





stronghold over many of thé’::’f;-f

in the galaxy. Your destiny is

r i 1-,,,. }:‘:
tﬂmake over %here the destructlnn

: o] § the Dea,th Stfar Ieft aff. Seek control
uf more systems to solidify your
position and ;itrengthen your resuu:'éés.
.gtl:ike at the heart of the Empire:

Capture the headquarters at e
Coruscant, Diu;th Vader, and
i:he evil Emperor Palpatine himself.
Accomplish these tasks

and you will emierge victorious.

The Force will be with you.
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members of the pitiful “Alliance” have

secured a minor victory in the destruction
\_m'.\'-\‘\'ﬂ

Beath Star ai: Yawn. Nnnetheless,
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scattered and their defenses . : "E“\% =1
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Nﬂw ‘is the time to strike back. Increasing

p;lr cnntrnl throughout the galaxy will

B
%Fontrihute to the resources we need to

: _.= our forces, and, possibly, rebuild
the ﬁeath Star itself. Attack the heart of
the Alliance directly and without mercy.
Destroy its hue;adquartErs, and capture its
la:ader—Mun Mothma, and that perennial
thorn in our side—Luke Skywalker—

and you will triumph.
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Overview
Star Wars Rebellion” is a grand strategy

game in which vou take the control of
cither the Galactic Empire or the Rebel
Alliance, managing resources, directing key
characters, and assembling flegts lrom a
master Command Center. This game is sel
in the familiar Ster Wiirs universe, and Lakes
place shortly alter the destruction of the
original Death Star at Yavin,

Much of the action in Star Wars
Rebellion takes place on a galactic level,
vou vie for control of systems, and use the
resources trom the svstems yvou control to
buald up vour torces, including your fleets.

----------

10 CHAPTER | ¢ OVERVIEW

When your lleets encounter those of
VOLT Oppotent over a system, Star Wars
Rebellion tums from a grand srraregy game
to an exciting tactical one. In the tacrical
portion of the game, you exercise direct
control over your fleets in battle, telling
vour capital ships and lighters which enemy
ships 1o target and which maneuvers and
missions to perlorm.

1o win Star Wars Rebellion, vou must
coordinate the resowrces at your command
to fullill the game’s specific victory
conditions: capturing or destroying your
opponents headguarters and capturing and
holding, your opponents two top character:
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Victory Conditions
Although deleating the opposing side in
battle and increasing popular support
throughout the galaxy will aid m wirming
the game, there are specilic victory
conditions yvou must fulfill in order 1o he
the winner. These conditions are dillerent
for the Alliance and the Empire

The player controlling the
Rebel Alllance must:
% Capture and hold Tmperial
headguarters at Coruscant.
4 Capture and hold the following
key characters of the Empire:
+ Emperor Palpatine
» Darth Vader

The player controlling the
Galactic Emplire must:
4 Locate and destroy Alliance
headquarters,
+ Capture and hold the following
key leaders ol the Alliarce:
* Rebel leader Mon Maorhma
* Luke Skywalker

About This Manual

This manual 15 designed to get vou up and
running with Star Wars Rebellion as quick-
ly as possible. This manual assumes no prior
strategic or tactical pameplaying experience,
not does it asswume vou are a Windows 93
expert. The manual has live chaplers,
mapped out as follows:

4 CHAFPTER 1 continues with an over-
view ol the game’s key concepts. Star Wars
Rebellion is a richly complex game, and (o

pel the most out of it vou need 1o have a L
prasp not only of these basic concepts bul how N
they interrelate. This chapter also covers the 3 3
setup and installarion procedure tor the game. | 08
4 CHAPTLR 2 is a tutonal consisting of
five “mini-missions.” Aler you finish work- |
ing through this chaptes, you will have a \ "*E
good understanding ol the game’s controls B
and mierface.

4 CHAPTER 3 covers the strategic games
interface, featares, and icons in complae

detail, melading the games key commands.
You should read this chapter through at
some point after vou're comlortable with
the game 1o make sure vou're aware ol all
of the games features. As vou continue to
hone your skills, keep this chapter on hand
as-a reference,
4 CHATPTER 4 covers the tactical mode of
cameplay. Star Wars Rebellion’s tactical
wame offers s own complement of exciting
play possihilities.
4 CIIAPTER 3 covers head-to-head game
play, so you can play Star Wars Rebellion
against another persem over a LAN, Internet,
madem, or serial (null modem? connection,
Following is an overyiew of the game
and Star Wars Rebellion’s key concepts.

Fopular Support and
System Control

The setting (or Star Wars Rebellion is a
malaxy made up of sectows. Each sector con-
tains 10 planetary systems. (We'll call them
simply “svstems,”} Syslems can be either
unoceupied, neutral, controlled by the
Galactic Empire, or controlled by the Rebel
Alhance. The core systems (Lthose at the ‘
center of the galaxy) are inhabited. have |

-y
VICTORY COMDITIONS ¢ CHAPTER | 11'.‘.:=
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established infrastructures, and generally
have more resources than Rim svstems. The
Rim svstems are those on the Galactic Rim
which are unexplored ar the beginning of the
aame. Most Rim systems are uninhabired,
the few that aren’l usually do not begin with
as large an inlrastructure as the core systems
Controlling systems is a key congcept in
Star Wars Rebellion. Control allows you
to treely move lorces o a system and Lo
give orders to the facilities on that svstem.
Each system in the galaxy contains valuable
resources, which vou can only use if the
system 1s under vour control. You can tap
resources from each system that you control.
Popular Support is the measurement of
i local populaces loyalty to vour side. You
can conlrol a svslem }_'.-:.-' SWiying 1he |L1':,"¢I,|l}-'
ol a system o your cause. [ a system is nol
loval to vour side, you can use force and
place troops on it to take control of it. How-

CTHATTER | / MANUFACTURING AND FRODUCTION

ever, systems that you take conrrol of with
LTO0ps May go into uprising.

Manufacturing and

Production

Systems have raw materials you can mine and

refine o support vour manufacturing efforts,

and 1o maintain yvour troops and ships. Mines
draw raw materials from systems. Refineries
convert the raw material you've mined mnto
refined material, Relined material is used hy
manufacturing facilities to build units.

Examples of manufacturing facilities and
what they produce are:

4 CONSTRUCTION YARDS: Build mines,
refineries, system delenses, and olther
manulacturing facilities

4 [RAINING FACILITIES: Build troops
and Special Forves,

4 SHIPYARDS: Build ships to strengthen
vour {leets.
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The combination of mines and refineries
gives you maintenance capacity to build and
maintain new items, Maintenance capacity 1s
a measure of your ability 1o provide support
for all your units {like fuel, food, ammuni-
tion, replacement parts, e1c. ). I you don'l
have the capacity 10 mamtain all your units,
some of them will have to be removed,

Star Wars Rehellion is a muliifaceted
game, and manipulating your resources to best
nse is one of the key challenges vou'll face.

Characteristics

of Each Side

I Star Wars Rebellion you choose 1o
lake charee of either the Galactic Empire
or the Rebel Alliance. Each side has distinc-
tive characters, such as Darth Vader and
Luke Skywalker, Although both sides have
at their disposal an arsenal of ships, traops,
and Special Forces, the specific 1ypes and
numbers available of these units depend
on which side you're on. If you're playimg
the Empire, vou can build legions of
ominous stormtroopers, The Alliance, on
the ather hand. might lill its fleets with
X-wing fighters like those used to destroy
the reath Star in the film Star Wars. The
Galactic Empire rules as ever with an iron
fist. Il you're on this side can you artempt
[0 assassinate YOUT enemies, or—il your
resources are sufficieni—rebuild the mighty
Death Star itself.

Characters

One of your most important resources is the
characters at your disposal. The characters,
drawn from the Star Wars films and novels,

have different strengihs and abiities. One key

lo winning the game will be leaming how 1o
use your characters o their best advantage,

You might send Princess Leia on a Diplo-
malic mission 1o sway a neutral system. Han
Solo. on the other hand, would he better
suited 1o lead an Espiorage mission. You
start the game with about seven characiers on
your side, As the game progresses, you can
recrait more characters Lo vour cause, There
are 60 characters in all; 30 on each side.

Elements of Conflict
Battle is inherent m Star Wars Rebellion.
Conflict with your opponent ¢an occur
hetween a fleet and a planets delense forces
or hetween two [leets in orbit above a system,
To succeed in the game, you need Lo learn
how the various ollensive and delensive
components mterrelate,

4+ TROOPS are military personnel such as
Fleet regiments and slormtroopers
They can be either ground-based or
assigned o fleets.

4 DEFENSIVE FACILITIES protect systems
by shielding them from bombardment
or by firing on enemy fleets in orhit

<4 FIGHTERS are small, maneuverable
ships that can attack other ships,

< CAPITAL SHIPS are large ships suited
for battle, hombardment, catying Lighters,
Or transpor ing, troeps, of some combi
nation of these abilities

4 CHARACTERS are personnel at your
disposal for missions and command
assignments, Some characters are well-
qualified to assume command of fleets,
ships, and ground (roops.

- SPECIAL FORCES are personnel you
build at training vards that can each go

CHARACTERISTICS OF EACH SIDE / CHAPILE 1 13:':‘!‘
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on hmited Ty pes ol missions such as
[spionage, Sabotage, and Abduction.

4+ [LELTS are primarily composed of
capital ships, tighters, troops, and
characters. You draw {leets together
from these disparate components, recom
hining vour fleets in response Ly vour
opponents moves of your awn desire
to expand the territory you control,

Star Wars Rebellion’s
Tactical Game
There are lwo primary modes to the game:
strafegic und tactical, Strategically, vou want
to gain broad support across the galaxy,
bring systems under vour control, apply
VOUr Tesourees 1o optimum advantage, and
build up the fleets vou need 1o satisly the
games viclery conditions. Pvertually, how-
ever, yvou'll encounter the opposition in bat-
e, and when that happens vow'll have the
chance o lest vour tactical admiraloy skills.
You can enter the tactical game mode
when vour fleet meets your opponents
leet in orbit above a system. You view
hath torees within a 3D wirefrane holocube.
You give the capital ships and lighters in
Your fleet divect orders concerning which
maneuvers 1o perflorm and which enemy
ships o target. In lactical mode, vou are

the admiral.

e | CHAFTLE |/ STAK WARS REBELLIDN S TACTICAL GAME

Game Automation

You can automate many aspects ol Star
Wars Rebellion. For example, i you don'
like raking command in battle, you can have
the game simulate the results. Or, if vou get
tired ol handling details such as garmsons
andl production, vou cam twrn thar respaonsi
bility over to vour ager:t droid, IMP-22 or
C-3P0. Be aware, howewer, that vour agen
will not necessarily plav hetter than vou
would, and in fact, may manipulate resources
difterently than vou would preler

Head-to-Head Play
Star Wars Rebellion is g challenging game
Lo play against the computer. But it can be
even more [un against another person in a
two-player game. Star Wars Rebellion
offers four wavs for head-to-head pameplay:
¥ Across a local area network (LAN,

IPX or TCP/IP).
4 (Over the Internet,
*+ Across a divect-dial modem connection.
+ Via a null-modem cable,

MNext Up

his overview pgave vou a brief explanation
ol the key concepts of Star Wars Rebellion.
There are many details w0 explore. The nexl
section explams the garmes insiallation

and setup.
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| Installation Instructions
1 Close all open windows and prograrms.
2 Insert the Star Wars Rebellion CD in

your CD-ROM drive.

3 If Autoplay is active on your system,
the Star Wars Rebellion [nstaller will

appear. (Fig. 1.1)

FIiG 1.1

. Wiow ﬂ'narlrr_l_t

' uuh.lu:'nr.u-hng Guida

INSTALLATION MEML

If Autoplay is disabled, and the game'’s
[nstaller does not appear when you place the
CD-ROM 1m the drive, then vou will need
10 open the Installer manually, To do this:
Nouble-chek the My Computer icon, then
double-click the CD-ROM icon in the window
that opens, Double-click the Autorun.exe
file to open the Star Wars Rebellion Installer
The Installer has the [ollowing options:

4 INSTALL: Install the game on your hard
drive. If you have already installed. the
button changes 1o Reinstall.

NOTE: Reinstall the game if any compo-
nents were deleted [rom your sysiem
after you mstalled, if a file was damaged
during the original mstall, ot if you
watnt 1o change the installation size.
{Vor instance, you selected Minimum
the firsi time, now you want Maximum.)

INSTALLATION INSTRUCTIONS / CTHAPTER |




4 PLAY: Play the game after installing.

4 UNINSTALL: Remove the game from
VOUT S¥Stem.

4 VIEW README: We strongly suggest
vou open the Readme to view the most
|1|".| 'll]'{]:HEf E;FEITT'II:" irllllffll'fTI:-:Ili".ffl.

4 [ROUBLESHOOTING GUIDE; See the
lroubleshooting Guide tor detailed
installation and troubleshooting tps.

- INSTALL DIRECTX; Install Direcid 5.0
on your system if vou don't have it there
already. Re-install DireceX 5.0 o update
drivers or to replace drivers that may
have been moved.

4 EXIT: Return to vour desktop.

4 To mstall, chelk the Tmstall butron, Follow
the onscreen directions

8 Choose the destination [or the Star Wars
Rebellion installation. The default Star Wars
Rebellion direciory is; CAProgram Filesh
LucasArts\Star Wars Rebellion, (The letter
ol vour hard drive may be difterent If you
want to install the game to a different location,
specity a different drive and divectory name.
6 Choose an mstallation type: Mmimuom,
Typical or Mazxamum. (Typical is the default.)
Click Next. Files will hagin to copy onto
VOUT SYSLeT.

7 You'll be given the option 1o creale a series
of shorteus, Creating Lthese shortouts wall
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make it easier for you to find and start the
game, and will give you easy access 1o such
items as the LucasArts Web page on the
Internet. Click the checkboxes to deselect
any shortcuts vou don't want. Chick Next.

8 Setup will create a Star Wars Rebellion
program lolder in the Windows Start menu
for the program icons. Click Next w choose
the default name and location [LucasArtsh
Star Wars Rebellion), or you zan create a
new folder or select an existmg folder. then
click Next.

9 [ the game is successlully installed, you
will see a Setup Complete screen, and
vou'll be given a chance Lo view the Readme,
10 Aller installmg Star Wars Rebellion,
vou will be asked to mstall Microsalts
DirectX 5.0, which is necessary to run the
game. I you have not mstalled DirectX 5.0
on your machine belore, then you will be
prompred o do so. 1 e 5.0 15 detected on
your system, the checkbox 1o install it remains
eIy Chck Finish 1o complee setup.

L1 Mow vou ave ready o play Star Wars
Rebellion,

IF YOU HAVE TROUBLE
INSTALLING

Il you are having trouble instal'ing the game,
see Lthe Troubleshooting Guide for more
detailed mstallation and troubleshooting
tips. To access the Troubleshocting Guide:

1 Double-click the My Computer icon.

Z In the window that opens, double-chelk
the icon for vour CD-ROM drive. This opens
the Star Wars Rebellion Installer,

3 1f Autoplay is aclive on your system, the
Star Wars Rebellion Installer will appear 1l
Autoplay 15 disabled, and the games Installer

does not appear when vou place the CD-ROM
in the dnve, then you will need to open the
Installer manually To do this: Deuble-click
the My Computer icen, then double-click
the CD-ROM icon in the window that opens.
Double-click the Autorun.exe lile 1o open
the Star Wars Rebellion Installer

4 From the Installer, select Troubleshool-
mg Guide.

Running the Game

1 To run the game, insert the Star Wars
Rebellion (D into vour CN-ROM drive.

2 The games Launcher 1Fig. 1.2) will appear
automatically when the Star Wars Rebellion
CD is inserted if Autoplay is active on your
svster, Select Play from the Launcher.

3 if Autoplay is disabled, double-click the
My Computer icon on your deskeop, then,
in the window that opens, double-click

the icon for vour CD-ROM drive, and the
Launcher will appear. You can also play the
aame by selecting the Star Wars Rebellion
shorteul [rom your Start menu.

t L porg TTadunflior

Touiiywih
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FIG. 1.2 LAUNCHER MEML

If ¥OU HAVE TROUBLE INSTALLING ; THATTER | | W







tar Wars Rebellion is a vasi game.
S"l.-"v"[[:‘&ilill;i_'! control of a galaxy is an exciting
and fun job, but there are a lol of details,
Because there are so many strategic and tac
tical components at vour disposal, there are
many controls and displays vou need to learn
how to use, This marerial is made up of mini-
rissions that will walk you throngh the game
slep by step. teaching vou how 1o manipulate
the individual controls, how to evaluate the
restils on both a systern and galacric level, and,
linally, how the various aspects interrelate.

Throughout this chapter, screenshots
illustrate how the game proceeds. These
screenshots may not malch vour screen
exactly, however, part of the challenge ol
Star Wars Rebellion is that the same begins
dillerently every tme vou play
NOTLE: Star Wars Rebellion is a real-time
game, nei turm-based like most sirategic
simulations. That is, while you ere evelluating

4

CHADNMER 2 7 MINI-MISSION |
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your systemis and making your moves, your
apponent is also in action. During game-
play you may unexpectzdly encounter the
opponent. For the purpases of this tutorial,
don’t worry about that. If you suddenly

[ind youwrself under atiack, the Battle Alert

screem appears (Fig, 2.1), Click on the

space noted below as Stmulate Results,
and don't be too comcermed with the out-
come. Focus now on leaming the game,

and save galactic domination for later.

Mini- Mission 1:

Start a New Game and
Explore the Galaxy
(Play as Alliance)

In this mini-mission, vou will install the
program, run the game, and learn how 1o
examnine the Galactic In ermation Display
and the individual sectors




1 Install and run Star Wars Rebellion.
Install the game following the instructions
on page 1o and start the game. Alter a few
moments the LucasArts logo, Coalhand
[nteractive logo and Star Wars historical
background will appear on the screen,

As the game begins you are n a shuctle
headed 1o either the Alliance or mperial
headguariers. This is where vou set the
paramelers for each game (g, 2.2},

2 Set the parameters for a new game.

lhe standard size galaxy and easy challenge
level are the defaults. For this tutorial, begin
the game as the Alliance by clicking on the

rotating red Alhance icon (Fig, 2.2}, The shut-
the wall oo 1o Alliance headquanters, depositing
vou in the Command Center. The Command
Center is your main control screen (Fig. 2,3),

_ Click here.

Simulate Resubts: —

Click here o hawe
the computer
simulate the hartle
and report the end
results. Don towarmy
About the outcorme
Foar Moy,

Set game difficulty to
easy [the default],

Set garme difficulty
o meciurm,

Set game |
ditficulty to hared,

Start the game as
the Empirc.

Play the gare acrass
modem. network, or
Inpernet with a hurman
oppanent (head-to-head
May is covered in
Chapter 5],

Flio, 2.2 SHUTTLE COCKPIT SCREEEM

MINI-MISSION 1 ¢ CHAPTER 7 21

Sct the size of the galaxy
(default is standard).

Load a saved garme.

Wiew credics,

Starr rhe game as
the Alilance.

Headguarters Only
Victory: Winner is the
first to capture oppon-
ent's headguarters. This
riakes the game shomer
than fulfilling all the
victory conditions.

Exit

- w Yy
. w B
-
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To skip the introductony
graphics, cllck the mouse,

Dominatng the display is a view ol the
galaxy in the main screen. This is the Galactic
Information Display (GID). C-320, vour
faithful advisor, s on the nght commencing
a brieling, R2-D2 gathers messazes from
throughout the galaxy, and informs vou of
LTL-'{."P NIOVETTIE L=, ”I:;”Hll.:lll':-. |..|T'|T'g T'CSLI]IF.,
research and development, and other events.

The galaxy is large. The smallest game
size in Star Wars Rebellion has 10 seciors,
with each secror containing 10 planetary
systems. (The largest game size qas 20 sec-
tors.) The Control Panel—the battons
around R2-D2 —le1 you focus en a specific
aspect of the galaxy such as linding a
specific system, character, or troop. I you
want to know something aboul your side,
theres probably a way Lo lind out, and i
probahly wall invelve one of these controls.

Mumber of days since
the game egan

Legend

Game Speed and —
[ause Menu

Control Panel: —
Most of the game's
controls arc here.

tessage Alert bar —

Click here o —
go to Game
Options screen.

FIG. 2.3 COMMABMD CEMTEE SCREEM
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The game has tool tips. To
see what a control does or
to find out what a display
means, simply hold the
mouse over the ltem for a
few seconds and read the
description that appears.

3 Listen to C-3P0's briefing.
(-3P0 s your agent. His briet-
ing gives you an overview of the
palactic situation. As C-3P0 ralks,
notice the location of key sys-
tems that he points oul, the key
goals you need to perlorm, and
the events that vou need to guard against,
{To skip the briefing in the bature, press the
ESC key or click the lett mouse button.)
After the hrichng. the Display Message
Index opens up o the Agent Advice tab.
The messages under this tab make up your
initial agenl advice, a feature that gives you

; )
e — Calactic Information
Display

- 5— Click here to change
: the Galactic Informa-
ticn Display state

— Agent droid can help
wou with some of the
garme's rasks,

Message dioid keeps
vou informed of
galactic evenrs.




tips on gameplay and controls. To read a
message, double-click on it

NOTE; Ageni Advice only appears in

an Easy game. {f vou wish for advice in
Medium or Hard games, you must enable
Agent Advice on the Agent menu.

Like many windows in Star Wars Rebellion,
the Display Message Index 15 modal, that is,
yo cannot do anything else in the game until
you close this window, You can close the
windew by pressing the ESC key or by click-
ing on the Close button, The message screen
will be discussed in the next mini-mission
and will he covered in detail in Chapter 3,
4 Pause the game as you read ahead.
Right-click on the Game Speed control al
the top ol the screen and select Panse when

Right-click on the Game
K Speed control to bring
i up this menu, then

Pl ¥ P
iy select Pause.

the menu drops down. Pausing the game
ensures Lhat your opponent can’t muke any

moves while you take a break, peruse the
manual, or try 1o absorh what’s happening
in the game, Of course, while the game is
paused, vou can'l do anything either.

A paused game shows the [ollowing alert
hox (Fig. 2.4). Clicking the checkmark
resurmes garme play; do this as soon as
vol're ready to continue.

5 Experiment with the Galactic
Information Display.
The Galactic Information Display shows a
map of the palaxy, The default state for this
display is Popular Support (Fig. 2.59).

Om this display the larger a star 1s repre-
senied, the more a system: supports the players

The galaxy in a standard
Zame has 10 sectors,
each of which contaln
1O systems, represenied
here by stars.

FiG, 2.5 GALACTIC INFORMATION DISPLAY HERE SHOWS SYSTEM BY FOFULAR SUPPORT

- &R
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side. Double-click on the legend to examing
the representations of the stars in detail.
NOTE: Each side starts the pame with
several systems under s control. However,
the lovalty percentages of cach system can
vary. Exceptions arve Yavin and the Alliance
headguariers, which alwavs i.:f?gl'il 100 per-
cent loyal to the Alliance, and Coruscant,
which always begins the game 100 percent
il:wrri to the Empire,
The color code indicates which side ¢

trols each system (Fig. 2.6). These color

codes apply throughout the game. not just
lor the Popular 511[..[mr'| Lllh]'?].."l':..

CorE-

Red with

Alllance headl-

Blue: QudITeErs
Meulral Sysiem Cray:
Creen; The Empire Unexplored
syeterm

Reed: The Alliance

FIC, 2.6 CLOSE-LIFOF GALACTIC
IMFORMATION DISPLAY

Note that a system can suppoerl your side
even 1f it 15 controlled by vour opponent,
A large green star, for example. represents a

LT e,
T

'i-h' Loyalty

":i Nefense
Digplay OH

j e '\-.x.\u-.wm'-. -N\l-\'l'MH o

FIG. 2.7 EXPERIMENT WITH THE GALACTIC IMPORMATION
QASFLAY, FOR EXAMPLE, CHAMGE THE DESFLAY TO MINES.
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whire highlighe:

systern that is controlled by the Dmpire, but
supports the Alliance, Move your mouse
around the screen, and notice that as you
pass over a sector, that sectors name appears.
You can change the display by chicking
on the Galactic Information Display but-
lan on the Control Panel ar the bottom of
the sereen, Sub-menus Tor this contral lel
viou change what the stars on the Galacic
Information Display indicate, including loy
aley, fleets, personnel, resources,
nanulacturing, or defense. For example, 1o
see how your mines are distributed across
the galaxy, vou would highlight Resources,
then click on Mines (Fig. 2.7). In this view,
larger stars mdicate one or more mines.
his galaxy-wide view is helplul for giv-
ing vou a general indication of how things
are going for vour side, However, vou also
need to get more inlor- mation about what's
happening in those sectors, and whats hap-
pening in the specific systems.
6 Bring up a Sector window.
Select eme of the sectors which has a good
halance of Alllance, Empire, and Neutral

Click on a sector
{such as the one shown here).

systemns. Left-click on the sector to bring up
the Sector Display (Fig. 2.8} The Sector
window conrains images tor all the systems
in that secror, with icons surrounding the
systems which give you more information
ar that you can double-click om 1o bring up
more detailed windows,

NOTE: 1n Star Wars Rebellion and in this
manual, a system is synonymous with plan-
etary system and planet.




Scctor name

Switch window to
other side of scree.

Mote the colors of

the icons and system
names are the same as
those in the Galacric
Informadion Dhisplay:

Red Alliance
Green  Empire
Blue Meutral

System namecs

FIG. 2.8 A TYPHCAL SECTOR WINDOW

A lypical sector window 15 shown above Below i1s an example ol the display lor a
{Fig. 2.8] single system (Fig. 2.9, Below the system are
NOTE: This screcnshot is representative readouts representing planetary resources and
of what the systems will look like on your their avanlahility, There is also a bar showing
screen, bul the specific details will be lovalty; yvou can see how strongly a syatem
different every time you play the game. supports the Empire Ggreen) or Alliance (red),

Raw marerials ready oo be mined

Used ener :
& Available eneray

Mined materials !
Mercent loyal o the Emplre (green)

FIG, 2.9 CLOSE-UP OF A SYSTEM [N THE SECTOM WK DOW
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Around the system may be icons that
you can double-click on to gain further
access 10 that system’s controls
MANUFACTURING: L a system has
any manufacturing tacilities, mines,
or refineries, this icon gives you access Lo
thase facilities and resources.

SYSTEM DEFENSES: Tf a system
A has any troops or lighter squadrons
assigned to system delense, personnel, or
systemn-hased defenses, this icon gives you
access 1o those resources,

FLEETS: 1f the system has a (leet,
vou'll see this 1con on the right side

of the system.

Swstem name —%

Open Sector Button:
Click here to restore Sector
window for this system.

Manufacturing Tab: /
Shows nuimber of
shipyards, training facilities,
and conscmuction yarcs.
From this screen you give
miamiufacluring commands,
and review status of unics
under produclion.

This second number s oumber
of comatruction yards in syslem
and number of construction
wards currently being built or
deploved onto thar system.

First numbser is nuwnber of
‘ comstruction yards in system.

CHAPTER 7/ MINI-MISSION 1

7 Open and explore a system’s Manu-
facturing and Production window.
Cheose one of your systems that has o
Manulaciuring and Production icon at the
top lelt of it Double-chek on the 1con to
bring up the Manufacturing and Production
window (Fig, 2 1)

ol Double-click here.

NOTE: You can have many systent windows
open at one time, To bring « window to the
front, click on a visible part of the window
thai may be peeking from behind the top
window(s), Alternately, you can cyele

g— Displays image of any
rmines on system.

—— Displays image of any

refineries on Sys0CIm.

Displays image ot any
consrmuction yards,

Cisplays image of
any training facilities,

DHspays image of

any shipyards,

— Progress of current
project, it any

FIG. 2,10 MANUFACTURIMNG AND PRODUCTION SWINDOW




through open windows using the CTRI+TAB

or CTRL+SHIIT+TAB key combinations,

or drag the top windows off to the side.
The lelumost tab, which displays by

default, tells vou how many shipyards,

training facilities, and construction vards the

system has. 1f the system were currently
building something, this is where vou
would see that projects progress. The other
frve tabs give vou graphic representations of
that system’s shipvards, training lacilities,
construction yards, refineries, and mines.

The Open Sector Window
button to the left of the sys-
tem name on this window
brings up this system’s Sec-
tor window if it is closed.

8 Examine the system’s resources, and
analyze how they are being used.
Systems in Star Wars Rebellion frequently
Mave raw materials you can use by building
mines. To see the existing mines on a
system, click on the Mine tab.

!
! ,;“.; Click here.

This screen (Fig. 2.11) typically shows
some combination of imes and ras matenals.
The mines are mechanical units, and the raw
material looks like multicolored piles. In this
example, there are enough resources for nmine
mines, three of which have already baen buil.
NOTE: You can also see this vatio of avail-
able raw materials to mines in the Sector
window. Look at the vellow and red status
bar below the system (Fig 2.12).

Mines

— Raw materials

FIG, 2,11 THE MANLFACTURING S MD
PRODUCT IOM WINDOAW!'S MINE TAD

Raw Materials Status Bag:
This I= another way o see the
saumie information: three minc
slors [wellow): i remaining
e raw riateral slots (red).

TAREARES,
aRiRyavy

=

."'1-‘{‘
L]

|
L_I-I ‘

- -

FIG, 2.12

NOTE: In this case there ace three yellow
squares for the existing mines and six red
anes Jor the raw materials remaining. If you
were (o hold the mowse cursor over this
gauge you would see the message, “Raw
Materials 3/9.7 {These spedific values vary
etch time vou play.)

When vou're through examining 1he
Manufacturing and Production windiw,
click the Close hutten,

9 Open and explore a System
Defenses window.

Choese one ol vour systems that has a
swstem Delense icon ar the lower left of .

MINI-MISSION 1
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System name —

Open Sector Button:
Click here to restore
Sector window for
this syslerm.

Personnc| tab

Trooper Regiment tab

Fighter tab

Planetary Shields ab

Flanerary Batteries tab

Close hurton

This shows the number of
troops required o maintain
conrel of the system,
Contents of selected b,

in this case the troops,
stationed on the system

FIG. 2.13 A TYFICAL SYSTEM DEFEMSES WINDOW

Diouble-click on the icon 1o bring up the
System Defenses window (Fig, 2.13)

E Double-click here.

The System Delenses window is similar
to the Manulacturing and Production
window. To view the unils stationed on the
system for defense, click on one ol the 1abs,
{The Personnel tab is the detauls) This
window lets vou see and give commands Lo
personnel, trooper regiments, and fighters
stationed on the aystent, Furthesmore, you
can see Lhe delensive facilities—planetary
shields and planetary batteries—that wall
protect the system leom enemy fzers. Explore

this window to get an idea of your defenses,

all these features will be introduced in laler

V2B CHATTER 2/ MINI-MISSION |

nini-missions and covered in detail in
Chapter 3.

When you fimsh studying the System
[Yelenses window, chick on the Close button.
10 If vou want to, quit Star Wars Rebellion.
or begin a new game,

Thas step shows vou how Lo access the pame
controls: Chek on the Game Options icon
on the left side of the screen. The Game
Options screen (Fig. 2.14) appears,

- Click here.

This screen is covered in detail in
Chapter 3. The main bultons 1o savedoad a
game, exit the game, retarn 1o the Shuttle
lf'.nck}".uit. or return to the Command Center
are dentified in the screenshot.




Encer a name for
a game here,

To save a game, enter
A narme for the game in
the text line at right
and click this button.

Click here o
exit the garmne.

Click here to return to
Command Center,

Click here o retuny Lo
Shurtle Cockpit and
begin a new game.

11 Summary

In this mission you began a new game and
familiarized yourself with the comtrols that let
vou find out aboul the galaxy The remaining
mini-missions in this chapter will show vou
how 1o el rrdre inlarmation about :‘]mwtﬂr‘_;
syslems, and how o issue commands.

Mini-Mission 2:

Expand Your
Maintenance Capacity
(Play as Alliance)

Raw materials. refined materials, and main
tenance capacity are key concepis in Star
Wars Rebellion. You produce rw malerials
with mines, and then process those raw
materials with refineries to produce refined
malerials, Evervthing vou build in Star
Wars Rebellion takes a certain amount of
relined materials 1o produce. Furthermore,
everything except mines and refineries also
takes a certain amount of maimtenance

FIG. 2.14 THE SAME OFTIONS SCREEMN

Click on this button |
0 load the
corresponiding

Saved] game.

capacily. Mines and refineries supply main
lenance capacity:
This starts you directing resources and

controls and how to gel galactic
informarien. Your lecus is [airly narrow, and
vour goal is 1o learn, As in the last lesson, if
the Empire should sucdenty attack while
you're busy, simulate the results and 1gnore
the outcome for now, or start a new game,

1 Begin a new game as the Alllance,
Launch Star Wars Rebellion, then click on
the Alliance icon in the Shutlle Cockpit,
just as vou did lor Mini-Mission 1.

To skip C-3P0’s briefing this
time, press the ESC key or
click the left mouse button.

2 Examine your maintenance capacity,
There are three monmitors at the wop of the

o
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Command Center above the Galactic Tnfor-
mation Display (Fig. 2,15} Each manitor
has an icon and a corresponding value

Examine this bar:

FiG: 215

4 RAW MATERIALS MONITOR: On the
lett, Lthis measures the ampunt of mined
materials waiting 1o be refined. Ideally, this
number should be low, indicating all material
15 bemg relined as it is mined.

<+ REFINED MATERIALS MONITOR: In
the middle. this measures the amount of
relined materials on hand to be used 10 build
facilities, ships. and troeps. You may not begin
the game with any refined materials, but they
will begin 1o accunulate immediately,

4 MAINTENANCE MONITOR : On the
right. this represents how much unallocated
maintenance yvou have available. You get

S0 points ol maintenance capacity for each
mine/retinery combination, This number may
be low at the beginning ol the game. MNote its
level, and we'll try to get this number high-
¢r by building more mines and/or relineries
A higher number lets you build and main
tain more lacilities, troops, and ships
NOTE: If vour maintenance capacity gets
too low, vou wont be able to build anything
new except mmes and refineries (but these
require a certain amount of vefined materials
to build). If your maintenance capacity falls
below zero, vou will find your facilities,
troops, or ships will begin to be scrapped.
3 Find out the total number of mines
and refineries you control.

Lach relinery can process materials from ane

b
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mine you control, which can be anvwhere in
the galaxy Furthermore, you gain maimenance:
capacity by having matched pairs ol mines
and relinernes. For these reasons, vou make
optimal wse of your resources when yon
have a vne-te-one ratio of nunes to retineries.
COne ol C-3P0%s lunctions is 1o keep rrack
of all your units, including lacilities, You can
examine this miormation in the Galaxy Over-
view o see how the number of mines and
relineries you control compares. To do this,
right-chick on C-3P0 and select Galaxy Qver-
view (Fig. 2.16). Scroll down until vou find
the Mines and Relineres icons. In the exam-
ple tFig 217}, there are 18 refinenes and 37
mines, so vou would choose 1o begin build-
ing refineries. Based on the ratio of mines w
relinenes in your own Galaxy Overview, make
a note of whether vou want to build mines or
relineties, then close the Galaxy Overview
window by clicking on the Close button,

Right-click on C-3P0
and select Galaxy
Overview from the
menu that appears.

o~ A
FIG. Z.14
4 Decide where to bulild your new
mines and refineries.

Mow thar vou know whether you need 1o
build refineries or mines, it's tme 10 decide
where ta build. Open a Sector window 1hal
has several systems vou control You'll need
Lo linel & swstem that has:




A LR ALY
RN

The first column shows
leomns for all your facilities,
Speclal Forces, ships,
and woops.

— The second
cedurmin showes
hiwe many of that
Item youw contral,

The third column is
total mainbenance
requirements far
rhose (tems,

LIse scrall bars o
view other units
ol conmol,

A R e,

Close burton

FIG, 217 GALAXY OVERVIEW SCREEN

Click on a sector with
several red stars, such as
the one shown here.

4 ENERGY AVAILABLE OR FPACILITIES:
Energy availability is represented as small
blue squares on the white and blue Fnergy
status bar below a svstem (Fig. 2. 18} You
can think of these blue squares as “slots” lor

Manufacturing
and MProduction
22 oL = Bortras has energy
(blue squares) for
rhree more facilitics,
Ir also has red
squares Indicating
there is raw materals
available for mines,
Manufacturing
and Preduction
icon

Here: Denab has raw
marerals available,
but not energy, 50
ol couldn't bullc a
mine here.

FlG: 2,19

Lacilities such as construction yards, mines,
and refineries. One energy slot is required
to support each lacility.

