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- METAL FATIGUE

A World in Turmoil

With the development of faster-than-light travel in the early 23rd century, mankind could finally
reach for the stars, Unfortunately, galactic exploration brought with it a horrible find: as they
scoured the universe for signs of life, survey teams discovered the ruins of senlient coltures
destroyed by a strange cataclysm. Analysis of these newly explored worlds and the remnants of
a decaying military machine suggested that a warlike alien race, the Hedoth, had swept through
the galaxy acons ago and systematically pulverized every civilization lying in thelr path.

And that's where the saga takes a second mysterious tum. For some inexplicable reason, the
Hedoth abandoned their conguests, leaving behind no clues as to where they went or why they
suddenly departed. Fortuitously, salvage operations did manage to uncover a few scattered
installations and some destroyed weaponry amidst the wreckage, which provided details
concerning the Hedoth's awesome technaology. Recognizing the importance of this find and the
need to recover fully functioning Hedoth technology as quickly as possible, three of Earth's
largest CorpuNations - Rimtech, Mil-Agre and Neuropa - decided to hantl together to cnntut
the Hedoth and locate their home worlds,

In time, the three CorpoMations assembled a huna eapeditionary Furcr:,. mnpr&cd largﬂf of
numeraus support and research vessels, along with dozens of warships, The fleet then set ol’ffor'-
the Hedoth system where they believed the last ve of Hedoth hegemany might still remain.
~ When survey ships finally reached the system, the CorpoNations divided their immense flect, 'l,_,,-
| parking their research ships in orbit around Hedoth Prime, the l:api'li.l pldﬁﬂt ai thl;' Hndﬂl.h'
Meanwhile, the CorpoMations held their massjve Faﬂ]aﬁeet in reserve, wai _' in earnest fora -
battle against a foe of unknown stre:ngth RN




Here's Where They Came In...

Metal Fatigue traces the stary of three brathers — Diego, |onus and Stefan Angelus = who are
swept up in a brutal intergalactic war of greed and betrayal. One member of a RimTech
expeditionary force sent to Hedoth Prime, Jonus, the middle brother, discovers a strange alien
relic thal touches off a fierce debate among the three brothers, The find also triggers a serles of
strange events that will not only split the trio, but also spark a war between the three distrustiul
CorpoNations, which will end when only one conglomerate prevails.

After a fierce struggle with a squadron of Mil-
Apgro fighters, Jonus decides to defect, and takes
the alien relic to the leaders of Neuropa,
Meanwhile, Stefan, the youngest brather, is left
for dead during the skirmish, when a follow-on
sparch and rescue team cannot locate his
remains. In reality, the cruel Mil-Agro have
recovered the injured Stefan, nursed him back to

R—— health, and pressed him into service for their
CorpoMation. 'llunrung_ his youngest hrother dead and Jonus a traitor te the cause, Diego, the
eldest of the three Angelus brothers, returns to Rimtech and apprises them of the recent
developments back on Hedoth Prime,

.« Wow Here's Where You Come In

When the game begins, you will assume the
role of one of the three Angelus brothers, as
they attempt to expand the control of their
respective CorpoNations and improve its
technelogical capabilities, After launching
from a distant battle carrier, your assault force
will automatically descend on one of three
plangts.- At this point you will- immediately
construct  your base and, if necessary,
strenglhen its defenses to protect it from
enemy atfack, In the meantime, you will he

mpnmlh-h fnr c:cplurim

d np r. ure
~ can expand your hase of nperailnnl, _

generally Improving your logistical situation.
your forces, perhaps even using stulen weaponry . hanc
when you have created your army of robots, vehicles and ;
about taking the war to the enemy's dmrﬂep‘j but be- advm lmtlll mty" ]
different levels,

Good luck, cnmmndelj._\'nt_ll_' fnmns await you,




_ installed on your hard drive and, if you whh. treate a Metal Fati

To play Metal Fatigue, your computer must meet at least the following criteria:

Minimum Configuration Requirements

+ Pentium 200 MHz Computer

= 3D Accelerator card with BMB RAM

» Windows 95/98 Operating System with DirectX 6.1 drivers or better installed (DirectX is
supplied an the game CD)

* 32 MB Svstem RAM

» 60 MB Hard Drive Space

* 4x or better CO-ROM Drive

s Windows 95/90 compatible Saund Card

* Microsoft-compatible mouse

= Network play requires TCP/IP Network protocol with al leasl a 28.8 kbps connection speed

Far optimal performance, your computer should meet the following criteria:

Recommended Configuration Requirements

* Pentium Il Compuler or higher

* Windows 95/90 Operating System with latest DirectX drivers installed

(DirectX 7.0 recommended)

32MB System RAM

385 MB Hard Drive Space

Second generation 3D Accelerator Card with 12MB RAM (eg. 3dfx Voodoo 2, TNT)
Windows 95/90 compatible Sound Card

Hx CD-ROM

Microsoft-compatible mouse

Metwork play requires TCP/IP netwarking protocal with at least a 28.8 kbps connection speed

o & & & B & &

Game Installation
1. Start the Windows 95/98 operating system.
2, Insert the Metal Fatipue CD into your CD-ROM drive. The Autorun menu should immediately appear.
Mote: If the Autorun menu does not automatically appear, double-click the My Computer
icon localed on your Desklop. Then double-click the icon corresponding to your computer's
CD-ROM drive. The Autorun menu should now appear.
3. Click the Install Metal Fatipue button.
# The installation routine will now walk you through each step of the setup and installation
FOLEES,
£ s Once you have created a directory for Metal Fatigue, the program will automatically be
fmn on your desktop. In
of DirectX has al
un your compulter

 dloes | ist, then the program will nffﬁr tu mltl.ll DirectX
Ahe program will determine what types of ‘graphics drivers have been installed on
'_ ne. To change the mplm driver scltmgs please see the readme text file for

-_'d-. After you huvn completed the installation process, you can select Metal Fatigue from the Start
~menu (Psygnosis/Metal Fatigue is the default location) or double-click on the Mefal Fatigue
~ desklop icon o run the game,




Uninstalling Metal Fatigue

1. Start the Windows 95/98 operating system,

2. Insert the Metal Faligue CD into your CO-ROM drive,

3. Click the Uninstall Metal Fatigue button.

4, You will he asked to confirm that you wish to uninstall Metal Fatigue.
# If you are sure you wanl to upinstall Metal Fatigue, click Yes,
* If you are not sure, click No.

Mote: When yvou uninstall Metal Fatigue, you will be asked if you wish to delete any saved games. If
you click Mo, all of your saved games will remain within the Save game subdirectory of Meatal

Fatipgue.

Mote: You may also uninstall the game from the Start Menu by clicking on the Uninstall Metal
Faligue command bar,

Quick Walk-Through

Matal Fatigue is an intense real-time strategy game that simulates futuristic combat operations on
multiple levels. As such, we highly recommend that you acquaint yourself with some of the
concepls, lerminology and game functionality explained throughout this manual. We also supgest
that you complete the accompanying training exercise before lackling any of the campaigns,

Reconnaissance in Force

Okay, let's begin by choosing "New Campaign® from the Main Menu. You'll notice that three
campaigns are included in Metal Fatigue, one for cach of the three Angelus brothers. Now, set
the campaign difficulty to medium by selecting it at the bottom of the screen. For purposes of
this discussion, we will follow the career of Diego Angelus, so select the Rimtech CorpoMNation -
this campaign is best designed to introduce new players to the various concepis of the game. We
highly recommend that players select Rimtech as their first single-player campaign,

The next screen that will appear is called the Mission Briefing Phase. Notice that on the left hand

side of the screen, you may review your mission objectives by scrolling through the Mission

Briefing Window. If you like, you can ristl:n to the narrative or turn it off by pressing the Speaker

button located on the bettom left hand side of the panel; At this point, you may also examine

Diega's personal log, which appears just below the Mission Eneﬁnﬂ Window, Finally, you can
~return to the Main Menu by pressing the Main Menu button. _

For the first mission, your immediate goal is o build a Combot Parts Factory then a Combaot
~Assemhly Bay then two functioning Combots, using any of the parls created al the Combot Parts:
anwhila u must strive hu keep Diego alive for the durntimn of the scenario,

' HFW!“’HIH l“ L 'ﬂ :




Stranger in a Strange Waorld

When the scenario opens, you'll find that your forces (which are colored blue) are scatlered
about the southern portion of the map. The large circular structure in the middle is your Matter
Converter, which represents your drop ship and serves as your hase nexus. Lose it and you won't
he able to build many of the higher tech structures available to you, Fortunately, vou can build
another one atl any point during play, but be forewarned, they don't come cheap,

The small square structure to the left of your Matter Converter is your Cryo Farm, which supplies
you with Manpower. The Manpower resource is required to build any vehicle and most
structures, The Cryo Farm is also where specialized crews, called Combol Crews, are created Lo pilot
your Combuots,

In addition to the two structures, there are several
different types of vehicles located along the lower
ridge. The small vehicle deployed on the far left is
your Missile Jeep; a good all-purpose vehicle
especially sulted for reconnalssance duties, Next to
it is one of your Tanks, your principal ground attack
vehicle and primary means of carrying the war Lo
the enemy. On the far right, you'll notice two
dome-shaped vehicles. These are your Hover
Trucks. Hover Trucks are unarmed utility vehicles,
which are used Lo build different lypes of structures
and collect Metajoules, the other valuable resource
needed to build your hase and army.

The small figures thal appear jusl south of the Maller Converler are a Combol Crew, which
contains none other than Diego Angelus. Lose this particular Crew and you've lost the mission,
hut we'll discuss that in further detail a little later on.

Below the ridgeline you'll find another Missile Jeep and a third Hover Truck, as well as several
needle-like objects spread out across the bottom of the map. These are Imaging Poles, a.k.a.
Recan Poles. Recon Poles are surveillance devices that eliminate a circular portion of the Fog-
Of-War (Fog-Of-War is the grey shadow which allows you to see the terrain, but not enemy units
or structures.) Recon Poles can “detect” any enemy unil that moves within range of the device
and are therefore very important assets, especially if you're not sure where the enemy base may
he lncated. Unfartunately, Recon Poles are unarmed structures that can he easily destroyed.

The Battle is Joined
_ Okay, now that we've established what forces are initially available to you, let's discuss how
they're gnjng 1o be used+ \"-'han the scenario. opens, uu'll fi nd that your base wlll come under

| your unlls at na::h nf ﬂ'm unﬂm‘y’i ; nnu four twa combat whldn
Eﬁ'nﬁﬂm uld he used to engage the enemy M moving down the left map edge,
v whlln, the balance of your combal forces | mlmnn: up the north-cast passage then
the enemy forces moving south along your right flank. Meanwhile, you might want to
withdraw the lone Hover Truck to a safer location, perhaps moving it closer to your Matter

- Converter.

. To move a unit, simply place the cursor over the unit then press the left mouse button. The unit
- will now hecame highlighted an the map and a small health bar will appear just below the
‘unit. A close-up view of the unit will also appear in the Porirait Window located in the center
of the right hand panel of the interface. intPrm:lmn. concerning its production cosls, i
- manpower requirements, and current damage level is listed along the hnHum of the Intarfann e x:_f'f
~ in the Smart [nfo Display Window. i L



You may nofice that several types of orders can be issued to the unit, which appear at the battom
right hand corner of the interface. We'll discuss these in a moment. For now, though, let's move
the lone Hover Truck back to the hase by selecting the unit then moving the cursor fo a new
location. When you're ready Lo issue the command, simply press the right mouse button and the
unit will start moving to its new destination.

