


WARNING: READ BEFORE USING YOUR PLAYSTATION®2
COMPUTER ENTERTAINMENT SYSTEM.

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

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD
type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:
The use of software or peripherials not authorized by Sony Computer

H : i H Thank you for purchasing SILENT LINE:
Entertainment Am_erlca mz_ay damage ?nur console and/or mva!lda!e your ARMORED COUED, Cotars Sotighed
warranty. Only official or licensed peripherals should be used in the for use with the PlayStation®2
controller ports or memory card slots. ampbepcsesinger s

before playing the game, especially
those sections that cover operating

HANDLING YOUR PLAYSTAT]UN 2 FORMAT DISC: instructions and safety precautions.
« This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.

« Do not bend it, crush it or submerge it in liquids.

« Do not leave it in direct sunlight or near a radiator or other source of heal

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

« Keep this compact disc clean. Always hold the disc by the edges and
keep It in Its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.
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L2 button: R2 button:

LOOK UP ' L LOOK DOWN
L1 button: R1 button:

STRAFELEFT T ST STRARERGH
directional f_l—m
buttons: v CYCLE THROUGH

£
4+ MOVE FORWARD . EQUIPPED WEAPONS/
& MOVE BACKWARD i : SWITCH FIRING MODE

« ROTATE LEFT IWENFOR Anl) |
# ROTATE RIGHT @button
OPERATE DOORS OR SWITCHES/
USE LEFT ARM PARTS/
PICK UP DROPPED PARTS
(ARENANS ONLY)
€3 button
(USE WITH DIRECTIONAL BUTTONSTO =/
PERFORM DIFFERENT MANEUVERS) /
ANALOG mode button / LED indicator @buton |
; FIRE/USE SELECTED WEAPON/PART
FIT button: (RIGHT ARM/BACK/INSIDE) ,
PAUSE GAME right analog stick
| (R3 button when pushed down)

TURN CORE OVER BOOST/
EXCEED ORBIT FUNCTIONS (ON/OFF)

L1+R1+12+R2+L3: Drop extension parts
L1+R1+L2+R2+@: Drop selected part (right-arm/back/inside)
L1+R1+L2+R2+@: Drop left-arm part

Mot

This game supports the DUALSHOCK®2 analog controller's vibration function and the L3/R3 buttons.
The ANALOG mode button/LED indicator is always lit when the system is ON. The vibration function
can be loggled ON/OFF via the OPTION settings in the SYSTEM menu.

Mm&mkahlﬂﬂhmaﬂnammﬂshmwﬂhh ’
default perspective (looking straight ahead). 1!5

' Default button assignments can be changed by accessing
| SYSTEM *# OPTION % KEY ASSIGN.




Map Screen

L1 button:

Z00Mm oUT

* directional
buttons:

ROTATE Il?

SELECT button:

Manu Screans

L1/R1 buttons:

GARAGE

Cycle through AC designs
ASSEMBLY/SHOP

Cycle through parts by type
COLOR EDIT
Change coloring location

MAIL
Cycle throvgh mail fist

directional
buttons:

HIGHLIGHT SELECTIONS

SELECT button:

DISPLAY HELP MESSAGES
'START button:

 BYPASS MISSION BRIEFING
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Startup Procedures

Turn on the MAIN POWER switch located on the back of the
PlayStation®2 compuler entertainment system, insert the game
disc and press the RESET button. Press the START button during
the opening movie to access the TITLE screen. Press the START
button at the TITLE screen to access the MODE menu.

Game Modes

NEW GAME

This is the main game mode and the one in which mission assignments

1o start Silent Line: Armored Core from the beginning. Use the credits eared from successful
completions to purchase new parts and weapons.

LOAD GAME
Resume a saved Silent Line: Armored Core game, or begin a new game using converted Armored Core 3

game data.

VERSUS
Pit your AC creations against those designed by other players, CPU-controlled opponents, or a mix of
both. A maximum of four players can compete in VS battles.

Al ARENA
Create and challenge Arena ladders composed of player-trained Al AC units.

are carried out. Select this mode
mission

Silent Line: Armored Core has numerous gameplay options offering a variety of both single and

multi-player challenges.

L

L

MISSIONS
mwhm‘smmmm

ARENA
(Go head-to-head against other AC pilots.

GARAGE
Construct and customize AC units.

Al/Al ARENA
Create and train Al ACs for use in versus mode and

VERSUS
amwmmmammmmm

EXTRA ARE

wwmmmwaw
compete in 2-on-2 team batties.




SRR

Progression through the game’s story is achieved by successfully completing mission assignments
received from different organizations.

=_aguasters

—_—

GLOBAL CORTEX
Provides corporate clients with access to Raven mercenaries for use in Starting a New Game

dispute resolution. Access the MODE menu from the TITLE screen and select NEW
GAME. Adjust game settings as desired and then select NEXT.
Enter a pilot name and select END. The MAIN MENU will be
displayed after the game's opening text.

MIRAGE
The ﬂ“mmhlwmum
mhmmfmmlem surface redevelopment plans. :

Mission Selection
Choose MISSION from the MAIN MENU to access the AREA SELECT screen.