Additonally, if vou are building a mine,
vou need to tind a system that has:
+ RAW MATERIALS AVAILAELE FOR
MINES: (Small red squares on the Raw
Materials status bar m the Sector Display
NOTE: You cannot change the toial rumbey
of energy slots available for a system.
Chapter 3 shows you, however, how (o
scrap facilities you're not using to make
room for new ones.

If you don't see a suitable system in
the current open Sector Window, close thal
sector by clickmg on the Close box in
the right-hand corner, and look in another
sector, Once you've found a svstem with the
necessary resources, open its Manufacturing
and Production window by double-clicking
on its Manufacturing and Production icon.
5 Give the order to build facilities.
Your agenl (C-3P0, since you're playing
the role of the Alliance) can issue build

MIMNI-MISSION 2 7 CHAPTCR 2
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instructions lor ships, troops, and lacilitie
Select the Build Facilities option,

Right-click

on C-3P0 and
select Build
Facilities from
the menu that
appears.

Bl fis

=i o T
= { U140 G ] 4

The cursor changes to Larpeling cross hams,
This is asking for the destination lor the Tacil-
ity vou wish 1o build. Select the destination
by clicking on the destination system, The
Build Selection window (Fig, 2.200 appears,

Amount of maintenance ——
capacity nocessary for }
selected Racility

Amount of refined
matenals nooessany Lo

bulld selected facility ! Time To C

b Tieme To Dep

Mumber ta build:
: \ R Click 1o begin bullding,

Click to bring up — g I ; Pl

Encyclopedla entry an
selecred facllicg.
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The Build Selection window shows a
defanle facility to he buill. To bring up a com-
plete hist of the facilities vou can build, elick
on the down arrow below the delaull facility:
Scroll down and click on Mine or Refinery.
You can build more than one factlivy at o time,
but lets start slowly and leave the number of
facilities to build at one. Note the amount of
refined material the ming or refinery requires.
This screen also shows the eatimated time
until project completion, Click em the check-
mark to begin the build process,

Notice the immediate change 1o the dis-
play. The destination system’s Manulacturng
and Production window shows the new
facility, surrounded by a grid to inclicate it is
still being built (Fig. 2.210.

6 Wait for manufacturing news.

Spend a little time exploring the galaxy and
making plans. Where else can you huild
refineries and mines?

Close bucton

Currently selected facllicy

Drop-down butten o view st
of all facilitics you can build

Estimared time to prcril:ct":
comipletion

Time necded wo deploy facllicy
o destination system once il
has been bullt

Click tor cancel.

FIiG, 2.20 THE BUILD SELECTICHMN WINDOW




Updared display shows mine |
is under construction.

Fis, 2.21 THIS MANUFACTLIRING AND PRODUCTICON
WINDOW SHOWS A MINE LINDER CONSTRLICTION.

At the 1op of the screen (Fig, 2.22) there

15 a number indicating how many days have
passed since the game began. Nexi Lo this

counter is Lhe games Game Speed control,

Right-click here to pause the game or set the
game speedd to Very Slow. Slow, Medium, or
Pasl, You may want to starl the game at a slow
speed as you study the galaxy and make vour
initial assignments, While vou're weiting lor
manufacturing assignments o complele, vou

Current day
Right-cl ck to
bring up
Speed menu.

— Select o speed.
) or Pauss fo
suspend play

FIG. 2.22 DAY COLNTER AND
SPEED CONMTROL

may want to speed things up. R2-D2 (irans-
lated by C-3P00 will inform you when vour
lacilities are completed. To read 1these mes-
sages, right-click on R2-D2 then select
Messages (Fig. 2.23). (You can alse double
click on R2-D2 to go directly 10 Messages.)

A

PG 2.23 R2-D2'S MESSAGE WINDIOW

The Display Message Index screen (Fig. 2.23)
appears. Read all messages, or messages in a
specific calegory, Agent advce messages are
a special category, giving you tips on Star
Wars Rebellion gameplay. Double-click on
4 message, n this case, Construction Yard
ldle on Bortras, 1o read it (Fig. 2.26)
NOTIEL Any time a construction yard, ship-
yard, or rmr'ni':-‘igﬁlr:r'ﬁr}' t‘umph‘l‘t‘s its fesk
—which you may have assigned directly or
through your ageni—the message system sqys
when that production facility is free again.
Click on the Close button, or the Display
Message Index button 1o go hack 1o the list

ol messages. You can delete a message alter
yvou read ity however, all messages except
Agent Advice messages eventually expire and
disappear [rom the st

When you are reading a
message about something on
a specific system, you can
cliclc on the Open Window
button to bring that system’s

controls up on screcn.

MINI- MISSION 2 ¢ CHAPTLR ¢ AT
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| — Tab to display manu-
facturing messages

Taly tor clisplay
FESOUTCR MESSATEs

—— Tab ta display
Tab o display defense messages
mMisslon Messages
. — Tab mo display
Tab to display —— confict messages
feet mes=yges
Tab to display —— —— Tab to display chart

messages in head:
wo-head gameplay

loyally messages

Close bucton

Tab o display

all messages Tab ro display agent

advice
Message SUmman:
Click to read message.

Current Message

Pcssage posting
options

—— Open Window:
\ Click to go o System
window for selecled
MEsSATE,

Select all messages,

Delete selected
4] !E'S-SG-EF'F\._

Compose chac
ressage (for head
to-head games).

L W10 v e e NN 1 LU

FIG. 2.25 OPEM MESSAGE SUNMARY WINDOW

8 Scroll duoush
MEssaZes.

Close messages.

Display Message
Index: Go back 1o
imessage list,

Open Window:
Click to go o
System window for

Current Message List: - 5
this Mmessase,

Double-click to read
ar single-click o
seloct message.

FIG, 2.26 MESSAGE WINDOW MESSAGE

If a canstruction vard on one system builds  ed before it is deploved 10 its destination,
4 facility on «a different system, there will be Note that the message [rom R2-D2 tells you
a period of lime after the facihry is complet- the construction vard is idle (Fig. 2.26).

e~
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CONSTRUCTION YARDS
Facilities in Star Wars Rebellion do not
spring into existence automatically Tn erder
ta build a facility, one ol the svsiems vou
control must have a construction yard.
You can tell whether a system has a
comsiruction yard by looking al the
Manulacturing and Production window:
To locate your Construction Yards, select
the Construction Yards option in the
Manulacturing sub-menu of the Galactic
Inlormation Display control.

FIG, 2.24 MANUFACTLIRING
AND PRODUCTION WINDOW

The area labeled Facilines Under Constre-
tion shows the status of any construction
going on in that system. Right-click in this
area Lo give commands Lo the construction
vard, Select Build, for example. to bring up
the same Build Selection window you saw
abave. If you wani 1o build a facility onto a
system other than the system wich the con-
struction yard, select Destination from (his
merm and then click the targeting ¢ross hairs
onte the largel system. You may need (o issue

the Destination command, followed by the
Build command if the original destination
setting does not have enough system energy
or raw malerial points. Generally, its belter
te sel your destnation, then begin building.
You can also use this menu to stop produc-
tion on a facility. (Chapter 3 covers this
menit in detail.)

When you selected the Bunld Facilities
option from C-3P0% menu, you were asking
C-3P0 to find the nearest available construc-
tion yard and issue a Build cornmand to thar
construction yard.

NOTE: If the Build Facilities option
doesn’t let you build anything out at the
beginning of the game, it means you don’t
have any construction yards. For the
purpases of this mini-mission, vou should
vestari the game following the instructions
at the ¢nd of this mini-mission. If this
happened in a normal game, however, you
would probably be more challenged trying
to take control of an enemy or neutral
system that did have a construction yard,

Jollowing the techniques outlined later in

this chapter.

Although the agents Build Facilities option
15 a convenient wiy Lo issue a Build command,
there are advantages to giving the command
directly to the system with the construction
vard. For one thing, vou have more direct
control, For another, it may help to know
where the construction vard is located before
you select a destination, since it takes longer
to deploy facilities to sysiems that are farther
away. (It takes a very long time to deploy
facilities to a system in a different secior)

CONSTRUCTION YARDS ; CHADPTLR 2 ﬂfg&m
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Bring up the Manufacturing window for the
target systemn, select the Mine tah, and note
that the mine is there but not highlighted.
Right-click on the mine and select Status
to see the estimated arrival date of the nmne
(Fig, 2.27).

Alter vou've built some mines and refi-
neries, check back at the Refined Materials
Monitor and Maintenance Monitor and note
how vour refined material and maintenance
capacity values have increased. You can lur
ther expand vour manulaciuring potential
by building more construction yards, so thal
you can huild more mines, refineries, and
other facilities, To build a construction yard,
follow the same instructions vou lollowed to
build a mine or relinery.

7 Summary

This mini-mission familiarized you with
some ol the basic contrals and displavs lor
Star Wars Rebellion. You learned how Lo
lncate a system based on ils resources or
existing facilities using the Galactic Infor-
mation Display; study the Seclor window to

Manufacturing States

ETA shows day on
which unit is
estimared o arrve, i
Sratus tells where Facility ‘/’,
Is In production process.
In this case it is en roure
10 s destimation sysiem.

evaluate a system’s capacity [or mines,
refineries, and other facilities; give a system
specific Build instructions in its Manufac-
1|,Jring and Production window: direct the
Agent droid to build a facility: and adjusl
the game’s speed, This mission also taught
vou a little about the interrelations of game
concepls, in this case how mining and refin-
mg your raw materials increases vour manu-
facturing capaciry throughoul your systems.
Crver the next few mini-missions, you'll
learn how Lo E‘.h[]ﬂﬂd VOLr it‘r?i!l'll'}'. and how
to use your manufacturmg facilities in
different ways

NOTE: At this paint you may wish to resiart
the game, particularly if the Empire has
been pestering you. Star Wars Rebellion

is a real-time game: this means as you've
been casually perusing the manual, the
Empire has been aggressively building up
its forces, exploring the galaxy, and (rying
(o fulfill its victory conditions. To start a
new game, click on the Game Options
bution at the left of the screen,

Mine

T

s
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Mini-Mission 3:

Sway Neutral Systems to

Your Cause (Play as Alliance)
In this mini-mission, vou'll expand your
sphere of influence by sending out diplo-
matic missions to bring neutral systems to
vour side. In deing so you'll learn how to
use the characters in the game to achieve
specific goals by sending them on missions.
A mission is a specific task a character
altempts to accomplish. Heres an overvigw
of the mission process.

You send chariciers on missions [rom a
system or [leel vou control, You select the
mission and the destination. Onee vou've
assigned the mussion. the character immedi-
ately travels to the destination. When he or
she reaches the destination, the character
begins perfortmng the misston.

How a mission concludes depends on
many lactors, including the type of mission,
the destination, and the characiers strengths
and wealnesses There are also, ol course,
random lorces at work, which means success
is mever guaranteed. Some missions into your
oppenents or neutral sysiems can be fotled,
which means the enemv derected your per-
sonnel and thwarted their ellons, 11 this
happens, vour agents may be killed, injured
or captured.

Missions that arent loiled can end in
success or failure, depending in large part
on the skills of the personnel on the mission.
Your message droid (R2-D2 if vou're planng
the Alliance) tells vou when the character i3
ready to report on the missions outcome.
On cerlain Lypes of Mmissions, the charcier
will ask vou il vou want the mission w

comtinue, until their ellors can no longer
produce resulls,

NOTE: For complete details on missions,
read the section on Characters and Missions
in Chapter 3.

1 Select a neutral system you’d like

1o convert.

This time as vou peruse the galaxy, do so
[rom the pomnt of view ol a good shopper,
Exarnine the blue systems, which are neutral
Which ones have the most resources (red
and yellow squares)? The most eneray (blue
and white squares)? Select systems which
already have popular support toward your
side, since diplomatic missions worl by
Increasing popilar support.

When yvou've found a few systems that fir
the hill, deuble-click on their Manufaciur-
ing and Production icons 1o 1ake a closer
ook at whats on those systems (Fig, 2,291,
lddeally, vou'd like to ind a system that
already has manufacturing tacilities, such as
construction vards and shipyvards (Fig 2291

When vou've selected the neutral sys-
tem vou want o convert first, click on the
Minimize button on its Manufacturing and
Fraduction window: This will add the svsiem
10 the “slois™ on the Window Relerence Bar
al the right of the screen (Fig, 2,281,

NOTE: These “slots™ are a handy place to
store windows that you plan to get back to
shorily. For example, if one of your systems
has a construction yard, yvou can direct the
sysiem to build something, then minimize
the window so that when building is complete
you can quickly call that construction yard
up and tell it to build something else.

Z Locate your characters.

Star Wars Rebellion’s characters add an

MINI-MISSION 5 ¢ CHAPTER 2
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exciung element to the
came. Many ol the charac-
lers are familiar; Luke Sky-
walker, Princess Leia, and
Han Solo all are featured,
Other characters are drawn
from the Sigr Wurs books
and movies, There are 60
characters in all, evenly
aplit between the Lmipive
and the Alliance. Each
character m the game has
dillerent characteristics,
strenglhs, and weaknesses,
NOTE: Each side begins
the game with seven
“core” characters. For the Alliance, these
characters are: Mon Mothma, on the
system containing the Alliance headquar-
tevs, and Luke Skyvwalker, Leta Organa,
Han Solo, Chewbacea, Jan Dodonna, anid
Wedge Antilles on Yavin. The Empire always
begins the game with: Emperor Palpatine
on Coruscant, and Darth Vader, Jerjervod,

FIG. 2.28 WINDOW
REFEREMCE BAR

Ozzel, Piett, Veers, and Needd, each located
on a randomly selected Imperial-controlled
system or fleet. There is also one additional,
randomly chosen character available (o
each side at the start of the game for a
small galaxy, two extra for a medium
galaxy and four extra for o large galaxy.

There are two ways to tind oul where
wour personnel are. Ome is to use the trusty
Cralactic Information Displays Dersonnel
sub-menu. Select ldle Personnel and exam
ine the updated display (Fig. 2,30} Svstems
with large stars indicale personnel who are
not assigned to missions or commands.

FIG, 2.30 GALACTIC INFORMATION DISPLAY
PERSOMMEL MENL

Minimize Button:
Click here to "stofe”
A window i a

slor at the right.

Choose sysrems to
corverl thar already
have popular suppore
for your sicle,

This system is desirable
because it already has
a construction vard
and two shipyvards you
cain press into senvice.

The name of the system
is nexl o an koon which
shows whal kind of
window is minimized
{In chis case, a Manu-
facturing and Mroduction
weinclow), Double-click
on the slor ro bring up
the window,

Window Reference
Bar: This area Contalns
twelee “sloes” for you
to store minimized
Swarem windows for
guick retrleval.

- TETa

b e LR,

FIG, 2,79 MANUFACTURING AND PRODUCTION WINDCW
FOR A MEUTRAL SYSTEM YL MAY WISH TO COMNVERT
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The second way to locate personnel is 10
search for a specilic character. Click on (he
Personnel Finder on the Control Panel, The
Personnel Finder has two tabs (Fig. 2 31,
The tah [or your side is the default, so the
window shows a listing of all vour characters
in the game. Double-click on a characters
name Lo open up a window (or that charac-
ters current location, For the purpose of
this mini-nission, double-click on Leia
Organa to see her current location.

no geographic location in the game. Luke also
goes to Dagobah at some point, which, again,
has no geographic location in the game.
When vou double-clicked on Teia in the
Personnel Finder, vou opeaed the Personnel
tab of the System Defenses window for Yavin
NOTE: It’s possible thai L=ia may already
have been captured by the Empire, as they
tend to sel out for Yavin early in the game.
If this is the case, for the purposes of this
mini-mission, vou should restari the game.

MName of selected characrer, or vou can enter

/ a characrer’s name to nd it on che lisg,

AR T R

% Personne] Flnidar

Tab to locare
Aldliance personnel

Tab to locate Imperial
persannel, Informartion
an your opponent’s per-
sonnel is not likely to be
accurare untl ywour
agents gather
intelligence through
Esplonage missions
(see Chaprer 33,

List of characoers

Close buttan

Zlick here to open
window for character's
Current focaron,

Switch to Character
Finder,

Switch to
Specforces Finder,
Personnel Finder:

Click here o bring
up this window:.

FiG. 2.31 PERSOMNNEL FINDER SCREEN

3 Examine your characters on Yavin,
There are five possible locations for characters
in the game: on a planetary system awaiting
orders, on i mission al a system, caplured
by your opponent on u system or lleet, on a
Heet that is in orbit aboul a system, or en
route between systems or fleets.

NOTE: Han, Luke, Leia, emd Chewbacea can
also be located at Jabba’s Palace, which has

The Systern Defenses window (Fig, 2.32)
has tabs for persennel; troops, fighiers, and
delensive facilities that are located on a system.
NOTLE: Another way to get (o this screen is
to double-click on the System Defenses icon
located to the immediate linver left .
of the system in the Sector window.
Try this now by cl icking on the Close button
of the current window, then clicking on the

MINI-MISSION 3 7 CHAPTER 2 O
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System Defenses icon next to Yavin, which
is in the Sumitra sector.

You'll see the Personnel 1ab, which shows
the six characters available at Yavin. Right-
click on a character to bring up the Character
menu. Select Encyclopedia to learn the
background ol the character (Fig. 2,32}

After youwve read the Encyclopedia entry,
close the Encyelopedia and right-click again
on the character and click on Status. This
shows you the characters statisrics and cur-
rent status (Fig. 2330 Right now Letas stalus
is Awaiting Orders; at other times she might
be En Route or On a Mission or even
Captured, Note the ratings section, which
shows which characters are good lor which
1ypes of missions, (For example. Leia has a
strong diplomacy rating, so she'll do well on
a Diplomatic mission ) The other items in
this window, such as whether a character hus

Syster name

Fersonnel tal

Characoers and
Specforces an the
SYSTETTY

R&D capabilities or can have a command
rank, are covered in detail in Chaprer 3.
Close the Status window belere continmng.
4 Send Leia on the mission.
Double-click on the neatral svstem you
minimized in the Window Relerence Bar
slot, and position the windows so they are
side-hy-side. Now right-click on Leia to
bring up the menu lor her character. select
Mission from the menu. The cursor changes
10 targeting cross hairs, indicating the game
wants to know the destination for Leias
missior. Missions are ohject-specific. That
is. missions require vou, lor example, to
select a particular facility to subotage o
character 1o capture. In this case the Largel
15 a syslern, so click on any area ol blank
space 1n the neutral systems window

This brings up the Create Mission window
(Fig. 2.34), Under Mission Type, Diplomacy
Minirnlze burmon

s iose L tean

Righe-click on
character to bring
U mend,

Confirmed Move
Misginn
Command

e
|._|I'| |‘|k I,~|

Btatus
Retire

FIC: 232 SYSTEM DEFEMSES WINDOW
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Character Status

System or feel to which — e a
characler is attached. . =

Character’s cumrent status

A characrer's ratings
are of particular intcrest
whiet you're sclecting a

character for a mission,

- Characrer image

RN

AT G A o L

(REERTE T B Character name

— Bring up
Encyclopedia entry
for this character,

Close button

FIG. 2.33 CHARACTER STATUS WINDOW FOR LELA ORGANA

There are Encyclopedia
entries far all of the game’s
characters, systems, troops,
facilities, ships, missions, and
special forces. There are three
ways to access the Encyclo-
pedia. Selecting Encyclopedia
from an item’s pop-up menu
is one way. Another is by
clicking on the Encyclopedia
icon located in many dialog
boxes: This brings
vou to the correct
Encyclopedia entry for the
current context, Finally, you
can access the Encyclopedia
directly by clicking on the
Encyclopedia icon on the
Control Panel, This Iinterface
is covered in detall in
Chapter 3.

15 the defaull, and since thais what vou wan,
click on the checkhox. Teias Image comes
ofl the Yavin personnel 1ab, since she is on
her way to a mission,

NOTE: Diplomacy works by increasing
popular support on the destination system.
3 Monitor the mission’s progress.
Open the Secior window for the target sys-
tem. Noate the red Mission icon at the imme-
diate lower-right of the sysiem

- Missian lcon:
Indicales mission is in
progress on that system.

The Mission icon indicetes you have a
mission in progress on tha swslem. Douhle
click on the icon.

The Mission Status window (Fig. 2.35)
lets you check the status o the mssion,
Left-click on the Mission iven (Diplomacy
and select status o bring up the Mission
Slatus window (Fig 2,331 Leia 1s currently
in hyperspace. When she arrives on tlie
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Chezeny taby (This will be
cavered in Chapter 4.)

Select Mission tab -

Currently
selecred misslan

Brimg up Misslon Type list

Milssion rarger

—— Assign mission

Bring up Encyclopedia

— Cancel mission asalgnment
entry far this mission, . .

Mission Name: Right-click ro
bring up pop-up menu for
mission, There may e more
than one missicn on a systerm.
The information an the right
siche of the window refers o
the selected mission,

Mission targer
Tralus
OO Tal “or mussion agents

Tah “or decoys

Micwing srarfielol
backaround indicates Leia
i5 in hyperspace.

i 2.35 MISSION STATUS WINDOW
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system, she will auomatically begn her
diplomatic etforts.
As the mission progresses, Leia sends vou

R2-D2 will beep, and C-3P0 will translare,
“There is a message from Princess Leta,”

There are several
ways 1o access R2-DJ2%s -

MESSaging sysiem.
One is by right<lickmg,
arn R2-D2 to bring up
the Message mema,
then selecting Mes-
sages. Another is by
simply left-clicking

Messages:

Lighted icons
indicace mes-
sages in that

once on R2-D2. You i ok L

can also access mes-

sages via the Message

Alert bar (Fig, 2.36) -

on the left side of

lhe screen. T -
Messages on the i Massages

Message Alert bar are -
sorted by category

FIG, 2.30 MESSAGE
ALERT BAR

Whenever you gel i
NEew Message, an won
for that message category “lights up.” Click
om the icon 1o bring up the Display Message
Index window lor that message category,
lFor example, clicking on the Mission Mes-
sage icon brings up the screen (7 g 2370,
Double-click on Princess Leias message
(Fig, 2.38).

A diplomatic mission may have “success” in
increasing, popular support for the Alliance.
even il il doesnt guite sway the svstem 1o
your side. Often it takes an ongeing diplo
matic etlorl 1o sway a system, Leias report
will rell whether the mission succeeded. and

b, RRRRUARARE -
s Display Message Index

- il o i dih i

P e e

] 2w eneenm, R AR

FIG. 2.28 LEIA'S MISSION REPCRT

whether the population supports your side
Leia will ask whether vou want the mission
o continue; Generally you should click on
the checkbox, indicating vou want Lo
continue the mission.
NOTE: If you don't respoad to Letas ques-
tior, she will automatically continue the
mission until the system is 100 percend
loval to your side.

fou may need to repea. the diplomatic
mission several times befoe the systeim joins
the Alliance, When that happens, C-3F0
reports, “Good news about support for the
Alliance.” The system’s nane changes 1o red
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in the Sector window, and you now have
access to thar systems resources and lacilites.
NOTE: Any time you send o character on a
mission to a sysiem that you don't control,
you put that character at visk, Even if the
system is neutral, the mission may be foiled
by enemy forces at that svstem, or if the
Empire takes control of that svstem while
the character is theve, Obvioushy, o character
SNt On @ mission to an enemy sysiem—ijor
example, an espionage or sabelage mission
—is at even greater risk of being captured
or of having the mission foiled.

6 Summary

This mini-mission outlined the general
process ol using diplomacy to sway neutral
systems to vour side. You learned how to find
and analyze vour characters, how o send
them on missions, and how 10 monitor Lthe
results. For maore information on Star Wars
Rebellion's missions and diplomacy, see
Chapter 3.

Mini-Mission 4:

Expand the Known
Galaxy (Play as Alliance)
On the Galactic Informalion Display, its easy
to see that what we know about the galaxy
5 indeed limited. In this mission. you'll
chart unexplored svstems (the ones that are
gray on the Galactic Information Display)
and subsequently lay claim to uninhabited
svstems by establishing garrisons there, A
troop accupyving a planet is called a garrison,
and can defend a planet lrom attack and
keep a system on your side, even il the sys-
tem does not have strong popular support
[or your cause,

CHAPTER 2 7 MINI-MISSION 2

Once again, you may want
to restart the game as the
Alliance before beginning
this mini-mission.

I Locate any Longprobe Y-wing Recon
Teams you began the game with.

The Longprobe Y-wing Recon Team is one of
the Alliance’s Special Forees, aor SpecForces,
These are personnel which can only perform
cerlain missions. Longprobes go on Recon-
naissance missions, to tell you about an unex-
plored systems lavaley and resources, Bach
side begins the game with several Special
Forces regiments rancdomly placed. Often,
Lomgprobe Yowing Recon Teams are availahle
at the games starl. Search the galaxy for them
now by clicking on the Personnel Finder
icon, This brings up the Persormel Finder
wincdow (Fig, 2.39 Click an the SpecForces
button o switch the listing to Special Forces,
This screen shows the namber and location ol
any Longprobes you have available, Select one
ot the Longprobe locatians by clicking on a
number, then click on the Open Window
button. or deuble-click on a number. For
example, 1o open Lhe System Defense window
[or the Longprobe at Averam, you would
click on the number 1 under the Longprobe
lcon next to Averam. SpecForces, like char-
acters, come up on the Personnel tab ol the
System Detfense window.

NOTE: If you don’t have emy Longprobes,
build a few following step 3 before continuing.
Z Change the Longprobe Y-wing Recon
Team'’s base system.

Personnel, troops, Special Forces, and flests




Each type of Spechorce
is represented by an i
icon: Bothan Spics. :
Infiltravors, Guerrillas.
and L,onmjrnhﬂs.

List shows the name of
each swstem, and bype
and amount of Special
Forces on that sysoem.

L L

i

Mumber shows numbor
of that SpecForce
regiment In the systerm.
Click on a number (o
select it, or double-click
o go to that systern.

are all assigned to specific base systems. Al
the end of 3 mission, this is where the unit
automatically returns.

NOTE: There are some exceptions to this
gencral rule; successful diplomacy missions
end with the character remaining on the
system, for example.

Since it takes much longer lor units 1o
travel hetween sectors than it does Lo Lravel
between systems within a sector, its a good
idea 1o establish the team’s base in a secior
thats mostly l.IHt'!}{['.II.l'f'T'E_"d. .-"'.lthl.’:-l.lgl‘j Tavin is
located in an unexplored sector, the Empire
typically moves against that system early in
the game, se it isn't a good selection as a
hase. For this example, choose as a base the
Alliance headquarters, which begins the game

You can see a unit’s base
system (or "Attached”
location) by right-clicking
on a unit and selecting the
Status menu.

Close button

i to Sector windona
for selected SpecForce
regiment.

From this screen, go
back to Character list,

Specforces:
From Character list,
o to this screen.

FIC. 2.3% THE PERSCINMEL FINDER

al a random systerm on the Galactic Rim.

[ change the Longprobe teams base sys-
tem, give the team the command to move to
the new svslem, Open the Sector window for
the sector with the Alliance headguarters. In
this example, the headquarters are at Vijun, in
the Moddell sector. Position the Syslem Delense
window for the system with a Longprobe next
10 the Sector window as shown. Right-click
on the Longprobe team and select Move
(Fig. 2.40). When the cursor changes to cross

— Open Window Button:
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hairs. click on the Alliance headquarters.
NOTE: The € arrows at the top right of
the Sector windows flip that window to the
other side of the screen

R2-132 {translated by C-3P0) will inform
voul when the units have arrived.

You can also mowve a charac-
ter, Aeet, troop, or Special
Force by dragging it to the
destination system.

3 Start bullding more Longprobe
Y-wing Recon Teams.
The only production lacilities vou've seen
are construction vards, used to build mines
and refineries. There are two other types of
production facilities—shipyards and training
[acilities, Training facilities produce Special
Forces, such as the l_:'mg[]mhe Y-wing Recon
leam, and troops, such as Army Regimenis,
which can parrison sysiems or participate in
ollensive engagements,
NOTE: Don't confuse Longprobe Y-wing Recon
Teams with Y-wing fighters, a tvpe of ship.
We need to train the Longprobe Y-wing
Recon Team. Bring up the Galactic
Information Displays Manufacturing sub-
menit, then click on Training Facilities
to lindd & place to build owr troeps, Click on
a sector with @ larger star, then epen the
Manufacturing and Production window [or
the systemn with the training yard (Fig. 2.41)
NOTE: Because the Star Wars Rebellion
galaxy is different every time you play, it is
possible you don’t have any training yvards
available. If this is the case, for the purposes
of this mini-mission, start the game over

CHAVPIER &/ MINI-MISSION 2

Give the order to build one or more
I.:]t'lgpr'nhf‘.ﬁ. This follows the same general
procedure you used o huild mimes and

Right-click in
this section to
bring up the
Procluction

{ rmenu.

- Encyclopedia &

Slatus ;

Fice 2.4 MAMNUFACTURIMNG AND PRODUCTICN
WINDOW FOR A SYSTEM WITH A TEAINING YARD

refineries. Right-click on the Troops in
Training section of the display, then select
Build (rom the drop-down menu {Fig, 2,410,
Click on the down arrow ol the section of
Lhe Build Selection screen { g, 2,220 thal

e}

FIG, 242 BUILD SELECTION WINDCROW
FOR TROOCHTS AND SPECFORCES




Click on the infor-
mation icon to call L

up the Encyclopedia entry
for the selected troop.

displays Army Regiment, the default 1vpe of
troop. A scroll-down hist of troops appears.
These are all the troops available wo vou
Scroll down the list and select Longprobe
Y-wing Recon Team. Mote the cost ol build-
ing these units. Check your Mainlenance
Monitors to make sure vou can aflord to
build the ream. (C-3P0 will tell vou if you
don’t have the maintenance capacity for
something you want to build.) 1 you don't
have Lhe refined matenials vou need on hand,
construction will take longer butl vou will
eventually get some marerials 1o build with
and can, theretore, sdll initiate the build.
Go ahead and stant building two or three
teams, While you're waiting lor vour Long-
probes 1o be huilt, iry increasing mainten-
ance capacity by building a few mines and
refineries. Find other systems with training
facilities, and start building move Longprohes,
R2-132 will inform you when vour Longprobes
are linished. Move the Longprobe’s base to a
systermn you contral on the galactic nm, such as
the Alliance headquariers, described in step 2.
4 Send Longprobe Y-wing Recon Teams
on Reconnaissance missions.
When your Longprobe arrives at its new
base, explare that sector. Give orders 1o per-
somnel by opening the System Defenses win-
dow for that system, Right-click on 1he
Longprobe icon and select Mission [rom the
drop-down menu. The cursor changes toa

cross hair, Point and click at an unexplered

system. The Create Mission menu comes up.

Reconnaissance is the only mission available
1 the drop-down menu, and thats what you
weant, so click on the checkbos,

NOTE: Lach character or Speclorce is
capable of performing only some of the
mission types. Note that you can’t send the

Longprobe off on a Diplomatic mission: nor

can you send Princess Lein to explore the
far reaches of the galaxy.
The Alliance Mission icon appears 1o the

right of the system vou chose, in this example,

Endor (Fig. 2.43). The Longprobe icon,
meanwhile, goes oft the Personnel display:

FIG. 2.43 SECTOR AND SYSTEM DEFEMSES WINDOWS
AFTER LOMNGPROBE 1S SENT QM
RECOMMAISSANCE MISSION TC ENDOR

You can double-click om the Mission
bring up the Mission window, and see
thal the Longprobe 15 en roule to the system.
When the unit amves, I8 will antomatically
begin its reconnaissance ol the system,

5 Start building troops to land

on systems.

It will take a linle while before the reconmnais-
sance results come back, In the meantime, get

icon,
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some rroops ready incase the system is unpop-
ulated. Stationing troops on a system estah-

lishes a garrison, giving vou ready access 1o

that systemi resources and the ahility 1o defend
the system [rom possible ITmperial atiack,

To build troops, again, lind a system with
training facilities that aren’t doing anything,
This ume, use the Galactic [nformation
Display menu te select the Idle Training
Yard option of the Manufacturnng sub-menu.
Thar will show only rraining vards that arén't
already huilding something. Bring up the
Manulaciuring and Producrion window and
right-click on Troops in Training. Alliance
Armmy regiments are quick 1o build and don’
require many resources; they should de the
trick micely:

6 Find a capital ship to transport

your ifroops.

Capital ships are large ships, some of which
can carry lighters or troops. Troops traveling
to newly explored systems must be aboard

such a ship. A good choice 15 a medium
transport, which can carry two troops. Each
troop icon 15 actually representative of one
regirment, or group, of troops.

Click on the Fleet Finder icon. then click
on the Ships button (Fig, 2 441 Double-
click on a transport ship name Lo open the
Fleet window for that ship {Fig. 2.45).
iAlternately, single-click on the shap to high-
light it, then click on Open Window.).

All ships are pare of a fleet. The next
mini-mitssion will cover the Fleet window
in detail (Fig, 2.46). For now, move the [leel
ter the svstem that 15 building troops, Right
click on the transport, choose Mowve, and

select the destination svstem when the cur-
sor changes to targeting cross hairs.

It will take some time tor the transport to
arrive. When it dees. move the completed
troops onto the ship, either @ving the right
click Move command, or by dragging the

troops onte the ship.

Displays Imperial ships,
D‘I-s.pla,}l-ﬁ Alliance .rphipr..

Displays all ships, —§ &

Alianice Shim:

These are all your ships,

! Medivm Transpord 2
Click an a ship ta selecr It

Click here to bring —
upr Fleet Finder.

Close butron

— Open Winclow

— Ship Finde

— Fleet Finder

FIG. 2,44 THE SHIP FINDER WiINDOW
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—— Double-click on a fleet to
sec this list of capical ships.

—— Seclectan
i gl Individual ship,

then click on
the tabs ac fghe
to see what' s
on the ship.
Mumber of
troops the ship
L Eii.l['_'g'

Mumber of
troaps aboard

Troops tab

This transport
already has
twao troops.

FIGi, .45 THE FLEET WINDOW CAM SHOW
DETAILS ABOUT INDIVIDLIAL SF 1M

NOTE; The transport may alveacdy have
troops on board. To see what's on a ship,
select the ship, then select the Troops tab
ai the right of the Fleet window.

NOTE: Because the game begins randomly
every time yvou play, there is a ciance you
don’t have a transport ship available. If this
is the case, use the Galactic Information
Display Manufacturing menw (o find an
orbital shipvard, then build the franspor
using the same procedure you used for
building mines and troops. Shiprards and
fleets are covered in detail in the next
mini-prission.

7 Check on the status of your
missions.

As soon as the Longprobe has information
ahout that system, you'll see the [amiliar
white/blue and vellow/red bars under the
systemn. In this example, it looks like Ender

— Fleet locarion

//, Currently selected
RN \ N i

fleet

Caplral ships
i thar fleer

Total fighters
Taral rronps |

[ersonnel

— Here is a
medium
Cransporm ol
Celll [TEIVeE [0
a new
system.

FIG. 243 FLEET WINDOW

has a lot of resources available
{Fig. 2270 1 there are o
facilities, defenses, or lovaliy

indicators ona system, il

means the system is unpopi
lared. Grab !

8 Send troops out to
bullid garrisons on unpop-
ulated worlds.

Position the Fleet window for
your transport ship and the
sector window containing,

the newly explored svsiem so
they are next to each other
{Fig. 2.48). Right-click on _he
transport ship, select Move, and then point
and click on the desunation svstern with the

FlG, 2.47
LMDOR HAS
RESCMIRCES, BLIT
15 LINPOTLULATED,

for the transport ship o arcive. When it does,
click on the Troops tah, select the troops,
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Fleet is in orbit
about system.

Select troops. then
right-click to bring
P FEn,

FIG, 2,458 FLEET WINDOW: WHEN YOLIR TRANSPORT 15 1IN
QRBIT, GIVE THE ARMY REGIMENTS THE COMMAND
T MCWVE DOV TO THE PLAMNET SURFACE,

then select Move and click on the system,
9 Watch your galactic influence soar!
Al this pointvou can begin exploiting the
syslem, building mines, relinenzs, and other
lacilities, You can double-click on the
Svstem Delenses window Lo see the newly
positioned Army Regiments {Fig. 2.49).
Note the message (Fig. 2,49} that says.
Garrison Requirement: 0. If the population
ol a syslem voll conl rol does not st rclr'l;!';|}-'
Hll['l[".'i:'r' _':.-'l]l'lf '“ii".]l:'fi :..'['I'.J f‘.'l:J.::.-' ”E‘t'-i] 10 Ell_:-ﬂr:."i';?fl
troops there 10 maintain control. In this case,
Lthe system is unpopulated. New v colonized
systems don’t have garrison reguirements
per s¢, bul in order to maintain control ol
them vou have to keep a regiment there
until you build and deplov vour first facility
to that system, at which time the system
hecomes 100 percent loval and vou can
remowve the regiment.