If you prefer, you can also order a unit to mave to a new location by placing the cursor in the
mini-map window, which is located at the top right hand corner of the interface. Again, press the
right mouse bullen and the unit will begin moving ta
its new destination.

Mext, let's deal with the threat posed by those
enemy forces, IF you like, you can move each of your
units individually by following the steps described
earlier. However, a more prudent way to get your
troops moving in a hurry might be to issue a group
command. In effect, a group command tells a bunch
of units to move o the same location or perform the
same action simultaneously. To fssue a group
command, |-.|I.1r(- the cursar near the edge of the
group of units then press the left mouse button,
Mow, hold down the button and move the cursor
further away from the initial starting point. A white oulline will begin to form encircling all of
the nearby units. Now release the button.

Notice haw the white outline has disappeared and all
of the units situated within the bounded area are
now highlighted. You've just created your first group,
Mext, move the cursor to a new location on the map
and press the right mouse button. Notice how all of
the. grouped units will hegin moving to the new
location, OFf course you can slill issue individual
arders to.any unit within the group by left clicking on
a.unit then following the steps described earlier. To
engage an enemy unit or structure; left click an a
| friendly unit(s) then move the cursor over the eneny

Uit ar sfracture you want it'to attack. Notice how the cursor will change in“shape and color

whenever it is placed over an enemy assel. Instead of @ green arrow, the cursor will now resemble

a Mashing red target, Next, press the right mouse button 1o order your unit(s) to attack the enemy.
[+ At this point, concentrate on destroying the enemy force before it has a chance to reach your base, =

+ first order of business is to gather up as many =
Maﬂﬁ']'ﬂﬁ_p'umihle. because Metajoules are used

to build new units and structures. Keep in mind that
Melajoules can be extracted from either lava pools or
collected from solar power sources, so if you dry up
une source, there may be altemative ways to acquire
more Metajoules. For now, though, we'll focus our
discussion on lava pools.

i 1o the right of your bage lies a lava pool teeming
with Metajoules. To recover the precious energy,
simply left click on one of your Hover Trucks then
move the cursor directly over the lavapool.




When you press the right mouse button, the Hover Truck will automatically move alongside the
lava pool and begin ta extract the material from the pool. And that's all you need to do to acquire
more Metajoules. At the top of the screen, in the Resource Display area, a Metajoule supply
indicator will steadily begin to rise then level off when your current Metajoule capacity has been
met. The number above the Metajoule Bar is the amount of Metajoules you currently have
available, The number to the right of the bar is your total starage capacity for Metajoules. Note
that the more Hover Trucks you commit to the extraction process, the faster the Metajoule supply
indicator will rise. At some point, you may have to construct an Energy Bank, which is used to
stare any excess Metajoules your Matter Converter is unable to hold.

Now might be as good a time as any to build your first structure so let's begin by constructing a
Vehicle Factory. To build a Vehicle Factory, left click on one of the three Hover Trucks, On the
right hand portion of the interface, a list of build options will now appear directly below the
close-up view of the Hover Truck, Next, left click on the icon that says Vehicle Factory. Matice
that a "ghosted” representation of the Vehicle Factory will now replace your standard cursor icon
in the Battlefield Viewing Window. A red “ghosted” icon indicates that you cannot build the
structure at that location. On the ather hand, a yellow "ghosted" icon means that although you
can build the structure at that location, it will lie outside your Base's Defense Ring. Finally, a
green "ghosted” icon means that you can build the structure at that location and it will lie well
within your Base's Defense Ring.

Obwiously, it makes sense o ercct new structures
where they can best be protecled, so it's a good idea
1o find a location where the icon is green to build the
struciure.

Once you've decided on a location, press the right
mouse button to denote where the Vehicle Factory
should be buill. The selected Hover Truck will now
maove towards the construction site and automatically
begin to build the Vehicle Factory.

Motice that the Metajoule Supply Indicator will start
to decrease, reflecting the costs associated with
building a new struclure, Don't worry because the
other Hover Trucks will more than make up for the shortfall in Metajoule production, Finally, you
can determine how long it will take o construct a structure by left-clicking on the construclion
site. A "huild time" bar will appear in the Portrait Window in the toolbar, to show how far along
the construction has progressed.

" It's going to take a little while before your first

s | $0.you may i msider
m& Trllﬁﬁ"‘f%ﬁ‘fﬁﬁ%é%%ﬁ'ﬁ
nd that the more units you add to a project, the |
faster it will be built, In this particular case, it would be
~ wise to get the Vehicle Factary up and running as
~ swiftly as possible so you can create additional
~ vehicles. To speed up the construction process, simply
" click on a second Hover Truck then right click on the
Vehicle Factory, Notice haw much faster the “build
time”" bar is advancing.

Clure

Reinforcements Arrive DN
Once the Vehicle Factory has been set up, you might want to create a couple more Tanks tohelp
defend your Base, and r'rhlfﬂ two more Hover Trucks to expedite the recovery of Metajoules;

o build additional vehicles, left-click on the corresponding icon located in the Vehicle :




Factory's Build List Window. Natice that you can build multiple vehicles by repeatedly clicking
on the icon, Each time you add another bufld request, the vehicle queue will increase by one. To
decrease the guewe, right-click on the corresponding icon. You may also build more than one
vehicle type at a time by selecting different vehicle icons, Note: All units are built one at a time;
sequentially in the order they are requested. Once the two new Hover Trucks have been
delivered, have them mine for more Metajoules at the lava pool.

At this point in the scenario, it might be a good idea to build a Cryo Farm. Cryo Farms
contain cryagenic chambers that hold the Manpower of your CorpoMation,

The Cryo Farm is especially important because all of your vehicles and most of vour facilities will
require trained technicians (a.k.a. Manpower) Lo operate them.

Clash of the Titans

All right, it's finally time Lo start thinking about those Combats you've heen ardered to bulld,
Remember that before you can field a Combot, you must first build both & Combaot Parts
Factory and a Comhaot Assembly Bay. With that in mind, assign a Hover Truck to begin building
a Combot Parts Factory, Again, you'll have to place the structure near enough to your Matter
Converter so thal it can be within the defensive grid once it has heen campleted. By now, your
first Hover Truck should have completed its initial project and is ready to begin work an the
Combot Assembly Bay. Again, follow the
instructions we just discussed o create the Combot
Assembly Hay,

By now, the Hover Trucks will have siphoned off a
goad deal of the Metajoules from the lava pool. It
you look closely, the lava pool has actually shrunk in
size and will continue to shrink as more and more
Metajoules are extracted. Eventually, the pool will
run dry and you'll have to scour the map for new
sources of Matajoules. For this mission though, the
lava pool contains more than enough Metajoules to
fulfill all of your build requirements,

Okay, let's wait until bath your Cambot Parts Factory and Combot Assembly Bay are completed
before procecding, When the Combot Parts Factory is completed, leit click on the factory. Motice
that several build options will appear in the right hand portion of the interface. ‘At the present
time, your factory ks anly capable of producing a fairly rudimentary Combot, That's because you:
haven't conducted any research or built some of the AT O
higher tech structures that become available to you i
later in the campaign. Mo mal mission

'-*-.'l'f-':',,i.._ i e ik
e U B R e
' going to need a torso, a pair of legs and two ap
the present time, it doesn't matter which ones vo
since these Combals aren'l gaing into battle,

Mext, click on a Basic Torso, a pair of Basic Legs, a
Katana Sword Arm and finally a Basic Arm. One by
i ane, you'll be notified when each of the components
| has been completed, Don't forget that as you create a
component, you'll be using up some of your precious
Metajoules. . :

~ When all four components have been finished, left-click on the cdmw;wmgl“ !
* building your Combot. Each time you select a component, that part will appear
~ By, When all four parts have been chosen, your Combot is ready for hattle.




Your Combot has been welded together, so now the
'Bot Is, for all intents and purposes, in tiptop fighting
condition. Now you'll need a Crew to pilot it. And
thal's where our ever patient Diego Angelus comes
in.

Highlight Diepo's Crew as you would any other
unil. Mext, move the cursor directly over the
Combot Assembly Bay. Al this paint, the cursor will
begin to point downwards, indicating the Crew can
enter it. Mow press the right mouse hutton to order
Angelus into the Combaot, When he has climbed inta
the Crew Compartment, his name will appear in the
crew name readout in the Portrait Window. Mext,
press the “Deploy” button, The Combot will immediately step off the Assembly Bay and onto
the map. Motice that the Combol can now perform several different actions listed in the lawer
right hand portion of the game interface.

Mow thal you've gol your first fully functioning Combat, it's time to huild that second Combot.
Follow the steps outlined earlier to create all of the physical components; To create a second
Crew for the new Combot, you'll have to get them from the Cryo Farm, Click on the Cryo Farm,
then click on the Combat Crew button. Shartly, a newly thawed and trained crew will appear in
the Assembly Bay,

Misglon Over

The scenario will end whenever you have fulfilled all
of the mission objectives; whenever your forces have
hean completely destroyed in battle, or anytime you
have lost a critical unit in battle (in this misslon that
would be Dicgo.)

Afterwards, you van sce how your forces fared
during the Mission Debriefing Phase and the degree
to which you have achleved your objectives.

Playing Metal Fatigue

Hiiza, 'Metal Fatigue uses a branching, m-mu-t!ﬂun in!&rfnm to access dﬁfm‘!nl 'm
kot _L_.Imhq_hdufdhﬂﬂﬁiﬂﬁﬂm pening C

f the ga

After starting Ment Fatigue, the first game screen
Tyou' cnmﬂ 1o is mllnd the Main Menu,

The Miain Merai contairs the following sekeclons

= MNew Campalgn: Selecting this will let rnu m a
new campaigmn.

a Load Gam':&ledllﬁihh wlll anlhlu fm,ltq qﬂ T
and play a previously saved scenario. To Inad a ga
click on the name of the game from ﬂwﬁ

then click on H'm Load" hullun. (R




« Multiplayer: Selecting this will let you play Metal Fatigue against one or more human and all
apponents.

& Skirmish: Selecting this will let you configure and play a quick battle against the computer.
Note: The Skirmish Mode will not affect any of the Campaign pames.

* Optians: Activates the Qptions Menu,

* Credits: Brings up the list of people responsible for the creation of Metal Fatigue.

* Intra: Feel like seeing the opening cinematic again? Click here and the entire introductory
sequence will be re-played from starl lo finish. Pressing the <Esc> key will let you exit the
cinemalic.

* Exit: Selecting this allows you to exit the game.

Options Menu

* Drivers: Thiz displays all the possible Graphics
Libraries that the user has available, The library
currently being used is highlighted, To change the
Graphics Library, you must exit Metal Fatigue,

insert Disc 1 and select "Hardware Options" from the
Autarun menu, Note: The pame will usually select the
hest library for Your system so ypically there is no need
to change this setling.

* Resolution: Players can select from ane of six rent
video resolution modes, To change the solution,click
on the button alongside the video resolution you
want to use then press the'OK" button. Note: If you
select a resolution higher than your screen can play, the pame will avtomatically select the
highest resolition that can be displayed,

* Toulbar Alignment: The toolbar interface panel can be placed along the left or right hand
side of the game screen. Mote: The default cnnﬂgumlinn i alnng the righl hand side,

-ﬁ%ﬁﬂmﬁ%ﬁwﬁg

s 32 Bit Color: Displays the game with full 32 amai‘m

* Shadows: Leaving this option on will cause units, u'lrurlurfﬁmd other Iihill'.'ll in the game tn
cast shadows in the viewing window. This aption should be disabled if the player finds the game

is nunning slowly,

* Dynamic Lighting: Leaving this option on will cause different in-g:ml lighting: eﬂ‘ecls to oceur In
the viewing windaw, This option should be disabled if the player finds the game is mnnlng slowly,

Sy [ . Suner-loumt Leaving this option on will let players increase their zoom distance (i.e. pull the
camera back further from the playing field than normal). This aption is only recommended for

% :'ﬂh.il!tlr machines.
st Muﬁﬁ Players may turn onfoff the in-game music,
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» Autoformation Move: Leaving this option on gives each unit in the currently selecled group a
unique destination point when the units are commanded to move, The destination points

given will resemble the group's current formation. When this option is turned off, all units in the
group are given the same single destination point during a Move command,

» Gamma Correction: Adjusting this selting brightens or darkens the entire game screen. To
adjust the control, place the cursor over the bar then press the left mouse button. The bar will
increase or decrease depending upon where the cursor is placed. Note: Some cards will not
show any changes unlil the game has heen re-started.