AREA SELECT
Select an area from the world map.

CREST s . .
A major AC part manufacturer and Mirage's main rival. Disputes between _ o [.l

these two corporate giants are a common occurrence,

MISSION SELECT
Select a mission from the available list.
KISARAGI

The smallest of all the corporations, Kisaragi focuses its efforts on = ;
product development and tries to avoid conflicts with Mirage and Crest. ‘Q\

AT ) ey = BRIEFING
abi 3 s Ty N View details relating to a selected mission. Once a mission has been
accepled, it must be attempted before another can be started.

CONSORT
On some missions it is possible to hire a consort as backup.

(@)

CONSORT SELECT
View a list of consorts available for hire and confirm
selections as desired.




1 - SYSTEM ERROR MESSAGES W 2 g
An AC unit may experience system malfunctions during combat for a variety of reasons.
mtmmmmmammdmmmwmmmhmm

the problem.
Displays when the energy gauge is depleted. Boosters and energy weapons cannot be used until the
gauge

Displays when there is FCS signal interference. Cannot lock-on to targets until the interference clears.

IDANGER HEAT .
Displays when the AC is on the verge of overheating.
Displays when the AC sustains large amounts of damage. AP is depleted until the AC's temperature stabilizes.

AADAR ERAROR .
mwwmmummnmm
ISHOATAGE &N |

Displays when the energy consumption of all equipped parts exceeds the generator's energy output.
Energy gauge recovery takes more time. Garage-equip parts that use less energy. In combat-drop a

m weight of all equipped exceeds the load weight of the equipped legs. Movement
M&mﬂm p;:hmm the load weight of the selected leg parl. In

mmmmummmmunmmaummwuw
acquisition is reduced. Garage-equip lighter parts. In combat-drop a heavy weapon.

i

2 - ARMOR POINTS (AP)
This number indicates an AC's overall endurance value. If the value reads 0", the AC has been

3 - ENERGY GAUGE
This gauge indicates the amount of available energy. The gauge is reduced whenever a booster, or
energy weapon is used.

#m?wm target has been
a acquired. The size of the sight lock varies on the
mmmmwmwmmﬂmmmm 8

5 - COMPASS
Indicates the AC's current heading.

6 - MISSION TIMER
Displays the time remaining to complete certain missions.

7 - LOCK-ON SIGHT
Indicates the target your AC is locked onto. Depending on the weapon in use, the number of lock-ons
may be displayed. A green lock-on sight means there is an obstacle between the AC and the target.

8 - RADAR

The radar enables you to identify the area of operations and detect opponents within it. Opponents are
represented by dots, and their color changes relative to your AC's position. Opponents appear on the
gmmmmummmammmmwmedm

ot
* Consort units aisplay as green dols.
9 - WEAPONS

Mnﬂﬁwﬂdmﬂumﬂsﬁuﬂmh%hmm
that are out of ammunition are displayed in red.

10 - RELOAD GAUGE
Tracks a weapon's reload progress. When the gauge is full the weapon is ready to be fired again.

11 - COMBAT MESSAGES

o AT

Informs you that your AC has hit its target.

o Mt vy i s S A
ey et jour ACS AP kvl i damgorosly low.
ey W B SRR

L AGUARD!
Informs you when an opponent deflects an attack using their shield.




Two Leg / Reverse Joint / Four Leg

Move forward
4 directional hutton

. Boost jump

Strafe left — Strafe right Press and hald the &9 button

L1 buttan R1 button
Boost jump

Press and hold the €3 button

Jump
Tap the €3 button

1 “— HRotate right - - Boost dash
Rotate |eft l * directional button Hold down either the #

# directional button L Move backward or ¥ directional buttons

# directional button then press the €9 button

Built directly into certain core models, the Over Boost feature enables an AC unit to reach top-
speed in a minimum amount of time. The Over Boost feature places heavy demands on the
generator when activated and consumes energy at a rapid pace.

Rotate view up
L2 button Rotate view down
B2 button

Simultaneously press the L2/R2 buttons to —~ Turn ON
reset the AC's viewpoint to its default Press the R3 hutton

perspective (looking straight ahead)
e =t . - Ih
When playing the game, use the commands listed below to lighten your AC, or rid it of |
|

weapans/parts that have run out of ammunition,
Turn OFF

L1+R1+12+R2+13: Drop extension parts Press the R3 button again
L1+R1+L2+R2+@: Drop selected part (right-arm/back/inside)
L1+R1+L2+R2+@: Drop left-arm part

T

® Note: Weapan Arms cannot be dropped.




& »———— Fire selected weapon
Press the (® button

Stationary Firing

ACs equipped with two-leg, quadruped, or hover leg parts must assume and maintain a stationary
firing stance in order to use certain back-mounted weapons.

Assume firing stance Fire weapon

(® button lrzss the @ button again

J

Cycling Through Equipped Weapons
l’rass the @ button during gameplay to cycle through equipped P Weay
the follawing order: right-arm * back left ® back right # inside * right-arm.

are cycled in

~ Switch Weapon — Switch Weapon

I lf b1

Switch Weapon Fire Mode
Al pon arm parts p alternate modes of fire, Press the @ button during gameplay to

switch between the different modes.