VB0 CHAPTER @/ MINI-MISSION §

ost of the svstems vou explore will be
unpapulated, bul many will be populated
and meutral. You can try o use diplomacy
Lo sway Lhese neutral systems, Also, don't
torget vour apponent hzs this same technol-
ouv Lo explore and garrson the outer reach-
es of the galaxy, so vou may be racing to lay
claim to these systems.

Mini-Mission 5:

Take Over Some Systems
(Play as Empire)

Mo more Mr, Nice Guy! For this mini-
mission vouwll begin the game as the Empire,
and win over systems the old-tashioned
way; by force:

I Start the game as the Empire.

In the shuttle ar the begnning of the game,
click em the green Tmperial icon.




Open the Feet window, —§
Systermn Defenses icon

Endor is now red,
denating Alliance
CEnTTal,

-

FIC. 2.49 PLACING TROOPS ON AN UNPOPULATED

Trooper
Regimenis ab

This is the minimurm
number of mroops
needed o malncain
control of sysram.

WORLD GIVES YOU CONTROL OF THAT SYSTEM.

M Click here.

The miroductory praphics are different
You'll especially like the legion of storm-
a0 Rers -‘.1.’1|1.-E|-".-ng at attention 1o greet you as
vou dock. The Command Center (Fig, 2,30

Fic. 250 COMMAND CENTER
FROM EMPMIRE™S PERSPECTIVE

has the same features as the Alliance side,

but the graphics are shightly dillerent, and

instead of C-3P0 and R2-D2, vou have

13MP-22 Military Protocol Droid and SD-7,
Listen 1o IMP-22 1o get the Empire’s per-

spective on the current stare of galactic alluirs

2 Analyze your fleets.

Fleets are made up ol:

% (APITAL SHIPS: Large ships take a ot of
lime and resources to build Some capital
ships are heavily armed and defended,
while others are desioned primarily Lo
carry lighters or troons,

4 FIGHTERS: These are small, maneuver
able ships such as the TIE fighter.

< TROOPS: These are regiments such as
stormiroopers, Fleel Regiments, and
[mperial Army Regiments,

4 PERSONNEL: These include characters

who can take command ol Heets, troops,

MINI-MISSION 5/ cHaliie 2 55008




and Special Forces to perform missions

[or vou.

NOTE: The Alliance has correspond-

ing ships, troops and persomnel. See

Chapter 3 [or details.

You hegin the game with a random
assortment of ships, fleets, and roops.
Locate vour existing fleets by selecting 1dle
Fleets from the Fleets sub-mena of the
Galactic Information Display (Fig. 2.51).

FIG. 2.51 GALACTIC [INFORMATION DISPLAY:
IOLE FLEETS

There may be more than ane
el orbiling a system,
The information ac righe refers
to the highlighted Aoet.
Fighter icon indicates one i ;

or more fighrers are in fieet -

Troop con indicates ane o / 1

more troops an feet

FIG, 2.53
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FLEET 'WINDOW

Open a Sector window, such as Corellian
in Fig. 2.52, which has several [leets.
NOTE: Fleets are indicated in the Sector
window by the Fleet icon on the right of a
sysiem that has a ﬂ{fﬂ‘_

Pouble-click on a Fleet icon to bring up
the Fleet window (Fig. 2.53). This window

FI. 2,58 SECTOR WINDOW FOR A SECTOR
WITH THREE IMPERIAL FLEETS

Capital Ships Tab: Displays
the ships incleded in the Aeet

Fighrer tab

Troop tak
Personne. tab

Chisplays deet conrents.
These are the capital ships
In the Aeet, More the fighter
and troog icons show which
ship is carmying fghters
and/or troops. |f personnel
were aboard this Aeet, a
personnal lcon would alsa
be displaged,

—— Fleet ican




shows all the (leets orbiting that system. Lelt
click on the Fleel, il it is not already
highlighted, 1o bring up deratled information
about that fleet (Fig, 2.54).

capacity

Murmber of
fighters on
Aeet

Fightens)

FIG, 2.54 FLEET WINDOW DISPLAYING FIGHTERS

This screen contams four tabs; one each
for capital ships, lighter squadrons, troop
regiments, and personnel. The lettmost tab
displavs icons lor each of the capital ships.
You can have any number of capatal ships
in a (leet,

Click on the next tab 1o see the fighter
syuadrons. The left number shows the num-
ber ol lighter squadrons in the leet: the right
number shows the number vou have room
for. Likewise, the Troop Regiment tab shows
how many troops you have and the current
roop capacity (Fig, 2350 Finally, the Per-
sonnel tab shows which characters or Spec-
Forces are a part of this lleel.

When you select a lleet on the left of the
screen (Fleet 4 this case), thess lour tabs
show how lleet resources are allocaled for
the entire [leet. For more precise control,

AR

el — Total troop
Capacity

— Mo ber of
TS an
et

Troops

FIG. 2.55 FLEET WINDCWS DISPLAYING TROOMS

YO CAll See how resources are distributed
om each capital ship, Double-click on the
Fleet 4 m this example 1o see icons for each
capital ship in that fleet. Single-click on a
ship to select 1t Now the tabs al right show
the contents for that ship only (Fig, 2,361

EdDralt

Oouble-click o — G
Aear to sec its i
:apir.al :=.h|ps....

then click ona —
ship to select it.

This side of the
window now
shows thar two
af the troops
are on the
Daalleon.

FIG. 2.56 FLEET WINDOW CAM SHOW INFORMATION
FOR SPECIFIC SHIPS.
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Fleets start out with names such as Fleet 1,
Fleet 2, ete. You may assign a more meaning-
Iul name. Right-click on the Fleet icon and
select Rename lrom the menu. Type in
Attack Fleet 1, or some other meaningful
name. This will help vou organize vour
fleets, and will also help vou locate a specil-
ic: fleet with the Fleer Finder.

3 Select a few systems as fleet bases.
Al the beginning of the game, the contents
ol the lleets may not be powertul enough to
take over a system. Plan on using at least two
syslems a5 bases [rom which you'll buld up
these [leets, Use the Galactic Information
Display to lind systems with shipyards,
training yards, or bath, You can move a [
available fleets to these systems by right-
clicking on the fleets and selecting Move,
or by dragaing the fleets to the new systemn,

Coruscant, as lmperial head-
quarters and base location
of Emperor Palpatine, always
begins the gsame with a fleet.
You should resist the temp-
tation to send this fleet out,
howewer, as it is crucial

that Coruscant rermain well-
defended.

4 Build shipyards/training yards on
fleet bases.

For this example, employ the stralegy of
establishing a base system lor a lleel thal
has both a shipyard and a training vard, I
your fleet base 1s missing one or the other,
see i vou have enough energy units (blue
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squares !, relined material, and maintenance
capacity to fill the gap

Another strategy might be
o build large, single-purpose
sites. As you play the game,
you'll develop your own
strategies and playing style.

You can instruct vour droid agent Lo
build facilities on any svstem. Right-click
on IMP-22. Select Build Facilities [tom
IMP-22% menu. The cursor changes to
targeting cross hatrs. Click on the system
vol've chosen as your hase system. The
standard Build Selection window comes up.
Select Orbital Shipyard (or Training Yard?
and click on the checkmark, [MP-22 will
track down the closest available construc-
tion vard o do the ask,

5 Start building more ships.

Start building more ships to increase the
Hrepower of the Heet. Bring up a Manufac-
ruring and Production window for a system
with a shipward. Right-click on the shipyard.
then select Build. Scrall down the hst of
possible ships, and examing which ships are
available and how much they cost to huild,
You may have to starl oul small; perhaps
churning out TIE fighters until vou increase
vour maintenance capacity. A strong feet
should have several capital ships with strong
firepower capacity, such as Carrack light
cruisers. You also need several capital ships
which can carry vour troops. Galleons can
carry o troops each and are well-defended,
but don't have offensive capability Star
Destroyers, on Lhe other hamd, can carry




troops and fighters and have ollensive and
deflensive capahility, but take a long time to
build and are expensive to mainzain. It is
always a good idea o fill your fleet to capac-
itv with TIT lighters, and to have back-ups
on hand in case some are destroyed in battle.
NOTE: TIE fighiers can also defend the
system on which they are stationed.

If vou can't build all the ships vou want
[or your fleets, look around your other sys-
1ems for fleets vou can “hreak up.” lo change
a ships fleer assignment, simply open the
Fleet window, double-click on a lleet to open
it, then drag a ship from one fleet o anoth-
er. To split a large fleet into several smaller
fleets, right-click on a ship in a fleet and
select Create New Fleet [rom the menu.
NOTE: Some fighters don't have hyperdrive
capability; these fighters can only be used
as system-based defenses, or must be placed
an a capital ship for transpori and space
deployment. They aren't necessarily the best
ships to build first when crearing a fleet.

Bring up the Encyclopedia
entry or Status window of a
ship or to see its carrying
capaclty and firepower.

6 Start training more troops.

Right-click on a training vard and select
Build 1o bring up a list of troops and Special
Forces vou can build at that traming yard.
As with ships, more resilient 1roops cost more
resources and take lenger to build. Reserve
your stormtroopers lor systems where artack
seems more imminent, or lor [lezts that are
going after more heavily-detended systems,

Build Fleet Regiments te have on hand lor
garrisons. Planets that are taken over by
force typically require more troops in the
garrison 1o maintain order. However, these
garrison requirements are just as eastly
fulfilled by Fleel Regiments (which you can
build rather quickly? as by stormiroopers
{which take a long time Lo build}.

7 Assign personnel to command

your forces.

Fleets dent require personnel. but they per-
lorm much heteer if commanded by compe-
tent characters. You begitt the game with
seven characters, which is enough to begin
vour guesl of total dommation. You can
recTuil more characters as the game progress-
es; more on this in Chapter 3,

Click on the 1dle Personnel option of
the Personnel sub-ment under the Galactic
[nformation Dsplav This shows how vour
characrers are distributed throughout the
palaxy. To zero m on a specific character,
click on the Personnel Finder, Select the
Empire 1ah and browse through your avail-
able characlers

There are three possible types of command
a character may have: Commander, General,
and Admiral. Generals enhance the strengths
of trooper regiments for assault or delense.
Commanders enhance the ettectiveness of
liphters in the actical game. Admirals
improve @ (leets performance in the tactical
pame and improve the effectiveness of
orbital bombardment. (Ranked characters
also increase the ability ol their associated
units to detect and loil enemy missions.
This ability is covered in dletail in Chapler 3.

(Of the characters vou begin the game
with, Jerjerrod 15 a good choice Lo assign as
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admiral of vour {leet. He has strong leader-
ship and combat skills. Select Jerjerrod in
the Personnel Finder, and click on the
Display button o bring up his current loca-
lion, Wow, use the Fleet Finder o likewise
open the Fleet window for your Attack
Fleet. Position the windows so they are next
to each other, then drag Jerjerred onte the
fleet. Next, select one of the remaining char-
acters 1o be a peneral for the assaul forces
on the fleet, and move that character onto
the fleet as well.

Right-click on a character
and select Status to see

which command ranks that
character can hold.

It will take the characters some time 1o ger
1o the fleet, and significantly longer il they
are {raveling between sectors.

8 Increase maintenance capacity to
support your efforts.

While vou're witlting for your orders Lo be
carried oul, vou could use the opportunity
o make sure vou have enough maintenance
capacity to put your grand plans into
action, send out Reconnaissance missions 1o
explore the outer reaches of the galaxy, and
build troeops 1o establish garrizons on
unpapulated svstems when vou find them,
NOTE: When you're plaving the Empire,
reconnaissance is carried out by Imperial
probe droids rather than Longprobes.

If vou preler, IMP-22 can carry out some
of these tasks. Right-click on IMP-22, then
selecs Manage Production, and/or Manage
Garrisons. [MP-22 will manage vour

PR
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resources 10 the best of its ability, but vou
might want lo keep an eve on things, check-
ing back with IMP-22% Galaxy Overview
option eccasionally. 1o make sure you're
sarisfied with the results. The details of how
yoUT agent manages production and sarrisons
is covered n Chaprer 3.

9 Target some juicy neutral systems
for takeover.

Study the known galaxy and decide which
systems vou wanl Lo attack first, To starn,
pick under-defended, neutral systems rich
in resources andfor lacilities,

Most of the information you pet aboul
production facilities and resources at the
beginning of the game is accurate. Keep in
mind, however, that unless you send out
Espionage missions, your informarion about
planetary delenses may he incomplete. Make
sure vour fleet is strong enough 1o deal with
ANV SUTPrises.

10 Pull attack Aeets together.

S0-7, vour message droid, will inlorm vou
when your woops and tighters are ready.
Crpen the System Defenses window and drag
Lhe troops and lighters onte the fleets. When
vour characters arrive an board, right-chek on
each character icon and select Command,
then assign the rank (Admiral or General),
NOTE: It is not encugh (o station a
character on a ship or system. You must
assign a command vank for the character
to be effective.

11 Send fAeets to target systems

and attack.

Sendd the flegt 10 the targer system either by
dragging it or by right-clicking on the fleet,
selecting Move, then selecting the destination
syster. The tleet will let vou know when it




arrives at the destination. Ar that point,
you're Teady for the attack.

In order 1o take over a planel. vou need
to conduct a planetary assault, which means
that the troops on vour fleet go down to
the planet surlace, fight any ground troops,
and, if successtul, establish a garrison. There
are nurmerous ways the system wall v o
prevent vou from doing this, IF the system
VOLU'TE [Argeting is your opponenis, you
may have fleets and fighters 10 ger past.
There may alse he defensive [acilivies such
as shields and batteries, A batlery can dam-
age or destroy ships which are bembarding
Additionally, o batery can lire atan assault-
ing Fleel regiment and destroy 1t Shields
protect the planet from assaults and hom-
bardments. A svstem with two shields is
called fully shielded. which mears vou
canmot conduet an assault of that system,
Ground troops on the planel are Lhe last
line of defense,

NOTE: Neutral systems don't have (leets,
fighters, or troops, but they may have
defensive facilities.

NEvame
Emcyrloprdia

Geveral Benshardneent

FIG. 2,57 FLEET IS GETTING READY TO ATTACK
THE MELITRAL SYSTEM DLUIROS,

I'he example screenshot (Fig. 2.57) shows
a lleet about o attempt a takeover of Duros.
v looking at the System Defenses window,
vou can see that Duros has one planetary
shueld. This isnt so bad: two shields ona
system, on the other hand, would ellectively
Prrevent a _i'.-|:=.ru‘.l:.=|:'}' assidll L, graving out
that aption,

Il vou are atlacking an enemy (rather than
a neulral} syslem, vou may choose to conduct
an orhital bombardment of the svstem o
weaken ils delenses, partcularly s ground
troops, However, bombarding a system can
be risky. Any batreries on that systerm will
shoot back when vou are hombarding, Fur-
thermare, if you inadveriently destroy any

suppor throughout the sector will decline.

Il possible, click on Planetary Assault 1o
Lry to take over the systeri. When vou
assault a systemt, the game will immediaely
report the outcome (Fig. 2,981 Click an
Imperial Forces or System Forces 1o ana-
byze vour and the system’ casualties, 1l the
assaulr is unsuccesshul, you may wish Lo
hri”;; in TE'|T][-:f-['(_'.ﬂf|"|-.‘,"f||_ ln_'-r_1|:|';-',

Uit o Duros

Fita, 2.58 THE GAME IMMEDIATELY INFORMS YOLI
OF THE RESULT OF AR ASSALILT,
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12 Consolidate support — deal with
any uprising.

It vou successtully take over a planet, vou'll
usually have to deal with the attermath of
the attack in two ways. First, establish a
permanent garrison. Systems acguired by
[orce tend to have high parrison require
ments (Fig, 2.59) There may be troops

Win ':_;-'l;_f'l_,l_l' H{_'f('_'l_ }"E,'IE_J Al TROVE: d(_w.,-'rl Lo ;l"lE‘
surlace. Il not, vou'll need 1o bring in troops
from your other svstems to fullill the garri-
SO TEQUITemEenLs.

FICi. 2.5%9 MNEWLY-ACQUIRED SYSTEMS TAKEN BY
FORCE HAVE FIIGHER GARRISON REQUIREMEMTS.

Al this peint vou may wish to send one
of vour characters with strong diplomatic
skalls om a diplomacy mission te the svstem.
A successtul diplomacy mission will increase
popular suppeort, thereby lowering the sys-
LeMs garnson requircments.

Mewly conquered systems may have
uprisings, especially if vou demt garnisen
enough (roops. An uprising means that the
local population is unhappy garrison reguire
ments are high, and your characters on that

s s
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systemn could be injured or even
killed. TMP-22 will inform YOI
I.:'I- |..|]'f'f|..'~||r|.‘!§'~|. h:_'.':"!l.l:.r”h in lll'JTI':u-
ings (Fig, 2,600 also have an
icon on the lower righe.
NOTE: If vou don't deal with
an uprising, a system could
swing (o the other side. In the meantime,
you may lose system resources to smuggling,
which directly aids the other side. Also, an
uprising prevents you from getting raw/
refined materials or maintenance points, or
from using the faciliries.

To put down an uprising, select a charac-
ter with good leadership skills. Right-chck
on the character, select Mission, then chek
on the destnation system where the upris-
ing is taking place. When the Set Mission
hox comes up, select Subdue Uprising
from the drop-down list,

This is the general procedure lor taking

FIG. 2.60
UPRISING

over a swstem hy force. However, particularly
well-delended systems will be harder to take
over, You may need 1o send teams out tor
preliminary missions, especially Espionage
or sabotage missions to take out planetary
defense systems, These procedures will he
covered in detail in Chapter 3.

You can also use these procedures 1o take
over Alliance-controlled syatems, Note thal
YOLL THee! d 10 send teams on 2 splonage mis-
sions o get more reliable information than
what comes up at the beginning ol the game,
Furthermore, il an Alliance lleet s nearby, it
will intercept vour fleet. At that point vou'll
need to go to tactical mode to engage the
tleet, This is covered in Chapter 4.

Finally, any time a fleet is in orhit abour
an enemy system, that svstem 1s considered




Blockaded. Blockaded

loval 1o the enemy. Any personnel, lacihties, or

(roops attempiing to an enemy blockade
risks bemg captured or destroved. Further-
MOre, You cannot use an erm’s facil-
ities until the enemy blockac

13 Summary

These mini-missions lamiharze

Lerts Bicome more

ontrols and vocabulary Bul
inning of Star Wars

with the game:
this is only the |

Rebellion. The challenge ol this game is
how you can pull together these dispar

elements to achieve a broad-reaching
Next up, Chapter 3 is a reference

ing all the sirategy game commands and

ers Star

| pume

concepts in dletail. Chapter 4 co

where you engage

direct bartile
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he previous chapter led vou step-by-step

through some mini-missions designed to
pive vou a sense of the game, its mterface,
andl the interrelations hetween the game fea-
tures. This chapler assumes you are already
familiar with the basic game concepts, and
goes nto greater detal about the game con-
trols and higher-level game concepts. Use
this section for reference, or, if vou wish, read
it all the way through atter vou've plaved
the game a lew 1imes to make sure you have
at least a cursory knowledge of all the
game’s concepls.,

Windows, Mouse, and
Keyboard Commands
Star Wars Rebellion's intertace [ollows
common Windows 93 conventions:

4 SINGLE-CLICK an an item to select the
itern, For example, single-click on a control
bo access il

4 DOUBLE-CLICK on an item to bring
up a window assoclated with that item.
For example, double-click on a system’s
Manufacturing icon to bring up the
Manulacturing and Production window for
Lhal svslem,
4 RIGHT-CLICK on an item o bring up
that item’s menu. For example, right-click
on vour message droid to see the Message
Options menu. Most elements of Star Wars
Rebellion—{rom facilities to characters—
have menus vou access this way

Star Wars Rehellion has ool tips for most
screen elements. Hold the mouse over a
contral fora lew seconds, and a description
of that control appears. Star Wars Rebellion
also supports the drag-and-drop convention
You can move an item, such as a trooper
regiment, to a new destination by dragging
it {point ar i, press the left movse button,
then move the item while holding down the
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mouse button} and then dropping it {release
the mouse button® at its destination.

WINDOW ELEMENTS

Star Wars Rebellion windows sport typical
window features (Fig. 3.1). However, you
cannot move or minimize Sector windows:

Tidle Bar: Use the bar at the top of ———
the window o move the window \
around on the screen, Drag the
window by "grabbing” It by the bar
and dropping it at its new locarion,

Sector Button: Click here (o
bring up the sector window
that shows this system.

Window Tabs: Tabs let a single
window show more information
than would easily hit on the
screer, For example, the five
tabs an this System Defense
window let you view persannel,
troops, fightors, and twao Lypes
of cefense Facilitics for Yavin.
Single-click on a tab fo view the
infermarion under thar tab.

i

vour can only close them or fip them from
one side ol the screen o the other. You may
have anv number of System windows open,

but only two Seclor windows al one time.
Some windows have scooll bars (ol you
seroll down a list (Fig, 3,21

Close Button: Click here o
close the window,

Minimize Button: Click here to
minimize the window, Minimized
windows can be reactivated by
clicking on their "slot” an the
Window Reference Bar on the
side of the screen.

FIG, 3.1 A TYPICAL STAR WARS REBELLION WINDOW

L T A i e e e SN

Characier Status

This list is longer than
the window can contain.

o )

FIC, 3.2 A WINDOW WITH SCROLL BARS

WINDOW ELEMENTS / CHAPTER & 133_1:_!‘-“
u il

Cllick on the up or
ot ATows [0 mnone
thie list up or down
one cloment at a time.

Graly the scrall bar
and clrag I up and
dowen [0 20 6 a spe-
cific part of the list,

Click on the blank
area of the scrofl bar
to move up or down
by larger amounts.
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MODAL VS. MODALESS
WINDOWS

some wingdows in Star Wars Rebellion are
modaless, that is, you can leave the window
up on the screen as vou mnteract with differ
ent game components. Other windows are
modal, which means you must dismiss the
window befere you can go do anything else
in the game. Modal windows include Status
windows, Finder windows, the Baitle Sum-
mary window, the Lnevelopedia window,
and Message windows, You can

usually identily modal windows by

Ltheir Close bution:

STRATEGIC GAME
KEYBOARD COMMANDS

Here are the keyboard commands lor Star
Wars Rebellion’s stratesic pame.

Command Center Keyboard Cummanﬂ:

e e s o e U i T B

@ Game Options Screen
Takes vou to the screen where you can
acljust sounwl and graphics options
LE_VJ'.! O S3vVE @ I‘_-",ah“l.. SLATT a4 New H‘”T’!‘.'
or exit the current game
@ Planetary Sysiem Finder
Brings up screen 10 locate a specific
SySlem
E Fleet/Ship Finder
Brings up screen to locate your ships
and [leels
E Troop Finder
Brings up screen o locate your troops.
ﬁ Personnel Finder
Brings up screen to locate vour
characters and Special Forces.
@ Message Window
Brangs up the isplay Message Index.

ﬁ.ﬂ CHATPTER 3/ STRATEGIC GAME KEVEDARD COMMANDS

Encyclopedia
Brings up the Galactic
Encyclopedia

Scroll Lists

Cyele Through Open
Windows

Cyele Through
Entries (Messages,
Encyclopedia).
Accept/Activate
Current Selection
wsame as clicking OKD
Cancel/Close Window
Cancels the current
command (same as
clicking Close or
Cancel) Also used 10
skip animation scenes or
the agent introduction
Close All Windows
Closes all open windows
Increase Speed

on murmeric keypac !
[nereases the game
speed. Soeed options
are Very Slow, Slow,
Medum, and Fast.
Decrease Speed

(on numeric keypad?.
Decreases speed.
Pause

Pauses the pame, brmg-
ing up an alert box
which asks il you wish to
resume the gamwe, Game-
play resumes when
you click the check-

mark in che alert hox

e T S S S (S

—
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@ + E Compose Chat Meassape E + Build Facilities
In head-to-head gameplay Directs the Apent to build a
mode, hrings up (he window facihity using the nearest avail
to let vou compuose a chat able construction vard.
MESSAZE [0 YOUT OppOnent. .E + E Galaxy Overview
ﬂ+ E View Index Brings up the Galaxy
This kevboard command works Chverview window,
insicdle some of the game’ ﬂ"‘ E Manage Garrisons |
windows. Both the Display Instruces the Avent te fulfill |
Message Index and the Lncy- EAITISON Tequirements |
clopedia have two modes, [0 Ltoggle). |
one, you view an index ol iems; ﬂ + E Manage Production
in the other, vou zoom n on a Instructs the Agent to build
specific item. ALT + 1 brings munes and relineries (o maxi-
vou back 1o the index m either mize resources (toggle).
the Message window for a @ + E Translate Counterpart
specilic message or the Ency- Iranslate thz droid

clopedia window for a topic, counterparts whirs and heeps

ﬂ + @ Mission (toggle).
Calls up the Mission window E ¥ E Agent Advice

[or the selected character{s). Turns agent advice on or off

g + ﬂ Status through the messaging sysiem
Calls up the Status window iroapled
for the selected item. ﬂ -+ ﬁ Game Objectives
m + @ Exit Game Calls up the Game Objectives
window on Ageni menu,
Agent Keyboard Commands showing the current state of

both sides” victory conditions,
E + E Build Ships
Directs the Agent tc build a GID Keyboard Commands
ship using the nearest avail '

ahle shipyard. + FPopular Support
ﬂ+ E Build Troops g E

Changes the Galactic Informa-

Directs the Agent to build a tion Display 1o rellect popular
Lraoper Tegiment using the support throughout the galasy.

nearest avallable training lacility ﬂ + Uprisings
Changes 1he Galactic Infor-
mation Display to reflect the

locations of svstems in uprising,

|

|

|

|

i

L

[
i
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Idle Fleets

Changes the Galacic
Information Display e reflect
the locations of idle Heers.
Fleets En Route

Changes the Galactc
Information Display to retlect
the locations of en route fleets,
Idle Personnel

Changes the Galactic Informa-
tion Display te rellect the
locations of idle personnel.
Active Personnel

Changes the Galactic Informa-
tion Display to retlect the
locations of active personnel
Idle Shipyards

Changes the Galactic Informa-
tion Display to refllect the
locations of idle shipyards.
Idle Training Facilities
Changes the Galactic Informa-
tion Display o retlect the loca-
tions ol idle rraiming facilities.
Idle Construction Yards
Changes the Galactie Informa
tion Dhsplay o reflect the loca-
tions of idle const ruction yards,

=3
=28
=22
=2-8
=2

=28

TACTICAL GAME
KEYBOARD COMMANDS

Ir1 the games tactical game, certain keys have
different meanings. The tactical game is cov-
ered in detail in Chapter 4, Here are the key-
board comminds for the same® ractical game.

Admiral Window Keyboard Commancds

aﬁ @ Select Task Force 1-8

66
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Attack Nearest Target of
Selected Unit’s Type

=

Switch Between Ships
in a Task Force

Camera Follows Task
Force 1-8

E Follovws Red Fighter Group

Follow Blue Fighter
Groug

F'ollow Green Fighter
Group:

Follow Gold Fighter
Group

=

Camera Keyboard Commands
(On Numeric Keypad)

E Rotate Camera Left
E Rotate Camera Right

E Tilt Camera Up
% Tilt Camera Down
E Camera Zoom In
E Camera Zoom Cul

Ceniers Camera on
Selected Target

Memorize Camera
Position

Eeturn Camera o
Memorized Position




Sound Effects and
Graphics

Star Wars Rebellion’s sound eflects and
praphics were produced to give vou a real
sense of bemg in the thick ol the action.
Opening animations show vou Lying into
the Command Center in your shurtle. Your
agent droid olfers sn opening bricfing and can
speak 1o you throughout the ganme, |{E".‘.[]III5-_|,
you posted on events throughout the palaxy
Mary ol your characters relay audio messapes
through your message droid. And sound
ellects olten cue vou to galactic events—an
assault on one of your svstems, lor example,
is accompanted by realistic sound eflects.

Beginning the Game:
The Shuttle Cockpit
When vou run Star Wars Rebellion, vou
begri the game in the Shuttle Cockpit

(Fig. 3.3 This is where you set parameters
[or each game: which side vou wish 10 play,

Select Game Scale: You
can set the size of the
known galaxy 1o be
stamclard (100 systems],
large (1500, or huge
12000, Set che size by
clicking on the galaxy
you want, of "pull
diown” the lever at [efi
o chowose a size.

Start Game as the
Empire: Begfn A nesw
game taking the side

of the Empire,

Head-to-Head
Gameplay: You can play
against a human opponent
across madem lines, serlal
connectlons, local area
netwarks, or the lermet.
Head-to-Flead play is
cowvered in Chaprer 5

FIG, 3.3 THE SHUTTLE COCKPT — Exit

e
SOUMND EFFECTS AMD GRAFHICS ¢ CHAPMTER 3 oF ::1}“
o

whether you're playing a human or computer
oppenent, the dilliculty level of the campaign,
and the size of the galaxe

Note that there are three ways 10 control
how challenging the gae is I'he Headqua-
Hers Only Victory option lels vou play until
vou capture Coruscant or destrov Alliance
headquarters. This can shorten gameplay
considerahly, since you don't have o addilion-
ally capture and hold your opponents key
characters. You can set the size of the palaxy
to standard {10 sectors/ 120 svatemns], large
LES sectorsd | 30 systems), or huge (20 sectors/
200 systems!, Your resources 41 Lthe beginning
ol the game are proportienally increased if
vou're playing in a larger size galasy

Finally, vou can choose hetween Easy,
Medium, or Hard campaigns. Inan Fasy
game, cach side begins with four loval sys-
tems. [na Medium game, your opponent
starts with more, I a Hard game, vour
epponent begins with a lot more.

- Set Difficulty Level: Click onc of the three screens 1o
pick Easy (leftl, Medium jcenter), or Hard {risgll,
Easy is the default.

Load a Saved Game:
This option brings you
o the Cptlons screen,
svhich 15 Covered lator
In this chapter.

iew credits

Start Game as the
Alliance: Begin a new
Aame taking the side of
the Alliance,

Headgquarters Only
Wictory: Rather than
Fulfilling all the vicoory
conditions, you only need
ko capture [(if you are the
alliance]) or de-.ﬁ'rrm_‘:,-' F
you are the Empire) your
DPEnents headguarers.




| The Command Center
Star Wars Rebellion’s strategic componeni
| takes place in the Command Center, Here
you survey the galaxy, issue commands, and
| (through vour droids) receive messages [rom
the field. Accordingly, the next three sections
| deal with the Command Centers mlormation
displays, control interfsce, and vour two droids

Galactic Information Display Thile: -
| This shows the meaning of the size of the &
stars In the display. For example, in the ]
Mopular Support display, larger-sized stars 3
indicate stronger SUpport for your side |

Number of Days —_ =
Since Game Started: .
| Uniike many other
slraregic games. the
| compuler does not
wait’ for you o move
before advancing o
| the next day. The
Bame progresses (and
YOUT Dppanent keeps
| Diasy | whether you arc
Issuing arders or not.

Message Nodfcation:
This display shows

which types of unresd

| IMESSages are walting
for you. This wlll be
covered in derail in the

| Messages section later
I this chapted

¥;
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COMMAND CENTER:
INFORMATION DISPLAYS

Below 15 the Commund Center with VOUT TP

sources of inlormation identilied (Fig. 3 4

The Galaxy

The galaxy is a wide and wonderful place.

Al 118 core

are clusters of bustlmg, techno-

logically advanced civilizations, Around the

FIG, 3.5 LEGEND

Resources: Examine your cument
avilabillty of raw maberials, refined
matenals, and maintenance capaci
by, These tems wifl be coversd In
the Eesources sectian

|

- Window Reference

[ Bar: You can minimize
up 1o 12 windows ar a
time, holding the mlni-
mized window lcon In
4 “slot” on this display
Double-click on 4 mini
rmiZesd icon o Wing up
thatl window

— Galactic Informaticn
DHaplay (GID}: This is a
[rimary source for
imformation about the
Balaxy. The galawy s
divithed It SecTors
sach of which have 10 |
systeims. Each system
is represented in the
GlD I;'-:...' A STAr

Legend: The legend Lells what
the size of the stars mean in
the Calactic Informardon
Display. Double-click on the
Show Legend lcon (0 bring up
the lesgend, shown here,
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Galactic Rim, unexplored stars twinkle like
diamonds ready 1o be set

The mner secrors—the Galactic Core
have well-developed infrastructures and
commurications, Most systems in core sec-
tors hegin the pame with one or more mines
and relineries; some have other production
facilities as well. These svstems are well
populated, Inthe Galactic Rim, on the other
hand, systems have small or no populations,
Infrastructures and communications are naol
highly developed. Therelore, wherzas m the
Galactic Core a change in popular support
on One system is known 1o you right away,
in the Galactic Rim, changes in popular
support are only apparent if vou send a leet
Or a mission 10 d system Lo investigate.

For the most part. the systems vou con-
trol at the beginning of the pame are in the
Galactic Core. If you are plaving the role o
the Alliance. however, there are two impor
lant exceptions. Yavin, in the Samitra sector,
always begins the game under vour conrol
and 100 percent loyval to vour side. 11 was
from Yavin thal the Alliance launched its
artack against the first Death Star, and the
Empire is likely to stike back al this svstem
soon. Al the beginning ol the game, vou
should either remove vour key characiers
Irom Yavin or build up its defense.

The other exception 15 Alliance
headquarters, which begins the game at a
random lovation along the Galsctic Rim.
This system is indicated on the GID by a
while star around the System icon (Fig. 3.6).
The Empire does not know 1he location of
Alliance headquarters

FIG. 3.6 ALLIANCE HEADOUARTERS BEGINS THE
GAME AT A REMOTE LOCATION.
Sector Windows
The Galactie nformEtion Display (Fig, 3.43
gives vou a hroad view of the galaxy [0 see
i sector m more detail, click on the sector.
This brmgs up the sector window (Fig, 3,77,

The Sector window shows each system
in the sector, color-coded according to
which side controls it. Beneath each svstem
13 an overview of the svstem’s resources and
popukar support. Around the system are
wons vou can double-click on ta learn more
about whats happening on that system,

At the start of the pame, the Sector window
reliably gives you informarion aboul vour
opponents and neutral systems’ resources,
popular support, and production lacilities
tor core systems only, However, information
on delensive [acihties and 1roops, personnel,
and ships is likely o be inaccurate andsor
incomplete. Alse, even where the informa-
tien s reliable, you won't know when things
on that system change, as when vour oppo-
nent huilds @ new production lacilivy or
SCTAps an exisling one: One exceplion is
who controls core svatems, and the level of
popular suppoert on core systems. These are

level of infrastructure and communications
in the core:

NOTE: The game begins differently every
time you play, except for who controls
Covuscant, Yavin, Rebel headgueas ters and
the locations of certain ey characters

SECTOR WINDOWS ( CHAPMIER 2
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Sector name ——

Double-click to bring up —%
Manufacruring and
Preductban window.

Daouble-click to bring up —— &
Systern Defenses window:.

Double-click (o bring up
Sysrem Deferses window

The size of this star corre-
sponds to current Galacric
Informarion Display. 5o,
the display is Construction
Yarcls, this large star
means this system has a
construction yard,

This icon incicares the
system is in uprising.

B Clnse Sector window,

Flip between loft and
ght side of screen.

MiEssion icon indicates
Ermpire is undergoing a
mission on that 5}r5'rem.
Double-click ta bring up
Mission window.

Double-click to bring up
Irperial Flees window.

Double-click to bring up
Alllance Fleet window.

Fic, 3.7 A SECTOR WINDOW

COoOMMANRNMD CENTER:
CONTROLS

The Command Center contains contrils for
keeping Lrack of your systems, lleets, and
personnel, [Lalso has numerous options lor
analyzing the gralactic state of aftairs, Fig, 3.8
shows a screenshot of the Coramand Center
with the controls identified.