« Sound Valume: Adjusting this setting will increase or decrease the saund volume.
» Voice Volume: Adjusting this setting will increase or decrease the voice volume.
» Music Volume: Adjusting this setting will increase or decrease the music volume.

» Scroll Speed: Adjusting this setting will increase or decrease the rate at which the map scrolls
under the cursor.

General Mouse Control and Keyboard Shortcuts

The Metal Fatigue interface has been designed to be as intuitive as possible. The following tables
nutline the mouse and keyboard commands available to the player during the course of a game,
Note: A brackeled command (< =) denotes a specific key on the keyboard while "left-click® and
"right-click" commands refer to the respective huttons on the mouse.

The Metal Fatigue Game World

Unlike most real-time strategy games, the action in Melal Fatigue will often take place on
multiple planes or "layers.” Each layer contains its own separate playing field, where structures
and units can be built, items and other artifacts can be found, and battles can be fought -
sometimes taking place between multiple layers, There are three distinet layers in the game;
which are explained in greater detail in the following section,

The Surface Layer

that run ut |
searing des -"’.r" 24 i _
ln.géifml terms, the Surface Layer offers the most
room for Base expansion and planetary exploration
and Lypically serves as the backdrop for the largest
CarpoNation battles, bR S

On this layer, there Is "Fog-of-War" which prevents
you from secing eneny unis and strucures I
lhndadngnrlim'u! e map. (i, you cann
“enemy objects which your units cannot see)




The Orhital Layer

Orbital missions take place on huge asteroids that
are hovering in geo-synchronous orbit miles above
the planetary surface. Linlike the Surface ar
UrlL{:.'rEruurlli Layers, the Orbital Layer contains na
Fog-Of-War or Shroud, so everything is visible o
hath sides.

In general terms, the Orbital playing field is the
smallest of the three lavers, and is therefore capable
of supporting only a limited degree of Base building.
The Qrhital Layer is, however, especially important
because it offers the best access to another power
source, solar energy from the nearby Hedoth sun.

The Underground Layer

Each of the Hedoth homeworlds contain a series of
catacomhbs and other underground passages that
enable units lo move from one area of the planet to
another with relative ease.

;‘I.dditimmlly, Drill Trucks can be usad ta create new
subterranean passageways and vast underground
chambers that can house new structures or friendly
forces. Alsa, subterranean lava fields are richer than
the ones available on the surface, generally more
Metajoules can be extracted from each one, And
because subterranean passageways are narrow and
contain all sorts of low hanging obstructions, Comhaots are unable to navigate through them.
Sublerranean passages are especially valuable becavse they can be used to launch surprise
attacks deep inside enemy held territory.

O this layer, there is a "Shroud" which hides everything including the terrain from your view,
excepl where your units and structures are, As the underground is explored by your units, the
Shraud is replaced by "Fog-of-War'.

THE MISSION INTERFACE

casy-to-use device

s composed af several diffes
elements, including the Baltlefield Viewing Window, a

Toalbar Inferfarn, a Unit Information:Parel, and.the
Resource Displays. Each element is de below.




" ‘Window is displayed on the Strategic Map.

 To the left of the Strategic Map are four Layer Control buttons, From tap to hottom, these liuﬂnﬁs s

~ that particular battlefield, (when you press the "All* button, the Battlefield \ﬂlwilmm
. not change, but all three strategic maps of fhe three layers will be shown on the Tﬁulbap}

The Battlefield Viewing Window

The Battlefield Viewing Window (a.k.a. the Viewing Window) is
the large viewing panc that takes up approximately 75% of the
Hame sCreen.

The Rattlefield Viewing Window contains & 3-D representation
of the battlefield. In effect, this is where all of the action takes
place, To scroll around the battlefield, move the cursor off the
screen edge in any direction.

You can also use the arrow keys on the keyboard or the <52, <4>, =b>, and <8> keys on the
keypad. You can also change the camera angle and rotate the map in any direction (for more
infarmation, please consult the Camera Angle Tahle).

On the Surface Layer, a Fog-Of-War has been superimposed over the battlefield,
which represents those areas that cannot be seen by a friendly unit or structure,
Partions of the Fag-Of-War are remaved whenever (1) a unit moves inta the region,
(2) a recon pole has been placed in the ground, or (3) a structure has been buill in
that area. At this point, the plaver can now see everything the unit can see,
including any additional obstructions, enemy units ar other ahjects in the vicinity.
Mate that the Fog-Of-War returns if (1) the unit vacates the area, (2) the structure is destroyed,
or (3) the recon pole is destroyed,

Each time you select a unit, a health bar will appear just below the unit icon. A bright green
har indicates the unit is in tip-top fighting condition. However, as the unit takes damage,
the bar will get smaller and eventually change color. A small red health bar means the unit
has laken a great deal of punishment and is one step away from being destroyed.

The Toolbar Interface

The Toolbar Interface runs along the side of the game screen and consists of the
Mini Map Window, The Portrait Window and the Dptions Window, &

Each element 15 describad below.

Aflat, hm-dirr]rensmml Strategic Map
ndividual Layer l:qnlruls along the. |HI’I ;
sl :
Friendly forces are shown Ty Bllie while enemy forces are shown hased an 1hr.¥r '
team colour, Mote: The same Fog-Of-War or Shroud that Appeats.on the Battlefield 'ﬂ'iewlng

are the Orbital Layer, Surface Layer, Underground Layer, and All Layer controls: Whr:n
one of these bultons, hoth the Battlefield Yiewing Window and Mini Map Windo

lop of the other,)




The Portrait Window

The Partrait Window Is located in the middle of the Toalbar Interface and contains
a close-up view of the selected unit. The Portrail Window may contain additional
information, such as build progress rates or Combot configurations.

The Options Window

The Options Window s located at the bottom of the Toolbar Interface and contains
a list of specific commands for each particular unit. To bring up the list, simply click
on a unit in the Battlefield Viewing Windaw.

Maote that some units can perform cerlain functions that may not be available to
olher unils, For inslance, when you select the Hover Truck, Project  Buttons will
appear in the window, indicating which structures it is currently

able to construct.

s [he Smart Info Display Window

The Unit Information Panel is located along the bottom of
the Mission Interface and provides data an the unit or structure the cursor is currently over. The
info in this display changes depending on what unit type the cursor is on. Below is a description
for Combaots,

The figure on the far lefl of the display indicates how many Metajoules it casts ta huild that
particular unit, while the figure to its right represents its cost in Manpower. The next two
numbers are the unit's current health and its maximum health, The next figure represents that
unit's kinetic shield strength as well as ils energy shield strength. These are percentages that each
type of attack (kinetic and energy based) is reduced by when the unit is hit. The next figure
denotes the unit's kinetic offensive capability followed hy its energy-hased offensive capability.
Mext shown are the combined ﬁtrength of the Combot's long range weapons and its hand te hand
weapons. Finally, the last portion of the Unit Information Panel is used as a Combot display,
which includes whal four parts went into its configuration,

The Resource Displays

i In addition to a Mission Clock, the Mission Interface contains
two resource displays, which are located at the top of the game screen. The display on the left is
called the Metajoule Meter while the display on the right is known as the Manpower Meter,

The Metajoule Meter

e eyl The Mﬂaluule Meter contains a red horizontal bar and two Hﬂm“ﬂ'ﬂl indices.
. The bar shows how. many Metajoul fore it

¢ ;nlm qull!:l

Py F
new itrucluru,.
cosl. 5 ,‘-

T The Manpower Mﬂer o e
- The M&npgwner Meler cnnlulm a multl-mlnmi horiz

numerical indicatars. The yellow bar shows how many men (a.k.a. }lﬁi!‘ll cian
your hase (this Is also denoted by the numerical Indlmm 'i’ﬁ:pém 1o the rig
The arange har shows how many men are currently beir upeﬂ Men are u:pd]p ope
and run certan hl:ﬁ]liﬂ- The Jn#lflgurl rnpnrl.: how I'I'Il-TI]' men are mmmlly

If you require more an you have remal li'l I‘oumhull Iﬁna
Each additional Cr-,rn Farm mppliﬂ o uﬂth 40 add ﬂ]ﬁ:ﬂ

as the men are mmved

mnﬂr inhabit
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THE MECHANICS OF PLAY

To facilitate play, Metal Fatigue is broken down Into a series of game-playing segments or
Phases, What follows is a brief description of cach
phase,

The Mission Briefing Phase

When the game hegins, the first screen that will
appear is called the Mission Briefing Phase. The
Mizssion Briefing Phase oullines your mission
objectives, and includes any pertinent background
information that may have an effect on play.

In addition, the Mission Bricfing Phase confaing your
character's personal log, which is a personal viewpaoint that
follows the course of the campaign. It's a good idea to read
through the entire passage hecause it often contains critical

information concerning your specific role in the greater conflicl.

Motice that you can listen to the narralive or swilch it off by pressing the "Speaker’ button, which is
located at the bottom of the interface. When you're done examining the Mission Briefing Screen, press
the "Continue” button to begin the game. In some of the earlier scenarios, the game will automatically
skip the Upgrade Skills and Pre-Build Phase and instead proceed directly to the Missiun Phase.

The Upgrade Skills Phase

The Upgrade Skills Phase is where you allocate any
honus points you may have received from priar
missions, This will enable you to acquire neural
upgrades for your staff, which, in turn, will help you
create better Combol Crews, as well as more capable
vehicles and structures,

All told there are five upgrade levels portrayed in the
game. Al the starl of each campaign, the player's
forces begin at the lowest level, In general térms,
upgrades to Crews will improve. their hand-to-hand
combat skills, making them much more lethal in close -
I uarter engagements, On the other hand, vehicle upgrades will improve their firepower, making
them much more powerful in long-range battles. Finally, upgrades to structures will improve their
" defensive capahilities, lawer their manpower costs and reduce their build time, making them

S muoh eagher to: biiild: ) nﬂgﬁi_ PSR Sl i
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2 The Pre-Build Phase

1 The next phase is called the Pre-Build Phase, which is
" | where the player may plan and quickly fabricate their
| base and units within a pre-defined landing zone.
Nute: This pre-defined reFinn will appear on the

|| Surface and possibly on' the Orbital Layer hut never
I an the Underground Layer,

O During this phase, units are prohibited from leaving
sl this region. In addition, Hover Trucks may not mine
i far Metajoules during the Pre-Build Phase; although

o = they do function narmally in every other respect,
Bear in mind that you may bulld as many new structures and units as the pre-bulld budget.
allows within this pre-defined regian,




Note: Only cerfain items low in the Tech Tree will be available at this time,

The Mission Phase

The Mission Phase begins with the conclusion of the pre-build phase. Essentially, this is where all
of the action takes place. The Mission Phase ends when (1) the player has achieved all of the
objectives, (2) a critical unit or structure has been lost in battle, or (3) the enemy has completely
annihilated the player's forces.