Rlternate mode of fire
@ hutton f )

1st mode: Thin/Weak burst 2nd mode: Thick/Strong burst

_ Activate blade attack
® button

Activate shield

Built directly into certain core models, Exceed Orbit weapan pods are offensive weapons that
hover above an AC when deployed.

Deactivate shield
® button

— Exceed Orbit Weapon Pod

Deploy weapon pod 7 <
Press the R3 button }

Reiracl weapon pod
Press the R3 button again

— RActivate extension
Press the L3 button

=¥

Deactivate extensi
Press the L3 button




1  weapon sustains oo much damage over the course of an
engagement, it will be rendered useless. Weapons destroyed during
a mission are repaired (at a cost) when the assignment is complete.

Drop Weapon

mﬁmmmmmmlmm
equipped on your AC. This

list of weapon drop commands.

Clearing Missions

Successful mission completion depends on meeting the requirements outlined in the mission briefings.
mmwm«mr«mwmammum mission s directty tied to your

Mission Failure
Missions are logged as failures when any of the following occur:
-—_———

' AC DESTRUCTION
Oceurs when the unit's Armor Point (AP) value reaches zero.

LEAVING AREA OF OPERATIONS

| mission is aborted if the red line is crossed. Though not
| displayed on the radar, some missions also have area

additions/deductions.
mission are those needed to cover ammunition expenditure.

anse Report

The only costs incurred when you fail a




CHSTOMIZT N B

Siient Line: Armored Core provides more than 400 different parts for use in AC design and
customization. Let the assembly begin!

ASsSsambly '_“. —
Combine parts and weapons to assemble a working AC unt. e Yoes |
Press the 4% directional buttons to cycle through part ]

categories (ex. Head, Core) and the +# directional buttons to :
scroll parts

parameter is better than that of the currently equipped part.

Press the @ button to sell the currently selected part. You cannot
sell off all core parts; at least one must always be retained in
your possession. When

only
extension, back and optional.

Sell selected part____
Cycle parts by type (ex: rifle * sniper rifle % machinegun)

Cycle through available parts
Press the SELECT button while in ASSEMBLY to view brief

descriptions of the different parameters associated with your
part selection. Use the directional buttons to highlight the desired

(/] ML

Mail messages are sent to your attention at various points during
the game, make sure to check these for new part updates and
other important news.




Assembly Warning Messac
MMMMdﬂnmmWn
displayed when assembling an AC, as certain part combinations can
actually inhibit a unit's performance, or make it impossible to use.

OVERWEIGHT:

mwmdwwmmmwm
mmmwmmmm

mmlﬂ'smoﬂltyﬂlh

ARMS OVERWEIGHT:
The total weight of the arms exceeds the core's maximum load weight. Change cores, or equip lighter
parts. If not corrected, target acquisition speed is diminished.

NOT ENOUGH ENERGY:
The energy consumption of all equipped parts exceeds the generator's energy output. Change
gsnsralnrs or equip paris that consume less energy. If not corrected, the energy recovery level is

EQUIPMENT INCOMPLETE:

Displays when an AC unit is not equipped with one or more of the following minimum required parts:
Head, Legs, Arms, Generator, Booster, FCS, Radiator. All minimum required parts must be equipped in
order to participate in combat. If an AC exhibiting this status is removed from ASSEMBLY, the missing
parts will automatically be equipped the next time ASSEMBLY is accessed.

AL Change
A total of three different AC designs can be housed in the garage

at the same time. Use the L1/R1 buttans to cycle through designs
and the @ button to view unit evaluations. Take

performance
advantage of this option to construct AC units that are adapted to

different combat roles (ex. missions, arena batties). A single AC
part can be shared across all three AC designs.

Optional parts are performance enhancers that attach to slots on
an AC's core. Each optional part takes up a certain number of
core slots and this number varies from part to part. Access the
OPTIONAL PARTS menu in the GARAGE to equip or remove
optional parts.

Equip/remove an optional part.
Sell selected part

Mﬁonal buttons #%: Cycle through available paris

hop
Noj

AC parts and weapons are purchased from the SHOP located in
the GARAGE. Many parts in the game must be earned,
discovered, or awarded, and are therefore not available for
purchase in the beginning. Once obtained however, these paris
can be bought and sold like any other. A part's buying and selling
price is always the same. Parts can be sold back to the SHOP
from the ASSEMBLY screen.

Confirm selections/purchase

Cancel selections/return to previous screen
Display part details

Cycle through part categories

Cycle through available parts




AC Composition Part Dverview
A typical AC unit is composed of 14 different parts.

_—

HEAD
The head part is the housing in which computer,
mmpﬂuummmmmh

CORE

The core is the comerstone of an AC design and housing for the following generators, radiators,
mmmmhMMmmmemﬁMMUm
Orbit function and some also offer built-in missile interception systems.

ARMS

Arm parts come in two varieties; arms on which weapons can be mounted and arms that are weapons
in and of themselves. Due to parameter differences on the former variety, a blade's offensive capability
will change depending on the arm part equipped.