Mary of these controls deal with general
pameplay, The Galactic Inlormation Display,
the Galache Encyclopedia, the Speed Control,
the Syslem Finder, the Game Optiens and
Save Game screens are covered below. The
remaining contrels the Fleel, Troop, and
Personnel Finders are covered later onoin
this chapter in their respective seclions

s g CHAFTLR 3 ) COMMAND CENTER: CONTROLS

Galactic Information Display (GID)

The Galactic Inlormation Display (GIDY repre-
sents each system as # star (Fig. 3.4) The
color of the star indicates which side controls
Lhe system:

+ RID Alhance

+ LRELEN Empire

< [ L/10 MNeutral (Netther side controls.}
4+ GRAY  Unexplored (You have no inlor

rmation about this svstem, It
vould be neutral, unpopulated.
or colonized by the enemy)
The size ol the star is important. The size
tells how much ol 4 certain iem 1s on that
systemn. If the display is Construction Yards,
the smallest star shows that the system has




Speed Conirol: —8
Fight-click to bring up
a menu which lets VoL
set the speed at which
davs advance. You can
select Very Slow, Slow,

fMedium, or Fast,
Alsor use chis menu o
pause the game,

Click here to load or
sAve a game, or o
st optlens for sound
and graphics.

Game Options: \

System Finder: With a
hundred or maore
planets in the known
galaxy. it is ditfcult to
keep track of where
each planer |s.

This contral lets you
fingd any system.

— Click on the
Galactic
Information
Dsplay conrol
o bring up a
mienu of possible
displays.

—— Troop FAnder:
This eoncrol lets you find
WOLT TrOcas,

Fleet Finder: This contral
lers you track dosam
a specific fleer or ship,

FIG, 28 THE COMMAND CENTER'S CONTROLS

ne construction yards, A larger star indicates
that there are construction yards. The larger
the star, the more construction vards are pre-
sent, Tosee a detailed legend of the meanings
of the star sizes, deouble-click on the Legend
icon (Fig. 3.5) m the displavs 1o lell,

Click on the Galactic Information
Display control to bring up a menu (Fig, 3.9
of possible displays: The current v selected
display is indicated by a checkmarl,

The menus and sub-menus are:

Lovalty

+ POPULAR SUPPORT: The size of the
star icon shows how strongly the-
systems support vour side.

P

THE GALACTIC INFORMATION DISFLAY

Defense
Display Off

Single-click on this
control to bring up

a dialog box ta help
vou track donam wour
characters and Special
Farces,

Encyclopedla:

The online Encyclope-
dla contains entries for
Every system, charcter,
facilivy. resource, ship.
troop. and mission in
the game, In addition
o ghving wau infor-
MATION tO USE Yyoul
resolrces in e best
marner possible, the
Encyclopedia enhances
the Hawor and feel of
the game by ghving you
historical backsground
and expanded descrip-
tions of the game
clements, Conslder the
Encyclopedia a supple-
ment e this manual.

Personnel

ﬁ?ﬁﬁﬂﬁﬂumﬂs

.:"Manuial:.turing

FIG, 3.9 THE GALACTIC INFORBMATION DISPLAY MEML
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4 LIPRISINGS: A large star icon
indicates the system is 10 warising,

Fleets

4 IDLE FLEETS: The size of the star
icen shows how many fleets are
stationed on that system. (Fleets are
cowvered later om in this chaprer.)

4 IFLEETS EX ROUTE: The size of the
star icon shows how many Heets are
en roule 1o that system.

Personnel

4 IDLE PERSONNEL: A large star icon
mdicates personnel on the system
who aren’l cocupying @ command
post ar engaged ina mission.
{Personmel are coversd in detail larer
on in this chapter.’

4+ ACTIVE PERSONNEL: A large star icon
indicates persomnel on the system who

are engaged in & mission or i command

of troaps, lighters, or fleets

Resources

% ENERGY AVAILARILITY: The size
of the star icon shows how much
energy Temains available 1o the
systerm. (Energy is covered in the
Resources and Manutacturing section
of this chapter.]

4 RAW MATERIAL AVAILAB_LITY:
The size of the star icon shows how
many patential mine sites remain
available.

4 \INES: The size of the star icon shows
how many mines are on the system.
<+ REFINERIES: The size of the star icon

shows how many refinenies are on Lhe
system.

Manufacturing

# SHIFYARDS: The size ol the star

icon shows how many shipyards are
om the system,

4 [DLE SHIPYARDS: The size of the
star 1con shows how many idle ship
vards are on the sysiem,

4 TRAINING FACILITIES: The size
ol the star icon shows how many
training lacilities are on the system.

# [DLE TRAINING FACILITIES: The size
of the star icon shows how many idle
training lacilities are on the system.

4 CONSTRUCTION YARDS: The size
of the star icon shows how many
comstruction yarls @re on Lhe system.

% [DLE CONSTRUCTION YARDS:

I'he size of the star 1con shows how
mary idle construction yards are on
the system

Detense

NOTE: These defensive sysiems will be

covered in detail later in the chapter.

4 PLANETARY BATTERILS: The size
of the atar icon shows how many
planetary batteries are on the system,

<+ PLANETARY SHIELD GENERATORS:
The size of the star icon shows how
many planetary shield generators are
on the system,

<+ FIGHTER SQUADEONS: The size of
the star icon shows how many lghter
squadrons are on the system

<+ | ROOP3: The size of the star icon
chows how many troop regiments
are on 1he system.

4 DEATH STAR SHIELDS: The size of
the star icon shows how many Death
Star shields are on the system.
NOTE: If you are plaving the role
of the Alliance, this will only be as




accurate as the last information you
received regarvding the systems. f_jr the
information about a Death Star shield
was not found out by either informanis
or through espionage, it will not be
reflected on the display.,

Display Off
This turns off the Legend display of the
individual systems, showing nstead the
murky mass of palachic marter. Select
any other option on this menu to tm
the display back on,

Encyclopedia

The Galactic Encyclopedia gives vou detailed

informarion about the specilic characters,

star systems, ships, facilites. treops, Special

Farces and missions in the game. (ame

descriplion entries are arranged by databas-

es: Svstem database, Ship database, Facihiries

database, Mission database, Troop database,

Topic Emiry Box: Enter
4 Wpc's name 1o go
directly to that wpic,

and Persennel database, The Encyclopedia
gives vou a description of the itern, and. if
applicable, tells vou how many resources il
1akes o buld and mamtain the item.

Click on the Encyclopedia control to
bring up the Galactic Encyclopedia.

I wow want w look up a specific entry,
Lype in its name in the Topic entry hox.
Ontherwise, vou can scroll through all the
Encyclopedia entries

There are two ways Lo scroll through
the entries, The detaull way is Index view
{Fig. 3:10% in which you can see a compre-
hensive list of entmes, buat no details. The
atherway is Topic view, showm in Fig: 3.11

I'his shows you a picture of the item,
and a complete descripton. In this view
voul can seroll through opics by clicking on
the right and left arrows.

The database vou select in the Index

Tal to show Mission
datalbase

Tab to show Troop
database

[ab to show Personnel

Talb 1o show
all darabases

Tab to show ——LEE
System darabase

Tab for sheony
Ship datalwase
Tab to shonay —ll
Facilities database E

database

Close Buttan:
Close the Galactic
Enoyclopedia.

- Vlew Toplc
Click here to see the
selecled opic,

View Index:

click here oo come
hack o this indes.

FIC 3,10 THE SALACTIC ENCYCLOPEDIA: INDEX WIEW

ENCYCLOPFEDIA F CHAMTER L

While viewing a topic,




Click here oo browse
thrcugh Encyclopedia, \

display remains in ellect when you switch
to Topic display. That is, it you select Ship
database. then click on the Topic View
Futtor, vou can scroll through all the

ship entries.

You can also access the Encyclopedia
loor an item by right-clicking on it and
selecting Encyclopedia [rom the pop-up
menu. Another way is 1o click on the

Encyclopedia icon (n many
“ windows, This brings vou Lo
the correct Encyvelopedia entry “or the
CUTEEn context

| Game Speed

| You can set the speed at which the game
advances 10 the next day by rigat-clicking
on the Time display and left-clicking on a
setting. Select Very Slow, Slow, Medium, or

Fast. The Speed menu also has an option L

pause the game. When vou select Pause, an
alert hox comes up. locking vou out of
game controls untl you resume play

ﬂi’:“ﬁl?d CHAPTER 2 / GAME SPEED

FIG. 311 THE GALACTIC ENCYCLOPEDA: TOMC VIEW

Click here to go back
o Index Yiew,

o T e - Click here to scrafl
i ) through texr which
doesn't At on screen.

ai]

System Finder
There are 10 systems per sector. A standard
game has 10 sectors. A arge game has 15
seclors, and 4 huge game has 200 Sometimes
vou may want o locate a specilic sysiem,
Click on the System Finder control 1o bring
up the Planetary Svstem Finder (Fig: 3,120
which lets vou locate individual systems.
Click on one of the tabs to view the list
of All Systems, Rebel Systems, lmperial
Syslems, [ndcpendem Systems, or Unex-
plored Svstermns. You can seroll down the
list tor lind a system, or click on the System
Name Lext box tab and type in the name of
the specilic svstem you wish Lo locate,

:mn.
You only need to type In
the first feww letters of a
system’s name, and the

control will scroll the list to
that system automatically.




Tabs et you —— -,
limit which sys-

terrid are listed.
" uru-umf System [indar

ayutem INa"ne Ll

L3

Al Systems

List of systems -

B abury

A T e e - -

FIG, 3.12 PLANETARY SYSTEM MNDER

Click on a system in the st (o seleat it

Click on the Dﬁpl.w buiton to brang up the

Sector window for the highlighted svsiem,
or double-click on the system name. Click
on the Close
E].‘lr]q up a window for a specilic syslem.

Many dialog boxes in the
game have the same Dis-
play buttons, which bring
you right Into a system

A Lo 1 yve don® want to

in context

Garne Options

The Gamx L"]"HHHH screen (g 3 16) lets

vou save and load games o and from disk
You can alsa specily settings lor sound and
graphics. You get to the Game Options
screen [rom the Load a Saved Gane icon
(Fig. 3.13) in the Shutle Cockpin, or the
Game Controls icon (Fig. 3.14) n the
Command Center, or in the tactical game

See the Game Options screen (Fig, 3.16), 1t |
LCOneains the I -.|!_,‘_'!-_-.';||._r lcalures

+

- - — —— Enper name or pan
/ ol name 10 locate a
specific system In |
the lkst
— Clase the System | |
Finder

— Display Button: |
Crpen the Sector
and Manutaceuring | |
windows for selocred |
Sy SIERT, |

— Scroll Bars: |
Scrofl dewn the list |
of system names [y
clicking here, or Ly |
using the cursor keys:
Up. Dovemn. Home,
ar End |

FiG 313 LOAD A FiCe 3.14 GAME
SAVED GAME ICON  DPTIONS ICOMN |

SAVE GAMELOAD SAME |
There are six “slots” lor saved games
ach stol has a save Game button, a |
name lield, and a Load Game button.
An con between the name field and the |

Save Came button shows whether you

were playing the Emgnre, the Alliance, ,

a1 a head-1o-head game, To save a pume
2Ciect 4 Tiew :‘iu-l, v 1l and ||]~ i f-i‘Jl.‘ |
place where the name will go. You'll

06 a et cursor appear, Type in a mean |
ingful name, such as Alliance High
Maintenance or Jim's Empire Battle. |
Click on Save Game 1o sive the pame

or Load Game to restore a game. [ you |
iy 1o lead a game without saving the
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Mame of saved game

Click here oo
SAVE A garne.

Click here to load
a saved game.

Side you were play-
ing of saved game,
or icon for head-to-

head play

Resrart the game.

Return to the
Cornmand Center

Exit the game.

Turm music on
oF o

PLisic Yolume

Sound Effects

]
i Volume
Bl
)
i
;
b Togales for
g Tacrical Display
v optlons
W dels i
. )
D SREAY Helasubie 'y :l 4
i

FIC. 316 GARME OFTIONS SCREEM

current game lirst, the computer asks vou
ta confirm that this is what vou want to do.

Save a game before you
engage in a risky strateay

if you are afraic of losing

all your hard world. You can
always reload the game and
start from the earlier saved
point if things don’r go
YOI wWay,

% SOUND EFFECTS VOLUMEMUSIC
VOLUME: Te lower or increase the
sound effects or music volume, chck on
the Volume Control slider and drag 1
ter the right 1o raise the volume or 1o the
leslt Lon Lo i

4 RESTARL THE GAME: This opticen
abandons the current game and starts

CHAFTER 3 ¢ GAME OPTIONS

ervet 10 The Shuttle 1 your game is not
saved, Lhe computer asks vou 1o conlirm

this is what you really want 1o do

+ RETURN TO THE COMMAND CENTER:

Returns Lo vour Ccurrent game.

NOTE: This option is unavailable if you
come to this screen from the Shuttle
Corhypit,

+ EXIT THE GAME: Exits. The computer

Aaskes vou 1o conliem 1hal YOLL wilht 1o guil

Once you begin a game,
there is no way to return to
the Shutrle Cockpit to check
whether yvou selected Heacdl-
quarters Only Victory, or
ancther challenge level. You
may find it helpiul to include
this information in the game’s
name so you remember.




4 PLAY MUSIC: Turns music on or oll
{toggle)

NOYTE: The following tactical options are

all toggles that default io on, Yeu may not

change these options in the middle of a tae-

tical battle. See Chapter 4 for detailed

instructions on factical gameplay.

<+ SHOW STARFIELD: Toggles whether
the background starfield 15 cnoor off in
the Tactical display.

4 SHOW PLANIT: Toggles whether the
planet is displaved in Tactical display

+ SHOW PYROTECHNICS: Toggles
whether Tactical display shows pyro-
technics durmng baule.

<+ USE TIGH DETALIL MODELS: Toggles
whether Tactical display uses models
with more realistic details. Depending
on your computer, lngher detail can
slow down tactical response

+ DISPLAY HOLOCUBE: Toggles whether
the wireframe holocube shows in the
Tacncal display. The holocube can he
distracting or it can help oriznt you to
the tactical action, depending on your
personal preference.

COMMAND CENTER:
DROIDS

You have two droids, also called agents, to
help vou monitor the galaxy. C-3P0 (Alliance )
or TMP-22 (Empire) gives vou wformation
ahout the galaxy, helps with game controls,
and translates the beeps and whirs of the
message droid. Addiionally, vou can turn
over Lo them some of the more mundane
aspects of the game. Your messaae droid
R2-D2 or SD-7— keeps you infcrmed ol
whats happening throughout the galaxy.

The Agent Droid

Right-click on C-3P0 or IMP-22 (o brmg up

the Agent menu {Ig, 3.17),

FiG. 317 AGERT MEML

The droids lunctions give you informa-
fion about the galaxy and about the game,
and to help you manage vour resources.
Here are the menu oplions:
4+ BUILD SHIPS, BULLD TROOPS OR

BUTLD FACILITIES: I vou want 1o
huild ships, troops, or facilities on a
syslem, this is a quick way to do it

To build a construchion yard on Duros,
for example, you would open up a
Manufacturing window [or Duros {or
open the Sector window lor Lthe
Corellian sector, which contains Duros)
and then select Build Facilities [rom
your Agent menu. Tae cursor changes
o Largering cross hairs: ¢lick on Duros.
The standard Build Selection window
comes up; click on Construction Yard.
Your agent will lind the closest idle con-

COMMAND CENTEE: DRDIDS  CHAPTER 3
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struction varcd that can do the task.
GALAXY OVERVIEW: Click here to see
how many facilities, troops, and [leels
vou control. This option 15 covered in
detail in the Resources; Facilities, and
Manulacturing section larer mn this
chapter.

GAME QBJECTIVES: Click here to
check on which victory corditions have
been met on both sides. This option is
covered in this chapter under Winning
the Game.

VIANAGE GARRISONS: 1f this option
is checked, IMP-22 or C-300 will try, Lo
the: best ol their akilines, to make sure
BATTISON reguirements are met.
MANAGE PRODUCTTON: Tf this option
is checked, IMP-22 or C-3P0 will try 1o
the hest of their abilities o maximize
the cutput of mines and relineries,
TRANSLATE COUNTERPART: When
checked (the default staze), the agen
ranslales R2-D2 or SD-7% whirs and
beeps.

e T —

Display fiessage Index

Dnsplay category tals —

Messages for
currently selected
CateR Dy

FIG, 3,18 DISPLAY MESSAGE INDEX WINDOW

CHATTER 5 7 THE MESSAGE RDROID

4+ AGENT ADVICE: When checked (the
default state), the agent periodically
gives vou tps on playing the game. This
advice is channeled chrough the message
systermn, This aption 15 especially helptul
while you're still new 1o the game.
The Message Drold
Your message droid—HR2-132 or 517
serves an umportant rele in Star Wars
Rebellion. The message droid lets vou
knew any time something happens in the
game: a system swings o yvour side, a
iroop or facthey 1s built, one of your agents
concludes a mission, and so on, The dreid
arnoidnces Lhe messages {1.5_'112 agent trans-
lates the announcement, One way o read
vour messages is 1o right-click on the mes-
sage droid and select Messages. A shoneuwl
i5 1o lefi-click on vour message droid or
press Fo, The Display Message Index screen
comes up (see Fig. 3018
Farly in the game, vou typically have a
handful of messages every few tarns. As
vour galactic influence spreads, however,

Selech all messages,

Close messagde SCreen,

Diclete selected messages.

Slessage Sumimany

Most Messages
Sllenthy/Posr Messages
il Alerl

Cipen Window

Chat Messaging System:
1This is descril=ed later in
this chapter in che section
on head-to-hiead play.)




and your resources, facilities, and military

presence increases, it can be daunting to

sort through all the messages vou receive
each day. To help vou manage this informa-
tion flow, vou can filter which messages vou
receive, and which messages are displayed
on this screen.

Click on one of the 1abs 10 narrow down
which messages 1o view, The Message cate-
gories are;

+ LOYALTY MESSAGES: These messages
let vou know when a svstermn changes
sicdes, poes into an uprising, or has a
change in garrison requirements.

- FLEET MESSAGES: These messages
let vou know when ships have heen
deploved or when your fleets have
arrived ar their destination.

4+ MISSION MESSAGES: These messages
are where yvour agents (characiers and
Special Forces? report back the success
of their missions, This is also where
vou'll hear news of enemy missions
vour forces have foiled.

4+ RESOURCE MESSAGES: These mes
sages let vou know when yvour available
resources change, lor example, 2 mine
or relinery has been deploved,

4+ MANUFACTURING MESSAGES: These
messages let you know about changes
in your manufacturing facilities status,
for example. if a constraction yard fin-
ishes its assigned task or an orbital
shipyard is deploved.

4 DEFENSE MESSAGES: These messages
let wou know when troops or delensive
lacilities have been deployed

4 CONFPLICT MESSAGLES: These mes-
sages give vou Lthe results of any

conflict, or lets vou know when a fleet
is blockading a planet.

# CHAT MESSAGES: This 1s where you
can Teceive messages from your oppo-
nent in head-to-head gameplay. Chal
messages are covered with head-1o-head
gameplay in Chapter 3,

+ ADVICE MESSAGES: This is where you
can read advice messages and tips from
vour agent. Mote that advice messages
are the only category that are not also
displaved under the All Messages 1ah.

Select a message by clicking on ie. You
can select more than one message at a time
by holding down the CTRL key while click
ing on messages. Select all the messages
}']E'l'n."n"f't‘.fl. [REAES] fl.'l{':‘;w';&-ii!_-‘_'l:'_'.ﬁ- h'l'!. ,':il:'_'.ll;_'jl:_'.l_il'lg OnE,
holding down the SHIFT key, and selecting
the other. Click on Select All to select all
the messages in a tab. To delete selected
messages, click on the Delete button. Mes-
sages are eventually deleted whether or nal
vou read them, except for agent advice mes
sages. Messages that have already been read
are distinguished on the Index Display by
Baving lighter tvpe than unread messages. To
redd o messape, either double-click on the
rmessape or select the message and then
click on Message Summary.

The Message Summary screen (Fig, 3.19)
has arrows at the top of the message graphic,
Click on these arrows 1o read through your
messages. 10 vou have selected a Message
Caregory tah, vou will scroll through messapes
only in thal calegory lo go back o the list,
click on the Display Message Index button.

rom either message screen, vou can click
on the Open Window button to go directly
to the system the message is about.

THE MESSAGE DEOID ¢ CHAFTER 3




Scroll through messages.,

Close Message Window

Display Message Index

Post Messages Silently,

Open Window: Opens

approprlate window fog

the systermn the message
is about.

FIG. 2,19 MESSAGE SUMMARY

Il vou dont want o listen to the whirs and

beeps every time a message 15 dispatched.

click on the Post Messages Silently button

on the Message tab vou don't want 1o hear
The Message Alert Bar
There is a second way 1o
view and keep track ol
your messages, The Mes-
sage Alert har on the tight
ol the sereen (lett for the
Alliance) lights up an icon
for messages in each care-
pory. For example, in

Fip. 320 thereare mes
sapes about lleels, mis-
cions, manulacturing and
delense. To read these

messages, simply click on fG. 3.20 MESSAGE

ALERT BAR WITH

the icon to go directly to
: ILLLIMINATED

the Display Message Index
tab for that caregory.
Limiting Messages

You can limil which calegories Lhe message

CATEGORIES

droid repons by right-clicking on the message

B0 CHAPTLE 3 MESSAGL ALERT BAR

MESSAGES 1N FOUR

droid and going 1o the Message Alerts sub-
menu (Fig, 3.21). The default setang aleres
vou to all categories of messages.

Star Wars Rebellion’s

Key Concepts

Mow that vou are familiar with the contrals,

the remainder of this chapter gives you

complete game details for every aspect ol

strategic gameplay.

4 RESOURCES, FACILITIES, ANIY
MANUTACTL RING

* POPULAR SLPPORT AND CONTROL

* CHARACTERS, SPECTAL FORCES,
AND MISSIONS

4+ TROOPS AND FLEETS: OOFFENSIVE
AND DEFENSIVE

* WINNING THE GAME

RESOURCES, FACILITIES,
ANMND MANUFACTURING
I'his section discusses evervthing vou need
to know about resources, manufacruring
capacity, and facilities.




- v Loyalty
< Fleets
-/ Mission
] + Resources :
-~/ Manufacturing

; v Defense
- < Conflict

- Chat
-/ Advice

FIG. 3.21 SD-7'5 MESSAGE ALERTS SLIB-MENL

Resources and Manufacturing
Any time vou build something in the game
—[rom a manutacturing lacility (o an Army
Regimeni-—yvou need to expend a cerlain
amount ol yvour relined materials. Further
mare, everyLthing you hutld needs a certain
ameunt of maintenance capacity for upkeep.
{Exceptions are mines and refineries them-
selves.) Therefore, the more you baild, the more
vou expand, the more rescurces you need.
Raw materials, refined materials, and
mainlenance capacity are all measured in
units, Fach mine vou build produces raw
materials, & mine costs 20 units of relined
materials Lo build, b doesnt cost anvthing
to maintain. {This is important 2arly m the
same as vouwre building mines and refimeries
L0 NErease VOur mainlenance capaciey !
Refinenes cost 20 units of refined materials
to build and, hke mines, don't cost anything to
maintain. Relinenes produce relined materials
from the raw materals produced by mines.
You need relined materials to build just abow
anything else. Relinery/mine combinations
produce maintenance capacity, which vou

REFINED MATERIALS
AND MAITNTENANCE
CAPACITY

Every facility, ship, troep or Speckorce
unit in the game requires refined mate-
rials to produce. These materials are
used during the building process, drawn
from the avdilable supply as needed by
the consiruction yard. training vard,
or shipyard. In fact, if vou don't have
encugh refined materials, building slows
until the supply is sull.cient to finish the
project. Once a-unit i built, the refined
materials used to produce it are consi-
dered “nsed up.”

Excepl for mines ard refinenies, every
facility, ship, troop or SpecForce unit
also requires maintenance capacity o
maintain. Unlike raw and refined mate-
rials, which are generated each day like a
steady stream, your total maintenance
capacity 13 more hike # pool, Each’ mine/
reflinery comhination makes a one-time
contribution of 50 umits to the pool
Likewise, units, facilities, and ships
make a one-time withdrawal from this
pool. Maintenance units are taken as
soon as vou give the arder o build the
unit. The maintenance monitor shows
the total unused capacity.

The more maintenance units that
a mine or refinery has to contribute,
the slower it will be in processing raw/
refined material poinis. Also, the lower
the popular support in the system for
your-side, the slower the mines and
tefimeries mn the system will be i pro-
cessing raw/retined material points.

RESOURCES AND MANUFACTERING ¢ CHAPFTER 3




need te maintain vour lacilities, troops, and
fleets. Mines and refineries do not have (o
he on the same system to work together
Relineries that are on any system you control
automatically reline mined material from
any other system you control,

Your current supply of these resources is
chsplayed at the top ol the screen (Fig. 3.220

Raw Materials | Refined Materals Maintenance

| Maoniror

FIC, 3.22 RESOURCES MONITORS

BUILDING FACILITIES
In order Lo bld any tvpe of facility, you
need a construction vard, The Manulactur
ing and Procduction window (Fig. 3.24)
shows whether a system has a construction
vard 1o bring up the Manufac-
turing and Production window;
double-click on the Manufac-
turing icon on the top lell side of
FIG.3.23 5 gystem (ig, 3.23%

To give 1his construclion vard a command
Lo hegin building, you would rght-click
under Facilities Under Construction.
Click on Build. This brings up the Build
selection window showm at right (Fig 3.25),

T see what lacilities vou can build, click
ot the down arrow under the defaull faaility.
Facilities in the game are either manulaciur-
mg and production lacilities (which produce
something (or the game) or defensive lacili-
ties. Defensive facilities are covered later in

1his chapter under Defense. The following s
a list of the manulacturing and production
Facilities you can build. Not all of these
Facilities are available a1 the beginming of the
game. Advanced lacilities are only avatlable

Bpnn
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alter the rechnology is developed from
Research and Development.

A MM ES pive vou access oA
system’s riw materials,
REFINERIES reline mined
malerials to produce refined

materials, which are used tw
build every tvpe of unil in the game,

CONSTRUCTION YARDS

leel you build other facilites.,
Tiwno construction yvards double
the speed. three triple the speed, and so on.

TRAINING FACILITIES
“ let you build troops and

Special Forces. Two training
[acilities double the speed, three triple the
speed, and so on,

ORBITAL SHIPYARDS let
- vou build capital ships and

fighters. Ships are covered
later in this chapter under Troops and
Fleets. Twa shipyards double the speed,
three triple the speed, and so on.

ADVANCED CONSTRUC-
TION YARDS let vou build
other lacilities. They build

facilities more efficiently than standard con-
struction vards.

ADVANCED TRAINING
YARDS let you build troops
and Special Forces, They
build 1roops and SpecForces more efficiently
than standard training vards.

ADVANCET SHITYARDS lel
_ o build capital ships and

lighters. They build ships
more efficiently than standard shipyards.




Diisplay Sector windows
For this system

The firse number here is the
nuriler of consmuction yards
al this sire, The second nurn-

ber also Includes the constric-
tion vard now Being bull,

FiG. 3.24

Arnoune of refined
miateral needed tor facility

Amount of malntenance —

needed for facillty

Bring up Encyclopedia —g

entry For this facility.

x5t Time Ta Deployimeant:

Mumber t

FIG, 3,25 BLILD SELECTION WINDOW

Close burtton

Mirimize buttan

Sherwes what is under
construction. how many
arc being built, and

the cestination tor the
facillty, Right-click in this
Area [o gl'-,le the consiric-
i yard instructons

This progress bar shows
howe tar along the current
constructlaon progress s
I there is more cthan one
unit in line to be built, this
showys status of current
unit anky,

Cur-ently selected
facility to buiid

Click here to hring
up st of facilities,

Esfinaced time to completion

—— Tirne w0 deploy facllicy [If

destination is different system!

Select number of unirs to
build consecutively,

Begin building,

Cancel
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' You can instruct the construction vard to
build more than one facility by clicking on
the Number to Build text box, Units are
built consecutively. R2-D2 or 52-7 nform-
ing vou as each umt s deployed.
NOTE: When you order multiple units (o
be built, maintenance capacity for all units
are deducted at the time you give the ovder.
'he Build selection window gives the
estimaled davs 1o completion. This s a
"best case” ligure—building slows if you
don have sulhicient retined marerials, and
is suspended if the system is urder
blockade or in uprismg.
Stopping Construction
You can halt construction any | me by right-
cheking in the Facilities Under Construction
area and clicking on Stop, The construction
area clears und vou recoup the maintenance
that the units you were building took up.

Starting a new project can-
cels the current construction

and frees the maintenance
the project was using.

Setting the Destination System

You can build facilities on any system vou
contrel by right-chicking under Facilities
Under Construction and selecting the
Destination menu option. Click on the des
tmatien system wirth the cross hairs, Tn order
1o butld on a system, however, 1hal system
must have energy available, Energy is repre-
sented in the Sector window as blue and
white squares (Fig. 3,203, Each facility vou
build on a system changes a bluz square 10
white, giving vou less energy to build there.

oY
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Xyquine is “Rall,” Ik
has no more energy
avallable for new
facilities.

Commenar, on the
other hand. has
roickm far two more
facilities.

FIG 3,26, THE SECTOR WINDEOW SHOWS RESOLURCES
FOR THE SYSTEMS |W THAT SECTOR,

NOTE: 1 you want to build a mine on o
system, vou also need raw materials avail-
able. They are represented as ved squares
(Fig. 3.26). Mines are yellow squares.

THE MANLUFACTURING
AND FPRODUCTION
WINDOW TABS

Youve been concentrating on the delaul
Manufacturing tab m the Manulaciuring and
Production window. The other tabs, shown in
Fig. 3.27, let you see the production lacilites
direetly on the svstem, MNote that graved-out
tabs indicate no lacilities of that tvpe are on
the system. By right-clicking on the units, vou
cin jssue commands via the pop-up menu.
select the Encyclopedia oprion to hrimg
up the Encyelopedia entry for that unit,
Click on Status 1o soe the unils current
status, shown n Fag. 3.28. The stalus is par-
ticularly uselul il the unit is <till being built
or-is en roule, as il shows vou the estimated
time of arrival or deployvment for the unic.
I'he irmage for these units shows whether
the unit is completed, being buile, or en route.

LIMIT 15
COMPLETED.

LIMIT I3 UNDER
COMETRUCTION.

LIMIT 15
EM ROLUTE,




Training Yards tah

Shipyards raly

Manufaciuring tak

Right-click on unit
to bring up menu,

FIG 227 MANUFACTURING AND PEODUCTION WINDOW TARS

Lacation of faclity

Starus may be acrive.
undler construcrion or

£ route,

Shows how mary rmainte-
nance units facility uses,

Mumber of davs to convert
one refined marerial poine

Indicates Racility's i

resistance: no orhital
bomilsarclrent,

Construction Yards tah |

Refinerdes tab

Encyclopedia :

Status

Scrap

Ficeure of facllity

= Brings up
e ; Encyclopedia entry
f e ¥ for facilicy.

—— Close this screan,

FIG. 3,28 STATUS WINDOW FOR COMNSTRLICTION YARD
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SCRAPFPPING FACILITIES
If vou want to get rid of one ol vour facilities,
vou can scrap it, This returns 1o you the
maintenance and some of the relined mater-
il the unit used. Scrapping tacilities frees
up energy on a system. You might, for
example, scrap a ming so you can build a
construction vard, or scrap a training }'I:-'lrd
ter replace it with an advanced 1raining yard.
You may alse scrap laciliies il you are low
on maintenance capacity or relined materials,
To scrap a lacilivy, go o the ab that has
the icon tor that tacility. Right-click on that

item to bring up the menu, and select Scerap.

You can scrap any facility, troop, or ship
in this way

If voou ddon’t have enough
maintenance capacity to
support all yvour capital ships,
fighter squadrons, troops,
and facilities, Star Wars
Rebellion will start choos-
ing what to scrap for you.

RESERVIMNG
CONMSTRULCTION YARDS

VWhen vou right-chels on the Facilities
Under Construction area of the Manufactur-
ing Lab of the Manufacturing and Production
window, vou'll see one ol the opHons 5 e
Reserve the construction vard. This means
that if vou turn over Maintenance Production
to your agent, the agent won't use that lacil-
iy to build mines and refimeries. You might
do this if vou want to keep a construction
vard available for your own purposes.

B CHAPTEE 3 ¢ SCRAPPING FACILITIES

CONMSTRLUCTION YARD
PROJECT STATUS

When you right-click on the Facilities Under
Construction area of the Manulacturing tab of
the Manufacturing and Production windew,
vou'll see one of the options is Status, Thas
brings up the Facthries Under Construction
window. The Status ent-y Tor this window
(i, 3.291 1ells vou the day on which con
struction will be finished.

Facililies Under Constiuction
Shx

i
5

FIC, 3,29 FACILITIES LIMDER COMSTRUCTION STATLIS
[CONSTRUCTION YARD PMANAGER)

CORGANIZATIOMNMAL TOOLS

Keeping track of mines and refinenes, and

planning the hest use of vour resources are

a critical aspect w the game, Below are some

toals that will help vou,

The GID Resources and Manufacturing

Sub-Menus

4 RESOURCES: Changes the Galactic
Information Displav so that larger stars
represent available energy, raw materials,
mines, or relneries (Fig, 3300

% MANUFACTURING: Changes the Galactic
Infermation Display so that larger stars
indicate shipvards, training lacilities, or
canstruction yards on o swstern (Uig, 33510




You can [urther pinpoint only those
shipyards, training centers, o7 consere
tion yards that are currently dle,

% Energy Avnllahility

v Helinerien

i

FIG. 3.31 THE MANUFACTURING SUB-MEMLI

Resource Monitors

The Raw Matenals Monitor, Refined Materials
Monitor, and Mamtenance Monttor at the
top of the screen (Fig. 3.32} give you the
current availability of these resources

FIG. 3.32 RESCURCE MOMNITORS

Sector Window

lhe Sector window (Fig. 3.331 shows how
many raw materials vou have ava lahle, how
many mines, and how many energy spaces
are available.

Use Your Droids

Usze C-APQ/AMP-22. Right-click on your

Manufaceuring icon

Enerzy available

Raw marerials

Mlines

FIG, 3,33 SECTOR WINDOW IMAGE OF SYSTEM

agent to bring up a menu (Fig, 3.34) which
includes helpful shorteuts for managing pro-
duction and keeping track ol vour resources.
<+ BUILD FACILITIES: Click this menu
ttern 1o build any lacility on amy svstem,
Ihe cursor changes ta targeting cross
hairs, Click on the system where you
want a new facility. Tae Build Selection

"-‘r'-ﬂ'ld".:"-‘-" T]'IL';H. COHTIE S 'IJ[] '-.-'v'l"ll;_"l"l ‘__r'l;_‘.l'l_l, Hi'\-’ﬁ a
comstruction yard @ direct order to build.
When you make a selzetion and click
on the checkmark, vour agent wall track
down the closest construction yard to
eet the job done. OF course, that this

B =
Build Troo

ild F

FIG, 3,34 AGERT MENU
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option enly works il veu have a con-
struction yard available.
- GALAXY OVERVIEW: This menu

aption gives yvou information abowt
vour lactlities, ships. troops, fighters,
and Special Forces. Click here 10 see
Fig. 3.33 shown helow,

<+ MANAGE PRODUCTION: This aption
lets the agent take over some ol the waork,
When vou select Manage Production,
C-3P0 or IMP-22 will build mines and
refineries m any open energy and rave
material slots it finds. 1t will stare wath
slots that are closest to the construction
vards and expand from there. The agent
will work o balance the number of mines
and relineries, and 1o maximize your
maintenance points, but it won't scrap
mines or refineries to bring the two into
halance. Cmee the manager 15 turned on.
it wall not stap uneil there are no avail-

This is the total number -
of thar facllity or unir \‘\
YO Control

ltems are
identified by icons

There's one row for
cach oype of facility.
ﬁ.hlp, troop and ; L
SpecForce vou coniral, i mLEL
0108

o013

able energy andéor raw material slots
remnaining, or until vou turn it oft.

Popular Support and
Control
Popular support in Star Wars Rebellion.
sometimes called loyaliy, is a measurement
l:,f'l hl:_'l"r'l.-' ‘_E[ri_f-fl!_’J '-.' i ':-:.'!,-'.":ill;‘l"l ey | [J[JI,]I'L_‘H E.-'i_]l_,lr
side. Key systerns—~Coruscant, lor example,
Yavin, and the Alliance headguarters—begin
the game completely in support of their
sides. In most other cases, however, at least
some of the population has support for the
apponent. How strongly a system suppors
vour side 15 susceptible ta change through
out the game,

lied closely with the concept of popular
slpport in Star Wars Rebellion is control:
whichever side contraols a system can station
troops of draw resources from that system.
Systems that are nat controlled by the

This is the tatal ameount of malnrenance
capaciny belng used (o support those uniis,
I this example. six Xowings are each using
eight maintenance units,

;t.
{

FIG, 3.35 CALAXY OVERWIEW
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Empire or Alliance are neutral. Neutral sys-
tems don’t have strong support [or either
side. By increasing populur support on a
neutral systern, you can bring the planet
under your contral.