Note: At any time during play, you may pause the current mission by pressing the <Esc>- key. A
pop-up menu will immediately appear on the screen, containing several different game options.

The Mission Debrief Phase
A Mission Debriefing Screen will appear as soon as
the mission has concluded.

At this point, players can see how they fared in
hattle and determine how many bonus points they
have earned relative to the mission objectives,

Skirmish Mode e

The Skirmish Mode is designed to let you configure
and play a quick battle against the computer,
Essentially, you can simulate a multiplayer game
against multiple opponents.When you press the
Skirmish Mode button, the first screen that will
appear is called the Scenario Creation Menu. The
Scenario Creation Menu will enable you to choose
the type of map on which you and the other forces
will wage battle. In addition, the Scenario Creation
Menu will enable you to specify how many and
which computer apponents you wish to play against.
Note that the Scenario Creation Menu is also used
to create and host a Multiplayer game.

 Playing Options : £ o e
- Several different playing options are listed o the left-hand side of the Scenario Creation Menu. - -~

[ e

o R L

starting location for each side's forces, Tn‘-’i-:' it
t, click an the current option setting. L

.« Start Lacation - This toggle is used to determi
~ change the starting location for the entire player

* Pro-Build Time = This taggle is used to set the length of the Pre-Build phase, To change the Pre-
Build time, click on the current setting.

= Starting Budget - This toggle is used to determine the quantity of Metajoules each side will
? begin with. To change this number, click on the current setting.

"a-"'_ -+ Surrender Mode - This toggle is used to determine the type of surrenter mode that will be
'Mﬁgﬂhrqughhm play. Ta change the surrender made, click on the current
: I:ng. In Normal mode, the enemy will surrender if your army is much greater than his
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and he does not have a Matter Converter. In Forced mode, the enemy must have no offensive
units hefore it will surrender.

* Lipgrade Level — This toggle is used 1o determine the initial upgrade level of structures and
vehicles. It also determines the highest level that a few of your crews will be. To increase the
upgrade level, click on the current setting.

* Map Resources — This toggle is used to determine the amount of resources available to all
players. To change the resource level, click on the current setting.

Objectives

In addition to the playing options, you may also adjust the mission objectives for each
engagement al the top of the Scenario Creation Menu. In Standard mode, the player must
completely eliminate all of the enemy player's forces, which includes their units as well as their
structures, In Structure mode, the player must simply destroy all of the enemy player's structures
to achieve victory. Note that some maps will include other special objectives.

Map Selection
As mentioned carlier, you may choose the Lype of map for cach engagement. To change the map,
click on the map number, which is located at the top of the Scenario Creation Menu.

A Map Selection Screen will now appear. Cerfain
maps are fairly small in size and are intended to
support no more than two players. Others are far
larger, intended for use in four, six or even eight-
player games, You can determine the size of the map
and the number of players il can support by reading
the values reported at the top of the screen. This
represents the maximum numher of players which
can play this map - you can play with less than the
maximum number of players. In addition, a 2D
representation of all three layers will appear along
the right hand side of the game screen.

Opponent List

You can set the number of computer-controlled
opponents you'll be facing from the Oppanent List
Window,

computer-cantrolled players, simply click an the
" i the player pame window for each pro &hc-
Ik e it s TN ek

To add new
i 4

o ' the field.
You can set up as many as seven different apponents. Notice
Ll that each player will he portrayed with his or her own unl:ul:
- z color, which will be displayed.on the Mini Map as well as the
O | Bl Battlefield Window. ;

: Next, choose what type of army that player will command by clicking on the appropriate
. CorpoNation icon lucated in each Player Window. Al this point, you may also create teams of
L4f ' players by pressing one of the numbers located at the bottom of each Player Window, Sa, for

: example, if you want players #2 and #3 to be allies; just click on the #3 icon in player #2's

- around the number will be green. Keep in mind that allied players will never attack one
CafpoMation,

The first fundamental step towards the development of a sound military strategy is the er'ﬁi‘lidn
uf a Base of Operations (a.k.a. infrastructure), A strong Base of Operations is extremely important

window. The computer-controlled players will autormatically accept the alliince and the circle i

* anather. They will, however, engage non-allied forces, even if they belong to the same parent




because it will let you create the right mix of forces suited to the mission al hand, And, by
building an effective infrastructure, you will eventually be able to construct a widening array of
hi-tech facilities, which in turn will enable you to research new weaponry and let you build more
capable Combats, Let's look at what it takes to construct your Base of Operations.

Resource Management

There are two critical resources in Metal Fatigue: Metajoules and Manpower. Metajoules are
especially important because they are used to build new units and structures. They are also used
any time you wish to repair battle damage to a unif, Comhat ar
slructure,

Metajoules are typically gathered from searing lava pools located
on or below the planetary surface, but may also be collected
from solar power sources, I should be pomted out that lava
pools slowly dry up as Hover Trucks continue the extraclion
process. However, lava pools will also slowly start to replenish
themselves as soon as the extraction process has heen halted.,
Another imporlant point le remember is that underground lava flows are much richer than those
found atop the planetary surface. As a result, you'll be able to extract far more Metajoules from
an underground lava ponl than a similar-sized surface pool.

Manpower (aba, your "workforce®) represents your other principal resource, You'll need
Manpower to operate each of your vehicles and run most of your structures,

Additional Manpower becomes available anytime you build 4 new Cryn Farm. Although your
men enter the game in a frozen state, they do thaw oul over time and are gradually added to your
manpower pool until all of the cryo chambers have been emptied. At that point, you'll have o
huild another Cryn Farm if you need more men.

The Structure Interface Control

Each structure in the game has a set of commands, These commands will appear in the Options

Window. of the Toolbar Interface whenever that particular structure is selected from the

Battlefield Window. Bear in mind that some commands are unique and only become avajlable to
cerlain struciures.

* Rally =y
This command s only available at the \"nlliclc Factory and the Aircraft Hangar, When you
im'ulw this command, any unit under construction at the Vehicle Factory or Mrr.'mit Hangar will
L mave {o an assigned lncation an the map once i Is completed.
T e LifeOff
i This command fi anly available at the Matter Converter, When you Invoke this mmmand_.
'u"‘* l:‘{uJ _ant,lr»ﬂ'uﬁitrﬁn' will hhli aff after a long pre-launch sequence.




Production Queues

Some structures, such as the Cambat Part Factary and Vehicle Factory, are capable of queuing
build orders for more than one unil at a time. To build additional unit types, simply laft-click on
the unit's ican in the Options Window. A number will appear in the upper left corner of the unit
icon, which Indicates how many units of that type are to be produced by thal specific facility,
Mote that you can only queue up a maximum of ten build arders for a unit at any one facility. To
reduce the build queae, place the cursor over the unit icon and press the right mouse button.
Each time you press the right mouse button the queue will be reduced by one.

Production Orders

In Metal Fatigue, each structure operates as an independent installation, For instance, if you build
two Vehicle Factories, each factory can be assigned a different production order, By huilding
additional facilities, you will be able to build a greater number of units in a shorter amounl of lime.

Structures

There are several different types of basic and advanced structures contained in the game, all of
which can be built by any of the warring factions, Players will find that in order to build some of
the more advanced struclures, they must first construct one ar more of the hasic structures. For
instance, before you can build a Combot Parts Factory, you musl first construct a Matter Converter
and then a Cryo Farm. You can tell whether or not you may build a specific structure by the color
of its icon in the Options Window, If the icon is grey, then you are currently unable to build that
particular structure. Ii, however, the icon is fully colored, then you may huild that particular
structure.

If a structure is currently unavailable, to determine what structure is required first, hold your
cursor over the "greyed oul” icon. The pre-requisite structure will be advised in the Smart Info
Display Window.

Whal follows is a list of different basic and advanced structures ag well as their effect on play.

Basic Structures

Matter Converter

Initially, the Matter Converter is nothing mare than a spacecrat,
used to land the player's forces on the planet. Afterwards, the
Matter Converter acts as the nucleus of your Base, which provides
shielding to other nearby structures. It also provides you storage
space for 2050 Metajoules.After making a successful landing, the
Matter Converter must remain intact in order for you to construct
I any ather structure, if it is destroyed, the player can build another

e S LA L U SR R S
Iso, think of the Matter Converter as a miniature Cryo Farm, When you begin a mission, the Matter
- Converter will contaln and support anly 15 men. Thereafter, you must build Cryo Farms to increase

- your manpower poal, i

Matter Converters are fully automated struclures; so they don't require any men to operate them.
After landing, the Matter Converter will automatically generate a huge Defense Ring around the
local region, This Defense Ring will provide shielding to all of the structures located within il.
Structures located oulside this Defense Ring will have no shielding against Kinetic- or Energy-
~ based attacks. To determine the size and extent of the Defense Ring, click on the Matter

Converter. A green translucent border will be superimposed on the map, delineating the F
~ boundaries of yoirr Defense Ring - green dashes race around the inside of the ring. To expand th ;
e Defense Grid, use the "Defense Relay! structure, Also, see "Outpost, AL




Cryo Farm

The Cryo Farm contains dozens of fully inhabited cryopenic chambers
populated with "frozen” men. The Cryo Farm automatically thaws out these
individuals so that they can be used to remotely man the Base facilities or
operale any newly construcled vehicles (i.e. give you additional Manpower
Resource). Each newly created Cryo Farm houses 40 men.

Bear in mind that Cryo Farms are globally linked to the central computer,
As a result, vou needn't worry about which Crye Farm contains men in a Cryogenic state and
which ones have men actively manning your units. If one Cryo Farm Is operating at 80%
capacily, then all of the Crya Farms are considered to he operating at B0% capacity. The Cyra
Farm is also where new Combot Crews are made, To make a new crew, click on the Combot Crow
Project Bullon on the Toolbar. If you have the ability te create crews of higher skill levels,
corresponding project buttons will be displayed.

Defense Relay
T The Defense Relay i wsed o extend an existing Defense Ring. Defense Rings are
generated by the Matter Converter and Outposts, and are designed to provide
shielding for all of the structures located within your Base. Any structure located
oulside a Defense Ring will have no shielding against a Kinelic- or Energy-based attack
50 it's important to continually expand the Ring's circumference.

To huild a Defense Relay, simply left-click an the unit's icon from the Hover Truck's
Options Window, Next, place the ghosted Defense Relay icon anywhere on the map until the icon
turns yellow or green. If the icon s yellow at this location, a defense relay placed here will make
a Defense Ring extension which does not touch an existing Green (powered) Defense Ring from a
Matter Converter or Qutpost, thus the new Ring will nat pravide shielding. Any Ring that is colored
yellow signals that it is not powered. You can build more relays o connect non-powered (yellow)
Rings lo powered ones. A red-ghosted icon means you are prohibited from building that structure
over the current location. Press the right mouse button to begin the construction process.

You can get a visual representation of the current Defense Ring by clicking on a Defense Relay,
Matter Converter, or Qutpost, Motice how the flucrescent green line circumnavigating your
base has been increased in size by the relay. Any structures you build within this region will
now he fully shielded as soon as they are completed.

Energy Bank

Energy Banks are used to store additional Metajoules that cannot - . = 05
lie held by the Matter Canverter, Energy Banks are small ERrhet T
structures that are clmap :md lightly 1rmmmiJ and do not

Vehicle Facl.ur}'
The Vehicle Factary Is umd to construct and dnpln?’ﬂ[ vehl
except for the Mohile Wall, Hover Jets, Hover Iln hgérs and Com

Comhbot Part Factory :
The Combot Part Factory lets the player cumdrur.'t dlﬁerm
Combol parls,




Combat Assembly Bay

The Combol Assemhly Bay containg a construction pad where
Combol parts are put together in order to form a fully
functioning Combuot.