LEGS

Leg parts come in five varieties: two-leg, reverse-joint, four-leg, tank and hover. The type of

WMEHWMHMMmEmhM-H@EHWwM
or somewhere in-between.

|BACK UNIT L/R |

BOOSTER
Boosters determine an AC's dash speed and flight capabilities. The higher the boost power the faster
an AC can travel,

ﬁ&%ﬁ" lt:mu-nl BWm!
works in conjunction equipped weapons. This part affects such as: of
e el sl orehpae oo g ook gl

GENERATOR

A critical piece of equipment, the generator supplies power to all equipped parts and determines the
capacity of the energy gauge. Because this part has a direct impact on both boost and energy weapon
usage, consider your generator choice carefully when outfitting an AC.

RADIATOR
mmnmmwmmmmwmmmmmn
sustains combat damage or uses certain weapons.

e > By offsetting temperature increases, the

OPTIONAL PARTS
Optional parts are performance enhancers that are equipped in siots on an AC's core.

INSIDE
Auxiliary installed directly within the Inside include: mine dispensers, rockets and
Mﬂmmmm gy e ,

EXTENSION
Auxliary parts equipped on the arms that offer a wide selection of offensive and defensive
‘enhancements.

gcx UNIT L/R
-mounted parts consist of a large array of offensive weapons (missile launchers, rocket launchers
and cannons) as well as auxiliary equipment (radars and ammunition magazines),

ARM UNIT R
m«mmwmmamumwmwmddﬁm
types of projectile weapons (machine guns, rifles, shotguns, etc.).

al;.MuLJNIT L » "F_'j' 2
a few exceptions, left-arm equipped parts can be divided into two categories, .
blades and shields. r 1

% ’ .
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= f.'\i"t":._rﬂ-'-': :olor

Choose this option to paint the entire AC one color.

‘Li/R1 buttons:  Switch between character and symbol menus P"tli tion “F 8 Menu

Please note that if roman numerals (I-X) are used as part of a pilot's name, these will be displayed as a
ditferent symbol when viewed in the PlayStation®2 Memory Card browser.

Color Edit
mmbmwm individually.
HmmsmLm.mum |
Ne:l,usemeummulnwawhrmmm
OPTIONAL, DETAIL, JOINT). Use the ## directional buttons to =)
select a color value R (Red), G (Green), B (Blue) and the 4= 1
directional butions to adjust values as desired. !

Color Areas  Overall AC
Mm!mmﬂ.mmhﬁsdmwﬂwcﬂwﬂmmﬂm‘wmahtdﬁm
coloring individual part locations and then make an adjustment in GENERAL, the entire AC will be

reverted to whatever color the core is currently painted.

(0]

This feature provides an opportunity to test the performance of
different AC designs before committing them to combat. While the
parameters provide a good guide to follow when setting up an AC,
only hands-on experience will determine whether or not a
particular AC design is effective. A test report is displayed after
each test attempt, use this report as a guide to improve your
performance the next fime around. There are no AC repair or
ammunition-restocking

costs associated with AC tests.
AC TEST 1 location, pattern)/adjust RG values
Vadjust RGB
| Destroy as many pop up targets as possible within the given time limit. ' Li/A1 buttons: Select color area

| AC TEST 2
| Destroy the two MT targets as quickly and efficiently as possible. ]
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mmmmhmm-uum
emblems. To affix the desired sample emblem on an AC, press the
@ button and select OK.

wwﬁmmmmwwwmuu
These creations can then be affixed on an AC.

Undo the most recent action

Highlight the color (in the color palette) under which the drawing cursor is
currently positioned on the paint area

Access the color palette

Display a grid over the paint area

Control the zoom feature

Note: The color selection in the top-left corner of the color palette is transparent and flashes on both the
palette and paint area for contrasting purposes.

USB MOUSE
mmmwsmwmhmmmmmnmamm
wnmmmmmmmmmmmwmmm

ver. 1.1 mouse with a wheel is recommended.

Mouse Movement: Move cursor
Left Click: Confirm selections
Mouse Wheel: Cycle through tools/old wheel to cycle through colors

Edit colors/create color gradations.

Pen
Draw. Hold the € button and move the cursor.

Eraser
Erase area beneath cursor. Hold the € button and move the cursor,

to

Shape
muﬁw&mm.mhwmmmmwmm
buttons to manipulate shape size.

Line
|:| Draw a line. Press the € button to specify start and finish points. Use the directional buttons
manipulate line length.

C
%mmmmmwomwmmmmm
points of the area to be copied, as well as paste the copy. Use the directional buttons to
enclose an area and move the copy to a new position,

Paint
_,E] Fill an area with the selected color. Press the @ button to paint an area.

i Character
| \ Incorporate alphanumeric characters into the emblem design. Press the & button to select
and place characters.

Rotate
Rotate the image within the paint area. Choose a rotation direction and press the & button to
rotate the image in that direction.

Mirror
Mirror the selected area. Press the @ button to designate the starting and ending points of the
area to be mirrored, as well as finalize position. Use the directional buttons to enclose an area.