[I'a system vou contrel does not strongly
support your side, smugglers may begin to
steal resources [rom the mines and refineries
on that system, Resources stolen in this way
will be turned over w your opponent.

If there 15 nol enough popular support on
a system for vour side 1 control 1, you can
take control of it by placing trooper repi-
ments on it. To de this vou need 1o assaul
the svstem. (See section on ollensive play
later in this chapter.)

Note that even though vou can control a
system with Lrooper regiments, the speed at
which mines and refineries produce raw and
refined material points, and the chance that
these points will be smuggled away from youar
side., is influenced by the popular support in a
system. 5o, contrelling a system with trooper
regimenis in shsence of popular support
has its disadvaniages. (Smuggling can be
reduced by placing trooper regiments, ships,
and fHghters in the system

There are also unpopulsed sysiems.
Unpopulated systems can be controtled by
vour side by placing one or more treoper
regiments on them. However, il you do this,
you will only continue to control the system
as long as you leave one or more trooper
regiments ot Lhe system, hecause the system
will still be unpopuliaied.

Unpopulated systems attract a population
100 percent loval o vour side as soon a3
vour first facihty arrives at the system,
Therelore, it 15 a good idea to build a facility

at an unpopulated system that you control

as soon as possible, so that the system gains

a population and your control of the system

deesn't depend on the continued presence

of trooper regiments.

Ihe followimg are the key issues that altect
popular support in Star Wars Rebellion.
+ [DPLOMACY MISSIONS: Sendmng one

of vour characters on a Diplomacy mis-

sion Lo @ syslermn can increase popular
support lor vour side, You cannat send
characters on Diplomacy missions to

EHETIY SYSLEMs,

4 SUBDUE UPRISING MISSIHONS:
Subdue Upnising missions will also
increase popular support tor vour side
Lalthough much more slowly than a
Diplamacy mission), However, unlike
Diplomacy missions, Subdue Uprising
missions can only be sent 1o systems
that are in a state ol up rising, and they
help to end the uprising,

@ OTHEER 5YSTEMS 1IN SECTOR: Chanpges
in support on a system can affect popu-
lar support on other systems in that
seclor Por this reasen, if vou gain control
ol one system in a sector due o changes
in popular support ithat is, no trooper
regitents were added or rermoved o
cause the change m control), others may
[ollowss suit. On the other hand. it vour
Gpponent takes over one of the systems
that you conrral due to changes in pop-
ular support, other systems in that sector
may become neutral, and neutral systems
may g0 over Lo vour apponent’s side.

# ABANDONING A SYSTEM: I vou remowve
your last trooper regiment [rom a syslem,
and the system shifts away trom your

ForuULAR SUPPORT AND CONTEOL  CHAPTER 5 EE"-'“
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control as a result, vou may sufter pop-

ular support losses Ii‘lmughﬂut the sector,

ITROOPER REGIMENTS: The first troops
you station on 4 system alter an assault
decrease popular supporl [or vour side,
urless popular support for your side is
already stromg on the system. However,
il vour side is the Empare, the presence
ol troops will also slowly increase sup-
port for your side {as long as there is
nol an uprising underway). Because vou
must assault o planer with troops to take
it over by lorce, doing so resules 0 a
decrease in popular support,

LOSING IN BATTLE: When vou light a
hattle against the enemy, the loser will
experience a decrease in loyalty through-
ot the sector where the battle occurred,
depending on how many ships and
troops they lost relative to their opponent.
Any time you lose a capital ship (or, to

a lesser extent, froops) in battle. your
popular support throwghout the secton
where the battle occurred poes down,
LPRISINGS: The longer an uprising
continues on a system Lhat vour side
controls, the more popular support you
loze on that system.

BLOCKADES: Popular support 15 affected
on systems that are under blockade. 1f
popular support on a blockaded system
favors the Alliance, then Alliance popular
support lor the Alliance increases as the
blockade continues, || popular support on
a blockaded svstem Lavors the Empire,
then popular support lor the Empire
will increase as the blockade continues
CIVILIAN DAMAGE IN BOMBARD-
MENTS: If vou damage civilian tacilities

Y
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n a bombardment {any manulacturing
or production facility), vou lose popular
support tor vour side. Civihan damage
can oceur even during a military bom-
bardment, due 1o *collateral” damage.

(This means that you hil a civilian
lacilivy by accident ]

% DEATH STAR: The presence ol a Dealh
Star in a sector makes it easier for the
Empire to maintain control ol syslems
in that sector. Using the Death Star o
destroy a planet decreases support
throughout the galaxy not just through-
out the secror.

< LOSING YOUR HEADOUARTERS:

Il you lase your headquanters because
it is capiured (Corusciant ) or destroyed
iRebel HOQ, vou immediately suller a
severe drop in popular suppaort in the
sector. I vou are playing the part of
the Alliance, moving vour headguarters
to another svstem will result in a small
drop m popular support at the system
in which it was origmally locared.

GARRISOMN
REQUIREMENTS

Trooper regiments stationed on a system
make up a garrison. U a system you control
does not strongly support vour side (lor
cxample, because vou took over the svstem
by force), that system might have gamison
requitemnents. (Garrison requirements are
stated in the Trooper Regiment tab of the
System Delenses window, A garrison
requiremnent of two means you need at least
teor Troopers on the system 10 Lt‘fi‘[‘] COTT0L.
Mol meeting garrison requirements condld

cause the sysiem Lo go into uprising




UPRISINGS

A System you control may g0 Into an uprising
if you dont have enough troops to meet the
garrison requirements. Systems i upnsings are
identfied by a llaming won a the lower vight
ol the system (Fig. 3.36)

— Llpuising con

i

AR LR

FIG, 3,36 SYSTEM I UPRISING

While a system s in uprising, manufac-
warng halrs, and some missions on that
system fail, Systems m upnsing experience
a sharp increase in garnison requirements,

If & system stays in uprising 1o long, you
may lose troops and facilines therz, and may
uliimacely lose complete control of the
system. [o quell an uprising, you either need
to send in more troops, or send one of your
characters on a Subdue Uprising mission to
the system.

NOTE: An uprising is an armed response
to your presence on the system. Your fioops
and characters are at rvisk of being
captured or killed

Conversely, you can try to stir things up
on an enemy system by sending a character
on an Incite Uprismg mission

INFORMATION SOLURCES
FOR FPOPULAR SUrFrFORT
The Sector window (g 3.3€1 15 your
main source of information on papular sup-
port. The amount of red and green on the
Lovalty gange underneath each sysiem

shows how strong your sapport 15, and how
susceptible a neutral system may be to
being won aver o your s.de,

1o get @ broader view of your support
acriss the galaxy, select Popular Support
from the Loyalty sub-menu of the Galacte
Information Display control menu. Larger
stars in this view indicale systems with
arong support for your side, regardless ol
who centrols those systems. You can also
select Uprisings Irom this menu 1o see sys-
Lems in uprisings

Characters, Special
Forces, and Missions
The characters in Star Wars Rebellion grve
the game much of its flavor, but they are also
critical o gameplay. Each character has spe
cial abilities and strengths that vou can use 1w
lurther vour strategy Specilically, characters
can have skills in diplomacy, esplonage, com-
hat, and leadership. This section talks about
characters and missions in detail. You'll also
see how characters can improve their abilities,
and how some characiers may he strong in
the lForce

BEGINNING CHARACTERS
As vou begin the pame, 1here are certain key
characters you start with, See the charts on
the next page for key characiers on each side.
Euach garne bepins a linle differently, with
the characiers at different locations, You also
have one extra character for a standard pame.
twir for a large game and lour for a huge
game. These characters are randomly selected
and placed. Addinonally, vou can recrunt
characters to vour side a< one ol your many
mission options, This 15 discussed in detail

UPRISINGS ; CHAPTER 3 91' 15}




later in this chapter, There are a total of 30

possible characters [or each side,

LUSF THE FORCE!?!

lhe Force is a great power in the galaxy
which some characters can harness 1o
increase their other abilities, Force-using
characters—il strong enough in the Force—
can also be used to detect enemy Force-
using characters on missions, and foil them.
if they are located in the same system.
Force-using characters can alse heal faster

than normal il they are strong enough in

the Porce

There are live levels ol Force users;
MNovice, Trainee, |edi Student, Jedi Knight,
and Jedi Master. Some characters may be
stronig m the Force yet be unaware of it Luke
skywalker has the ablity to discover Alliance
characters with the potential 10 wse the Porce,
while Darth Vader has the ahility 1o discover
Lnperial characters with the ability 10 use
the Force, Luke or Vader.can only discover
that a characier is @ potential Force user

CBEGINNING ALLIANCE CHARACTERS (At Vavin. Except Mon Mothma) -

Princess Lela

Luke Skywalker

Han Solo

Wedge Antilles

Chewbacca

Jan Dodonna

Strong diplomatic and leadership skills,

Strong combat skills; also skilled in espronage and
diplemacy. Luke Skywalker is a Force user whose
skills may increase as the game progresses.

Strong espionage, combat, and leadership skills,
Unfortunately, he siill has the pesky problem of

hii'i.-'i['lg d price an his head.

Goodl combat, espionage, and leadership skills. Wedge
Antilles also knows how to research new ship design.

Chewhacea 15 good at combat and espionage,

Jan Dadonna has a ranpe of skills including com-
bat, leadership, and diplomacy

As president of-the Alliance, Mon Mothma has

Mon Mothma

LR
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exceptional leadership and diplomatic skills. She 1s
located ar Alliance headquarters, which is on a dif-
ferent systern in an outlying sector every game.




when they are on the same syslem or ship
as the potential Foree user. When that hap

pens, Luke Skywalker or Darth Vader will
sendd you a messapge like Fig. 3.37

While Darth Vader can discover potential
Imperial Force users right away m the game,
Luke Skywalker is nol sirong encugh in the

Force at the start of the game (o discover

potential Alhance Force-using characiers. Also,
Luke gains the ability to discover potential
(=} 7

Force users hefore he 15 strong erough in the FIG, 3.37 FORCE-USING CHARACTERS CAN
Force 1o rrain them on a Jedi Training mission. DETECT THE FORCE IN OTHERS

BEGINNING EMPIRE: CHARACTERS

H Emperor Palpatine

Plett

Veers
Darth Vader
Jerjerrod

Ozzel

MNeeda

Exceptionally strong leadership and combal
skills, as well as diplomatic skils. Strong in

the Force, the Emperor always begins the game
at Coruscant,

Good combat and leadership skills; sirong
diplomaric skills.

Good combar and leadership skills. Veers can
perform troop Research and Development mis-
si0ns.

Strong leadership, diplematic, espionage and
combat skills. Darth Vader is very strong in
the Force.

Sireng leadership and good diplomatic skills

Strong leadership, combar, and espionage skills.

Strong leadership, combat, and espionage skills.

USE THE FORLCE! @ CHAPPIEH 3
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Learning a character is Force-aware alves
that character a Force rating of Novice and

immediately increases the chatacters leader-
ship, combat, and espionage abilities. You can
increase these abilities turther by training
the character n the Force. To do this, you
send the character with Luke Skvwalker or
[arth Vader on a Jedi Training mission. This
is covered in detail Later under Missions.

Luke Skywalker abaays begins the game
as a Trainee. AL some point in the game; be
will go ol alone 1o Dagobah, wo be trained by
Yoda, 1F his training is success ul, he'll have
a higher Force ranking when he returns,
{The only way his training would be unsuc-
cessful 1510 he is interrupted because Han is
captured by the bounty hunters and brought
to |abbas palace )

TRAITORS
Like planetary svstems, characters have a
lovaley rating that depends in par on B
strony your support is throughou the galasy,
Unfortunately, you cannol examing a chara
ters lovaley directhy Characlers strong in the
Force can also ferret out traitors in 4 parly
Keyv characters have strong loyalty that
won'| wiver. Some secondary characters, on
the other hand, may become raitorous. [
vou send  trailor ona mission, he or she
may betray the mission, Charsoier loyalties
are attected hy the progress of the game, so
they will improve as you have victories. The
chanee that a character will betray a mission
(act trattorous? can be allected by the
destruction of the Rebel HO; the Bmpire
gaining or losing contrel of Coruscant; and
getring ships, Hghters, or troops destroved
in batles, assaulis, and hbombeardments.

CHAPILIL 3 ¢ TRAITORS

Il a character in vour mission 15 discovered
1o be a traitor, often the best thing o do is
retire thal character via his or her right-click
pop-up menu, |loweser, il may hzip[tuf.'n 1hal
nost of your characters will become traitorous
at the same time, because yvou are losing
Whar then? You probably don't want to retire
all vour characters. You mught just let them
sit tight and hope for an improvement n
Lhe game, so that traiterous characters
become less so and you can use them again.
NOTE: Characters in command voles will no
betrav vou, even if they have a low loyvalty.

THE MILLENNILIAT
FAILCON EFFECT

I Han 5olo is traveling by himsell, or with
other characters (no Special 'orces), and
they are not traveling cn a ship, they are
assumed to be traveling on the Millernium
Fulcon and travehng twice as last as they
nortally seould.

THE “SEAT OF
FPOWER™ EFFECT

L the Tmperer 15 on Coruscant (ot on a
Heel ar Coruscant? and is not captured and
Coruscant is under Prpire control, then all
[mipenal characters in _he galaxy geta lead
ership honus.

LUKE AND LEIA™S

SPrECiAL HERITAGE AND
THE FINAL BATTLE

[f Luke Skywalker has an encounter with
Darth Vader, he'll make a disturbing discov-
ety about his and Lewas hernitage. 1 he 15 not
captured m the encounter, he will be badly
injured to reflecr the fect that he has been
derply allected by his encounter and thus




can't be used on missions, or as a command
character, for a long time.

|.eia always has Force potential bur this
can'l be discovered until she learns ahout
het heritage from Luke. {She is unlike other
potential Force-using characters thal can be
discovered.?

Both Luke amd | .eia have an Evasion
Force bonus. 1 Luke or Leia evades capture,
they get a slight increase in their Force
ahilities. Leia must be Force-aware to get
this increase. Luke and Leia also have an
Encounter Force honus. [ Luke or Leia
encounter Darth Vader or the Emperor, and
are not caplired, they get a more substantial
merease in Lheir Force abilities: Leia must be
Force-aware lor this 1o happen to her.

Lukes learning his heritage sets the mach-
inations for the “Final Battle” in motion.

Il Luke knows his heritage, and has a high
enough Force value, and is captured. and
both Darth Vader and the Emperor are
uncaptured, and not en route or on a mission,
Darth Wader will stant trving o abduct Tuke
and bring him hefore the Emperor. Il he
succeeds, the Final Battle oceurs. I Luke
loses, he rernains capiured with the Emperor,
Il Luke wins, he gels [ree, capures the
Emperor and Vader, and escapes 1o a friend-
ly system or fleet with them, luke is much
more likely to succeed n the Final Batile if
he has a high Foree value,

IMPROVING YOUR
CHARACTER'S ABILITIES
Characters come into play with certain attri-
wates. A character may have an esplonage
rating of 64, for example. You can mcrease
these ratings over time by giving the character

IMPROVIMNG YOUR CHARACTER'S ABILITIER ¢ CHAPTLE 3

gxperience m the attribute vou want Lo
enhance, [T the character suceeeds at the
mission, Lhose attributes used by the
mission may be enhanced. At the end of a
successtul Esplonage mission, for example.
a characters espionage rating will be higher
il that character was the ong who made the
mission suceeed. This will in turm improve
the: characters performance in his or her
nexl Fspionage mission, I;_'ﬁnly one characler
can cause a particular mission to succeed, 1
a Speclorce caused the mission to succeed,
then no member of the nission gets an
increase in their abilities.

NOTE: Force-aware characters mey
experience a small growth in their Force
abilities after a successful mission, but
usually not enough to advance them to the
next Force level.

COMMAND RANKS

You can pul # character with a command
rank in charge of all of the regiments on a
fleet or system, all ol the ships in a fleet, or
all tighter squadrons assigned 1o a fleet or
systemn. Characters with command ranks can
improve vour success in battle during racrical
maode. Possible command ranks are Admiral,
General, or Commander.

+ ADMIRALS enhance the reaction time ol
ships in their [leet in the tacdeal game. 1
several fleets ure used m one battle, the hest
admiral of those assigned is used. Admirals
magnify the ellects of ships on hombardment.
improve the maneuverihility of capital
ships, and help block enermy mission.

4+ (GENERALS enhance the sirengths of
trooper regiments tor assault (o a fleet) or
while defense (on a system). They also magnily

95
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the eftect of delensive batteries, Generals have
no added effect in tactical battles.

+ COMMANDERS enhance the effeciiveness
and maneuverability of lightezs in the Lacti-
cal game, You can also assign a commander
to system defense fighters,

All command ranks greatly enhance the
ability of their associated unils to detect
enemy missions, I an enemy mission is
detected, then the command ranks also
enhance the ability of their associated units
te capture or kill members of the enemy
mission. The strengrh of this saecial ability
depends on the characiers espionage rating.
The strength of the ahility to caprure or kill
memiers of enemy missions, cnce the mis-
sion is detected, depends on the character’s
combat rating, In hoth of these cases, the
higher the rating is, the beter

Assign a general or
commander to any system
that you want to defend,

WHEN BAD THINGS
HAPPEN TO GOOD
CHARACTERS. ..

Characters can be captured by the enemy,
injured, or even assassinated (if vou are play-

ing the Alliance}, & characters icon reflects
the status of that character (see chart). A
character that is assassinzled is, well, dead.
A character may be injured if the ship on
which he is located is slovn up (as a result
of a battle, bombardment, or sahotage): if the
system on which he is Iocared is blown up
by a Death Star; in an encounter between
two Loree-using characters; while evading
caplure or being captuned: or as a resull of an
Assassination altempt. An injured characier
cannot go on missions and is particularly
vulnerable 1o being captured. There is always
a chance thay when a character is injured
that he may be killed. |[ he is not killed. he
will be healed if he rests on a system or fleet
thar you contrel. Captured characters do not
heal while they are caprired,

A character may be zaptured in several
ways: directly via an abduction mission; by
being derected by a failer while the character
IS 00 an enemy system; when a system the
character is on is taken over by the enemy,
and, when the character tries o escape a
syscem Lhat is under enzmy blockade.

Il vou have caplured an enemy character
and want to transport Fim or her, you can
o 50 as long as one character or Speclorce
unit acts as “jailer” and stavs with the char-
acter during transpor,

L&
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e =t = y W

Ready on a In transit
system or fleet between systems

T

Injured

Captured

-
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Il a character is captured, help may he an
the wiy You can send remaming characters
and Special Forees om a Rescue mission. You
can also try to rescue a character by taking
over the system where he is being held cap-
tive. Blowing up a ship rhat holds & captured
character may result in the character being
set adnft, and sometimes recovered, but this
can alse result in the character being killed.
NOTE: Han Solo may at some point be
captured by bownty hunters, If this happens,
Luke Skywalker, Leia Ovgana, arnd Chew-
bacea will automatically try to rescue him.

SPECIAL FORCES

Another way to acquire personnel who can

rlt'rlnrm missions for you is to bu ld Special
orces at traimng facilities. Special Porces

-_a.L.a. SpecForces) are designed lor specilic

missions, such as Espionage and Reconnais-

= ‘m\m

FIG. 3.38 BUILD SFPECIAL FORCES ON A
SYSTEA WITH A TREAINING FACILITY,
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sance. They lack the breadth of skills that
characters have, and, unlize characters, they
don’t improve their skills [ 1hey succeed on
missions. However, they are simple to build
and make useful additions to mission teams.
To build a Special Porces team, find an idle
traming facility, right-click on it and selec
Build (see g, 3381

The Special Forees are mtermixed with
the 1reops in the drop-dewn menu. Do not
conluse Lhe two, however. Troops are specil-
ically I'c;lr establishing garrisons, delending
planets from ground assaull and conducting
planetary assaults 1o take over systems. Troops
never go on missions, Likewise, Special
Ferces do nat count loward the garrison
requiremenits of g systern.

There is another way to build Special
Forces, Right-click on your agent and select
Build Troops from its menu (Fig, 3,390,

Buiid E:h.'p.'_:.:

Bujld-Fac 1[=t|f;-:
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Manage Garnsans

Manage Production

FIEG. 3,32 YOU CAM LISE YOLIR ACENT
T IS5LUE A BUILD ORDER.




When the cursor changes Lo largeting cross FINDING CHARACTERS
hairs, select a destnation system. 1l there is AND SFECIAL FORCES

an idle training facility available, the Build There are two ways 1o locate your characters
Selection menu comes up. Selzct the Special and Special Forces, co lectively known as
Forces unit te build, and your agent will your personnel, The first 15 the Personnel
instruct the nearest available training facility Finder. The second is ~he trusty Galactic

lo build the unit. Information Display:

NOYTE: You cannot locate Luke when he is
at Dagobah, or Han Solo, Luke, Leia, or
Chewhacca if they are at Jabbas palace.

Relow are the Special Forces in Star
Wars Rebellion, and the missions you can
senel therm on.

- AFEILIATION: S SPECIAL FORGE - MISSIONTYPE oo
Longprobe Y-wing Reconnaissance
Recon ream

/ ﬁ-g Alllance

W

Bothan Spies Espionage

Cruertillas ez Uprising
Subdue Uprising

Infiltrators Abduction
Sahcrage
Death Star Sabotage
Rescue

lmperial Probe Diroid Revennaissance

Imperial Espionage Droid — Espionage

Imperial Conimandos Sabctage
; . Sithdue Uprising
Encite Uprising
Noghri Death Abdaction
Commanclos Assassination
Rescue
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The Personnel Finder

Use the Personnel Finder (see Figs. 3.40
and 3.41) to track down a specific character or
Special Force (SpecForce) unit. The Personnel

beneath

Finder contral iz one of the butions

Mersonnel Finder (Imperial plavers view] —\

the Galactic Information Display. You can
enter the name of the character to locaie
him, or scroll dewn the list and select a
character. Tabs let vou search through a lisy
of Alliance e rsanmel or [mperial personnel

FIG. 3.40 IMPERIAL PERSOMMEL FINDER

Personnel Finder [Alliance playver’s view)

FIG. 3.41 ALLIANCE PERSOMMEL FIMDER

— Enter a characrer name 1o g0
/ directly to thar character in the list.

Fergnnnel fimh!--

Tab lists only Imperial
personnel.

Tab lists only Alliance
persomnel.

Select a character —
by clicking on bis o4
b riaume.

FIG, 3.4 FERSOMMEL FINDER WINDOW FOR CHARACTLES

THE PERSOMMEL FINDER ¢ CHAPTER 4

Close Personnegl
Finder windowe.

Display: Close
window and cpen
Systern window for
selected characrer.
Characters: Switch
to Character Finder
ECMOe.
Specforces: Switch

o Speclal Forces
Fincler screen.
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(see Fig. 342}, To open up the Planetary win-
dow for the selected character, click on the
Display button, or double-clic< on the char-
HClers name.

Click on the SpecForces button o search
for Special Forees. This screen {see Fig, 3.43)
shows all your special Forces, and where
they are located. Again, use the Dsplay but
ton to o Lo that system. To leerm more
about a character whose name you see in
the Personnel Finder, double-click on the
character’s name or press the Display
butten to bring up the System Window—
system defenses, Mlect or mission—in which
the character appears. If you have no inlor-
mation ahouat an opposing characters
location, no System window appears,

Click on the Close hutien if you don't
want to bring up a window lor specific per-
soriel.

Finding Characters with the Galactic
Information Display
You can use the main Galactic Inlormarion

Puorsipnarel

Lmrul

Grld showes the number
of each SpecForce on
cach system. Double-

click on a line or a
system name o 9o o
thar syslern,

Display 1o see how your personnel are
distributed across the galaxy. Select Personnel
[ram the Galactic Inlormation Display menu
andd select either Active Personnel. to see
the locations of vour personnel who are on
missions or in command, or Idle Personnel,

tn see the locations of personnel who are
available lor assignments.
Examining Personnel
There are two main sources of mlormation
ahout a character: the Galactic Encyclope
diz, and the Status windess: To examine a
character, vou lirst need to hrimg up the
Sysiem Defenses windew [or the system
where Lhe character is located
Double-click on the Defenses
icon for 2 system, located
on the lower left side of the
syslem in the Sector window
(Fig, 343

Right-click on a characters icon to bring
up the menu tor that character. Select
Encyclopedia to go directly 1o the entry lor

Enter a syatem name to scroll 1o
/ that system

- Close Personne
Finder window.

FG. 3.44

— Display

—— Characters:

Clicle here to go back
to the Character
Finder screen,

FIG. 3.43 PERSOMMEL FINDER WINDOW FOR SPECIAL FORCES

FINDING CHARACTERS WITH THE GID




A

that characier, The Encyclopedia gives vou
general inlormation and background about
a character. The Starus box, however, gives
more up-to-the-minue and precise inlorma-
tion, Right-chick on 4 character to hring up
the menu (Fig. 345, and click on Status.

/ Restore Sector window

Personne
terly

Move ; y— Right-click
o bring up
this menu.

Confirmed Move ;

Miscion
Command
Encyclapedia
Status

FIG. 3,45 SYSTEMW DEFENSES WINDOW

I'he Character Status Window (Fig, 3 46
shows information about the characier tha
might change over the course of the game.

Characier Status

Luke Skywalker

Y L

L)

FIG. 3,46 STATLIS WINDOW FOR LLKE

Below is the information about each charae-
ter this screen shows:
# NAME: Characrers name.

+ COMMANDING: Character’s current
command rank, Many characlers have the
potential for command, but you must expli
citly assign the rank for il 10 be in effect,

# ATTACHEL: This is the characters loca-
tion, o, 1l en toute, his destination,
STATUS: Tells whether character s awail-
g orders, on a mission, in transit, el

4 FORCE RANKING: shows how well-
studied the character is in the Force,

il a1 all

<+ DIPLOMACY RATING, ESPIONAGE
RATING, COMBAT RATING, LEADER-
SHIP RATING: These ratings indicate
how likely a character will be to succeed
at various mission rypes, Ratings range
fraom O (Chewhacea, [or example, has
practically no chance at success on a
Diplomatic mission) 1o 130 or even
higher for very advanced characters
Chnly very key characters begin the game
with the highest ratings.

+ R&D CAPABILITIES:

» Ship Design «Troop Training

* Facility Design

Cne ol the mission 1ypes is to promote
research and development (RE&D), There
are three areas of Ré&D in the gume: Ship
esign, Troop Training, and Facility Design.
I'his section ol the status screen shaws
which of these opics, if any, the characrer
has expertise in. If a characler has a Yes
for Troop Training, for example, vou
could send him or her on a mission o
promole research in thal area. Derails
on RérD are later in this chapter

EXAMINING TERSONNEL ¢ cHAPTER 3 10T
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4 POSSIBLE COMMAND RANKS:
» Admiral » General » Commander
The status hox mdicates (be character’s
potential command rank, To actually put
the character in command, right-click on
the character, select Command and then
the desired Rank sub-mera option.

MISSIONMNS

Star Wars Rebellion has many different
tvpes ol missions on which you can send
vour characters. You can send single charac-
ters or Speclorce units on mizsions, or you
can pul Logether a mission teamn. Teams can
consist ol 4 combination of characiers and
SpecForees, To assign a team o 4 mission,
select each member of the team (hold down
1he CTRL key while clicking) and then fol-
lixw 1the commands described below All
team members must be on the same system
or leel 1o begin a mission together.

The general procedure Lo initiate 4
mission is to right-click on a character ot
team and select Mission. When you do this,
the cursor changes to the cross hair, then
select atarget lor the nussion. The mission
larger can be a system, tacility, chatacters,
specPoree, fighter squadron, or trooper reg-
iment, depending on the 1ype of mission.
NOTL: You can only send your characters
into enemy-controlled systems on specific
missions. If you click on an invalid destina-
tion, C-3P0 or IMP-22 indicates the error
and the cursor returns to normal,

When vou select a vald target for a mis-
sion. the Create Mission window comes up,
NOTE: This dialog box only shows the
missions available for that character or
Spectorce for that targel, For example,

102 CHAPTER 3¢ MISSIONS

The destination for some
missions is the system the
characters are currently on.
Howewver, if there are many
other characters filling up
the Personnel tab of the
System Defense window,
and you find it difficult to
click an a blank space in
the window, click on the
window’s title bar, or click
on the system’s icon in that
system’s Sector window.

if Bothan spies are selecied, Diplomacy,
Sabotage, ete. will not be available; only
Ispionage will be a mission option since
that’s the only mission Bothan spies are
able to perforot

The Create Mission window has two tabs
(Fig. 3.47}. The upper leftmost tab sets the
mission type. Click on the arrow below the
hox displaving the currently selected mission,
This brings down the drop-down list of avail-
able missions.

Select the mission vou wanl ¥our agent
to perform and click on the checkbox. Click
on the X box 1o cance. the mission
Decoys
You can assign decovs to missions o draw
attention away (rom the personnel per-
forming the “real” mission. A decoy must
be qualified 1o perlorm the real mission.
{(For example, Bothan spies cannot perform
sahotage, so they cannol be decoys on
Sabotage misstons. However, they can

perlorm espionage, so they can be decoys




Maln Create Mission tab
sers the mission fype.

Displays rarger
af rmission

INsIricts agent to carry
out this mission.

Encyclopedia cntry ———
for mission

Brings up tab ro assign
agents and decoys.

- Clese button

Mission rype

— Click here to drop down
rnisslon list.

Cancels misslon assignment.

FIC, 347 CREATE MISSION WINDOW

on Lsplonage missions.} Decoys are also
members of vour mission team. o assign
decays, click on the Decoy tab 10 bring iup
lhe screen shown in Fig, 3.48. Decoys must
be selecied before vou click on the check-
box to execute the order,

Mo matter what the mission type, a decoys
success in diverting attention fron the agents
depends an the decoy’s esplonage raling.
NOTE: Serving as a decoy on a successful
mission does not enhance a character’s
abilities.

Detectors

Belore a mission can have a chance at suc-
cess, team members must sneak past enermy
defenses. Any unit defending & svstem

tighters, Lroops. and capital ships—has 4

chance at detecting a mission team. In this
context, such units are called detectors or
foilers, Adding decovs 1o vour mission team
helps vour chances of gelting past these
detectors.

A5 s00n 4s a non-decoy team member is
detected . the mussion is foiled and immedi-
ately fails, Members of a fled mission team
may cither he killed, captured, or returned
Lo hase, Mote that il a decoy is detecied, the
mission s not autemarically loiled.

Generally 10 makes sense 1o keep vour
team size small; its easier for two people 1o
ship past a guard unit than eight. On the
other hand, il your mission 15 net detected
by foilers. each tearn member increases he
chance that the mission will suceeed, so von

DETECTORS / ClHAPTFR 3




Select Mission tab

Thiese characters are
agents; they will parform
the acrual mission.

Click on arrow to mowe
selected agents to
[recony codumin.

!

FIG: 3.48 CREATE MISSION WINDOW DECOY TAR

have to balance these twoe lactors when
deciding how many team members o assign.
Informants

Oceasionally you will Teceive intelligence
informatton from informants on enemy sys
temns. his lets vou know about what’s hap
pening on a system, almest as it vou had sent
an Espionage mission there. The difference
is that often inlormants will provide incom-
plete mformation sbout a system. If you are
lucky, however, sometimes vou will pet as
much information as an Espicnage mission
wodld provide. Informants are more common
in syslermns that are ina state ol uprising,
Misslon Types

{n the next page is a list of the missions
available Lo vou, the valid mission targets,
and the situations in which you can carry
them out.

m‘:‘:';lﬂtl CHAFTLR 1 ¢ INFORMANTS

Decoy tab

- This characrer and Special
Force unit are decons.

Cllck <n this arres ©o
miove selected decoys to
Agzent columin

Tf the conditions required e star a mis-
sion are lost while the mission is underway,
the mission will end. For example, Diplomacy
missions can only be sent to a neutral or
[riendly system that 15 not inan uprising,
state, 1 the Diplomacy mmission is underaay: and
the svstem should [all under enemy control
or go inte uprising, the mission will end.
Research and Development (R& D)
These missions are extremely desirable, 17
successful, they can lead 10 improved design
ol conatruction vards, tor example, which
let vou build facilities in less time. Research
ing improved ship design helps strengthen
vour [leets. Researching troops lets you train
new Lypes ol regiments wath better skills.

Each lacility vou control contributes
shehtly to research in s own area, so R&D
|'|,;|_i':l'|,',ll;'_']'|,f-',. s '.,|_'|EL ;-_".E’!"'I"II;" I_'.If": :-;ur'i‘.&'—‘::f‘ﬁ, WY ||- 1:.-'-l.-.l'l_'l.




do nothing. However, results are much faster  a new technology, the message droid will
if vou send one of vour characrers on an R&D  inform you and the new lacility {or troop or
mission. When an R&D mission results in ship) will be immediately accessible.

ATTRIBUTE
MISSION TARGET DESCRIPTION USED

-{.'mﬁha!

Enemy characier on - Your Lhﬂta:{:tfr'\ capture a spe:

a system or [leet: cific target enemy character,

Character cannot be T win the pame if you are

in hyperspace or plaving the Fmpire, yOu st

captured. capture Mon Muothma aric
Luke Skywailker. If vou are the
Alliance, you niust captire -
Darth Vader and Emiperor
Palpating. MNote that characters
can also be captured if a mis:
sion Lhey are on is failed or if
they iry to flee a blockaded
svstem. {This mission cap alss
he u:iE_d {63 'ciupmr'e-nhn'--x-'ti:'ml}'.
unndﬁ.n‘an'L'l'inr_a'::Lér.q.) :

Assassination Enemy character on Goal is to injure or kill a target  Combal
; a systemmn or |leet. Alliance character. Only the
Characier cannot be  Empire may perform this
i hyperspace. or be  miission. (You carmat kill
captured. prinary characters such as Luke
."‘l\}‘-"-;l.”:u_l, but injuring them
makes them easier to capiure,

A Death Starwith o Ol the Alliance may Combar and
knigwn location. “Fhe - perform this mission.. lis sie- Espionage
Death Star cinnot be - ceéss ends in the destriction ol

in hyperspacs and the Beath Star

muist be buill

MISSION TTPES ¢ CHAPTLE 4 ](}Sm



DESCRIPTI

Neutral systeny, or - Increases popular support for - Diplomacy
‘one allied with your - your side: For neutral systems,
‘side, that 1s ot m an: - this may (ormay nor) result in zhe '

uprising sfaze. . SySENY coming over o your side: : 1

Any explored system,  Gathers information about a Eapionage b
evslem. |l a mission w an enermy
or neutral svstem is successlal,
the information you see lrom the
Manufacturing and Production
and System Defense windows
for that system is accurate. This
“snapshot™ of the system can '
change. Perform a mission on -
a systemn you control, and it ‘
helps detects enemy missions
to that system and enemy per-
sonnel on blockading fleets.

Facility Design  Fricndly system that - Contributes to Research and Must Have
Research has a constmiction Development for new factline Facility
vard. desigh, Design- ’
Research
abiliny: -
Enemy-controlled Incies/urthers an uprising onan  Leadership |
SYSLETIL. enemy-controlled system. Can

cause a decrease in enentys popu-
lar support. Increases likehhood
of enemy trooper regiments
and facilities being destroyed
during uprising, Increases

likelthood ol injury lor enemy '
characters on system; increases !
likelihood of anyv iriendly

captured characters escape. r

pu=t
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TR

Friendly system with
Force-aware characters
andl Luke or Vader

Jedi Training

Reconnaissance Any sysiem not
under your control
(ran be explored or
unexplored]

Any [riendly systam.
Success of this mis-
sion depends in pan
on how strongly the
SYSLETN SUPPOTLS YOUr
side.

This 15 a teaching mission. Send

Luke Skywalker or Darth Vader
along with one or more Force-
aware characters to mcrease the
Foree o the smdents: If the
systerri where Lrainitig is taking
place sullers a bomhardment
or an assanlt, the Jedi Training
Wission will fail and be abored.

Explores a system and reports
on tacilities, military units,
resources, popular support, and
the side that controls the system.
All information about the sys-
tem is reported, excepr for the
characters and Speclorces pre-
sent. Information displayed by
the Manufacturing window is
not tevealed by Reconnaissance
missions. This is the only mission
thar can go to an unexplored sys-
tern. Only Longprobe Y-wing
Recon Teams and Tmperial probe
droids may perform this mis-
sion, The same information is
revealed, irespective ol popu-
lated stawas of svstem.