Salar Panels

Solar Panels provide vet another method of collecting Metajoules. Solar Panels can
be built on any of the three Layers, although they won't do you much good it
they're placed below ground. Since solar power provides a conlinuous source of
energy, it makes sense to construct several Solar Panels as a backup encrgy source
whenever you're searching the planet for lava poals. Keep in mind that Solar Panels
do not reguire any personnel to man them, On the downside, Solar Panels are
extremely susceptible Lo enemy attack and acquire Metajoule energy at a very slow
rate.

Advanced Structures
Advanced structures become available as you build down the Tech Tree. Lintil that time ocours,
unavailable structures will remain "greved out” in the Options Window

AIL Facility

The AIL Facility ingreases the artificial intelligence (AIL) level of the Base,
enahling technicians to move further down the Tech Tree, In addition to
creating more construction options, it alse reduces the number of men required
to operate the Base, Building extra AIL Facilities will also have a diminishing
effect on the number of men required to operate the entire Base.

Alrcraft Hangar
Ajrcrait Hangars are used to construct new aircraft or repair refurning
aircrait that may have been damaged in battle, When an Aircraft Hangar is
huilt, it is initially empty, o new aircraft must be produced from scratch,
Two types of aircraft may be huilt at an aircraft Hangar: Hover Jets and
Hover Bombers,

; To build an aireraft, first click on the Aircraft Hangar then, from the
Options Window, click on the desired aircraft. Note that alrcraft are not assigned to specific
hangars. Aircraft may therefore land and lakeofi from any hangar. -
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that is inseried into the Emuml. Imag | nlaced by Hover Trucks or can |
be fired into the ground from a distance by a Rail Gun. Imaging Poles act as "silent |
sentinels,” maintaining a constant vigll on any specific area. Although they are
inexpensive to produce, Ima?ﬁg‘?nles have no offensive capability, and are very
easy to destroy by enemy unils,

Mahile Wall ;

Mahile Walls are moving defensive fortifications. When you click onia
completed Mobile Wall, a graen outline will appear around it, When you
build or move another Mobile Wall within the green squares of this outling,
a third section will automatically be constructed, connecting the two
slruciures. " |

Once a Mobile Wall has been buill, you can order it to move to a new Incation by clicking on the Wall,
then right-clicking anywhere on the map, At this point, the Wall will slowly move to s new
I destination, The Wall itself will remain facing in the same direction it ﬁmﬂﬂin_a_ﬂ; painting in, While
| the Wall ks in motion, it s much weaker and vulnerable to atfacks. j S e




After a Maohile Wall has been created, you can then place different types of Turrets on Lop of the
columns to give il offensive capabilitics. To build a Mobile Wall Turret, click on a completed
Muobile Wall. A Build List will now appear in the Option Window. Next, choose which of three
possible turrets you wish to place on top of the Mohile Wall,

Maohile Wall Gun Turret
Any Mobile Wall may be upgraded by adding a gun Lurrel, Gun Turrels are
projectile-based weapons that will fire at ground targets within its wide range.

Mobile Wall Anti-Air Missile Turret

Any Mobile Wall can be upgraded by adding an Anti-Air Missile Turret. For
all intents and purposes, Missile Turrets act like anti-aircraft batteries,
Missile Turrets do notl reload as fast as other Mobile Wall turrets, and they
only target aerial units.

Muobile Wall Laser Turret
Any Mobile Wall can be upgraded by adding a Lager Turret. Laser Turrets fire
focused energy-hased heams at any nearby ground target,

Research Facility

The Research Facility's role is to study unfamiliar Combot parts (i.e. parts
you cannot currently praduce yourself). Once an unfamiliar Combal part is
analyzed, it can then be reproduced at the Combaot Part Factary.

To study a part, a Hover Truck must first pick up the piece then place it in
the Combot Assembly Bay. At this paint, the part will immediately appear in
the Combaol Assembly Bay's Option Windaw, IFit is an unfamiliar part, it will
also appear in the Research Facility's Options Window,

To research a specifie part, click on its icon in the Options Windaw. A build bar will Immediately

Appear in the Partrait Window; indicating that the part is undérgoing analysis, When the analysis
- has been completed, the part will appear in the IE

Options Window of th

Combol Pa
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Elevators Pl AT !
Elevators are used (o move between the Planet's Surface and Underground
and are only built by the Drill Truck. Intact, pre-existing fully functioning
Elevators can also occasionally be found dotting the landscape. Note:
Elevators are capable of transporting friendly as well as enemy units to and

from the Surface,

To use an Elevator, simply move a unit into the Elevatar. After a brief pause, the unit will
automatically reappear at the opposite end of the elevator shaft. i

Faclory, At
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Outpost

The Outpost acts as a leleportation pad, capable of sending a unit to a
remote location. After a unil enters the Outpost, the computers will
immediately turn the unit into quantifiable data. It then transmits this
data to a remote teleportation pad. At this peint, the receiving Outpost
will reconfigure the information and turn it back intu the original unit.
Because the Outpost contains extremely sophisticated compulers and
other high tech equipment, it can generate and power its own Defense
Ring. This is the anly structure aside irom the Matter Converter which can do this.

Note: Outposts may only he built an the Surface and Orhital Layers.

When placed in "Launch” mede, Outposts can send units from the Surface Layer to the Orbital
Layer {or vice-versa). Although this procedure is slower than the teleportation process, it does
not require the presence of two Outposts to work. After a few seconds have elapsed, the unit will
either appear directly above or below the launching Outpost,

Nole: If an Outpost on the Surface Layer is not positioned directly below an asterald on the
Orbital Layer, the Outpast will anly be able to launch Hover Trucks into orbil - any other ground
unit sent to Launch into mid-air will simply re-materialize in the Outpost.

When there are anly two Oultposts, units that enter ane Outpost automatically teleport to the
other Outpost as long as neither is set in "Launch’ mode. If there are three or more Outposts,
ane of them must be designated as the primary or receiving Outpost by clicking the "Primary"
command button on the Toolbar, You can change which Oulpost is Primary at any time by
clicking on that Outpost and clicking its "Primary" command button.

Point Defense System

The Point Defense System is primarily designed to protect your base from
Rall Gun attacks, It consists of a spherical "projector” that initially generates
three protector devices, represented by three small discs. The erscs slowly
orbit around within an invisible half-sphere which s located jusl over your
Base. Each time a Rail Gun launched shell or bomb comes within range of
your Base, a protector will quickly move across this “sphere” and intercept
the target. The protectors will also block enemy aircraft from entering its
AITSPAce.

Each Point Defense System ean possess up 1o a maximum of six discs at any given time, and each
disc is designed 1o absorb only a single hit. Once a disc is expended, you must replace it
manually.

Rail-Gun

im | elther 1
has been hu{mllm player then selects @
it. Unlike Muobile Wal‘{ Turrets, Rall Gun Turrets mu

targets for them to attack. In addition, Rail Guns have minimum attack ranges,
meaning They may nat be able to fire at targets at very close range.

rréi to be placed on top of
‘must be assigned specific

Imaging Pole Salvo Turret
When placed on tap of the Rail Gun, the lma.git?hl’nln Salva Turrel can
fire a salvo of lma% ng Poles at a specified area. The silva confains
several Imaging Po

in and around the specified area, A ,
reconnaissance devices that eliminate the Fog-of-War, If a Pole hits an
object during transit or lands on restricted terrain, it will explode on contact. Note: This
weapon is available to all CorpeNations, ; R

s (a.k.a. 'recon poles’) that randomly fall Into ground d
; fm'lnurilun, the Imaging Poles act as.

Py
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24




disc Hedo
mh“H!d hnm‘l!v.'lu &. Recognizing the ":".".'

Orbital Bomb Turret

When placed on top of the Rail Gun, the Orbital Bomb Turret can fire a
devastating bomb over great distances. In fact, this is the anly Turret that is
capable of firing into orbil from the planetary surface, As a resull, it is an
especially good weapon for attacking Asteroid Bases. Mote: This weapon is
available to all CorpoMations.

EMP Turret

When placed on top of the Rail Gun, the Electro-Magnetic Pulse (EMP) Turret
can fire EMP shells at any nearby targets. The shell will damage any enemy
unit ar structure that is situated within the EMP's hlast radius, This weapon is
good for hitling a group of enemy Combuots, vehicles or structures that may
be congregating in the same general area.

MNOTE: This weapaon is only available to the Mil-Agro CorpaMNation.

MNeutran Bomb Turret

When placed on top of the Rail Gun, the Neutron Bomb Turret can fire a
bomb at ils intended target, which creates a huge energy-based explosion,
killing men but causing relatively little damage to structures and vehicles.
This weapon is good for throwing the enemy into chans by severely
redlicing his manpower poal,

Mote: This weapon is only available to the Rimlech CorpoNation,

Phase Charge Turret

When placed on top of the Rail Gun, the Phase Charge Turret can fire a
projectile that causes a greal deal of damage Lo any objects situated within
the blasl radius. This weapon is good for shelling enemy installations and
nther ohjects from a long distance. Note: The Phase Charge Turret is anly
available to the Meuropa CorpoNation,

Tectonic Torpedo Turret

When placed an top of the Rail Gun, the Tectonic Torpedo Turret can fire
upon underground enemy objects, The target must be underground.
Tectonic Torpedoes can be fired from orbit or from the planet's surface,
making them extremely versatile weapons, When a Tectonic Torpedo
detonates, all units and structures located within the hiast radius on the
Surface and Underground will take damage

Mote: The Tectonic Torpedo Turret is available to all CorpoNations,

Hedoth Structures (Special Fnhancers)
Alter inilalling ll:elr mscarch and monitoring -:quipmenl, l.'hl.' 'Illm CorpuNatm"i
iew fully ipning it

& ¥
the CorpoNations were instructed fo Imate a5 niimjt Hedmh smn:iure-: as pnmhlo, &0 1I'|at the!?
could be further analyzed. ek ; J,r

From a game-playing standpaint, Hedoth structures can h! mmm:mdnarad 1n lm Fave your own
technalogical standing, Specifically, this Hedoth technology may he used fo (1) imprave your
offensive capabilities, (2) bolster Enur defensive capabilities, or (3} enhance an_ur construction
cfforts, To gain control of a Hedoth Enhancer Building, click on a Drill Truck, then right-click on
the alien structure you wish to control.
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CREATING YOUR ARMY

You can't hope to win a war, or for that matter a single battle, without the support of a poweriul
military machine, While Defense Rings and strang forfifications are goad for furning hack an
enemy onslaught, it will take a combination of air and ground vehicles, as well as some ru ly
constructed Combots, to take the war to the enemy's doorstep. Let's look at the units you'll soon
he able to command on the field of battle.

Building Your Units

The Comhot Parts Factory, Combot Assemhly Bay, Vehicle Factory, Aircraft Hangar and Cryo
Farm are the principal means of producing new units, Combot parts are created at the Parts
Factory, and are then joined to make your most m:ll-w:rful unils on the Assembl Hav The Aircrail
Hangar is vital to the war effort because it enables you to build and repair ur aircraft,
The Vehicle Factory is important because it produces the bulk of your ground [V" which
includes a wide range of combat and construction vehicles. Finally, the Cryo Farm is ﬂtrﬂ-m:!y
critical because it generates additional Manpower, and is used to create yaur all-important
Combol Crews.