Scroll
Move the image within the paint area using the directional buttons.

Ciear
Clear ALL contents within the paint area.

Paint Area Borders
When magnified (2, 4, uamm area can be moved using the armows on the perimeter. To do
50, highlight an arrow and press the € button.




CREKEET B P TN

Access the COCKPIT menu option from the GARAGE to change viewpoint settings and customize the
heads up display. Some on-screen information panels are only displayed during VS battles or in the
Arena, while others are always displayed.

Change Viewpoint
mmumsmwmmm
AC/COCKPIT). Use the directional buttons uwmemm
viewpoint and the € button to confirm your selection.

Change Panel

Select which information will appear on-screen

during gameplay. Press the € button to hide/display panels.

Change Color

Set the color of the on-screen information display panels. Press the € button to confirm color setting.

| Information display panels that cannot be turned ON/OFF
| Mission Time Energy Gauge Sight Lock

Radar Compase
Look-0n Sight AP _ AC Temperaturs _

Normal Messages System Error Messages

T-ENEMY WEAPON (VS & Arena)
Displays opponent AC's weapon information. The weapon currently in use is

 displayed in green,

=-ENEMY HEAT (VS & Arenal

 Displays opponent AC's temperature information.

IS-ENEMY ENERGY (VS & Arena)

Displays opponent AC's energy status. This gauge is displayed in red when an
charging.

 opponent's AG is

I-ENEMY DATA (VS & Arenal

Displays opponent AC's weapon and ammunition status.

IS-RENMINANTS ENEMY [(Mission)
' Displays the percentage of remaining opponents. This number decreases as
~ mission opponents are destroyed.

IS-0OUTER HEAT
 Displays the external temperature.

7-SPEEDOMETER

- Displays your AC's current speed.

B-ALTIMETER
. Displays your AC's current altitude.




CEE SEIVE/LUEIT

The game's SAVE/LOAD features can be accessed via the SYSTEM menu.

Use the directional buttons to highlight a save emblem file location
and press the € button to confirm selection. Saving emblem data
to an existing file overwrites the previously saved emblem data. A
m«nulm(pwmmmneembuwmma
Memory Card (BMB) (for PlayStation®2) in order to save emblem
mummmmmasmmmmm

Access the Al menu option from the GARAGE to register an AC design as an Al AC. Once trained, an Al
AC can be used in the game's VS and EXTRA ARENA modes.

I

Al AC registration is performed here, When confirming Al ENTRY,
whichever AC was selected in the garage is the AC that will be
registered. Only one AC can be registered at a time, and once
registered, the parts equipped on the unit cannot be sold. Select
Al DELETE to delete the current Al AC, or choose Al ENTRY to
replace the existing design with a new one.

Al
mummwumm

Bai
This option functions in the same manner as the PAINT option in the GARAGE.

:

.Wmmhmmmuhmwmhhm

BAl Test
Utilize the Al TEST option to compete against an Al AC you've been training and check on its progress.

Al ACs acquire their combat skills by imitating your operating techniques. To train an Al AC, first select an
“ Arena opponent you've previously defeated. When the option to choose your AC appears, select Al AC.

By doing this, you've chosen to operate the Al AC and teach it the maneuvers/techniques you want it to
use in combat (based on part load out). Mummmmmmmmaﬂmaw
environment (L.e. choosing the right weapon for different situations, reacting to enemy attacks, elc.).
TﬂemwhwuanNmmmauﬂuulmmmewhm




The features available in this menu enable you to setup and
customize Al Arena ladders.

RANKER CUSTOMIZE
mmmmmmmwmmmm
ACs in an Arena ladder. Use the directional buttons to make

The Al ARENA option Is accessed from the MODE menu. - selections and the @ button to confirm, Press the @ button to view
The features available in the Al ARENA make it possible to build o = performance evaluations and part load outs for the selected AC.
your very own Arena ladders populated with Al AC units. P —

Access this option to load saved Al AC units from a Memory Card and add them to an Arena ladder. New
additions to an Arena ladder are always placed on the lowest rung.

DELETE
Delete the selected Al AC from an Arena ladder.

Lsarage N — [ . MOVE

option function manner GARAGE LT a Access this option to change the position of Al AC units in an Arena ladder. Use the 4% directional
%WNWMWNM:Q?@%W. i S ~ buttons to select the AC you want to move and the € button to confirm. To the AC in its new
SYSTEM menu. Access the SYSTEM menu to load AC data in =4 | position, highlight the location using the directional buttons and press the & button.

preparation for challenging an Al Arena. ¢ -

mmmmemmnmmmmwmmmmu
~ required on a Memory Card (8MB) (for PlayStation®2) in order to save Arena data. Up to eight different
Arena files can be saved to a Memory Card (BMB) (for PlayStation®2),

o _
aomsuﬁsopummm player-created Arena ladder mmmmwwmmmmmmm

populated with Al AC units. Al Arenas function in the same manner
as the main Arena.




wmwmamummmmm
by the number of PlayStation®2 computer entertainment systems

in use) that enable competition against both CPU controlled
opponents and/for other players.