Oy a major character can petr-
form: this mission. A successiul
mission results in & new minor
character being added to vour
side, You gan: recruit multiple
characlers on a single system
by repeating this mission.

ED.

TheForce

NAA

Leadership

st
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DA

TARGET - DESCRIFTION ATTRIBUTE
_ . . SED
Captured character on -~ Resvues a character from an Combat
an enemy fleet or sys-  opponent.
tem, Character can-
not be in hyperspace.

Enemy lacility, capital  Destrovs an enemy facility, capital  Combat and '
ship, tighter squad- ship. fighter squadron, troop reg- Espionage -
ror, trooper regiment,  iment, or SpecForce. Anything |
or SpecForce. Lnil that can be built in the game with _
cannot be in hvper-  a manufaciuring facility can be

space and must be sabolaged, as long as it is com-

completed. pleted and not in hyperspace.

You target a Death Star with this
mission; you must use a Death

Star &11‘:-:.\1;13-:3 mission. Homvewer, '
the Empire can sabotage the |
Alliance headquarters.

Ship Design Friendly system with  Contributes to Research and Must have
Research a shipyard. Pevelopment for new ship Ship Design
desipgn: Resparch
ahility
Subdue Friendly system in It this mission succeeds, it Leadership
Uprising state of uprising. restlts in suppressing an

uprising, increasing popular
support for that system.

Troop Training Friendly system with  Contribules to Research and Must have
Research troop training facilicy:  Development lor new troep Troop Train-
types, ing Research
ahility,

R
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CHECKING ONMN

MISSION STATLUS
Onee vou send 2 character on a mission, | he

mission icon appears next 1o the system ol
the targel mission (Fig, 3.449)

G 3.49

- Alllance or Imperial icon
to the kower right of a
planet indicaces a mission
Is in prodress there.

You can check on a mission by double-
clicking on this icon, which brings up the

Mission wincow (Fig

MNOTE: Anv Lime vou sene

P

[ o character from

onie system (o another, there is a period of
time when the character is in hyperspuce.
This time is relatively short if the charactes
is traveling within a sector, longer for jour-
neys between sectors. You can tell Leia is

in hyperspace in Fig. 3.51 because of the

Mame of Misslon: There
midy b more than one
mission on a glven
systern. [l that's the case.
you'll be able to see other
Misslon cons In this col
umn, Click cn this con to
biing up the mission -spe-
cific infermation o che
right siche of the scroen.

FiG. 3.51

starfield surrounding her picture. You can-
not give orders to umits in hyperspace; you

peesd watl until they reach theiv desdination,

Right-click on
the Mission icon
1o bring up 1he
Mission menu
(Fig. 3.50). This
mMenu s you
check on the sta-

(s ol a mission,

FIG. 3.50

QT 2IVE the order o abort or cononue the
mission (f the 1eam s not m hyperspace |

You may wish to abort a

milssion it the mission
personnel are urgently
needed elsewhere.

... Bpfassh

B i e

)
- LY
- i

el Orgatin

MISSION WINDOW

CHECKING ON MISSION STATUS ¢ cliarrii 3 |G -'_

Taiget of mission

Check on status of agent
P ol g MmissIon,

- Check on status of

decoys, if any.

= Starfield background

indicates character s i
hyperspace




Reporting

When a character completes a mission, he or

shie reports in to vou. C-310 wall report, for

example, “One of our agents 1s reporting in,”

or, “There isa message from Master Luke.”
The charscter reports the success or failure
af a mission, 1| a mission succeeds, i1 means
the objective was melt. |l the mission is
“fonled,” 1t means the team members were
detected and were unable to attempt the
mission. If the mission “faile,” it means the
team gat through but sill couldnt meet the
missions nbjective. Personnel on a loiled
mission are sometimes capared. wounded.
or killed.

NOTE: Even if a foiled or failed mission
MESRAge FEPOres that Aagents laven't
refuwrned, i could turn owt that the dr‘ﬂ‘.ﬂ_}-‘.‘-’.
have made it back safely.

For Diplomatic, ncite Uprising, Subdue
Uprismg, and Research and Development
rissions, the character wall furthermore ask
whether you wani the mission to conunue.
For example, Princess Leia may report thar
her diplomacy has increased popular
supporl, bul ot enough o sway I he YL
o the Alliance (Fig. 3.52).

At that point click on the checkbox Lo
contimue the mission or the X burcten to
ahort, Missions are not always successtul the
lirst time, but perseverance frequently pavs
all, Characters will try 1o comtinue until the
mission is 100 percent suceesshul, For
Diplomacy, this is until the system suppors
your side completely, For RED, this is umil
all pessible discoveries have been muade, For
[ncite Upnsing. this is until the svsiem has
changed control. For Subdue Uprising, this
= until the uprising has ended.

b
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FIC. 3.52 CHARACTERS OM DIPLOMATIC AND RED
PAISSIONS ASK WHETHER T COMTINLIE.

NOTE: iIf you don't vead and respond to a
message in a timely fashion, the character
automatically continues the mission until

it can no longer be continued (for example,
a systemt becomes 100 percent loyal to
your side).

Returning to Base

Each character is attached to a specific

base system. The location of this system 15
important because 1t 15 where the character
returns if the system where the mission
takes place is not Irendly 1o vour side when
Lhe mission ends, (0 the svstem where the
mission lakes place is Iriendly 1o vour side al
the conclusion of the mission, the members
of the misston will remain on the gystem.}
To change a character’s hase, move the char-
acrer there with the Move command {nght-
click on the character}. Another way to
rnove a character 15 o chick on Confirmed
Move. This brings up a window that tells
vou the transit time Lin days) il will take fon
Lhe characler 1o reach his destination. To
conlirm the move, click the checkmark, To
cancel, click the X button. Alternately, you




can move a character by simply draggmg his
icon onto a destination system or [leet.

If you change the base of
important characters such as
Luke and Mon Mothma, be
sure that the new base sys-
tem is well-defended, since
the Empire will licely try to
abduct those characters.

A character may also be sent on a mission
[rom a ship. T this case, the ship is considered
to be the characrers base. The character will
attempl 1o return to the ship at the close of
his mission, unless the ship is in hyperspace.
In this case, the character will atempt to
return to a triendly svstem nearest o where
the mission concluded.

To save time spent traveling
through hyperspace, station
characters at a base in a
sector where they are likely
to perform their missions.,
For example, station Princess
Leia on an Alliance systermn
in a sector with multiple
nedtral systems, then send
her on diplomacy missions
to each neutral system in
turn. This will save traveling
time between missions,

Troops and Fleets:
Offense

In Star Wars Rebellion, a llect is an organi-
zation of capital ships and the lighter
squadrons, troops, and Dersormel on board.
A lleel musl contain a minimum of one cap-
ital ship. A capital ship s a large ship, usu-
ally with some degree 0 weapons systems.
A capital ship can Irequently carry lighter
squadrons (smaller ships designed for combar}
and/or troops. Fighter squadrons and treops
can only be part of a fle=t that hus a capital
ship with space tor them. The Encvclopedia
entry for each capital ship tells its carrying
capacily, Fleets travel together and can
delend a system, attack a system. or engage
an opponents [leel in space. Fleets can also
be used 1o transport trocps, Pleets can carry
any number of charactes and Specl orces,

tem, that system will have a Fleet icon in the
upper right cormer (Fig. 3.53). Double-click
an the icon to bring up the Fleet window

b — Double-click an Flect icon
o bring up Fleet window,

FIfe 3.53

The Fleet window is shown in Fig. 354
on the {ollowing page. The Fleel window has
two columns. The lefumost column shows
the individual fleets, or can be expanded Lo
show the ships in the fleets. The right column
shows the details of the selected Heet or ship.
In Fig. 3.54, nete that vou can have more
Lhan one fleet orbiting a given svstem.

To bring up the nghomost columm., which
shows more details, single-click on a fleet.

TEOOPS AND FLEETS: OFFENSE ¢ CHAPILR 5 ] 'IEE:'




Fleet name —

Bluc engine
Zlonw indicates
fleer is in
hyperapace,

Indicates leat —
has at least
one fighter.

Imcficates Neet
has at lcast
one troop.

[nclicares fAeer
hwas ac leasr
o |'.1I'_'r‘_‘-il'_?llllt|
unit assigned
tao it.

FIG. 3.54 FLEET WINDHOW

The windinw changes as shown in Fig. 3.33.

The right side of the Fleer window gives
details aboul et contens,

The rightmost column contains lour 1abs,
{Ume shows the capital ships in the lleel, one
shows the fighter squadroens, one shows the
traops and one shows the personnel. For
example. Tmperial Fleet 5 has two capital
ships: a4 Victory Destroyer and & Carrack
light cruiser

You can right-click on a Ship
icon and select Encyclopedia
to learn meore about it.

The contents of the other three tabs
for this fleet are shown in Fig. .55 In the
gxample screenshors, the right column tabs
show the contenis [or the entire fleet. To
anaheze a fleet in greater detail, douhle-click
on the fleet graphic on the lell 10 display the

";.::Ilz CHAPTER 3 ¢ TROMIPS ANMD FLEETS: OFFEMNSE

e

Fleet contains one
fighter. but has room
foar pwe,

This area shows the
actual Aghters that

are attached oo the
et

Fleer comtalns ane
reaiment, but has
rocem for two,

Shows troops
dattached to the
Aeet.

Shows personnel
assigned to the flect
Don't farger o righe-
click on the character
aivd select a rank
from the Command
sub-micnu iF you
want the character

tor b Iy comimand

Flis, 3.55 TARS FORTHE FLEET WINDCHW CONTENTS




ships m that Tleet on the lelt column. Now
you can single-click ona s
tents displayed on the right, a
below in Fig, 3.56

1 . "
1p 10 see ils con-

< show

BUILDING SHIPS

ital ship or fighter, find a sys

Lern with an nr.ul.ﬂ shipward. Right-click on
the Ship Construction areq of 1the system’s

i | Il
:"'." I 5 L

Double-click on a feet 1o ——
“open | up" and see irs
capital ships below,

Click on a S e — ——
capital ship to examine
it In detall.

— This shows thar both of
thie spaces for fighters in
this Heer are on the
Victory Destroyer.

FIC, 3.50 THL FLEET WINDOMW LETS YOU
EXAMIME SHIPS IN DETAN

Manufacturin i Pro {ion window
(Fig. 3.57). Se Im! Hullu:l In-m the menu.

Another way o issue Build commands 1«
vour shipvards is 1o right-click on your agent
and chick on Build Ships. T
to rargeting cross hairs. Click on a destination
systemi. (The ship wall be ploved to a fleet
n orbit ab
command brings up the Build Selection win
dow for ships (Fig,
existing lleet us the |

e CLITSOT | ."Ii.i.lill_'_l..-'.-

out that system.) Either Build
3,981 You can select an
rEeel [ |'II"I “.I"' d TIE
th]" This 15 laster than buildir 2110 A5y
tem and then moving it alter 1 is constructe
Select the shap (o build Trome the drop
down list. As soon as you give the order 1o
build a new

apital ship, a new fleet is

Righe
chich here
o bring
U e

g P e ciination

fﬁ o ]rwp-,

e !,. I T . |}
Enwrlu e-:lin
0 “ II_LELQJ = Status ; i
et

esenved

) iIEI".ﬂr"Ir-ﬂ-l \
Ji] )

FIG. 3,57 BUILDING A NEW SHIP
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Maintenance cost —

Refined marerial cost

Click to build skip.

Bring up Encyclopedia
BTy ficr *-'.hirr.

FIC, 3,59 SHIPS ARE ALWAYS A MEMBER OF A FLEET,
EVEN IF THE SHIP |5 LINDER COMSTRUCTION

i1l CHATPTER 5 7 BUIIDING SHIPS

Currently selected ship

Qick o bring up lisr of ships
froem which o choose

Dznodes the day task will
b cormipleeed.

Additional number of days
until unit is deployed oo
destination system.

Mumber of unlts to Bulid
consecutively.

Clicls o camcel,

3.58 BUILD SELECTION WINDOW FOR SHIMS

established in orhit ahout the system and

that ship is s only member {see Fig. 3590
Il vou build a lighter squadron, the unit

is stationed on the plarel surface until vou

assign it to a carrier capital ship,

The Build Construction menu lor orbital
shipyards 15 the same as the one lor training
[acilities and consmruction yards. In addition
Lo issuing a Build command. vou can use
Lthis menu 1o;

4 STOP: Stop constricction of current ship.

& DESTINATION: Set the destination [or
ship being constructed.

4 RENAME: Change the name ol the ship.
The default name is the type ol ship ol
lerseed by a number. Mote that this is the
only menu option that isnt available
under Facilities Under Construction or
Troops in Tratnmg.




+ ENCYCLOPEDIA: Brings up the selected
Ships entry in the Galactic Encyelopedia
only il the ship is in the process of being
huilt, Qtherwise, 1t displays the systems
ENLTY.

4 STATUS: Status of current ships construc-
tion, if anv. This tells when the project
will be completed.

< [RESERVED: Prevents your agent from
using that shipyard [or any of its aulo-
mated management lunctions. It may,
however, still use that shipyard when yvou
select Build Ships trom the Agent menu.

The Ship's Menu and Status
When the ship or fighter is built, you

can access its meni by right-clicking on it

(see Fig. 3.60),

You can Move a ship, or click on Con-
firmed Move. This brings up a window thal
tells vou the 1ransit time (in days! it will take
for the ship 10 reach its destination. To con-

firm the move, click the checkmark. To can
cel, click the X button, ¥ou can check the
status or Encyclopedia entry for ships, as
voll can for other units in the game.

The Status menu option is particularly
helpful lor ships, because it a ship is damaged
it mves you complete information on each
ship system's (ull capacity and current value.
Fig. 3.61 shows the status of a fully opera-
tiomal Carrack light cruiser. Note that the
top items on the list showw status values

similar to what you would see for other
units in the game, such as the ship’s staws
and maintenance cost, This list continues

Lo give details on the ships' capacity and
weapons syslema, similar to what you would
see n the Encyclopedia entry,

The second screenshot (Fig. 3.62), shows a
damaged ship, The status in this case, scrolled
down to show values lor some of the weapons
syslems, let vou pinpoint exactly where the

| Bathawui

“reate Flee!

1ename
noyclopedia

tatus

FID, 3.60 ACCESS A SHIMS MENLU BY RIGHT-CLICKING ORN IT,
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ship is damaged. There are two numbers alter In each case. the first number 15 the Cur-
the values for the following wezpons systems:  rent level, and the second number is the ships

| WYPERDEIVE
FILILT

te+ 44

DAMAGE CONTROL
SHIELD RECHARGE
MAXIMUM SHIELD STRENGTH
TRACTOR BEAM POWER

4 SUBLIGHT INGINE
4 WEAPON RECHARGE

Fleet to which ship Is
currently assigred

Ship's sratus —&5

Ship's malnrenance cost

Ship's capacity for
fighmers and toops

Fighteis and moops
currently ermbarked

Any personnel on board

Whether ship s
damaged

The fiest number is
the current value; the
sccond is the
maximum possible
for this ship.

R

Flts, 3.61

FIG.

capacily, In Fig, 3.62, vou can tell the shiekl
recharge svstern has heen damaged, since the
current rate is 8 but the maximom rate is [0

The Status window lor capital ships packs
a lot of information. You can scroll down to
see ratings tor the ships maneuverahility,
detecnion (how well 1l detects enermy missions),
and 1ts hombardment modilier {which

SR L R

Capital Ship Status

Picture of ship

Carrack Light — Mame of ship
Cruiser 1

View Encyclopedia
eitry for this ship,

Close Status window.

A A

STATUS FOR A FULLY OPERATIONAL CARITAL SHIP

i
:
+
X
L1
'IE
k

362 STATLIS FOR A DAMAGED CAPITAL SHIP
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shows how much damage it infhets during
a bombardment}. The Status window also
shows weapons arc ratings for each weapon
type—turbo laser, ion canmon, cnd laser
cannon—aund lor each possible weapon
station—lorward, aft, starboard, and port,

Fighter squadrons are made up of 12
lighters. A “damaged” Fighter icon actually
inclicates lost starfighters, Right-chick on a
damaged highter and select Status to see the
number of fighters il has remaining.

To free up mainlenance capacity, scrap
ships as you would other umrs. Like (lects,
the game lets you rename capital ships ithe
defanlt names are made up of the ship Lype
followed by a number).

DAMAGED SHIPS
A ship may become damaged either in direct

SHIP IMAGE 'SHIP NAMI:

AII hps:
Alliance Dreacnaught
Alliance Escor: Carrier
Assault Fripate
A-wing

Bulk Cruiser

Bulk Transport

Bulwark Battleoruiser

ot CanCarry I Cane

barttle or because of plan-
ctary batleries firing from 4
systems surface. Damaged
ships are indicated by burn
marks, as shown here
(Fig, 3.63). A damaged
ship will always iry to repair itsell. To speed
repairs, station the ship m orbit around a
system with an orbital shipyard, Ships do
not get repaired while in hyperspace.

Miecluza

FIG, 3.63

CAPITAL SHIPS AND
STARFIGHTERS

The lollowing 15 a list with descriptions of
Star Wars Rebellion’s capital ships and
lighters. Note that you can’t huild all these
ships at the beginning of a game. Ship
Design Research missions help you learn
how to build better ships,

1 2 Slow and heavy

£ 0

W §] Kev Alliance
warship

i} 0 Fighter

{ { Mainstay ship of
Alliance fleets

Q0 e

10 4 ldeal for large-

scale operations

DAMAGED SHIPS [ Cllapien 3 | I?’«




SHIP NAME - CEIGE
Alliance Ships:
B-wing 0 o Fighter '.
CC-7700 Frigate { J Carries gravity |
well generators.
which prevent
opposing ships
(rom withd raw- '
ine from a battle, '
CC-0a00 Frigate u 1 -
Corellian Corvette 0 0 Mid-sized capital ,
ship ,
Corellian Gunship 0 0 Fast and deadly
Diguniless Cruiser S P )
Liberator Cruiser e} 3 Cme of the most
advanced warships
Medium Transport o 2
Mon Calamari Cruiser 3 1 Reliable in battle '
but dilliculr to
repair
Nebulon-B Erigate 2 0 Effective againsi f
fighters !
X-wing 0 0 Fighter
Y-wing 0 0 Fighter |

L R ¥
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SHIP NAME .
Empire Shilpst

Assault Transpor
Carrack Light Criiser

Death Star

Galleon

Imperial Dreadnaught
Imperial Bscon Carrier
Iraperial 11 Star Destroyer
Imperial Star Deétmyer
Interdictor Craiser

TIE Bomber

TIE Defender

TIE Fighter

TIE Intercepror

Lancer Frigate

Star (Galleon

24

o

INAA

MNAA

T

N/A

OPS:

18

0

8]

N/

M/A

MNEA

M/A

CAPITAL SHIFS AND STARFIGHTERS ; CIAPTLRE 3

Carry '

CNOTES

About the Ship

Very fast

Sep section on
Death Star later

Mo guns

Slow and heavy

Fighter
Fighter
Fighter
Fighter
[Designed 1o

withstand Rebel
lighters.




£ Empire Ships:

Strike Crser

Victory Star Destroyer

REREARRAMGING FLEETS
Putting together eflective Heets 15 an important
part of Star Wars Rebellion's gameplay. I
vou're bullding a fleet to take over neurral
systerns, vou'll mchade ships thal can bom-
sard any planetary defenses, and enough
troops to establish a garrison; newtral

so you won't need lighters or extra ollensive
troaps. On the other hand il you're going
alter ome of your opponents systems, you
would need a more heavily-armed Heet.

An open Fleet display is good both for
mspecting leets and rearranging their con-
tents. To move ships o1 troops trorm one
fleer o another, simply drag the tem Lo
thewr new destinations. Double-click on the
destination fleet to see the updates. I you
move all the ships oul ol a lleet, the fleet 1=
automatically dishanded

Right-click on a ship to bring up 15
menu, Tir create a new tleet with the select-
zd ship as its only member, select Create

-
n‘.‘l 20 cHaribr 3. RIARRANGING FLEETS

FIGHTERS  TROOPS NOTES
It Can Carry It Can Carry  About the Ship

Super Star Pestoyer

Victowy: 11 Star Destroyer

systems don't have defensive fleets or troops,

Fleet. To create a larger fleet, select multiple

SRRy

! : | o v Easy m mas-é-
produce
-_'i_E:' e :_:..__..;_;_' S
2 ; 7
& a

ships by holding down 1the CTRL key while
clicking and then right-click on one of the
selecied ships and select Create Fleet.

TRANMNMSMFORT SHIFS

Ships thal can transpert troops are uselul
in offensive leets. Troops can engage any
enemy Lroops that may be on the system,
and establish a garrison 1o hold the svstem
on your side,

Transport ships can also carry troops to
estabilish garnsons on unpopulated systems,
To do this, move the fleet in arbit about the
system, When it arrives, open the Troop tab
of the Fleet window, select the troeps, then
move them onto Lhe system either by drag-
aing them or issuing 4 right-click menu Move
command. The troops will establish the gar-
risom and the svstem name will immediately
chiange to your color, indicating you can
begin buildmg facilities there - Uninhabired
systemns do not have a garrison requirement
as such, bt vou need o have at least one
trooper regiment an them te control thern,




Although vou cannot send Hests on
Reconnaissance missions per se, a lleel can
explore an unexplored system. When you
mave a fleel o such a system, when the
Mleet arrives vou learn the same information
about the system thal you de from a Recon
mission. You will see whether it is populated,
if s0, who controls the system and what 1ts
lovalties are. Tri fact, you learn all of the
mbormation about the system except any
characters or SpecForces that may be present
and inlormalion concerning curresl
manufacturing.

The advantape 1o learning about systerns
this way is that if vour [leet contans a troop
transpert vou can immediately clam the
planet. Also, unlike Recon missions. the
fleet won't turn around and come back after
it reaches a systerm. [t will stay there until you
move il, perhaps ro the next unexplored
system in that sector. The disadvantage is
that if it turns out the system 15 controlled
by vour oppenent, vour little transport eet
may suddenly lind itsell engaged by a possi-
bly stromnger fleet.

You can station personnel
on a fleet, so one strategy
for exploration might be to
base a Longprobe or Imperial
probe droid on a fleet, move
the entire fAleet out to an
unexplored Rim sector, and
then send the Specforce
unit on Recon missions

| from there.

COMMAND PERSONNEL
AND SPECIAL FORCES

Fleets and ships pertorm better when they
are commanded by competent characters.
To move a character onto a fleer, l'ig,ht—-:_‘litk
on the characier, and select the rank from
the Command menw. Admirals improve the
fleets overall performance n batile, Commarn-
ders enhance the ellectiveness ol lighters in
the tactical game. Generals improve the ahil-
iies of troops to take control ol a system
through planetary assault.

FLEET COMMANDS
[zsue commands to lleets by right-clicking
on the Fleet icon. This brings up the Tlee
meni (Fig. 3640

he menu mchades:

Move
Contirmed Move

Targer Military Facilities P Man rtary Hormhardment i

Target Civitian Facilities | '{F'I.smf.tary Aszauil

General Bombardment | Réname
Encyilnpedia
Slatas y

BCrEp

FIG. 304 FLEET MEMLI

+ MOVE: Moves a fleet 1o a dillerent desti-
nation. When you select this eption, the
cursor changes to targeting cross hairs.
Click on the destination svstem ot press
the ESC key to cancel. The Heet imrne-
diately poes into hyperspace to reach its
deslination,

NOTE: Any time a fleet, or a ship within
a fleet, is in hyperspace, 11 cannot
receive orders. Fleets in hyperspace emit

COMMAND PERSONMNEL AND SPECIAL TORCES / CHAPTER 3 IZ-LEEH




blue engine glow in their icons in the
Fleet window (Fig, 3.63).

If you move a ship onte a fleet in a il
[erent sector, that ship wall immediately
be considered a member o7 the Heet but
will still be in hyperspace for several
days until it arrives,

FIG. 365 SHIPS AND FLEETS IN 4YPERSPACE
EMIT BLUE STREAMS.

4 CONFIRMED MOVE: This is another

wav to move a fleet, This option brings
upa window that tells you the transit
rime iin days) it will take tor the feet 10
reach 1ts destination. To contirm the
move, click the checkmark. To cancel,
click the X button,

PLANETARY BOMBARDMENT: The
Planetary Bombardment sub-menu
becomes availlable when vour lleet 15 in
orhit around an enemy or neutral
systern, 1 you bombard a system that
has defensive batteries, they will fire af
your ships in orbit, possibly causing

_:_‘.'121 CHAPTFR 2 /) FLEET COMMANDS

serious damage. (Exception: The planet
based ion cannon, XODY-130, does no
physical damage. Tt robs energy from an
artacking vessel, preventing 1t from being
able to bombard the system during

the artack.}

Il 4 svatem has ooe or more planetary
shields, the artackmg ships must [irs)
blast through the shield(s). Each ships
Bombardment Modibier (shown in the
ships status) is combined and pitted
against the shield’s defensive strength,
Any bombardment lirepower that gets
past the shield is used agamst troops
and facihities on the ground. After bom-
bardment, a window will display the
bomabrdment etfects, The lollowing
options appear under the Planetary
Bombardment sub-menu.
= Target Military Facilities: Lse vour
ships’ firepower 10 destroy defensive
shiclds and batieries. Bombardment is rol
100 percent accurale—rargeting military
facilities may cause collateral damage.

» Target Civilian [Facilities: Use your
ships firepower to destroy non-military
[acilities such as construction yards and
relineries. Destroviag civilian lacilities
hurts Toyvalty

» General Bombardment: Use vour
ships’ lirepower 1o indiscrminately
artack the planet sarface.

= Destroy System This option 1= only
available if vou are the Empire and have
the Death Star in your [leet.
PIANETARY AsSAUL L Click here and
the troops on your feet will land on the
syslerm, engage any ground delense troops,
and atternpt ta establish a garrisen I




successiul, your side controls the system
Any ume a lleel attempis to take over a
system by planetary assault, the Assault
SUmmary w i11;!|_12k' COMmes up 'l':::_t 3.606)

| NOTE: This window alse s avallable as
| a message when yowr opponent assaults
| One af your sysiems

| This screen gives a general descriplion

of the assault, I you want to see in

detail how cach side [ared in the assaul

confroniation, click on the Imperial

| Forces or Alliance Forces button. Thai FIG. 3.67 ASSAULT WINDOW DAMAGE SUMMARY

| brings up a damage summary (Fig. 3.67)

! Ihe tabs show how much damage and this option 15 grayed out, it means

| vour (or vour opponent’s) side took dur- al least two planetary shields are defend

| g the assault, In Fig. 3.67, you can see ing the system. You need to destroy the

| which troopers are sull operational and shields—through bombardment or

| which were destroved . The other Labs sabotage—before you can assault
summanize damage for capital ships, + RENAME: Change the name ol the fleet

I. lighters, manufaciuning and defensive The delanh names of Fleet 1, Fleel 2,

| [acilities, and personnel, ete, are no very meaninglul. Try new

Planeiary shields can protect a sysiem names such as Transport Duaty 1 or

| [rom planetary assault and bombardment Coruscant Attack Fleet,

| If you are m orbit above an enemy or + ENCYCLOPEDIA: Brings up the entry

| neutral system, have troops in your leet for the fleet

Assaulted system . it on Ave 1 . AR
' | i Close window,

i— Sumimsany (s screedn)

= Imperial Forces

| Alliance Forces
Drscrnplicn and
l ourcomee Oof assault
B— 0 o sysiem
| FIG, 366 ASSALILT SUMMARY WINDOW
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WHEN FLEETS MEET

Whenever your fleet meets ancther fleet in
orbit about a system, the 1wo [ eets engage
n battle, Ship-to-ship engagements are
covered n detail in Chapter 4.

PLANETARY BLOCKADES
Any time a fleet is in orbit above an enemy or
neutral system, that fleet automatically sets
up a blockade. & system under blockade has
difficulty moving units on or off the system.
Troops attempting Lo move may be killed;
personnel trving Lo cross the blockade may
be injured, killed, ot caplured. However, ion
cannons on a system allow units 1o move
through the blockade.

THE DEATH S5TAR

Il you are playing the side of the Galactic
Ernpire. one of the ship rypes available 1o you
is 1he dreaded Death Star. The Death Star
takes immense resources and a long time (o
deploy, Clearly this isnt a project to be under-
taken lightly or early in the game. Although
the Death Star is most noterious for its ability
te destroy a planet, with its immense carrving
capacity anl [irepower it may be more usetul
sirategically to strengrhen vour vifensive fleet
and bombard planets in prepazation for a
planetary assault. Alter all, a system destroyed
is a system unavailable [or conguest,

The Death Star works best as a threat,
Merely having it available increases the effec-
Aveness ol garrisons in preventing Uprisings.
However, when you use it 1o desiroy a star
sySLel, your popular support decreases a
great deal across the galaxy. save Lhis as a
last vesort for dealing with heavily-delended
Alliance strongholds

22124 cHAPTIR 3 7 WHEK FLEETS MEET

Il vou are plaving the Rebel Alhance, there
15 o way 1o protect a system [rom a Death
Star attack, You can ateempt e desiroy the
Death Star with a Death Star Sabotage mms-
sion. Alternately, in 1actical battles lighters
can make a “Death Star run” to try Lo blow
up the mighty weapon,

Il you are playing the Empire, the only
wiy Lo protect a Death Star [rom attack by
Alliance ships and lighiers is to build Death
Star shields on the system where the Death
Star is located. The only way [or the
Alliance 1o destroy the Death Star protected
by a Death Star shield is with a Dearh Star
Sabotage mission.

WAYS TO LOCATE FLEETS
Aside from the Fleet icons in the Sector win-
dow, there are two ways to locate (leels. One is
te use the Galactic Information Display, Click
om the Galactic Information Display contml
and select the Fleets suh-menu, then click
on Idle Fleets or Fleets En Route, N ow the
size ol the star icon shows hess many lleets
are stationed on or en —oule to each system
The other way to locate lleels 15 to use the
Fleet Finder (Fig. 3.68 and 3.69}, Single-
click on the Fleet Finder contrel 1o bring
up the Fleet Finder dialog hox (Fig. 3.701
Fnter the name of 1he fleet o locate it, o
seroll down the list and select a fleet. Tabs et
vou search through a list of all feets, Alliance
fleets, or Imperial fleets, To open up the Fleel
window for the selected lleet, click on the
Display button, or deuble- click on the fleet.
Use this same windaw to search for a
specific ship. Click on the Ship Finder but-
ton to bring up the Shop Finder conurol
{Fig. 3.72}, which works the same as the




el

Fleet Finder control. Chck on the Fleet using garrisons, lighters, planetary battenies |
Finder button (o switch back, Click on the arl -l1.< lds, doubling your fleets as delensive |
Close button if you don’l want 10 bring up fromt lingsmien, antcipating attacks, and jH- !
a window lor a specilic <hip or fleet tecting key sysiems and sectors |

Access vour defensive

Defense assets via the System Delen

As your sphere of influence grows, its impor ses window by double |
tant not 1o leave systems controfled by your clicking on the Defense |
sice underdelended. This section discusses all iwon shown in the lower AT ‘ P |I

aspects ol delense in Star Wars

AG. 3.68 FLEET FINDER FOR THE EMPIRE

L]

& -m-mnu | Ny |

"H.“?- ; . ; i \mm ) ) .,.__ I|
A ﬂu\"& ‘}\'\"'.\ i "1"-\"? \'lf'-‘\ o - Mo : |

i

Figel Finder
Enter fleet name 1o go e

directly to thar lect

View lise of all Aeets 4 — - w, g — Cen Fleet windone |

AT F s
View Hist ol p

Aliance feets.

View st of
Imjrerial Nects,

_F-h-_ #t | "
L

Rebellion left of Fig, 3.71. A SECTOR WINDOW |

—=  Flesat Finder

—————— Heel Fincler

T i

1,69 FLEET FINDER FOR THE ALLIAMCE |

— Close Aeet Fnder
window |

and Sector window
for selecred fleet |,

— Switch to Ship Finder. |

- Switch back oo
Feet Finder froum | i
Shilp Fincler

FG. 3./0 FLEET FAINDER WINDOW | f
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Fig. 3.73 shows the System Delenses

window:

You can delend a system at several diller
ent levels. You can prevent an opposing
Aeet [rom initiating a blockade with strong,
defense [eets (if you have therm) or hghter

FIG. 3.72 SHIP FIKDER WINDOW

Resrore Sector window ———
far this system's seclol,

Persannel tab shows char- —
acters and Special Forces
on the Syser.

Trooaps tab shows roop-er
regiments on the sysoem
as well as garrison
requirermenes, IF any.

Fighter tab shows fighrers —
stationed on the systend,

Planetary Shield tab —
shows planetary shields
proecting the system,

Flanetary Battery b
shows planetary batteries
protecring the system.

squadrons on the system. Use planetary
batteries Lo fire at enemy <hips, shields 10
protect vour planets from hombardment,
and troops o prevent zssault. Missions oller
YOUT Opponenl an allernative Wk Lo attack
through sabotage, so its also a good policy

Close Ship Fincler
winclom,

- Switch bach 1o
Fleer Finder.

=

B

FIC. 3.73 A TYPICAL SYSTEM DEFEMNSES WINDOW
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to have capital ships, fighter squadrons,

and trooper regiments in the system {prefer-
ably commanded by characiers) to foil
ENEMY Mmissions.

In the game, atlack strength 15 measured
by firepower. Delensive game components
are measured by how well they can with-
stand attack, The Encvelopedia eniry for
each component gives its delensive rating,
Dilferent components protect agamst differen
Iypes ol attacks. For example, garrisoned
troops on the system can do little against
orbital bombardment except duck and run
for cover,

A planetary hombardment can damage
tacilities. Each lacility has its own delense
strength. A construction vard, for example,
has a bombardment defense valie of 3.

GARRISONS

A parrison 15 an established miliary
presence on a system, 11 is made up of the
troop or troops stationed on the system sur
face. Typical troops vou would use at the
beginning of the pame lor garrisens are Army
Regiment and [leet Regiment {A liance),
and Army Regiment and Stormirmoper
Regiment (Empire’.

Your opponent may Iry Lo laks over a
systemn by staging a planetary assaule. 1f 50,
the troops m vour garrison will engage
those troops to fight them off. Factors n
deciding the oulcome of such engagements
include the number ol trooper regiments on
each side, the leadership rating of the pener-
al in command, and the relative sirengths
and deflenses of (he troops. LStormiroopers,
for example, are stronger than Alliance
Army Regiments, )

Study the attack and
defense ratings for your
trooper regiments and
you'll likely find each troop
type has a “best role.”

Ifa system you control does not strongly
suppert vour side, it may have certain garri-
son requirements. This is the minimum
number of Lroops vou need on that system
tor prevent an uprising. 11 you have trooper
regirments on a svstem, butl fewer than the
number requited. the system will go into
uprising, While a svstem 15 in uprising, its
garnsoen recuirement doubles. 1§ the system
requires trooper regimen:s and you dont
provide any, vou will lose contral ol the system.

In Fig. 3 74, Endor has 4 garrison
requirement of two, which is being mert by
two Alliance Army Regiments,

SRR o

FIG. 374 SYSTLA WITH GARRISOMN REQUIREMENTS
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NOTE: Removing (roops from a system that
is not strongly loyal to your side can send
that system into uprising or push it into
neutrality,

THE MANMNAGE

GARRISONS OPTION

Your agent droid (C-3P0 or IM2-22) will

he happy 1o manage vour garrisons for you.
Right-click on the droid to bring up its menu
and selecl Manage Garrisons, he agent will
build troops 1o systermns m uprising first. Then
it will place al least one regiment on each
system you control. More regiments will be
acldled f necessary to maintain control. Your
agent will try te provide a stronger defense on
systerns that have manutacturing facilities.
The garrison manager will nol “enove excess
1roops from a system,

NOTE: The garrison manager meeis
requirements by building troops, not by
Moving existing ones.

BUILDING TROOPIS

Traimng lacilives build troops the same way
construction vards build facilities, Open the
Manufacturing and Procduction window of a
systern with a training yard and nght-click on
the Troops in Training section (Fig. 3 T

The Build selection window {Fig. 3.76)
comes up. Note some of the units available
Lo build are Special Forces, nol trops.

The Build Selection menu lor Training
Facilities is (he same as the one lor construc-
tion vards and orbital shipyards. In addinon
to the Build conmmmand, the menu has these
Cptions:
<+ STOFP: Stop training ol current troeper

eI mEeTL
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L

& DISTINATION: Set the destination lor
the trooper regiment being, trained.