The Unit Interface Conirol

Each unit in the game has a set of specific commands it can perform. These commands will
appear in the Options Window of the Toolbar Interface whenever that particular unit is selected
fram the Battlefield Window. Bear in mind that sume commands are umque and are only
available to certain units,

‘Attack AIL Commands 5
] Ela}r '
When you inveke this command, the selected unit(s) will hold their pnﬁllm_. even when
attacked, until given a subsequent order, :

s Tether B
When you invake this command, the u&eﬂed unl!{q} -.g.r]ll ‘move only a distance
_from an assigned location to return fire on an.enemy. that has attacked th Ty




* Drop

When you invoke this command, the selected Hover Truck(s) will drop anything it is carrying.

* Haze

When you invoke this command, the selected Hover Truckis) will de-construct a specified

structure.

* Stop

When you invake this command, the selected unit(s) will end its current command and

stop al its current location,

Linit Tivpr.'s
After se n-r_-ling a Vehicle Factory, Adrcraft Hangar or l['.r!,-'n Farm, a list of potential unit Project
buttons will appear in the Toolbar's Oplions Window. These units are described in greater detail

in the following section.

Howver Truck

The Hover Truck is an all-purpose utility truck that can glide over
the terrain. The Hover Truck can operate in orbit, atop the planet's
surface or below ground. Slow moving and lightly armored, the
Hover Truck is desipned to (1) acquire thermal energy (ALK.A.
Metajoules), (2} construct, dismantle and repair huildings, (3) repair
vehicles and Combots, and (4) collect Combot parts that were left
behind on the field of battle.

To collect Metajoules, select a Hover Truck then right-click on an active lava field. The Hover
Truck will immediately move to the location and suck out the Metajoules, The Metajoules are
automatically deposited in the player's account.

To build a structure, leit-click on a Hover Truck. A list of potential builds will now appear in the
unit's Options Window. Note that you may only build those structures that appear undimmed in
the Options Window. If the icon Is "greyed out" then the Hover Truck is currently prevented from
building that structure (that is, some other item, listed in the Smart Info Window, must be built
first). Mext, drag the ghosted icon across the map until the icon either turns vellow or green.
Finally, priss the right mouse button when you have selected the construction site;

Hover Trucks can also be ardered to rf.l'.rair damaged buildings, vehicles and Combots. To repair
an object, right- elick on the object you intend to repair. The Hover Truck will cast its repair beam

i on the unit. After a few moments, the object's health bar will begin to increase in strength,
bz Indicating the damaged abjact s undergoing repalth:: wenrpmutansimintirdiing g
Hover Trucks can be ordered to dismantle Ds‘"llué! Buildings. To deconstruct a building, select

the Hover Truck then press the "Raze” button located in the Optivns Window, Next, right-click
on the huildinﬁ you wish to dismantle. Notice that when the building has been completely
n

dismantled a

it was one of your buildings, your Manpawer pool will increase by the number

of men it took to run the facility, In addition, regardicss of whether the building was yours or
an enemy’s, you will receive 50% of the Melajoules it cost to creale the facility. If you decide
to raze a building during the pre-build phase, then you will receive 100% of the Metajoules,

To salvage a part, click on the Hover Truck then ri

t-click on the ohject. The Hover Truck will

Finally, Hover Tricks can be used to collect Cnmhﬂ:ﬁrm faund scattered about the game world.

move towards the item, pick it up and hold it overhead, ;

Note: When you commaned a Hover Truck to patral, it will automatically repair unils, repair

 strictures and gather Combot parts near its pathway.
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Tank

Tanks function in much the same way as 20th Century main battle
tanks. Because its Turrel can fraverse a full 360 degrees, the Tank is
able ta fire in any direction, and may even fire hehind it while maving
in the opposite direction. Note: Both the Rimtech and Mil-Agro Tanks
shool a standard shell, while the Neuropa Tanks fire an energy bolt.

Missile Jeep

The Missile Jeep is smaller and faster than a Tank, Because of this, the
Missile Jeep is best used in a reconnalssance role or employed as a light
attack vehicle, While the Missile Jeep can fire at all types of ground
targets, its missile lavncher s specifically designed 1o shool down
airborne targets. Bear in mind that the missile launcher fires bwo
missiles per salvo, which are fired in a spread pattern towards its
intended target.

Dl Trock

Constructed at the Vehicle Factory, Drill Trucks are used o cxcavate
new subterranean passageways and engineer specially designed
elevatars. Drill Trucks can he wsed to tunnel to different parts of the
miap, making them ideal for launching surprise attacks, Furthermare,
Drill Trucks can be used to create large underground chambers, which
can then be used to accommodate some of the larper structures in the
Lame,

To drill through rock, click on the Drill Truck then right-click on any area containing drillable
rock. The Drill Truck will then move to the location and begin cutting through the rock. Note:
The Drill Truck cannot drill throupgh all types of rock; To determine which portions of the map
can be drilled through, place the smart cursor over the rocky area: 17 i urns into a spinning green
icon, then the Drill Truck is permitted to drill through the rochk.

In addition, Drill Trucks can be wsed to create underground exits and entrances (ak.a.
*Elevators’). To construct an Elevator, first click on the Dr '1i‘ Il Truck then select the Elevator icon
located in the Toolbar's Options Window. Mext, right-click the Elevator icon on an area where
you would like ta build the Elevator (The icon must not be red). The Drill Truck will now begin
to construct the Elevator at the desired Incation.

Finally, Drill Trucks can capture alien structures. To caplure an alien structure, select the Drill
Truck and begin drilling through one of its walls. Eventually, the Drill Truck will "break through"
i the l‘lrulzmre. at which point it becomes yours. Note: You may alsa capture an alien structure.

e S s S TR ARSI YN ,rmﬁmm

Comhot Crew

Combat Crews are used to pilot your Combats, Trained anly ta deal with the
rigurs of combal while inside a Combol, Combot Crews can be casily killed
if attemmpting to move by foot.

In addition to new crews, Cryo Farms are sometimes capahle of producing
different levels of Skilled Crews. You can distinguish a Skilled Crew fram a
new crew because Skilled Crews contain small shields in the upper left-hand
carner of their icon. Players can also determing a Combol Crew's skill level
by pla:ing the cursor aver the Combot Crew. The skill level will then appear in p-nrunt.ﬁuli after
the ¢rew's name in the Smart Info Window located af the battom of the game &=
sLrecn.

Nate: Combots pilated by Skilled Crews perform better in hand-to-hand
combat than Combaots piloted by new crews,




Combot Crews will appear in the Assembly Bay affer they have heen created at the Cryo Farm.
Mote thal Combol Crows will also appear on the map whenever their Combol is destroyed,
Under these circumstances, the Crew will immediately head for the nearest Combot Assembly
Bay then wait for the next Comhbot to come anline. If no Combot Assembly Bay exists, then the
Combot Crew will act like any other unit and wait far you to assign it new orders.

Although a Combot itselr is too big to move underground, its Crew can safely move below
ground. Furthermore, the player can force a Combot Crew to evacuate a Combot Assembly Bay
by pressing the Eject Crew Button. This comes in handy in the Blast-off missions when a crew is
needed Lo operale the Maller Converter during lake-off,

Hover Jot

Built at the Aircraft Hangar, the Hover |et is an aerial attack craft.
While Hover Jets can allack any ground targel, they are also well
designed to attack and destroy marauding enemy Hover Bombers and
other jets. Hover Jets can remain aloft indefinitely since they do not
require fuelling or re-supply.

Hover Jels may nol operate underground, but function normally in both
the Surface and Orbital Layers. Hover Jels can move belween the
Surface and Orhital Layers at any time during play without restrictions.
To move hetween the twa Layers, click on the Hover Jet then right-click
on a new destination.

Hover Bomber

Built at the Aircraft Hangar, the Hover Romber is a more powerful,
albeit slower version of the Hover Jet, which can carry and drop a
heavy bomb load on ground targets only. Hover Bombers can remain
aloft Indefinftely since they do not require refuelling or re-supply.

Hover Bombers may not operate underground, but function normally
in both the Surface and Orbital Layvers. Hover Bombers can move
between the Surface and Orhital Layers at any time during play without restrictions. To move
between the two Layers, click an the Hover Bomber then right-click on a new destination.

Mobile Artillery

The Mohile Arlillery Is a self-propelled cannon that is lightly armored
and mounts a huge Turret, Because the cannon must be fired from an
clevated position, the Mobile Artillery is unable to shoot at objects in
close proximity to the vehicle, Furthermore, the Mobile Artillery piece
has a Iil'l‘lH!d fleld of flre, That's hecause the vehicle must stap to fire

amnottraverse beyond o 90-degree ac.

Llnfnriunltni'y_. the Mnhlle Artillery pim is sl gncl l;!rumaly ponderous, and takes a great deal
of time to move to its next firing pnﬂilnn, but i delivers i]gniﬂr:ani damage with each shot.

Nemesis

Built at the Vehicle Factory, the Memesis is a specialized, highly
maneuverahle vehicle, expressly duignui for anti-Combot operations.
Once a Combot has been targeted, the Nemesis will drive as close to the
Combot as ?ﬁslhlf then initiate a self-destruct sequence, The ensuing
energy-based implosion will immediately paralyze any Combaots located
within the blast area, and also cause peripheral damage to 'any nearby
vehicles or structures. If a Combat is heavily damaged, the hlast may
overload the Combot's systems, killing its crew - effectively, shutting the
Combot down,
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Combots

Combots are large, highly mobile robots that are extremely versatile and very poweriul. Unlike
ground vehicles and aircraft, Comhbots are manned by special human pilots called Combot Craws,
If & Crew is ordered to evacuate a Combaot, it will automatically shut down and remain in a
powered down condilion until another Crew re-enters the Combol,

The Combot Interface Control

Three special Combot commands will appear in the Options Window of the Toolbar Interface
whenever a Combot is selected from the Battlefield Window.

Commands
s Melee

When you invoke this command, the selected Combot(s) will only engage the enemy with its
close-range weaponry. If your Combot has sharp-edped Melee weapaons, this mode will offer your
Combat the best opportunity to sever off enemy Combot parts before the enemy js utterly
destroyed.,
= All

When you invoke this command, the selected Combat(s) will fire all of its available weaponry.
+ Ranged Fire

When you inveke this command, the selected Combot{s) will only fight with its ranged weaponry,

H'hu.l'-:lh'rr‘{11 Your Combots
o rer Buill al the Combol Assembly Bay, a fully constructed
TP Combot will possess a pair of legs, a torso, and two
Gattling Gun separate arms. However, a Combot can function with just
| 2 torso and a pair of legs, To build a Combot, you must first
create the parts al the Combot Parts Factory, Then click on
a torso, a pair of legs and two separate arms from the
Options Window of the Parts Factory, As each part is built
it is autamatically transferred 1o the Combiot Assembly Bay, Once a
parl has been buill, click on the Assembly Bay Lo see vour invenlory
of parts. Motice that as you.click on each item, that particular body
part- will he displayed in the Portrait Window as well as on the
Assembly Bay. You can bring up a list of all of the parts available to
you at the Assembly Bay by pressing the "All" button. If you prefer,
you can also view each type of body part individually by pressing the
"Arms", "Legs’, or "Torso! u:lcm. Fmiatnmgle:e list of Combot ,pa
see Appendix B, Combot Parts, s ﬁgﬁ

After you have configured the Combot, you will have to put a Cnmbnt Crew inta it.