Two-player split-screen games require a single PlayStation®2
computer entertainment system setup and monitor. Linked games
of 2-4 players require multiple (up to five) PlayStation®2 computer
entertainment system setups and monitors, the appropriate
mmummm:::ummmmm«
more PlayStation®2 computer entertainment systems), Each PlayStation®2 computer entertainment
system setup must include (the system itself, one copy of Silent Line: Armored Core, and one
DUALSHOCK®2 analog controller). Both the LLINK cables and i.LINK hub are sold separately.

Link multiple PlayStation®2 computer entertainment systems by connecting i.LINK cabies to the LLINK
(IEEE1394) connection hubs on the front of system each prior to turning the power ON. If an L.LINK cable
becomes disconnected, reconnect it only after returning to the Title screen.

When using an LLINK hub, be sure that it has enough connection ports to accommodate the number of
systems thal are to be connected. Also make sure to use i.LINK cables with six pins on one end and four
on the other, Establish all system and hub link connections before turning the power ON.

* The versus feature cannot be played using software from previous Armored Core titles.

* Multiple i.LINK hubs cannot be used to establish VS game connections.

The Hardware Set Up screen is displayed after selecting VERSUS
from the MODE menu. Menu selections displayed on this screen
vary depending on the number of PlayStation®2 computer
entertainment systems in use.

When three or more PlayStation®2 computer entertainment
system setups are linked, one of the monitors can be used as a
live monitor. The live monitor displays different perspectives of a
battle in progress.

To avoid confusion when making menu selections, the CPU

automatically assigns one playerasﬂ'lswne's"mst“m
"host" player is in charge of performing all VS menu operations.

mmmwl buttons to highlight menu selections and the

* VS batties can only be played in either Split or Full screen, not a
combination of the two.




selected (Full Screen/Spit Screen).
nmﬂmmmumum

TIME LIMIT
Adjust the time limit for VS battles here.

DESTROY TARGET
Specify the mode of play/victory conditions.
. ALL AC: _mmmawunwm

LEADER: First team to destroy the other team's leader is the victor.

TEAM: “First team to destroy both opponents on the opposing team is the victor,
*A minimum of three ACs (player and/or CPU) are required in order to play a TEAM battle.

PICKUP WEAPON
Specify whether or not dropped weapons can be picked up during a match.
POSSIBLE: Dropped weapons can be picked up.

IMPOSSIBLE:  Dropped weapons cannot be picked up.

BREAK WEAPON
Specify whether or not weapons can break during combat.
: Weapons can

COM AC

When there are less than four players, COM opponents can be
added to round out the roster. Uise the 4= directional buttons to
set the desired number of COM opponents. Select NEXT when
settings are complete.

TEAM SELECT

Use the #-# directional buttons to scroll through battle
articipants and the 4= directional buttons to set team
ssignments. Select NEXT when settings are complete.

SELECT [COM)
Fill COM participant siots with ACs selected from the available list.

JONTINUE

OK After a VS match is complete to play again on the same map with the same settings. Select

':"- CEL to return to the Situation Set Up ment.

IEPLAY
Press the START button after a VS match is complete to view a replay of the battle. Press the @ button

g a replay to view the battle from different angles. Press the @ button to cancel a replay and
lisplay the CONTINUE menu.

¥




The OPTION screen is accessed via the SYSTEM menu. Menu choices Performance Evaluation
vary slightly depending on the selected game mode. - — -
o Press the @ button while in the GARAGE to view a performance evaluation for the selected AC. Press
@ button to return to the GARAGE.

i : Overall endurance value.
o WV B : Total weight of all equipped parts.
TR : Difference between energy output and energy

consumption
Total credit value of all equipped parts.
Special function available on the selected core.
Unit's offensive capability.
Unit's defensive capability.
Unit's stability performance.
Mobility performance breakdown.
H Movement performance.
TURNING SPEED: Unit’s turning performance.
RISING ABILITY: Unit's jump/boost performance.
COOLING EFFICIENCY:
- SUPPORT SYSTEM:

RADAR ABILITY:

SENSOR ABILITY:

FCS PERFORMANCE:

SSIGN
mmmmmwmmywm
to change and press the € button. Next, press the button you want to
assign the selected function to. Setting change is complete.
Overlapping button functions are not permitted. Choose the Default
option to revert buttons back to their original settings.
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save game data before using this option, otherwise all progress since your last save will be lost.




nce Evaluation
—

A shortened performance evaluation is available in the GARAGE under OVERALL.

AP:

Overall endurance value.

WEIGHT:

Total weight of all equipped parts.

EP OUTPUT:

Energy consumption of equipped parts/energy output
available.

CORE WP:

Current core load weight/maximum core load weight.

LEGS WP:

Current leg load weight/maximum leg load weight.

OFFENSVE POINTS:

Unit's offensive capability.

DEFENSIVE POINTS:

Unit's defensive capability.
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Part Details

Press the @ button to view the specification details of individual parts (ASSEMBLY/SHOP).

ALL PARTS
MANUFACTURER:

Corporation that built the part.

WEIGHT:

Weight of selected part.

ENERGY DRAIN:

Energy consumption of the selected part when
equipped.