4 ENCYCLOPED)A: Bring up Troops only
if surnething is being built; brings up
planet entry when idle.

Right-click in
this section
to bring up
the Troops
in Traiming
Imenil.

FIG. 3.75 BUILD TROOPS Of A SYSTEM
WITH A TRAIMING FACILITY,

Mumber fo t"-.""'lJ -

i : R

FIGi. 3,76 BUILD SELECTIOM WINDOW
FOR TROOPS AND SPECIAL TORCES




4 S5TATUS: Show status of current troop
training project, it anv. This tells when
the project will be completed.

4 RESERVED: Prevent your agent from using
that training facility for s aulomated
Manage Garrison function, 1L may, how-
ever, still use thal (raining facility when vou
select Build Troops from the Agent menu.
There is another way to build Troops.

Right-click on your agent and select Build

Troops [rom its menu (Fig. 3.77). When the

cursor changes Lo targeting cross hairs, select

a destination system. If there 1s an idle 1rain

ing lacility available, the Buld Selection menu

comes up. Select the trooper regiment Lo
build, and your agent will instruct the near-
est available training lacility 1o build the unit.

| E:s_n:'j:EHF_r. .

Build Facilities

ge Froduction

ate Counterpa

A
FHS 3,77 YOU CAN USE YOUR AGENT
T [SSUE A BUILD ORDER,

TROOPMF TYPES

The chart on the [ollowing page shows all
the trooper regiment types in the game,
along with their offensive and defensive raf

ings, These numbers give you an idea of the
relative strengths of these units, Troops with
higher ratings tend to take longer 1o build and
cast more to maintain. Not all will be avail-
able to you until R&D develops that troop,

FLEETS AND FIGHTERS

Your ships are also an important part of your
defensive arsenal, A [leet orbiting a friendly
system can intercepl and engage a hostile
enemy fleer. Tighiers in a svstem that are
not a parl of 4 lleet are considered 1o he in
hangars on the ground rather than in orbil,
However, these lighter squadrons help vour
delenses becanse they can engage an enemy
eet when it enters vour svalem, Fighters and
troops can alsa defend vour system by detect-
ing enenty agents and loiling their missions,

COMMAND FPERSOMMEL
some of your characters can hold a command
rank. Admirals lead Meets, Commanders are
in charge of hghter squadrons. Generals are
m charge of |rooper regiments. Put a charac
ter in command of a land-based troaper
regiment or lighter group by moving the
characler onto the svstem, right-clicking on
the character, and selecting Command and
then the rank.

Having a characier with 3 command rank
enhances the perlormance of the trooper
regiment or fighter group. The higher the
character’ leadership rating, the greater the
enhancement, Additienally, a commanding
character with a high espionage rating on a
system signiticantly enhances yvour ability
lo detect and foil enemy missions at that
systerm. A commanding character with a
high combat rating will increase your ability

-
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S
Imperial Army Regiment

Sos T

Artack Strengths 3
Bombardnient Defense: 3
Defense Strength: 5

Stormirooper Regiment

Attack Smength: 6
Bombardment Defense. 6
Defense Strength: 6

Dark Trooper Regiment

Attack Strengthe 8
Bombardment Detense: 6
Defense Strength: 8

Imperial Fleet Regiment

% i‘:' = . =g n:

Attack Strength: 5
Bombardment Delense: 2
Defense Strength: B
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Arack Strength: 3.
Bombardment Defense: 3
Defense Strength: 3

Alliance Fleet Regiment

M L by

Atrack Strength: 6
Bombardment Defense: 5
[3efense Strength: 3

Mon Calam ari Regiment

Ateack Strengthy 2
Bombardment Defense: 9
[Defense Siength: 8

Sullustan Regiment

A ol s, W
Attack Strengih: 1
Bombardment Defens=: 2
Defense Strength: 4




War Droid Regiment

Artack Strenpth: 8
Bombardment Delense: 2
Defense Strength: 2

lo caplure characters on enemy mnissions ul
that systern, if vou have first detecied them

DEFENMSIVE FACILITIES
Systems with a construction vard can huild
defensive lacilities on systems controlled by
vour side. These tacilities are eithar shields or
batteries. Planetary shields generate a profec-
live shield around the system, helping protect
it lrom planetary assault. A batery can actu-
ally tire directly at an enemy lleet in orbit if
that tleet minates a planetary bombardment,
or at trooper regiments il they attempt to
mitiate an assaull. The lollowing rwo sections
cover the delensive lacilities in dzrail.
Planetary Shields
Shields help guard agamse planetary assaull
and bombardment. If a svatem has two
shields, your opponent will be wiahble 1o
pertorm a planetary assaull on the system.
Don't rest too securely, however; a deter-
mined opponent may 1ry to knock out a
shield with an arhital hombardment or a
sabatage misaion.

The chart on the next page shows the
types ol planetary shields and their relative

Artack Strength: 8
Bombardment Delense: 4
Delense Strength: 4

defensive values. Shields have two defensive
values. The shield sirengzh is the amount ol
hombardment lirepower against which the
shield will detend the system. Combined
lirepower over this amaunt will get through.
Bombardment defense is the wmount of fire-
power it takes to knock out the shield itsell.
LenCore Level | shieles are available 1o be
manufactured by both sides at the start of
the game. As the game progresses, Research
atd Development may allow the manulag-
mring af the more efficient GenCore Level 11,
The GenCore facilites are available 10 both
the Lmpire and the Alhance. The Death Star
shield may oenly be used by the Empire.
Planetary Batteries
There are two classes of planetary barteries
which fire on enemy ships in orbit, A sum-
mary of the delensive planetary batteries
and their relative strengths is in the chart on
the next page, These LINR Series hatteries
fire turbolasers Lo damage or destroy enemy
ships, or lire on trooper regiments that are
making an assault. The LNR Series | is
available at the beginnmyg of the vame. The
LNR Series 11 becomes availuble as the game

DEFENSIVE FACILITIES ; CHAPMTER 3 131




PLANETARY SHIELDS
GenCore Level I

Bombardment Defense: 2
Shield Strength: 40
GenCore Level 1 shields
can he manufactured by
gither side at the startof

the game. R&D eflorts.

progresses, through Research and Develop-
ment ellorts.

The second class of planetary battery is
the KDY +-150, an jon cannon, Rather than
directly damaging enemy ships, this facility
drains energy from the attacking ship, render-
ing its shields moperative and preventing it
from fiving its weapons. An ion cannon will
prevent a blockading fleet lrom detecting any
missions, inpuring characters, or destroving
SpecForces that pass through the fleet above
the ion cannen. lon cannons also lre upon
trooper regiments that are making an assaull,

THE TROOPM FINDER

Use the Troep Finder to locate your troos,
or just 1o get a quick overview of how your
troups are distribuied, The Troop Finder con-
trol is one of the butioms beneath the Galactic
Information Display (Fig. 3.78 and 3.791,

L kil
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GenCore Level 1

Bombardment Delense: 3
Shield Strength: a0

The GenCore 11, a more

resilient shield, becomes
available via your sides

Death Star ' Shield

(Empire anly)
Bombaridment Detense: 1
This is a [oolproof delense
against a Death Star being
artacked by fighters.

I'he Troop Finder screen is showm
Fig. 3.80. From this screen, enter the name
of the system you're interested in, or scroll
down the hst and select a svstem or fleet Lo
search [or troops. Tabs let you search through
a list of Alliance roops or Tmperial troops. To
apen up Lhe System window for the selected
system or {leet, click on the Display buiion,
or douhle-click on the system name, Heel
narme, or number undet a Troop icon.

Click on the Close button il you den't war
to bring up a window for a specilic troop.

GALACTIC INFORMATION
DISPLAY DEFENSE MENLU

The Galactic ITnformation Display can help
vou locate your defenses, Fig-3.81 shows
the Defense suh-menu,

When you select one of these options,
the Galactie Information Display wall




PLANETARY. BATTH
LNR SERIES 1

Bombardment Detense: 4
Attack Strength: 800
Thus battery has turbo-
lasers, which can directly
damage enemy ships. It

LNR SERIES 11

Py Ry

L,

Bombardment Delense: 3
tack Strength: 5000

Tais more advanced battery

has turbolasers and is avail-

able only alter R&D etforts,

Bombardment Delense: 5
Attack strength; 2000
This ion cannon reduces
the enemy ships' shields
and weapons energy,

is available at the begin-
ing of the game,

Having an ion cannorn on
a system makes it easier
for troops, characters and
SpecForces (o escape under
blockade or-bombardment.

Treop Finder

FIG. 3078 (MPERIAL TROOP FINDER

lroop Finder

A\

FIG. 3.79 ALLIANCE TROSH FINDER

display large stars to mdicate the lacations
of your Planerary Batreries, Planetary Shield
Generators, Fighter Squadrons, Trnopers.

or Death Star Shields. The larger the siar,
the higher the concentratien ol delenses on
that system.

GALACTIC INFORMATION DISFLAY DEFENSE MEWU / CHAPTER 5
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Tab lists only — e
Imperial troops,

Tal lists only —
Alliance troops.

[cons show each
e of oo

Cirid shows the number —
at cach ype of troop
on each systerm or Aect.
Double-click on a
number or the syEtem
or fleet name o #Zo (o
that system or fleet,

FIG, 3.80 TROOP FINDER WINDOW FOR CHARACTERS

gt L oyalty
% Planetary Batterles ~ Fleets
% Planctary Shiell Genorators |
we-Fighter Squadeans i 7 £ P
L 0
o Trogpers
e Death Siar Shietds

e R e (D R
JRPETT PR L T ey

FICG. 381 CALACTIC INFORMATION DISPLAY
DEFEMSE SLIB-MEM

ANALYZING INTELLIGENCE
INFORMATION

Another part of your delensive strategy
chould be to anticipate and prepare for spe-
cilic: artacks. Use intelligence gathered from
vour espionage agents to identily key enemy
fleet headquarters, Your agen.s will report
to vou when they loil an enemy mission,
MNete whether vour opponent is Lrying to
sabotaze—o1 succeeds in sabotaging—key
defensive systems. This coulc indicate an
imiminent attack. I you are plaving the side

Type a system or llees name to go
f directhy to that sysrem or feet n the list.

Close Troop Finde
window:,

Locator Button:
Close this window
andl open up SYsrem
Defenses window

or Fleer window as
appropriate.

of the Alhance, Yavin s particularly vulnera-
ble at the start of the game simce it contains
kev personnel, 16 not necessarily well
defended, and the Empire Knows vou've
heen using il as a base, Consider moving,
vour characiers to a safer system early on.

MOVING ALLIANCE
HEADQUARTERS

Alliance headquariers hegins esch game at

a ranclomly located system on the Galactic
Rimt. 1E weu are plaving the part of the
Alhance, the headquarters are shown on

the Galactic Information isplay with white
highhights arsund the system. The headguar-
lers itself is visible on the Sector window.
NOTE: If vou are playing the part of the
Iimpire, the location of Rebel headquariers
is unknown at the sicrt of the game.

It is critical thay Alliance headgquarters be
well-defended. When the Empire [inds the
HQ, it will almost centainly stage an artack,
Pay attention to reports [rom your agents of




enemy Espionage and Sabotage mmssions on
Alliance HQ. 1f it is the target of repeated
missions, the Empire has likely discovered
ils locanon.

L.nlike Tmperial headquarters at Coruscant,
Alliance headguarters can move. _o do this,
drag the HQ icon onto a new system or
right-click, select Move, then select the des-
tination {Fig. 3.82). Aliernately, you can see
how much transit time it will take for the
move hefore vou decide [or sure by selecting
Confirmed Move.

FIG. 3.82 ALLIANCE HEADCHIARTERS CAN
BE MOWED IF MECESSAIRY.

Obviously, you'll want to prepare a well
detended svatem to serve as the nzw HQ

# 5
- -
- .
d

Bring along some of the
troops, fighters, and per-
sonnel that were halping
defend the original HO}
location to help defend the
new site.

With any luck, by the time the Imperial
fleets arrive, you will be long gone.

If vou do lose vour headguarters, you
talke a tremendous loss of pepular support
across the entire galaxy. Il you are plaving
the Empire, you mighl possibly bz able ta
regain contrel of Coruscant, For the Allance

plaver, however, nothing can be done. Once
the headguarters is lost, its destroved.

DEFENDING KEY
CHARACTERS

In addition 1o defending vour key svs-
tems, lake care Lo defend key characters.
Luke Skywalker, Mon Mothma, Darth Vader,
and Emperor Palpatine are all likely ro come
under enemy attack, since your apponent
must capture your two key characters to
fulfill the game’s victory conditions. Make
sure they are based on systems that are well-
defended, and that when they go oul on mis-
sions, vou send decoys to aelp protect them,

Winning the Game
MNeaw that you have a solid grounding in
Star Wars Rebellion, vou're reacly to play
to win. There are numerous strategies you
can employ 1o achieve vour goals of destroy-
ing or capiuring your opponents headguar-
ters and capruring s kev characters. You
can expand vour contral by exploring and
colenizing the Galactic Rim, or by winning
over neutral svstems through diplomacy You
can strike early at your opaonent, or prepare
a methodical build-up belare making your
allack, Roam the core sectors with Heets of
lerrar, oF stage persistent and annoying
smiall strikes, possibly sabotaging your
opponent’s relineries or construction yarls
to keep your oppenent scrambhing for
maintenance and manufacaring capability:
As vour galactic influence spreads, pay
attenition to whal your opponent is doing
and where vour relative sirengths and weak-
nesses are. Who controls the most systems?
15 lovalty for systems vou contral lirmly on

DEFENDING KEY CHARALCTCRS © CHAPMTLR 3
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vour side, or will small fhactuations m sup-
poTt cause vou Lo lose systems? When you
meet your apponent in hattle, do you tend
Lo be evenly matched?

OMN TO VICTORY!

When you are ready to attemp. 1o [ullill the

eames victory conditions, there are a few

things you must accomplish belore you can
win. You must do the following:

4 CAPTURING KEY CHARACTERS:

It is not enough 1o caprure the key
characters to meel your victory
conditions. You must capture and holed
Won Mothma and Luke Skywalker or
Emperor Palpaune and Darth Vader.
These characters may escape with the
help ol a Rescue mission. So keep them
m a well-delended system, or keep them
MOVITLE,

& CAPTURING CORUSCANT: Again, il
vou are playing the role of the Alliance,
it s not enough W caprure Coruscant,
You must capture and holc this strong,
hold until all three conditinns are met.

# DESTROYING ALLIANCE HEAD-
QUARTTERS: Taking out this stronghold
will be no small feat. You have 10 lind
it first! Furthermore, the Alliance can
move its headguarters at will. Recon
naissance missions 1o unexplored

systems followed by persistent Espionage

missions may be your hest strategy.
Once you locate Alliance HQ, vour lirst
step will be to maintain 4 blockade on
the sysiem. To destroy the Alhance HOY.
vou need 1o either destroy the Alliance
headguarters in a bombardment, and
rake control of the system with an

m::*:;‘;]'jﬁ CHAFTER 3 ¢ ON TO VICTORY!

assault, or destroy the system with a
Death Star. When the Alliance head-
guarters is destroved, it is unlike
Coruscant: Your opponent won be able
to take it back.

& SATISEYING VICTORY CONDITIONS:
When vou have met all of the victory
conditions, you will have won the game

Checking on Your
Progress
Your agent can keep veu posied on which
victory conditions you {and your opponent)
have [ullilled. Right-click on your agent and
select the Ohbjectives option (Fig. 3.83)
The Ubjectives window comes up (see
Fig. 3.84). No matter which side you're
playing, this window shows vou the curren
slalus :.uf all three victory conditions lor each
side, 11 one of these kev characters is
e
: Build Ships :
Bulld Troops
Build Facile:

Objectives
W ETEDE Caarrsnns

Manage Froductian

ﬁh“&\\%

FIG. 2.83 CHOOSE THE QRECTIVES OMTION 10 CHECK
OM WHICH VICTORY CONDITIONS HAVE BEEN MET.




captured, lor example, the text changes from
Defend l.uke or Capture Vader 10 Luke
Captured or Vader Captured.

Galactic domination doesn't come easy. Tt
may take hours of gameplay, with exciting

Status of Victary
conditions for
Empire

Captuse Palpating
e ' =
[efend Headguaners

Srarus of victony
condirions kar
Alliance

1 Delerid Luke

vwists of fate as vou gain or lose ground,
betore one side or the other satisfies the vic-
tory conditions. But no matter which strate-
gy vou choose, you're in for a tun and
exciting ride!

e

-
:;'E
L
§
u
"

Clese window,

Fi, 384 OBECTIVES SCREEN (N THIS GAME, MO VICTOREY
CONDITIONS HAVE BEEMN MET 50 FAE]
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hapter 25 minl-missions recommended

voll skip over Star Wars Rebellion's
tactical mode when threatened by the
oppenents lleet, 1L is convenient 1o have the
option of simulating battle results, However,
Star Wars Rebellion’s hands-on tactical
display is one of the most exciting and chal-
lenging aspects of the game.

Ships have different capabilities for
ollense, defense, speed, and maneuverabili-
1v, Some ships have rractor beams to hold
an enermy ship in place during attacks,
Others can generate gravity wells, which
prevent opposing ships [rom withdrawing
from battle, As vou experiment with the tac-
tical game, vouw'll be able 1o see up close
how your ships perform. Mastering tactical
mode wall help you build better fleets.
NOTE: The Encvelopedia entiy for each
ship iells its relative defensive and offensive
capabilitics. The Encyclopedia also details
cach ships particular features. such as how
its speed compares to ather ships.

In tactical mode. vou take command of
the capital ships and hghter squadrons in
your [leets. You arrange your ships into task
lorces and send them on specific missions
in whichever attack [ormations vou choose.
You observe the battle in three dimensions,
zooming in on interesting skirmishes or
swinging your “camera’ around to make
sure vou see all the action. At any time vou
can pause the action to reassess the battle.

Weapons Systems

Learning ahout the wezpons systems with
which vour ships are equipped hefore you
enter tactical mode will help vou under-
stand what's going on in a battle, There are
three types of weapons svstems,

4+ TURBOLASER GUNS: On some capital
ships these work particularly well agamst
other capital ships.

# [ON CANNONS: These work well against
capital ships’ shields, and also disable capiral
ship systems such as engines and gun recharge.




¥ LASER CANNONS: These weapons When two opposing fleets meet, vou arg

work well against lighters immediately notilied via the Battle Alerl win-

Not all ships have all kinds ol weapons dow (Fig 410, Note thal this window bypasses
The Encyclopedia entry and Status Window the droid messaging system, since [leel engagze-
for each ship gives the details on which ments must be dealt with immediatels

weapons each ship has and gives a number o

indicating how strong the weapon is. Use -m‘

these numbers 1o gauge the relative strengths = R —
the controls in the following
section, it is recommended
that you read along while
playing a tactical game. Run
Star Wars Rebellion start a
new game, and Immediately

Entering Tactical Mode gather some of your fleets

§ ; . together. Send the fleets to
You can engage the tactical mode any time 5 :
your {leet meets an opponents fleet. This enemy-occupied systems

; until 1 en & Yyour -
happens either when an enemy fleet comes Yo e_ i L t:_:r:qm
. A . 3 1 1
into orbit around ene of your systems where T _’n' Ml wey o plcic a
[leels or [ij_'J".IE'I squadrons are stationed, or hght ]5_ to start the game as
the Alliance and then move
a fAeet to Coruscant, which
usually begins the game
wwell-defended.

ol your ships, Note the Encyclopedia entry
specilies where on the ship its weapons are
mounted: fore, all, starboard, or port. During
bartle, each ship will automatically maneu
ver to position itsell based on the position
of its weapons for best weapon placement.

when your leet goes into orbit around an
oppoenents system thal has a feet or lighter
squadron groups, Opposing leets can also
meet in orhit above a neutral system,

Bartle identitication
Battle surmimary

. sthis screen)
Descriprion

of situarion i i
Alliance Foroes

Irmiperial Forces
Simulare Results:
Click here for computer
o simulare batde and
report on cutcome,

System Summany

Take Command:
Click here to go to
the game's ractlcal
display, Let the
battle besin!

Retreat: Withdraw
immediately to noarcsr
friendly sysoem,

FIG. 4.1 BATTLE ALERT WINDOWY

ENTERING TACTICAL MODE / CHAFTER 4 ]41_{"“




This window gives you the location and
description of the confrontation. The com
mands 1o move into tactical mode, simulate
the battle results, or retrear immediately are
at the battem of this window. However,
betore vou select one of these options, vou
should note the Alliance and Imperial
Forces buttons. Click vn each of these
turn to analvze the forces involved by
seralling through a list of the capital ships,
lighters, and troops in each fleet {Fg, 4,20

The battle begins with the game paused.
Your capital ships are ananged into task lorces
and your lighter squadrons are arranged into
lighler proups. You can give orders to your
capital ships individually or by task force.
You give orders Lo lighter squadrons via their
assigned fighter groups. You may inspect and
orve orders to your ships when the pame
15 paused; your orders will not take ellect.
however, until the game is resumed. Your
ships wall take several seconds to espond to

Heading shows whether —
ships are assigned to a :
fleer or on the planet, e ol Torgnicd

e Flagt 23

Capital ships aboul o —3 o i Inglrisitor

enter hattle, and their

troops and personnel,

NOTE: Unless your personnel obiain infor-
mation about your opponent’s fleet while
on Espionage missions ahead of time, you
won't know the complement of a given flect
until you encounter it.

| After vou've had a chance to size up your
oppeonent, click on the Take Command but-
‘ ton to begin the battle

|

|

The Tactical Display

The facing page shows how the main tacti
| cal display screen appears at the beginning
| ol a hatele ['Fig. 4.3

"-'.1:42 CHAPTLE 4 ; TACTICAL DISPLAY

TIE Frghis

assigned fightors, : - T Fhghiter

FG, 4.2 IMPERIAL FORCES SUMMARY

@ Kerurn to Batele
Surmmany screcn.

e —— Scroll L0 see more.
: Mot a good siEnl)

new orders. This command latency can be
recluced by assigning a character as vour
Fleer Admiral inthe strategic game.

I Star Wars Rebellion's tactical game,
vou can have as much or as little control over
the hattle details as vou like. You can tell a
ship where Lo move by assigning it a naviga-
tion point. You can tell a ship what 1o shoot al
by assigming 1t a target. You can assign your
choice of preset maneuvers to a ship, lighter
group, or task force. You can assign a ship
specific {go after this targer) or general (go alter
the nearest targer) orders. After vou issue




| Task forces

Tactical Display:
Your view of the battle

1
|
1

Holocube frame helps ——
ofent your perspective i1

Highlight Rebed Ships

Highllghl Irmiperial Ships

B i TR i o i R o

. R T S s

lleet commands, you wateh the battle play ow

| on the Tactical Display (Fig, 4,.3). The lollow

- ng seclions cover these commands in detail

r

: issuing Commands
Belore you can give commands o a ship, sk
force, or fighter group, vou must select il
Select all the ships in a task force by clicking
on the task lorce number al the tep leh ol
the screen {Fig. 4.4). Select all the fighters
in a fighter group by clicking on the lighter
groups color at the top right of the screen

|. Selece a rask toree or lichter group from

| this panel. To select an mdividual capatal

ship, left-click on that ship
NOTE! You cannot give orders (o individual
fighters, only fighter groups.

I IEEEEEEERN———

FiG. 4.3 TACTICAL DISPLAY

= Fighter groups

— Comntral Panel;

This is where you give
your fleet orders and
set battle optlons.

This area’s Appearance
changes depending on
the curment conrext

— Pause/Resume Barctle
= Battle Optlons

Camera Controls

When vou select a task loree, the ships in
thar task force are highlighted on the Tactical
Display Note that the control panel on the
right of the screen changes 1o reflect newly
selected units, (This panel will be described
in derail below ) Any orders vou now give
will apply to those units

You can change which ships are assigned 10
which task force, To add o ship to an exasting
task force, select the task force, hold down
the CTRL key and then chick on the ship to
acdid, To ereate a new task force, CTRL-select
the :«hi}}::. o be in the tasg force, then click on
the blank space next to the highest number on
the task lorce panel at the wop of the screen
A number appears in the blank space; chal
i« now the number of the new rask lorce.

| Click an a number o
selec] a task force

force' s nurmber

highlighting that task

Click on the next empty space
creare a new task force made up of
selected ships. For example, click

here (o create task force thiee |

¥

Click an a color o
select & fighter group,
highlighiting thar fahter
group’s color

e T Rk
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MAVIGATION PFPOIMNMTS

Navigation points are positions in space,
represented on the display by colored pyra-
mids (Fig, 4.5 There are lour sets of navi-
aation points, To view them, click on one or
more of the Navigation Point Set butions
n the control panel on the right side ol the
screen. Each button toggles the cisplay ol its
respective navigation set. You can have more
than ome navigation set displaved at a time.
The four nasigation poimnt sets.

NOTE: Left-click to select things, vight-click
to target things.

Lo tell a ship or task lorce whare 1o go,
select the ship or task [oree, then right-click
on the destination navigation point. The point
changes color. You may wish to set a path,
To do thas, right-click on each point in turn
while holding down the CTRL key When
batile begins, the ship wall go to zach pomt
in the arder vou selected them. As the ship
passes Lhrough ench navigation point in its
path, the colar of the point returns o normal.

Mavigadon polnrs
dre positicns
space, represented
on the display by
colared pyramids.

o remove a peint lrom the point list,
hold down the CTRL kev while clicking on
that point. To ¢lear all the points, you must
right-click on a nav point, then CTRL-click
on the same nav pomt.

NOTE: If you are holding down the CTRL
key to set a path, but each time you click on
a poini only that poind is selecled, it means
you haven selected a ship. task Jorce, or
fighter group to which to give the order to.

TARGETS
Each shap. task force. or fighter group can
target speciflic enemy ships. To assign a tar-

get, lirst select the ship, 1ask foree, or fighter

group. Nexlt, right click ¢n the gnemy .-‘.hi[*.
to target. Currently selected tanels are indi-
cated by celored boxes around enemy ships
NOTE: You can make the currently selected
capital ship, task force, or fighter group
attack the nearest enemy ship of the same
type (fighter or capital siip) by simply
jpressing the SPACEBAR.

Navigation Point Set 1:
Pavints in this ser are scarbered
far across the holocube, and
aren L all visible unless you
zoom out your display, This
button turns on or off the
display of the poins,

Navigation Polnt Set I:
These polints are scabtered
Broadly but don't extend
as far as Set 1.

cente- of the cube,

Navigation Polot Set 4
Modnts are clustered
very closely together,

MG 3.5 MAVIGATION MOINTS
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Yo can assign muluple targets w a ship,
task lorce, or fighter group by holding down
the CTRL key as you select the targets, To
cancel a target, hold down the CTRL key
and click on the target again. To remove all
targets, CTRL-click on them or click on one
and then CTRL-click to remove i1. Ships,
rask forces, and fighter groups can have hoth
a selected navigation point list and a selected
jarget list. Ships will always complete their
navigation peint list before directly allacking
their assigned targets. Targets are anacked in
the order selected

Il you've heen lollowing along with this
section and have set some navigaton paths
and targets for your fleet, now would be a
good time 1o see the battle in action.

The Battle

All the time vow've been assigning navigalion
points and targets o your fleet, the battle has
heen pavsed. Start the battle now by clicking
on the Resume Battle buitom, Your Heet and
the opponents fleet starl moving. Note the
smaller, more maneuverable lighter groups
—represented at the defaull magnification
as colored dots—reach their targets faster
than the capital ships. (White dots represent
the enemy, athers are colored according 1o
group. ! Task forces move at the speed al the
slowest ship in the task lorce. Ships in a task
force usually have similar capabilines. (You
might want 1o rearrange your lask forces so
faster ships 1ravel together.) Watch your ships
as they follow the nay points you assigned.
NOTLE: Navigation points arve displayed

for your benefit. You can twrn off the
navigation point display without affecting
the path assignments.

THE ATTACK

Once <hips have their orders and you have
released the Pause Battle button, ships hegin
1o move. When an enemy target is within
weapons range, 4 ship begins firing. You may
pause the game at any lime during the battle
Lo give your ships new orders, or vou may
assign orders while the battle is playng.

Star Wars Rebellion's ticiical game has
animation and pyrotechnics 1o help you see
whats going on. Shots are displayed while
rravelling Lo their target as red PAlliance) or
green {Empire} dots. lon bursts are repre-
sented as blue streaks. Small explosions
appear on capital ships as they are hil. Some
¢ the more sophisticated capital ships bave
tractor beams they can extend around an
enemy ship Lo keep it in range. Tractor beams
are displaved as a blue cloud surrounding a
ship. A tractor heam makes it difficul for a
ship to maneuver,

Sound effects are also mmportant in the
ractical game: you can hear shots being lived,
ships moving, and explosions. In addition,
vouur fleets notity you when key events happen.
Fighter groups and task [orces report losses
when fighters or capital ships are destrayed
Andio ellects also contivm new orders.

ASSESSING DAMAGE
Hiw much damage a ship can take depends
an its shield strength. How much damage a
ship inllicia depends on its offensive capa-
bilities, You can monitor how your ships—
and veur opponents ships—are doing by
examining the control panel on the right
side of the screen (Fig. 4.6).

The monitor displays the status of a single
ship, Use the arrows to scroll through the

THF BATTLE / CIIADNTER 4




Select previous ship
In task Force.

y
e

L

S

o
s

e

Task force assignment

Critical Systems

Contents of Ship:
Pemsonnel or troops, iFany

=

Current orders DaErs N

Curremtly selected ship

Seleck nexr ship in task force,
)
e Hull inbesrity

Shield Strength

Hyperspace englnes
Engine Srams

Tractor Beam Status: This rype of
ship doesn’t have a ractor beam.

Weapon Power Generaror Status

Shield Generator Status

Fio. A6 MONITOR FOR CURRENTLY SELECTED SHIM - THIS SHIP |5 FLILLY CPERATIOMAL,

.4hi[*|5 in a task force. To select a dilleram
ship, lefi-click on it on the Tactical hsplay,
or select a dillerent task lorce rom the panel
al Lthe top of the screen,

The indicators show how each of the
ships tunctions are doing. Hull and Shield
Indicators start out as a solid boue bar, indi-

cating these components are fully functional.
The Shield Indicator is especially importani,

G CHAPTER 4 ¢ ASSESSING DAMAGE

Red indicates
PErcentage
damage to
shicld

since shields protect other systems on the
ship. When the hull or shield becomes dam.
aged, the bar begins to tum red (Fig. 4.7,
When the bar is complerely red, it means
the hull 15 destroved or the shield s not
protecting the ship at all (Fig. 4.8},

lach ship has @ shield recharge featare.
[uring battle vou may notice the Shield
[nclicator gets a little red, then restores itself

FiG. 4.8 THIS SHIP 15 BADLY DAMAGED (M ALL SYSTEMS,




i ta blue, 11 the ship 15 under heavy artack, the [eatures to help you better observe the
[ shield damage may occur laster than 1t can action, All of these options apply whether
3 he recharced. When the bar is completely or not the game 1s paused.
: red, your ship is extremely vulnerable,
i ; f ci HIGHLIGHTS
_ NOTE: Linlike other ship systems, the v lisp] e
| | DL Can clsplay green O TEC Wil rlrmes
4 Shield Rechareer may be damaged before s BTN B RS
; cilfha i : : arcund all the ships alimed to each side by
H vour shields are knocked out. , ik .- iy el
i R A ; pressing the Highlight Alliance Ships or
! Omce shields are gone, weapoas recharge, S gt s :
gl _ : Highlight Empire Ships buttons on the
l traclor power, engines and hyperspace engines - jpas 3
. : B s ] ' Control Panel {(Fig. 4.9).
are all vulnerahle. If these systems rake damage :
o eo ol it will be indicated on the moni-
i or go out, it will be }11-:[; <l.auJ ( & me Camera Controls
tor, These svstems will repair themselves over ST _
: i ] W The camera at the botom of the control panel
dme in the tactieal game, but only very ; ST
ik . kl cat gamme, o adjusts vour view of the action (Fig. 4. 10)
! slowly, and only one systemn at a time. : i . ; '
. AL ¥ : Experiment with the camera controls '
't i uneil you are comlortable with their operation.
| . -1 Ere H
' “‘*‘ I'his conerol has several [zatures 1o help you
: If the ship is being badly lolliw the action. You can center the camera
damaged, you may choose  ©TI the currently selected dtem by clicking on
: to try to make a strategic the button in the raddle This works tor .
J retfeatrathier tha sk capual ships, task forces. fighter groups, and
losing it altogether. navigation poinls, You can remermber a cam- =
era position and zoom, then recall them by
OBSERVING THE ACTION clicking en Memorize. [ vou haven't remem- | :
_ Battles 1ake place in three dimensions. Star hered a camera location, the Memaorize
1 Wars Rebellions tactical pame has several butten restores the default camera views The

— This burton highlights or
Cims green wiretrames
around Empire ships.

it easicr to fodus

i on ships. : :
This burtan highlighis or

¢ ims red wirelrames
aroiund Alllance ships.

FIG 4.9 TACTICAL DHSPLAY WITH SHIPS HIGHLIGHTED
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Tilt Camera Up:
Click here to move your view

camera forward (iems in
viewscreen mave up.

Camera Loom In —

Rotate Carmera Left:
Click here o maove the view
toward something ro the left,

Assign Camera Subject:
Cencers the view an the
current selected item,

Camera. Zoom Out

Rotate Camera Right:
Click here to mowve the
view towvard the right.

Tik Camera Down:
Click here to move your view
camcra baclward [items in
VIEWSCITnN MOVE Up).

Return Camera to
Memorized Moshion:

MMowves the camera hack o the
last view when vou clicked on
Memorize Carmera Position.

Memorize Camera Position:
Stores carrent view—sou can recall
the views larer by dicking on Eeturn
ta Memorlzed Position.

FIG 410 CAMERA CONTROLS

following kevhoard commands allow yvou Lo
guickly adjust your camera view:

4 o center the camera on the currently
selecied item, press ENTER.

* o follow a task lorce, press F1-F&, cor-
responding to Task Forces 1-8.

- To follow a fighter group, press F9 for
red. F10 tor blue, F11 for green. and F12
for geld.

- To rorate, use cursor arrow keys, and +

ar — kevs Lo zoam o and o

Maneuvers, Tactics,
and Missions

Yol can assign maneuvers, Tacics, or mis-
sions 1o your ships 1o give them greater
aulonemy, o make an assignment, first
select the ship, task force or fizhter group.
Select an individual ship by leht-clicking on
it. Select multiple ships by holding dewn
the CTRL key while left-clickmg, To select a
task force or fighter group, click on the task

'_.:48 CHATTER 4 ¢/ MANLUVERS, TACTICS, AND MISSIONS

force number or fighter group color bunton
at the top of the screen. Next, select the
Maneuvers and Tactics bution or the
Select Missions buton (g, 4 11 and
+.12} 10 po 1o the appropriate assignment
sereen, All orders you give will apply o the
selected unil or units,

MANELUIVERS
Maneuvers specily an approach vector lor
your ships. Like navigalion points, Lhey
specily the path your ship will take on its
approach o a target. 1o assign a maneuver,
lirsl click on the Maneuvers and Tactics
buttar. This brings voo to the assignmen:
panel shown on the next page (Fig 4.13 ).
Here are the availakle maneuvers and
their descriptions. Maneuvers are assipgnesd
relative to the targeted enemy ships. 1
YL do not selec lareels [sr yOUF mission,
maneuvers will plol a course relative to all
ol the enemy ships,




Mame of
fighter
group and
any orders |
mMumlser af
X-wing
Fighiter
Select - Squadrons
Missions: in group
Click to go to :
the Missions & 85— Total number
assignment 4 of ighters
SCrEen. {12 per
suadron)
Select Squadron
Maneuvers ™ " c..'Jpﬂ::lty
and Tactics:
Click oo go (o Maneuwvers
the Mancuvers and Tactes
and Tactics o
assignment Missions
SCrEen, =

FiG 411 TACTICAL GAME'S COMNTROL FIC 4. 12 TACTICAL GAME'S CONTROL
PANEL {CAPITAL SHIPS] PAMEL (FIGHTERS)

—— Visual Confirmation

i of Selectad Mancuver:
A graphlc representa-
tion of vecior approach

-
A
o
=
&

Hammer —————

Anvil
—— Haold Pasltion

Lefr Hook
Righe Hook

— Rerurn to Ship Display screen
withour assigning arders,

—— Asslgn Maneuver/Tactic Croder
ek ol ancl return o Ship Display screen.
H'h'n\'ld ‘

FIC. 413 MANEUVERS ¥YOU CAN ASSIGN TO YOUR SHIFS
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+ | LFT HOOK: Plots a course around the
left side ol the targeted enemy ships.
4 RIGHT HOOK: Plots a course around
the right side of the Largeted enemy ships.
€ HAMMER: Iote a course around the
top of the targeted enemy ships,
- ANVIL: Flots a course around the
battom of the targeted enemy ships.
4 [CLD POSITION: Makes the ship, task
lorce, or Nighter group stop in place. The
ship will not artemnpt to maneuver relative
Lo its largel while the stop order is in effect.
Note that when you select a maneuver,
the panel displays a graphic representation
of the vector. Alter you select the maneuver,
click the checkmark button to conlirm vour
order, To cancel, click on the X button,
NOTE: Orders do not go into effect uniil
vou click on the chechmark.