You may cycle through your available Crews h}' clicking on the Crew's name in the Portrail
Window. This is an especially useful tool if you're looking for a particular crew or you want to
sparch through your list of Craws to determine their individual upgrade levels. If no Cnmbr.ll
Crew names appear in the Portrait Window, you must create ane from a Cryo Farm,

Salvaging Combot Parts

In addition to crealing Combol parls, you may also salvage and
use any Combat part your forces find on the map. To

salvage a part, follow the instructions outlined earlier in the
Hover Truck section. After the part has been collected, click on
the Hover Truck carrying the parl, then right-click on the
Assembly Bay, When the Hover Truck reaches the Assembly Bay,
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the salvaged part will automatically be placed in the Combot Assembly Bay's inventory and

appear in its Oplions Window,

Maote: If this part 1s new ta your CorpoiNation, it will also appear In the Options Window of the
Research Facility, If you wish to manufacture mare of these parts yourself, you must first analyze
the unfamiliar Combot parl, Onece a parl has been analyzed by the Research Facility, the Combaot
Parts Factory will be able to produce that particular part for the duration of the mission.

Additional Gameplay Tips

For additional gameplay hints and strategies, please refer 1o the file "readme,tx1” on the game CD,

MULTIPLAYER

You may play Metal Fatigue against other live human opponents via a Local Area Network (LAN)
ar aver the Internel using a TCP/IP connection. In additian, Metal Fatigue is designed to run on
MPlayer, a leading provider of online entertainment. This section explains how you can hook up
wilh uther players and some of the options available o you ence you do establish a connection.

Selecting a Multiplayer Connection

To set up a multiplayer connection, follow these steps:

1. Go to the Main Menu and press the Multiplayer
Button.

2. Mext, type in a name for yourself in the Player
Mame field then press the <enter= key,

Internet Play on Mplayer.com

From the Intérnet, you can connect to a community
of Metal Fatigue plavers and challenge them to
multiplayer games. Mplayer.com is free of charge
and provides an easy interface to chat with other
players and participate in Internet multiplayer
games,

1. To connect to mplayer.com, either select "Free
Internet Play on Mplaye mmmthaM

ware will launch you
2 ere you'll see
infarmation on ‘Metal Fallgua and diu:nvar a host
of players to p\la'r against.
Hasting & Game

If you would like to host a nmlliplire; game, press
Hust, You may now create a name for your proposed

5 ﬂma in the Game Nama field then press <gnter>

Note: The game name will appear In each of the
er players' Game Lists once you click on the
Crﬁlu Bl.llhu.




The next screen that will appear is the Multi-player Setup Screen.

When you host a game, you must specify whal type of map you will use, the side you will command,
the victory conditions as well as other scenario parameters from the Multi-player Setup Screen,
As players join your game, yvou can determine each machine's screen resolution as well as
available RAM by examining each player's information window. You can also determine each
machine's ping rate, which measures the rate at which data is sent between your machine and
theirs.

When you're all set, press the "Ready” butten, which is located in the lower right hand corner of
the game screen, Fach time a player signifies that they are ready, the region surrounding their
particular player # will hecome highlighted to all of the ather players. After everyone has logged
in and all of the player boxes have been highlighted, press the "Start" button to begin play.

Joining a Game

To join a LAMN game, first allow the program a few moments
to scan your network. A list of games will appear in the
Games window, Now click on the pame you want to
participate in, then dick on the "loin” bullon, which is
located in the middle portion of the game screen. If you wish
to join an Internet game (or a local game that the auto-scan
does nat find), type in the IP address of the host player in the
1P Address field and click on the Scan button 1o the right.
The computer will automatically scan for the listed IP and
attempt o estahlish a connection. If your machine is able to
connect to a game at the IP address, it will list it in the box
Jd| above, At this point, simply select the game and press the
“Join® button.

When you join a game, you will first be taken to the Multiplayer Setup screen. Here you can
select which CorpoNation you wish to fight for by clicking on the CorpoNation logo thal appears
next to your name. You may change your force's color scheme by clicking on the color icon next
to your player name. You can also create an Alliance with other playeris), by clicking an one or
mare of the player #'s lacated at the hottom portion of your player box, At this point, you should
review all of the settings then press the "Ready” button located at the bottom right side of the
game screen fo indicate that you are ready to begin play. When e;varynna I'Hu tumd in, Hw haost.
wiu ll.;.mr.h !he gam: and p!ay will begln. i, :

questions and may therefore prnuide an easy sollp
ﬁ:: that your computer meets the m - Is, . support.
y ives cannot help customers whose wmp(rlm do not mwl*ll'[ul.n'ituril. Wﬁenewr you
r.untlr:l the Technical Support Department, please include the following Infarmation: b

. * Complete Product Title (including version number) hEd

| * Exact error message reported (if any) and a brief description of the pmhlm rﬂu rcﬁ‘lﬂll.ll]hﬁrlg_

~ * Processor speed and manufaciurer I

* Amount of RAM :

. = CD-ROM or DVD-ROM drive Manufacture and Type
o # Specific Sound and Video card Manufacture and Type
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+ Operating system
» Specific type of modem you are using (for problems involving multiplayer gaming)

Contact us aver the Internet:

Cur weh site (httpy/fwww.talonsoft.com) containg the most up-to-date Technical Support
information available including patches that can be downloaded free-of-charge. We update the
Supporl pages on a daily basis so please check here first for solutions Lo your problems.

Contact us by E-Mail:

1f you don't ﬁ.m access Lo the World Wide Web, you can contact our Support Department by e
mailing them directly at tech@talonsoft.com. It may lake anywhere from 24-72 hours for us lo
respond to your e-mail depending upon the volume of messages that we receive and the nature of

your problem,

Contact us by Phone:

You can also confact us by phone by calling 410-933-9191. This number is for technical assistance
only.

Mo hints and tips will be given out over the Technical Support line. When calling aur Technical
Supporl ling, p]li:as:l: make sure you are in front of your computer and have all the necessary
information at hand.

Re advised that our Support representatives are available to help you Monday - Friday from 9 am -
5:30 p.m

APPENDIX A

The Rimtech CorpoNation

S Rimtech s a well-balanced Cqmuﬁ.aimn that
relies upon a strong mixture of weapon and

BT

e

The Mil-Agro Cnrphh‘atl&n
organization led by greedy cory ,
The Mil-Agro CIIIPIJNEIIIIH bel ﬁ'l!’l-_ in u
brute force as a means of settling their dis
What they lack in mobility they make i
striking power, Mil-Agro 'I'nrr“hh
melee combal over "m‘il'ﬂ]'l‘.l mﬂm"n facks,
Mil-Agro also prefers more: netlc- l.vgﬁuﬂc
weapan Jeﬂgns,- mh as Am and Hamnm




The Neuropa CorpoNation

Meurapa Lid. is composed of a
quiet yet extremely dedicated
group of Corpo-Warriors. Their
units are geared towards
achieving stealth and speed.
Typically Neuropa forces are
equipped with the best energy-
based weapons. Neuropa's
Cambats are most closely based

- upon alien technology, so they
often look very similar lo Hedoth Combots. Neuropa's commanders faver hit-and-run lactics
over sef piece battles and will typically look to grind the enemy down before launching their final
assault.

Rimtech Combot Parts

ARMS

Basic

As its name implies, this is the simplest arm type and s made available 1o all CorpoNations,
Although it's relatively weak, the Basic Arm is cheap and takes far less time to build than other
appendages.

Armaor Fist

This is a large armoretd arm with a heavy gauntlet glove as a hand. The Armor Fist Arm is a good

weapon that can cause a good deal of kinetic damage during close eombal. Unforfunately, it's
: sjuw ?I]'Id wm't neresaarll}r cauge amputation ta epemy Combaots,

sam -"-" rangn waapnn that fires a small hurst of ennrmr The Arm

L rm
!pand cause quite a bit of damage when properdy employed.

e Energy Shield Arm can significantly reduce the damage caused by an enemy’s energy hased
- weapons, but it doesn't fare as well against kinetic weaponry.

 Katana Sword
* The Katana Sword Arm is an exceptionally large weapon, suited for hand-to-hand combat. It's
~ great at close range and will likely cause amputation to enemy Combots.

- Laser Sword
While the Laser Sword Arm looks similar to the Katana Sword Arm, it's an energy-hased weapon

¥  and [z therefore able (o foll kinetic shields. It alsa inflicts more Energy-based damage.




Long Missile

The Lang Missile Arm shoots a huge, long-range missile (LRM) that can cause a great deal of
enje Unfortunately, the LRM doesn’t came equipped with a seeker so it can't home in on its

intended target, I the target moves out of the way, the LRM will simply strile whatever is in its path,

Le

Bade

Basic Legs have no special features or abilities. 1U's just a cheap pair of legs that will help you get
a Combot "up-and-running® in a hurry.

Blast Pulse
The Blast Pulse Legs emit a "ring-like” pulse, which exhibit kinetic properties. This attack
usually has a cylinder-shaped damage area, which extends s into the air delivering

damage to all enemy units {structures, vehicles and robots) situated within the blast radius, but
will not cause any damage to any nearby friendly units,

Drunk Missile

The Drunk Missile Legs contain missile pod attachmenis located along the outer sides of the
limbs, When a Drunk Missile is fired, it will begin to spiral about as it heads towards its target.

While not as accurate as some of the other missile types, they are good for shooting at groups of
enemy units or herds of Combots,

Hand-to-Hand (HTH)

The Hand-to-Hand (HTH] Upgrade Legs are designed to boost the effects of hand-to-hand
combal. In fact, the HTH Upgrade will cause an additional 50% of damage making its wearer
extremely lethal, i ;

Jump Jet . ! |
Jump Jet Legs allow a Combat to fly to distant destinations. Combats equipped with Jump Jet Legs
. an :l’l'f muuluad between the Su ce to Cirbit Layers, ar between asteroids in orhit.

r-enhancers that are designed to
e the *Fog-Of-War® cloaking the

ki e 1 o




Drunk Missile

The Drunk Missile Tarso cantains missile pod attachments located on top of the shoulders of the
body frame, When a "Drunk® Missile is fired, it will begin to spiral about as it heads towards its
intended target. While not as accurate as some of the other missile types, they are good for
shonting at groups of enemy units or herds of Combots.

Force Field

When activated, the Force Field Torso will create a visible prolective shield around the wearer.
This force field is designed to absorb a single incoming projectile, missile or shell. After it is
struck, the force field must initiate an automatic recharging procedure for it to be efiective again,
Al this point, the Torso functions like a Basic Torso, leaving the Combol valnerable to attack,

MilAgro Combot Parts

Arms

Basic

As its name implies, this is the simplest arm type and is made available te all CorpoMations.
Although it's relatively weak, it's cheap and takes far less time to build than other appendages,

Axe
The Axe Arm is an excellent ¢lose combat weapon. Because it is much heavier than a sword, it
can cawse far more damage with each landed blow,

Carpet Bomb
The Carpet Bomb Arm (CBA) launches large projectiles aver a wide area. The CBA is especially
good against groups of surface units and structures,

Gattling Gun
The ﬂatlllng, Gun Arm mmalns a hug, rap?ﬂ-ﬂr!ng ma:hfne gun in place of a hand. Suited for

lﬂ:!l‘llﬁr Hand
The Hammer Hand is a very large limb featuring a hugc flattencd hammer at its end, The
. Hammer Hand can pummel an upﬂunant in close ﬂmrlcr fighting and offers some inlriguing
. defensive honuses, Unfortunately, the Hammer Hand is all but useless if you are attempting to
amputate an enemy Combol part.




s abilities in just one part.

Legs

Basic

Basic Legs have no special features or abilities. 1t's just a cheap, fast pair of legs that will help you
gl a Combot "up-and-running” in a hurry,

High Strength

High Strength Legs are, by and large, simple leg attachments that are designed Lo negale some of
the load bearing costs assuciated with heavier body parls. As parls are added, Combots outfitted
with High Strength Legs will only slow down by roughly half that of other leg types.

Pawer Gun
Power Gun Legs fire the kinetic damage equivalent of the Neuropa Laser Legs.