EXTERNAL PARTS [HEAD, CORE, ARMS, LEGS)

ARMOR POINTS:

Endurance value of the selected part.

DEF SHELL:

Part defense capability versus shell-based munitions.

- DEF ENERGY:

Cooling por‘forrnanw of the selected part,

WEAPCINS (ARM MOUNTED, WEAPON ARMS, BACK)

Part categorization.

Tauwmofﬂwmwmpm

Destructive potential of one hit from the selected
weapon.

WWﬂmmmmamﬂ

Effective range of the selected weapon

Maximum number of lock-ons. Missiies can achieve
multiple lock-ons.

Time interval between one firing of the weapon and
the next.

Amount of ammunition the selected weapon holds.

Type of ammunition used in the selected weapon.

Cost of a single round of ammunition for the
selected weapon.

Energy consumed when the weapon is used/fired.

Cooling performance of the selected part.




BLADES CORE PARTS

ATTACK HEAT: Heat generated when the blade impacts with a MAXIMUM WEIGHT: Maximum load weight of the selected core part.

DISCHARGE HEAT:

target.
Heat generated when the blade is used.

"RANGE RATING:

. "WAVE RANGE:

SHIELDS
SHIELD DEF SHELL:

Effective energy-wave range of the selected blade.

Shield defense capability versus shell-based munitions.

VS MG RESPONSE:

Performance of core missile intercept function.

Range of core missile intercept function,

Slots available for attaching optional parts.

Special function available on the selected core.

SHIELD DEF ENERGY:

Shield defense capability versus energy-based
munitions

SHIELD COVERAGE:

Effective range of coverage when the shield is
deployed.

Thrust output of the core’s over boost feature.

Over boost energy consumption when used.

Destructive potential of one hit from the core's EO
weapon.

Amount of ammunition the EO weapon holds.

DISCHARGE HEAT:

RADIATORS
COOLING:

Heat generated when the shield is used.

Cooling performance under normal conditions.

FORCED COOLING:

HEAD PARTS
COMPUTER TYPE:

mmmmmmm

Computer performance level (Rough, Standard,
Detailed).

COMPUTER VODICE:

. 'GYSTEM RECOVERY:

MAP TYPE:

{NoquMs&PhuNma]

Availability of a biosensor function.

Awvailability of a function that counters lock-on
jamming.

Availability of a builtin radar function.

Effective range of the selected radar.

Radar display format (Standard, Circle, Octagon).

Length of interval between radar updates.

Th

Type of ammunition used in the ED weapon.

Heat generated when an EO round impacts with a
target.

_imhmrvnlm“ﬁi'iigandmm

EO weapon's energy consumption when used.
Effective range of the EO weapon.

Heat whe the I
mm n using core part's specia

Mmmmmﬂﬁdﬂdmmmwmh

Ssbmdannpmsabmwmsuppmsmapm

Speed performance of the selected arm part when
using a blade.

Maximum load weight of the selected leg part.

consumption when AC is stationary.

Energy
Selected leg part's speed and agility performance.

Rotational performance of the selected leg part.

Availability of a jump function on the selected leg
part.

[Braking performance of the selected leg part.

Stability performance when landing after boaosting
and jumping.

£ ENERATOFIS

Stability performance when hit by enemy fire.

Energy output of the selected generator.

Maximum storage capacity of the energy gauge.

Generator’s reserve energy capacity.

Amount of heat emitted by the generator.




BOOSTERS . . =
BOOST POWER: Thrust generated when the boostar is used. P : |.J|| =]
CHARGE DRAIN: Energy consumption when the booster is used. : ’ ! < "

FCS
LOCK TYPE: Targeting characteristic of the selected FCS part.

Targeting ability of the selected FCS part. & mleslett

Maximum number of possible lock-ons. : Incomplete message is displayed. If it s, make
How quickly the selected FCS part can achieve lock-on. mmﬂd&@h&mﬁmmumdﬂnmmmw parts: Head, Legs,

Effective lock-on range of the selected FCS part. 3 Core, Generator, Radiator, FCS and Booster. A booster is not required when equipping tread or

Targeting accuracy of the selected FCS part. . parts.

EXTENSION

DURATION: How long the selected part's function lasts.

RECOVER ENERGY: Amount of energy recovered when the selected part
is used.

USAGE LIMIT: Number of times the selected part’s function can

be used.
FORCED COOLING: Cooling capacity of the selected extension part. ammsmﬂ%ww;mmummam“
GENERAL MAGAZINES comb thmmmwhm“@"

FUNCTION ADD AMMO:  Increased ammunition storage capacity. Q: Why is the warning message ENOUGH ENERGY
mmmmuwmmmwmmwwm
RADARS Iput. Swap out some parts for ones that use less energy, or equip a generator with higher maximum
RADAR RANGE: Effective range of the selected radar. energy output. An AC that consumes more energy than the generator provides can still be used in
RADAR TYPE: Radar display format (Standard, Circle, Octagon). combat, but its level of energy recovery will be greatly reduced.
SCANNING INTERVAL: Length of interval between radar updates. 'B: What should |
ECM COUNTER: Availability of a function that counters lock-on : m,,,,m, woight i mmxg ;;';; mxmmm S iara
jamming. k
NOISE COUNTER: Availability of a function able to counter radar 1
mmh;\‘ Whntulnuldlfnmonmbuﬂdanmehatunmkeahtuf

MISSILE SENSOR: ﬁmﬂ?ilmﬁahmwﬁﬁmmmﬂasmm mmmﬂl S I oA and have high DEF Shell and DEF
BIO SENSOR: Availability of a biosensor function.
STEALTH SENSOR: Availability of a function able to detect stealth-

concealed opponents.

