plans, andtf AG Gt S G22 1 GS3Y 0da
+¢ AGQa olFlaSR 2y ruling the battlefield inthe twilight of the
other sde. conflict. What could possibly be better than
Third Generation railgun? Two of them.
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F.A.Q.

Q. Where are the Right Brothers?

A. Line of Contact veterans may wonder where

the Right Brothers are. In the interest afir

limited 35 hours of campaign play time, the
conflict has been simplified into a twsided

g1 NI 52y Qi 62NNERI (GKSANI KAIKfE @& dzyAljdzS +¢a
still available.  Starting in Turn 3, limited
guantities of RB hardware will show up at the

v dz NI SNX I & ( S Both  RiBes. | ¥
Additionally, be on the lookout for Enforcers
wearing Right Brothers pins. They may have
something for you.

Q. Where are the Jaralaccs?

(V)]

A. The Jaralacck NB 2 dzi G KSNB® ,2dz 62y Qi 0
hearing from them until Turn 5. Whether you

choose to purchase their services or not is left

to the individual field commander.



Appendix: Campaign Map