Power Shield
Power Shield Legs offer good protection against energy-based atlacks,

Steady

As the name implies, Steady Legs are designed to stabilize the Combot during hand-te-hand
combat. As a result, Combats equipped with Steady Legs stand a better chance of amputating an
enemy appendage in close quarter battles.

Torsos
Basic
The Basic Torsa has no special features or abilities, It's just a cheap, quick-to-build body frame.

Flak

The Flak Torso possesses a single reciprocating cannon located on the upper portions of the bad
frame, The cannon is pointed upwards and can swivel in any direction, regardless of whic
direction the robol is facing,

Howitzer

The Howitzer Torso contains a massive cannon strapped to the back of the Combot, When called
upon Lo fire, the Howilzer will swing around and take aim al its intended larget. Afterwards, it
swings back into a vertical lock down position, at which time it Is reloaded. As you might
imaging, the Howitzer is suited for very long-range attacks and causes extensive damage when
ilsr ﬁh;“ strikes an object, While it certainly packs a wallop, the Howilzer takes a long lime to
Pl

Jet Pack

The Jet Pack Torso consists of a pair of wings and high output jet engines, both of which are situated

o the back o the body frame. This configuration lets the Combat fly to distant I:iﬁlh.lhunl
Jet Packed Torso e uippad Cnmh-nls can ﬂ}r hql:wm IIIIII'BHI ||-|.-.-| Ol

Recon P S e T

The Recon Torso is packed with surveillance equipment and other gﬁatﬁéﬂ s designed to
imprave the Combat's visual radiug, Like the Recon Legs, ihe Recon Torso eliminates the Fog-Of-
War cloaking the map, but only on the Surface Layer. 1i-'

Blade Fist b

With the addition of this arm, which has retractable claws, a Combat pim 1ha ahll[ty to deliver
very significant damage, as well as gain respectable ability to sever off enemy Combot parts,
Though not as effect w its the Armor Fiﬂ or Encrgy. Sw::ml.- it ofiers a cuml:inaﬂnn of their




Neurnpa Combot Parts

Arms

Basic

Ag its name implies, this is the simplest arm type and is made available o all CorpoNations,
Although it's relatively weak, it's cheap and takes far less time 1o build than other appendages.

Homing Missiles

The Homing Missile Arm shoots a series of fire-and-forget rockets equipped with enboard seekers,
The guidance system will "lock on” the intended target h}r adjusting the missile’s trajectory in flight.
It should be pointed out that the guidance system is not foolprood, If, for instance, the target moves
behind an object or other inlervening terrain, the guidance system will not be able to make the
necessary corrections in time and the missile will end up striking the ohject.

Plasma Cannon

The Plasma Cannon Arm is a devastating medium- to long-range energy-based weapon. During
the firing phase, the Cannon will shoot a small plasma blast at its intended target that will reach
the target at Incredible speeds.

Sniper Laser

The Sniper Laser Arm is a line-of-sight weapon that exhibits no arc in its ﬂighl path. As a result,
the Sniper weapon can be used for long-range attacks as soon as an enemy farget comes within
visual range. Although the weapon causes a great deal of damage, the Smpw I.a-uer Takes a lung
time to reload.

Electra Dlade
The Electra Blade Arm looks like a basic arm attachment with a large, roizﬂng;hlada of ene:
- attached at the end, The Blade s wsed in hand-ta-hand combat, whun‘ﬂ:i gﬁlhli‘ld\rj
|I.i ‘ahliﬂy to saw off Combot fimbs, — R S e




Legs

Basic

Rasic Legs have no special features or ahilities. 1t's just a cheap, pair of legs that will help
you get a Combot “up-and-running® in a hurry,

Armaor
Armared Legs improve the overall survivahility of the Combaot.

High Speed

Lightweight and fleet of foot, High Speed Legs give the Combot a huge mobilily advantage over
other farms of hipedal transportation. Their relatively low defensive strength is their only
“Achilles” heel,

Lazer
Laser Legs are, for all infents and purposes, Basic Leps with medium sired laser cannon

attachments mounted on each leg,

Power Pulse

Power Pulse Legs, emit a ring-like electro magnetic pulse. The pulse has a cylindrical damage area
extending upwards above the ring, and will damage all enemy units (structures, vehicles,
comhaots and aircraft) within the hlast radius but has no effect an friendly units.

Sonar

Sonar Leps emit powerful sonar waves that are desipned lo eliminate the Shroud in the
Underground Layer, Sonar Leps have a relatively weak defensive capability making them
extremely vulnerable to enemy allack,

Torsos
Rasic
The Basic Torso has no special fealures or abilities. IUs just a cheap, quick-to-build body frame,

GRP Cammo

The GRP {(Group) Cammo Torso s a sophisticated cloaking device. In effect, any Comhat, vehicle,
or structure siluated within the emitled Camouflage Field will no longer be visible to the enemy,
both on the playfield and on the mini-map. However, during the Combot's attack upon epemy
units, the Camouflage Fiald must be shut down, temporarily making the group visible again,

Jet Pack i
The Jet Pack Torso consists of a pair of wings and high output jet engines, both of which are
situated an the back of the hndy frame. This configuration lets the Combot fly to distant ;
destinations. Jet Packed Torso equi ped Cnmhm oan %;r hetween anherpids-in lhe Orhit la}ler,ﬁ 78 Ser s

s and fly winmﬂ between he Suriace LY -aiii !
Self-Re T i
The Self R:cp;nr Torso is a sort of regenerative ap thnt reduces the effects of damage in

battle. The Seli Repair Torso can return the Combot o I’I.dl»hpgltll. but hl:*‘ifﬂ‘ﬁrlml the healing
process is slow. j

Tracer Fire i

The Tracer Fire Torso conlains two medium-sized cannons that fire super sonic titanium bolts,
The addition of aliguid coelant aystcﬂrdprcwnls the guns from overheating, which, in turn, gives
the shols a "tracer’-like look when fire




METAL FATIGUE HOTKEYS

Iteypl.q / Go to most recent battle,
Keypad * Camera tracks selected unit(s).
Keypad - Zoom in,
Keypad + Zoom out.
Keypad . <Homez Go to Matter Canvertor (4 MAX)
Keypad 2 <Insert Key> Camera pitch up
Keypad 0 <Delete Key> Camera pitch down
Keypad 7 Orbil CW.
Koypad 9 Orbit CCW,
Keypad 4 <Left cursor arrow= Scroll left
| Keypad & <Right cursor arrow> Scroll right
Keypad 5 <Down cursor arrow= Encmﬂ dawn

Keypad 8 <Up cursor arrow>  Scroll up

Deselect unit(s) if any sel




Shift+L-Click
shift+R-Click

Shift+COMMAND

Space Bar
Esc <Pause key>

€ === (tilde)

- (minus)
+

Backspace

Tah
E

Add/subtract elicked unit to current selected
unit(s).

Sel waypoints for sclected unit(sh; 10 max -
release Shift & R-Click to set final waypoint,

Queue sequence of commanids.
Toggle "All Maps® Mode,

Pause with in-game pop-up menu / unpause
BAME, remove menu.

View next comhbaot.

Decrease game speed  PARTIAL
Increase pame speed

Select all units enscrean (not building; nat
mobile walls)

View current event

End prebuild

~ Ranged IF Robot Selected
- (same as clicking taolbar button)

30 ;Ru_l_lir'IFWiiiéle Factory Selected (same as
 clicking toolbar button)

Tether (same as clicking toolbar button)



X
Cirl+ X
M

Ctrl+ M
Ctrl+ Q)

Cirl+ 5
EMTER

Clrl+ ENTER
Shift+ ENTER
ALT KEY

Repair “fix" (same as clicking toolbar button)
to Main Menu (with Yes/No Menu prompt)

Melee (same as clicking toolbar button)

Multiplayer options | e
Quit to Windows; quit game mmp{etely; wiﬂ'n
Yes/No Menu prompt

Quicksave

Multiplayer message sent o list
Multiplayer message sent to everyone
Multiplayer message sent to ALLIES
Ruild

ALL "ALT+" COMMANDS ARE "CONTEXT SENSITIVE"; COMMANDS HﬂE e

DEPENDENT ON WHAT IS SELECTED WHEN "CTRL+key" IS PRESSED. u

ALT+ A

ALT+ 1
, ALT+ C
i ALT+ D
I ,'ﬂ.'_l'+' E
ALT+ H
ALT+ M
ALT+ W

Hover Truck huild Def Relay

Hover Truck build Assembly Bay
Hover Truck build AIL Facility

Hover Truck build Cryo Farm

Haover Truck build Energy |
Hover Truck hu'lld.Har.gi'.r'




ALT+ E

ALT+ N

ALT+ O

ALT+ P

ALT+ R

ALT+ T

ALT+ A

 Cryo Farm build Robot Crew

Rail Gun Platiorm build EMP Shell
Rail Gun Platiorm build Neutron Romb
Rail Gun Platform build Orbital Eomb
Rail Gun Platiorm build Phase Charge
Rail Gun Platiorm build Recon Pale
Rail Gun Platform build Tect Torpedo
Vehicle Factary build Artillery
Vehicle Factory build Drill Truck
Vehicle Factory build Hover Truck
Vehicle Factory build Missile Car
Vehicle Factory build Nemesis
Vehicle Factory build Tank

Hangar bulili Bomber

Hongar build Hover ft




CUSTOMER SUPPORT

Every effort has been made to make our products as compatible with current hardware as
passible. However if you are experiencing problems with the runnmg,of one of our titles you may
contact our Technical Support staff in one of several ways:

Before contacting Technical Support, please be prepared. In order to assist you as efficiently as
‘possible, we will need to know as much information about your computer and the problem as
possible. If you cannot provide the information in the check list below, then please contact your
computer manufacturer’s technical support department before contacting TalonSoft, otherwise
we will be unable to solve your problem.

The information that we will require is as follows ;

Confact Details:
* Your name
* e-mail address, daytime telephone number

System Details:

* PC Brand Name and model

* Processor speed and manufacturer

& CD-ROM Drive speed and manufacturer
= Total amount of system RAM

* The make and model of your Videa Card / 3D Ancdminr together with amnun! nf'h"ldm IMM
* The make and model of your Sound Card
* Mouse and driver information

NOTE { PLEASE DO NOT CONTACT TALC
GAME HINTS, :
R neither perm
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Technical Support
If you have a technical problem concerning the operation of our
software, please contact our technical support staff. When you call or
write, be al your computer if possible and have the Fnllnw]nq
information ready: computer type, available hard drive space, tota
RAM, type of viden card, and a list of options you chose when you
installed the game.
TECHNICAL SUPPORT: 1-410-933-9191, M-F 9-5pm, EST
TalenSoft, PO, Box 43730, White Marsh, MD 21236

If you would like to contact us on-line, you will find us at:
http://www.talonsoft.com
E-mail us at tech@talonsoft.com

Mote: This information is for technical support only and representives
cannot provide game hints or suggestions,

By accepting the terms of this agreement, you are granted the right hy
TalonSoft, Inc. (a subsidiary of Take-Twao Interactive) to use one copy of the
enclosed software program. You may not rent or lease it, disassemble,
decompile, reverse engineer or modify the software in any way.

The enclosed software program, libraries, graphics, and all written material
are the sole property of TalonSoft, Inc. and its suppliers, and are protected
under the copyright laws of the United States and all International Treaties,

This software product is sold AS IS, TalonSoft, Take-Twao, its suppliers, dealers
or distributors make no warranty with respect to the performance, quality,

merchantability or fitness for any purpose of the software.

Any change, deviation or exemption from the conditions expressed in this
license agreement must be authorized in writing by TalonSoft, Inc,
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