TACTICS

In assigning tactics to vour ships, you are
giving them basic target engagement range
and strategy (Fig. 4.141.

< SURROUND: Form a spherical forma-
tion and crder ships to surround their target
at very close rangg,

+ STAND QOFF; Form a line abreast of
ships and take advantage ol @ weapon range
advantage. if present. (therwise, stay oul of
yOUr opponent’s tractor beam range,

NOTI: Ships will use the Stand Off wactic
by default,

Missions

Assigning missions o vour shaps and fighter
squadrons lets them independently decide
which enemy ships to targel, Aulonomous
target selection and engagement is uselul if

e
w:':':[ﬂj CHAPTER 4/ TACTICS

— Stand OFf

— Return to 3hip
Display screery
without assisn-
ing orders.

e —— ASSIEN arder

; anel rebuin ko

A Ship Display
SCTeEn.

yoU want to give your ships more local con-
trol while you remamn in charge of the bigger
picture. On the next page is the Assian
Mission panel (Fig, 4.1

- ATTACK CAPITAL SHIPS: Fhes directly
toward the most dangerous capital ship and
engages until the ship is destroved, then selecis
the next, mest dangerous capital ship,

+ ATTACK FIGHTERS: Attacks only [ight-
ers, continually attacking the most danger-
ous lighter squadron until all are destroyed.
<+ RECOVER: (Fighters only) Sends fighters
back o their capial mother ship 1o dock.
Recoversd lighters cannot be given orders
for the remainder of the baule.

+ ATTACK DEATH STAR: (Alliance fighters
only! Send Hehters on o Death Siar altack
run. This can only be attempred if the Deach
Star is present, there is ne Death Star shield
generation present on the swstemt, it 15 not




= Visual
Conflrmalon:
Craphic display
of mission

Atrack Capital
Ship

Attack Flghrer

r

Recover Fighters
(Fighters Chnly)

Adrack Dreath
Star and Alliance
(Fighters Only)

Eeturn 1o Ship
Display without
raling assign -
ment.

- Confirm mission

and return. o
Ship Dhsplay.

FIC. 4,15 MISSION ASSIGHNMENTS
FOR FIGHTERS ARD CAPTAL SHIPS

under construction, and there are more
Alliance than Imperial highters currently
launched. Only one Nahter group at a time
may attempt the Death Star migsion.

4 ESCORL The escort mission is very
important. 1t 1s the best way 10 protect large
ships lrom fighters. Select a task orce, light-
er group, of ship and then right-click on a
friendly ship. This will cause themn to sur-
round the [riendly ship and take opportunity
fire at nearby enemy vessels, The escorted
ship is indicated by a white box.

To cancel orders [or the currertly selected
ship, task force, or lighter group, brmg up
the Maneuvers or Mission butioen, deselect
any selected orders and conlirm without
choosing anything else.

BATTLE OPTIONMNS

At any rime durmg tacticz] gameplay, vou
can click on the Battle Ootions button on
the command panel to bring up the Battle
Options screen shown he ow iFig. 4. 167,
Below are descriptions of these oprions.

4 WITHDRAW FROM BATTLE: This orders
your fleet to quit tighting and atlempt w
leave the svstem. A conlirmation dialog will
appear. This option is only available il there
15 at least one hyperdrive-capable ship and
there is a neutral or friendly system 1o with-
draw 10, Even so, if the enemy ships are
equipped with tractor beams or are very fast,
they may be able 10 prevent vour retreat.
An enemy ship which car generate a gravicy
well also prevents vou lrom withdrawing.

Withidraw
from Battle

Simulate
Ferrmainder
of Barttle

Observe
Batrle,
Take
Command

togsle

Game Options

Close

Battle
Dptions:
Click fo
Laring up this
Cammanc
Panel.

FiG. 4.1 BATTLE OTTIOMS
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NOTE: Most Imperial fighters need to dock
on a capital ship to withdvaw, they can’t
withdraw if there isn't enough docking
space, TIE fighters are an exception; they
have their own hyperdrive capabilities.

4 OBSERVLE BATTLETAKE COMMAND:
This button instructs the computer to con-
trol the battle while vou observe. Click the
same button agamn Lo lake back control of
your ships.

4 SIMULATE BATTLE: This guits the
tactical game and forces the scategie game
Loy absiractly caleulate the baule resulis from
where the ractical engagement lell off,

# CLOSE: Closes Battle Options panel,

4 GAMLE OPTIONS: This takes vou Lo Lhe
Game Options screen. Here you can set
some game opLions,

NOTE: Although the Game Options screen
has a set of options relating o the tactical
pame, you cannot change the values. These
aptions are only available if you come to
this screen from the strategic Command
Center or from the Shuttle Cockpit.

Bartle locarion

Surnmary of
battle ourconme

AFTER THE BATTLE
Battle continues unlil one side der&lm}-‘ﬁ all
of the oppasing capital ships and lighters,

or until one side withdraws, Alier the baule,

the Battle Results window appears.

NOTE: This window comes up at the end
of every baitle, even if vou instructed the
game to simulate the bartle.

At the Baitle Results window (Fig: 4.17),
you can analyze the hattle losses for each
side. Click on Alliance Forees to bring
up a screen showing det ailed losses and
casualties for the Alliance side. Click on
Imperial Forces to bring up a screen

(Fig. 4.18}, showing detailed losses and
casual-ties for the Imperial side. Click on
the Go Directly To... button to bring up

a sereen that lets you select the System
window [or the system where the banle
ook place, or the Flee: window for your
[leet {unless it has been completely
destroved?, In this screen (Fig. .18}

voul can select Labs 1o show detailed losses.
Tabs let vou choose whetlher 1o examine

Close winclow

Batthe Sumrmary
[this screcn)

- Alllance Forces

Impenal Forces

o directy o,
[Fleset window or
System Wincow)

57 CHADPTER 4 ; AFTER THE BATTLL
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Battle lecatlon —g

Tells which side this —
informaticn is for

Tab to bring up details
for capiral ships

[ab to bring up
details for fighters

Ships in this column are
stll operational (burn
marks inclicare they are
darmaged, however),

in bactle.

FIC. 4.18 BATTLE DETAILS FOR INDIVIDUAL SHIPS AND
FERSONMEL (IMPERIAL SIDE 15 SHOWM. )

capital ships, fighters, troops, or personnel.
Troops or personnel are likely 1o be injured,
captured, or killed if the ship they are on

is destroyed.

Tab to bring up
detalls far troops

- Tab to baing up
details for personnet

Ships In this column
weere clestroyed

This wraps up Star Wars Rebellion’s
lactical mode. Learning these commands is
just the beginning, Mastering tactical play may

take many challenging hours. Good luck!
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Sl.ar Wars Rebellion allows two plavers
to compete head-to-head over a Local
Ared Werwork (LAN], via modem, direct serial
connection (using a null medem cable), or
over Lthe Internet, For head-to-head games,
hoth plavers require a Star Wars Rebellion
(D in their CD-ROM drives.

Plaving on the Internet 15 easy with the
Tntemet Gaming Zong (Www.zone.com).
The Internet Gaming Zone 15 a free service that
allows vou to find opponents and launch an
Internet game automatically using your Weh
browser. For more instructions on using the
Irmernet Gaming Zone, reler 1o the Plaving
Star Wars Rebellion on the Internet section.

Setting Up a
Multiplayer Game

In the Shuttle Cockpit, click on the small
panel at the lower leli thar depicts a Rebel

156 CHAPTLE 5 / MULTIFLAYER GAMES

soldier and an Imperial stormtrooper lacing
oll (Fig, 5.1). This will take vou 1o the
Multiplayer Configuration screen (Fig 5.21.

FIG 5.1 MLULTIPLAYER FANEL

Loading a Previously
Saved Multiplayer Game
Il you wish to lead a saved game made
while plaving a multiplayer game, you will
be able to load it from the Muluplaver
Optons screen, See the Muldplayer Options
section tor details,




Join game.

Procecd

Choose seryice
provider.

Host game.

Cancel

FIG. 5.2 MAULTIPLAYER COMFIGURATION SCREEM

MULTIPFLAYER

CONFIGLULIRATION SCREEMN

This screen allows vou 1o

1 Choose [rom one ol the available service

providers. The provider that is currently

selected appears in red

4 [PX CONNECTION FOR DIRECTPLAY:
PX is a network protocol commonly
used on a Local Area Network (LAN),

Il vou are playimg on an IPX-compatible
network, choose this service provider.
< TCMP CONNECTION FOR DIRECTPLAY:

TCI/IT is the network protocol used on

the Tnternet. LANs may use TCRAP as
well. Il vou are playing an Internel pame,
or are plaving on a TCPY 1P LAN, choose
this service provider.
NOTE: See the Playing Star Wars
Rebellion over the Internet section for
tips on playing over the Internet using
the TCP/APR protocol or on the Iniernet
Gaming Zone.

+ MODEM CONNECTION [OR IMRECT-
PLAY: Select this service provider 1o [rlay

Star Wars Rebellion over vour modem
with a friend. To play a game over a
madem connection, make sure your
modem is connected correctly and
turned on belore L:|i|;'.|<i|‘|j_lq Modem
Connection for DirectPlay.

# DIRECT 5ERIAL CONNECTION FOR
DIRECTPLAY: Choose this provider 1o
play a game between Lwo computers over
a direct serial connection. You need o null
madem cable (or senal cable with a null
muodem adapler] connected to a free serial
porl on Lhe hacks of hath computers.

2 Choose Setup Game Lo host a game, or

Connect to Game Lo [om an exisling game.

The currently selected option will be

depressed and the text will appear dark.

3 When you have selected vour options,

click on the mght arrow button at the

hottom ol the screen to continue. To cancel
and return 1o the Shurtle Cockpit. ¢lick on
the X butlon,

MULTIFLAYER CONFIGURATIONN SCREEN / CHAPTLR 5 15'
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Hosting a Game

If vou chose Setup Game, you will see the
Host Game screen (g, 3 30

1 In the Plaver Name box, type a nams or
nickname tor yoursell. If vou do not specily
a name, 1t will default to vour Windows 93
Users name.

2 In the Game Name hos, type in what you
"ﬁ"':_'l'llll'..J |i|{t.'. 1o narme }-'-::-Ilr' '!_-;E]”'IE'. ||- ':r'(-‘ll. I.'JI.'I
not specily a name, o will defaull 10 your
compulers name,

3 When linished, click on the right arrow
button. This will take vou o the Multiplaver

Oiptions screen, Fig, 5.9, unless you are
playing o direct modem or serial game. To
war back, click the lelt arrow butten, To can-
vel and return to the Shuttle Cockpit, click
on the X button.

HOSTING MMODEM GAMES
I vou are hosting a direct maodemn game,
vou will be prompted with the [ollowing
dialog box (Fig. 5.4

Select vour modem device Itom the
pop-up lisl, We recommend that vou leave
your modem settings at their default contig-

aur playsr nanie te be?

Proceed
G hacl,

Answer call.

Enter your
N here.

AT your garme,

Cancel

- Choose vour modem
Treem the s,

Em‘lﬁgure maclem
sertings

Cancel

FIG. 5.4 MODEM ANSWER DIALOG

HOSTINDG & CAME




uration, Click the Answer button 1o wait
for a call from your opponent. Once the call
15 recetved, vou will be taken to the Mulr-
plaver Options screen (Fig. 5,93,

HOSTING DIRECT SERIAL
CONNECTION GAMES

If vou are hosting a direct serial game, you
will see a dialog box (Fig. 5.5). Choose the
communications {COM) port that corres-
ponds to the serial port that the null modem
cable 15 conmected 1o (usually COM | or
COM 2). We recommend that you use the
default configuration lor Baud Rate, Stop
Bits, Parity, and Flow, Click OK to continue
to the Multiplayer Optiens screen.

See the Trouhleshooting Guide or the
Technical Support section of the Lucasdres

Ser COW Port.

Weh site (www.lucasarts . com/support) for
more inlormation on setting up and testing
a direct serial connection.

Joining a Game

Il you chose Connect to Game. you may
be: prompred for connection information.,
depending on which service provider vou
chose, A dialog hox will appear il you
selected TCPAR modem, or direct serial
plav. Enler the necessary intormation 1o
proceed 1o the Jom Game sereen (Fig: 3,82

JOINING TCP/IF GAMES

If vou are joining a TCPAP game, the
following dialog hox will appear (Fig, 3.6]
For Internel play, vou must enter the 1P
address of the computer that is hosting the

Mrowceed

Cancel

leawe setrings at default.

— Proceed

— Cancel

FIG. 5.6 TCPAP DIALDG

HOSTING DIRECT SERIAL CONNFOTION GAMES ¢ CIHAITER 5
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game and click OK 10 proceed to the Join
Crame screen (Fig, 3.8} {The host will need
ter identity his or her [P address and give it
Lo v before vou Lry Lo connect. )

See the Plaving Star Wars Rebellion over
the Internet secton for tips on playing over the
Internet wsing the TCPRAP protocel and instrue-
tons tor playing on the Internet Gaming, Zone,
NOTE: If vou are playing on a TCYIP LAN,
leave the box blank and click OK. Direct-
Play will search for TCP/AP configured
hosts over your local network.

JOINING MODEM GAMES
1 von are joining a modem game the lollowing
chalog box (Fig 571 will appear. You must

the Serial Connection dialog box (Fig. 5.3).
then choose the COM port that corresponds
1o the serial port that the null madem cable
is conmected to (usually COM | oor COM 2}
Wi recommend that vou use the defaull
configuration for Baud Rate, Stop Bits, Parily,
and 'lew, Click OK to continue te the Join
Lrame soreen

Join Game Screen

This screen g 3.8} allows you to choose
your name or nickname o the game session
and choose which game 10 join.

1 In the Plaver Name box, [ype a name or
nickname for voursell. 1 vou do not specily
a name, 1t will detault to vour Windows 85
USERS name.

— Enter telephone number,

Choose macdem.

LDial telephones

Configure modem
seltngs,

FIC. 5.7 MODEM CONMECT CHALOG

enter the phone number of the person host

ing the same and spectty your modem device
from the pop-up s Click Conneet... to dial
the phone. When you are commected, you will
e taken to the Join Game screen (Fig. 3.8).

JOINING DIRECT SERIAL
COMNMMECTION GAMES

If vou are joining a direct serial game, open

160 CHAPTER 5 |DIMING MODEM GAMES

2 Select the game vou wish o join, Lnless
vou are playing ona LAN where others may
be plaving Star Wars Rebellion, there will
only be one game name histed.

3 When [inished. click on the right arrow
button. This will take you 1o the Multiplayer
Options screen (Fig, 393, To go hacle, chek the
left arrow button, To cancel and return o the
Shuntle Cockpit. click on the X button,




Choose your side, ——— Do

Choose game length. ——

Type char messages.

View char messages
and game settings,

Start Garme (Host) -
Presious —

— LCancel

Choose salaxy size
tstandard, large or huge),

— Load multiplayer
saved game.

Cancel

FIC. 5.9 MULTIPLAYER OTTIONS SCREEN

Multiplaver Options

Ihis screen allows the host o select the Tame
parameters and load a previously saved pame.
This screen also lets bath players chat with
each other before the game is started.

As the host, you must select game parame-
ters on the Multiplaver Options screen (Fig, 591,
1 Choose which side you want to play, the
Galactic Empire or the Rebel Alhance Click
the red svmbol [or the Rebel Allisnce or the
green symbol for the Galactic Empire.

2 Choose a salaxy size. The choices are

standard, large. and huge.

4 STANDARD CALAXY is made up of 10
sectors, each with 10 systems, (or a
total of 100 systems.

* LARGE GALAXY 1s made up of 15
seclors, cach with 10 systems, lor a
tonal of 150 systems.

- HUGE GALAXY is made up of 20
seclors, each with 10 systems fora
total of 200 svstems,

MULTIFLAYER OPFTIONS ; CHAPTER & |6&T




3 Choose Standard Game or HQ Only

Victory.

4+ STANDARD GAME: Capture and hold
enemys base planet and key personnel for
victory To win in a standard game, you
must capture the system Lhat contains
the opposing sides base anil capture the
two leaders ol the opposing side.

« Rebel Win Conditions: Capture
Coruscant and capture Emperor
Palpatine and Darth Wader,

» Imperial Win Conditions: Destroy
the Rebel headguaniers and capture
President Mon Mothma and Luke
Sloywalker.

# 10 ONLY VICTORY: Captare the head-
guarters only [or victory,

» Rebel Win Conditions: Caprure
Coruscant.

= Imperial Win Conditions; [2estroy
the Rebel headqguarters,

A Use the Compose Chat Message window
(Fig. 5.113 1o exchange messages back and
[arth with your opponent. To chat, click your
mouse in the space to the right of Chat=.
then Lype vour message. Press Enter Lo send
it. Messages will uppear n the Chat window.
5 When linished, click on the checkmark
hutton at the hottom of the sereen 1o start
the game, To go back one screen, click

the: left arrow button. 1o cancel and retarn
ler the Shuttle Cockpit view, click on the

X hutton.

LOAD A SAVED
MILULTIPLAYER GAME

Tor load a previously saved muldplayer
game, g0 1o the Multiplayer Qptions screen
and click the Load Game hutten to bring

. -
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up the Game Options screen, This hutton
will only be available if you have saved a
game from a previous session with your cur-
rent opponent. 1 you a-e loading a saved
game, it will use the gane size and dilliculty
settings lrom your previous game. You will
not need to chonse them again unless you
are starting a new game. See the Save Game/
Lead Game section for more information on
saving and loading games and using the
Game Configuration screen.

Multiplayer Game
Features

T addition 1o the single player game
[eatures, the [ollowing leatures are available
in a head-to-head game:

MESSAGES (CHAT)

[his feature gives you the ahility to send
messages or launts to your apperent while
in the Galactic Information Display. These
chat messages are processed through 50-7
or Rd-Dds messaging system

o send or view a message, click on
SD-7 or R2-D2 o brirg up the Display
Message Index {see I'ig, 5.10).

Click the Chat Messages tab to display
any meoming chat messages. Double-click a
message o view 1L

Click the button on the hottom right-
hand side of the window o send a messape
to vour oppenent. The Messape window
will be displayed allowing you to type and
send vour message (see Fig 5,110,

CAME SPFEED
The pame speed can he adjusted by either
player durmg head-10-head play. However,
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- Show chat messages.
2 Display M e

Delete selected

[ncoming message MEssages,

— Select all messages.

Compaose char
message,

Close button

Return o Display
Message Index.

Pepeyour Fend message.
message here,
Cancel
e A . LR TR
: FIG, 3011 COMPOSE CHAT MESSAGE WINDOW
| the game plays at the slowest speed set an until you are ready 1o play, Then just click
either computer, The available speeds are: on the checkhox 1o resume play
Pause, Very Slow, Slow, Medium, and Fast,
SAVING YOLUR
PAUSING THE GAME MULTIFLAYER GAME
If you need to pause during a head -to-head To save your multplaver game, [ollow the
match, stmply bring up the Game Options sarme procedure as vou would 10 save a sin-
Screen. Your oppenent will receive a gle plaver same. See the Save Game/Load
Waiting for Opponent message, until you Game section for details, In multiplayer
: return to the game. Allernalely, vou can pames, anly the host player can save the
choose 1o pause on Lthe Game Speed menu game. Star Wars Rebellion will create a
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saved same on both computers in the same
saved game slots.

Playing Star Wars
Rebellion on the Internet
Star Wars Rebellion uses DirectPlay, the
multiplayver component of DirectX 5.0.
DirectPlay has support lor TCYLE the
network protecol used on the Internet. This
means that you can challenge a Iriend 1o a
Star Wars Rebellion game anytime, provid-
ed you have aecess to the nternet via an
Interner Service Provider (ISP,

GETTING STARTED

o the latest information ahout Star Wars
Rebellion and other LucasArts multiplayer
games, check oul the Rebel 110 Web page at
www,rebelhg.com. Here vou will find
updated information and news about your
favorite LucasArts multiplayer games, as
well as links ta the | ucasArts section of the
Internel Gaming Zone.

To find opponents for an Internet game,
you can join the Internel Gaming Zone.
Cnee vou have the Zone software installed
and a free membership sel up with the
Zone, you can play Star Wars Rebellion on
the Internet anvtime vou wish. You don’
need (o use the Inlerneét Gaming Zone Lo
play the game online, but it simplifies the
process of fnding players and joining
Internel games,

We've also provided some uselul
mtormation o help you play Star Wars
Rebellion directly over the Internet without

have Internet Explorer or just want Lo set up
your own game. You'll also find a Glossary

FLAYIMNG STAR WAHRS REBELLICHN ON

of Internet-Related Terms, 1f you are not
familiar with a term or acronym used in this
manual, tefer 1o the Glossary.

PLAY ON THE INTERNET
GAMING ZONE

The Internet Gaming Zone is a lree Internet
pame matchmaking service that allows online
plavers 1o meet up with other players from
around the world and launch supporied
ames, such as Star Wars Rebellion, quickly
anel easily. All you need is an account with
an lnternet Service Provider and Microsoft
Internet Ixplorer 3.02 (or later).

To join the Internet Gaming Zone:

1 Connect o vour Internet Service Provider,
2 Launch Internet Explorer

3 In the Address box of vour Web hrowser,
type www.zone.com and press Enter.

4 Onee vou are at the Internet Gaming Zones
welcome page, click New Player Sign-Up.
Enter the necessary member information
and follow the mstructions for downloading
or upgrading the Zone soltware.

5 You may be asked to reboot your computer
when the dewnlead has completed.

To play the game in the Zone:

1 Muke sure Star Wars Rebellion and the
Internet Gaming Zone software have been
properly installed on your systent,

Z Tlace the Star Wars Rebellion CIY in your
CD-ROM drive but dont start the game. 1f the
game’s Launcher comes up, you can close it.
3 Connecl to vour Internet Service Provider
and launch Internet Explorer.

4 Tn the Address box ol your Web browsert,
type www.zone.com and press Enter,

5 Once vou are at the [nernet Gaming Zones
welcome page, click Play Games Now! and

THE INTERNET




enter the Member [D and password that vou
chose during registration.

6 This will take vou to the Gaming Zomne’s
home page. Choose the Games List and pick
Star Wars Rebellion from the Strategy Games
category to enter the Star Wars Rebellion oom.
7 Choose one of the Star Wars Rebellion
ZoneMatch lobbies on the right 1o enter it and
lind players.

8 Move your mouse to one of the game
sejuares, Click the Host button on any unoc-
cupied game square 10 host a game or click
Join to add vour name to the list of players
in an occupied sgquare.

9 Next to each players name there will be an
[nternet latency mdicator. This meter tells
vou the quality of vour connection 1o other
plavers, The Zone will routinely update this
indicator (o reflect all Zone members' current
connection gualities. 1t s recommended that
vo only join games in which the other play-
er has a pgreen indicator. This chart shows
whal Lhe colors of the meter represent:

BLACK = Unknown (The Zone has
not updated this plavers
sLaLus yel,)

RELD = [Poor Connection

YELLOW = Average Connection

(REEM = Good Connection

2 GREEN = Best Connection
10 Cnee any plaver has selected 10 host a
game, they must wait in that sguare ontil
anather playver has joined. Whenever the host
i5 :‘t‘tm']}f, he or she can initiate the game by
chcking Play, and Star Wars Rebellion will
he: launched awtomatically on both plavers
machines.
11 Follow the instructions on page Lol for
setting the multiplaver game options and

starting the game.

12 1f vou are done with 4 Star Wars
Rebellion gaming session, and vou wish to
start a new Inlernel game, simply exit from
the game Lo return o the Internet Gaming
Zone, then click Resmme to rejoin the players
in the lobby

HOSTING YOLIR OWMN
INTERMNMET GAME

This section explains the process for host-
ing and joining Intemet games withour a
matchmaking service such as the Internet
saming Zone.

Settng up your own Internel games can
be somewhat difficult for less-experienced
Internet users. 1 vou have trouble, try playing
Star Wars Rebellion on the Internet Gaming
Zone, [ simplilies the connection process
and provides a place 1o meet other plavers.

Advanced users will probably be able 1o
lind plavers in a Star Wars Rebellion room
using an IRC Chat program. In an TRC Chat
room, You can arrange a game and exchange
the II" Address. as menrioned in step 3 helow
Please consult the Glossary for more inlorma-
tion on TRC.

Suggested steps for hosting an
Internet game:

1 Connect Lo the Internet,

2 Determine vour 1P Address. This number
is usually dilterent each ttme vou connect,
You can use the 1P Conhiguration Viewer
iincluded with Windows 930 to determine
vour [P Address. See the section below
entitled Usetul Inrernet Tnlities Included
with Windows 99 [or details,

3 vou will need 10 pive vour current IP
Address 10 someone interested in joining

HOSTING YOUR OWN INTERNET GAME  CHADTTER 5 1565
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your game. If you are playing with a friend.
vou could e-mail him or her this number or
call (if you have access to a phone that isn't
tied up by vour connectien to the Inlernet).
4 Launch Star Wars Rebellion and choose 10
hiost a TCP/LP multiplayer game by following
the host game instructions on page 158,
5 CUnce the game is aclive and you are wail-
ing in the Multiplayer Options screen, your
opponent will be able 1o join using the 1P
Address you provided. |ust wait unril he or
she shows up in the game.
Suggested steps for joining an
Internet game:
1 You rmust obtain the 1T Address of the
computer hosting the game before playing,
You could arrange the game online through
an IRC Chat program or obtain the address
via e-mail or other means. This number will
usually change every Llime the host connects
1o the Internet.
2 | aunch Star Wars Rebellion and choose to
join a TCPAP multiplaver game by following
the join game instructions on page 139,
3 Select the TCPAP protocol as your service
provider.
4 Enter the IF Address when prompied and
click OK. Be sure 1o enter the number
exactly and include periods to separate the
numbers. A valid number will look
something like this:

199.3.89.200
5 Once you have entered a valid TP Address
and clicked OK, Star Wars Rebellion will
search for the game. If the game isn't lound,
click the left arrow button o go back and
try again, Carelully re-enter the [P Address,
6 When the same is found, click the game
name, then click the right arrow button to

connect and proceed to the Mulliplayer
Options screern.

Useful Iinternet

LUtilities Included

with Windows 95

<+ TP CONFIGURATION VIEWER: Thus
wiiliey allows vou to view your TCP/IP settings,
such as your 1P address, To join an Internet
game, you will need o know the [P Address
of the computer hosting the game. The host
can use the IP Configuration Viewer 1o
identily his or her IP address and give you
this number so that you can find the game
on the Inlernet.

To obtain your IP address:

1 Connect to vour I5E

2 Click the Start bulton.

3 Then click Run.

4 Tvpe WINIPCFG, ancl press Enter 1o
display the [P Cenliguration Viewer.

5 Click the arrow to the right of the drop-
down box and select PPP Adapter from the
list (il necessary).

6 Make note of the number in the 1P Address
window, This is your current Internet [P
address. You will need to give this number 1o
someone who wishes 1o join vour Internet
game. This address will usually change
every time you disconnect and re-connect to
vour 1SE You can now minimize the viewer
and vour 1P address will be displaved on
the Laskbar.

4+ PING COMMAND: You can use Lhe
DOS-based PING command to determine
latency between you and the host.

To use the PING command:

1 Click on the Start menu, then choose
Programs.
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2 Click MS-DOS Prompt 10 open up a
DS windeona:

3 At the M5-DOS Prompl, lype Ping
followed by the IP address of the host and
then press Enter,

For example:

CAWindows>ping 199.3.89.200 <Enter>
You will then see something like this:

Pluglng 13%.3.09.200 wiktk 31 hyzea nf dafa;

R&ply Irom 139.3.383.300: bEvtps=3Y tima=298ms TTL-124

Aeply Feem 19303089, 2004 Eybee=32 Lim==302ms 1TL=123

Aeply ZDoe 193, 3089 2000 Eyteszl? time-diims TTL-LE3
3

Peply Sfrom 1930385 2000 bytes=32 _ime=220ns UTL=1:3

The PING command will “ping” the host
[our limes and return the above imformation.
The number following “cime="is your
latency. An average latency of 500 ms
(milliseconds) or less is generally acceptable for
playing the game, bul the lower this number
is the hetter your game experience will be.

A “Ping time” ol 300 ms or less (average) 15
eptimal [or plaving the game.

NOTE: If you get Facuuest Limsd out
message one or more times while pinging
a host, vou will likely experience poor per-

formance while playing with that hest. Try

reconnecting (o your ISP and pinging again
to see if your conmection improves.

Internet

Performance Tips

+ YOU NEED &4 QUALITY CONNECTTON
TOTHE INTERMNET. The Internet is
always changing and is unpredictable by
nature. If you have performance problems
while playing online, disconnzct [rom
vour ISP and reconnect 1o gel a better
connection. If vou do this, remember
your [P address will change, You may

also have a beller expenence by playing
at other times of the day or night, when
the Tniernel is less congested. Some
commercial membership online services
Lthat oller Internet acoess may nol per-
lorm adequately. An independent or local
Internet Service Provider will generally
ofter the best performance,

CONNECT TO THE INTERINET USING
YOUR MODEM™S HIGHEST SPEED
POSSIBLE. When you connect to your
ISE, you will see o message Connected
at 28800 bps or something similar.

IT IS IMPORTANT TO HAVE A LOW
LATENCY CONNECTION. A latency ol
300 ms or less between players is accept-
able; it is recommended thal vou have an
average latency of 300 ms or less. Refer
te the PING command in the Useful
Internet Utilities Incluled with Windows
95 section for more information. Some
online membership services that offer
access to the Iniernet {through their
proprietary dial-up services) have high
latency and may not perform well with
Star Wars Rebellion.

INTERNET PERFORMANCE TAPS ¢ CHaPTLR = |&F m
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Glossary of Internet-
Related Terms

ActiveX: This is a lechnology developed by
Microsoft to allow active animaton and
other active content within any Weh page
that uses the technology o view a Weh
page that uses ActiveX, vour Mab hrowser
must have ActiveX support. The Internel
Gaming Zone uses an ActiveX lobby and
thus requires an ActiveX-competible browser

Bandwidth: The amount of data that can be
transmitled or received In a given amount
of ume. For example, a 288 modem can
send and receive al 28.8 khps (kilebis per
second) and an ISDN card can transmit at
speeds ranging from 56 Kps (Kilohytes per
second) 1o 128 Kps.

Client (also see Host): In muliplaver sam-
ing, a clienl relers to a person who is joining
a network game that has been created by
another player, The playver that creates the
game 1= referred 1o s the host {or server),

DirectX: DirectX s the AP (Applications
Programmmg lntertace] that S.ar Wars
Rebellion uses to access vour compulers
hardware. DirectX has been developed by
Microsoll to integrate into the Windows 93
operating system and provides games with
a standard method of direet access 1o the
advanced lealures ol your computers hard-
ware, without having o develop specifically
for that hardware, DirectX is made up of:
DirectDraw for 20 display capabilines.

(e 3D for 30 display, Divectsound for
sound capabilities, DivectPlay lor muln-
player capabilities, and Directinpui lor
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input devices such as mice. kevboards,
and jovatichks.

Host {alse see¢ Client): The host is the com-
puter that creates the multiplayer game for
others to jomn. The hos.s computer also
handles a lot of the chores associated with
communication between participants in
midliplayer game.

Internet: The Internet 15 an internetwork,
or nelwork of smaller networks that spans
the entire globe. Since its inception m the
1970, the Internet has grown to epic
proportions and, in essence, has become a
public network.

IP Address (Internet Protocol Address):
This is a namber that iz assigned e all com
puters on a TCRAP neework. Your ISP
assigns one of these 1o you whenever you
connect to the Tnternet. You should use the
[P Conliguration Viewer to obtain this num-
ber il vou are hosting an Internet game.
Refer Lo the 1P Conliguration Viewer in the
Useful lnternel Utilities Included with
Windows 95 section lor more information.

IPX (Internetwork Packet Exchange):
This network protocol used in Novell
MNetware-compatible neoworks. 1t is the most
commaenly used protecol for LAMs. Some
commercial gaming services such as Kali
and Internel Gaming Zones ZonelL AN allow
IPX games Lo be plaved over the Tnrernet
using custom soltware. This software
comverts 1PX packels Lo TCP packets for
transmission over the Internel. Star Wars
Rebellion 1s supportec. directly by the




[nternet Gaming Zone, so there s no need
to play it using ZoneL AN,

IRC {Internet Relay Chat): Usiag an [RC
program (not included with Star Wars
Rebellion, but available as shareware from
many sources on Lhe Internet), you can con-
nect to chat rooms across the country. 1t is
likely that you can tind chat rooms dedicated
10 Internet gaming or specilically, Star Wars
Rebellion, in which vou can exchange 1P

ISP (Internet Service Provider): A company
or service that provides local dial-up access
to the Internel over a modem, usually lor

a menthlv fee, Some online services offer
Internet access as parl of a number of
services. These types of 15Ps may not be
adequate for online gaming due 1o the
inherent lateney caused by the overhead

ol their proprictary services.

LAN {lLocal Area Network): Two or more
computers connected together with network
adapter cards and nerwork cable.

Latency: Latency, or Internet lag s it 15 com-
monly referved to, is a measure tin milhsec-
onds) of the amount of time that it 1akes for
data to travel from one compule- 1o another
and back, over a network or the Inerner. This
lag time can be measured using the PING
commani, (See the Useful Utilities section [or
more inlormaticon an the PING command
and latency), Tatency 15 usually not an issue

on a Local Aren Network, but on the Internet,

excessive lalency can cause game performance
to degrade substantially. When playing any

aame over the Internet, it is important to
have a low latency connection. High latency
can cause poor mulliplayer performance
and can decrease stability,

Network Protocol: This is the method, or
language, 1that computers use to comumuni-
cate with each other over a network or the
Internel. For computers to be able to com-
municale over a network, they must share
a common protocal. Tt is common for
Windows 93 computers 1o use more than
amne pl'{_‘.llL‘l-._'Ul al the same time [or L‘L‘Jn‘l]‘aﬂti-
biliry with various networks, Common pro-
tocals are IPX, MetBEU, and TCP/IE

Packet: A single unit of data sent over a
network ar the Interner. When computers
communicate with each other, they group
their data into a form called a packer. Each
packet of information is then addressed so
that it can hind its way 1o the imended recip-
ient. Games work best il each packer sent by
the game is received intact and in a timely
mannet. On overcrowded networks or the
Internet, packets can get lost or dropped,

In this case, the packet is re-sent, reguiring
extra work [or the sendicg computer ancd
creating more data thar needs to be sent
through vour modem. Excessive dropped
packets can cause perlormance problems
during gameplay, and strange phenomena can
occur. Trv playing al dilferern times to avoid
prime-time congestion of the Internet and
you will most likely see betler perlormance.

Ping: This 13 a DOS command line propram
Gincluded with Windows 937 that allonas
vou Lo measure latency between vour com-
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puter and another computer on a TCRAR
network or the Internel. |1 sends a small
amount of data to an 1P Address you specify
and awaits a response, When i gels a
response from the other computer, it will
display (in milliseconds? how long it takes
for the data 10 make the wip over the net-
work, This is called “pingmg” the host.

PPP (Paint-to-Point Protocol): You must
have a PPP account with an Tnzernet Service
Provider (ISP o play Star Wars Rebellion
on the Internet. 1 you can browse the Web,
you most likely have this type of account.

TCPAP: This is a network protocol used on
LANs and the Tnternet. You nezd this prote
col loaded and configured properly to play
TCPR/AP games on the Internet. If vou are
connected via modermn, you should have
this protocel conligured for use with a
Dial-Up adapter. We recommend that yon
use Microsofts TCP/P protocol that is
supplied with Windows 35, Third parry
TCF/IP software has not been lully tested
with Star Wars Rebellion.
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