* When equipping both a head part with radar capabilities and a back-mounted radar, the radar mounted
on the AC's back takes precedence.




provide a good platform for a variety of AC designs
distinguishing feature to set them apart

performance and energy drain is kept to a minimum

Pro: Do not require a stationary firing stance to unleash cannon attacks
Con: High energy drain

Pro: Exceptional load capability and AP endurance, cannons can be fired while airborne
Con: No jump capability and slow movement performance

Hover
Pro: Can move over water
Con: No jump capability, low AP endurance

@: How can | ensure | don't lose sight of nents?

A: The easiest way to keep track of targets/opponents is to equip a stand-alone radar unit

Muammemammmmmwwmm
the radar display in the top-right hand comer of the screen to locate targets and track their

@: Why am | missing what | aim for?

A: Wait until the lock-on sight turns red (meaning the target is acquired) before firing, this greatly
increases your chances of scoring a hit. Don't fire when the lock-on sight is green, as this means there
is something obstructing your view of the target. Some weapons (rockets) cannot achieve lock-on and
must always be fired manually using your best judgment.

@: How can | avoid leaving the area of operations?

A: Pay attention to the boundary indicators provided on the radar screen (yellow/red lines) and the
warmning beacon that sounds when your AC encroaches on these. If you hear the wamning beacon or see
the Leaving Area message, stop for a moment, get your bearings and move away from the area

Q: What is the difference between Solid and Emrgy ammuniﬁnﬂ?
A: Weapons use either Solid or Energy ammunition. Weapons using Solid ammunition must be
restocked after every encounter and this costs money. Weapons using Energy ammunition have no
restocking costs associated with them, but firing them depletes the energy gauge.

@: Why can't | dash or boost?

A: The most likely culprit is a depleted energy gauge. Dashing, boosting and firing energy weapons all
reduce the energy gauge. If the gauge is depleted, there is no energy available to boost, dash or fire
mmmnmmmmmne) Always keep a close eye on your energy
gauge and make sure never to deplete it

Q: Why can’t | fire my weapons anymore?
A: All weapons in the game have a limited amount of ammunition, if all rounds are expended, the

- weapon cannot be fired until after the mission ends and it is restocked. Minimize ammunition
~ expenditure by firing only when target lock-on has been achieved.

B.Huwennluwidommuﬂ:acks"
A Experiment

with different maneuvers such as boosting, jumping and strafing to stay out of an
s line of fire. Remaining stationary Is a sure way 1o invite trouble, keep moving at all times,

Howdnlmc perspective to look up and down?
: Tilting your AC's up/down is controlled using the L2/R2 buttons. If playing for the first time,
mmmmmmmmswwmwmmmm
while stationary before trying to these movements into a more complex
smmmmmmwummummmwmmwmw




Agetec, Inc. Limited Warranty - Software

Agetec, Inc. warrants to the original purchaser of this Agetec, Inc. product
that the medium on which this software program is recorded is free from
defects in materials and workmanship for a period of ninety (90) days from
the date of purchase. Agetec, Inc. agrees for a period of ninety (90) days to
either repair or replace, at its option, the Agetec, Inc. product. You must call
(408) 736-8001 to receive instructions to obtain repair/replacement services.

This warranty shall not be applicable and shall be void if the defect of the
Agetec, Inc. product has arisen through abuse, unreasonable use,
mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER
WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE
SHALL BE BINDING ON OR OBLIGATE AGETEC, INC. ANY IMPLIED WARRANTIES
APPLICABLE TO THE SOFTWARE PRODUCT, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED
I THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL
AGETEC, INC. BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THE AGETEC, INC.
SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts
und/or exclusions or limitations of consequential damages, so the above
limitations and/or exclusions of liability may not apply to you. This warranty
fives you specific legal rights, and you may also have other rights which vary
from state to state.

Huepair/ Service After Expiration of Warranty - If your game disc requires
ropair after expiration of the 90-day Limited Warranty Period, you may

contact the Consumer Service Department at the number listed below. You
will be advised of the estimated cost of repair and the shipping instructions.

Agetec, Inc. Customer Service Department/Technical Support Line
(408) 736-8001 - Call this number for help in installing or operating our
products and for general product questions. Representatives are available
Monday-Friday, 8:30am-4:00pm Pacific Time.

Agetec, Inc. Online at http://www.agetec.com - Our news is always cool!
Vinit our website and find out what's happening at Agetec, Inc. - new titles,
now products, and fresh tidbits about the new gaming world!



