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he Emperor welcomes you into his Impe-
rial Fleet. With this manual you will learn
the specifics of the Imperial Naval
starfighters at your disposal, their con-
trols, weapons systems, and proper use.
Learning this data thoroughly is the first
step to bringing glory to the Empire.
Serving the Emperor and the defeating of
our enemies is any pilot’s primary role.
Succeeding in these accomplishments will
elevate you to greater recognition and
status; failure will bring more unpleasant
results.

This manual contains classified infor-
mation of the highest level and is forbid-
den to reach the hands of personnel not
cleared for starfighter operations. Any
reports of unauthorised distribution will
be met with severe action.

Serve the Emperor.
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SECURITY CHECK
1l Imperial personnel must pass through a security
Acheck before being allowed to register. First, you
will be asked to identify an Imperial or Rebel star-

ship by its codename. Once the desk sergeant has verified
the code, you may register.

STEP @: Refer to this document to match the code name
shown on-screen with one at the bottom of the page.

STEP @: Enter the craft’s name, then press ENTER.

STEP @: If the correct craft has been identified, you will
be allowed to register at the Security Desk.

PILOT REGISTRATION

Here at the Security Desk, you may either enter a new
pilot name, or select an existing pilot. Once
a pilot has been selected, the Imperial
Database will access that pilot’s name, rank
and score. If you wish to fly this pilot,
select the doors to the right. If the pilot has
been cleared, the stormtroopers will allow
entry to the Concourse.

If many pilots are available, click on the
left and right arrows below the selected
pilot's name to cycle through the entire
list,

To Register:

STEP @: Type in a new pilot name or select an existing
pilot.

STEP @: Enter the Concourse by clicking on the doors to
the right.

You may also delete a pilot at the Security Desk.

To Delete a Pilot:

STEP @: Select a pilot to delete.

STEP @:; Click on the DELETE PILOT button beneath
the Imperial Database monitor.

THE CONCOURSE
1l right, pilot. Now that you've cleared security,
A you may enter the Concourse. From here, there
are many options available to you. You can return
to Registration, use the Training Simulator or hone your
skills in mock-combat in the Combat Chamber. There are

also schematics on all Imperial and Rebel Alliance ships
available for review in the Tech Room, or you can study
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past missions recorded by your flight cam-
era in the Film Room. Finally, when you're
ready for some real combat, you may enter
the Battle area to choose a battle site.

[ advise you to try a few runs in the
Training Simulator before you jump into
the Combat Chamber or sign on for a bat-
tle. Taking a look at the specs in the Tech
Room is recommended also,

REGISTER
If you wish to fly a new or different pilot:

To Re-register:

STEP @: Click on Register located at the far lower-left
doors in the Concourse.

STEP @: Follow the instructions in the section labelled
Pilot Registration in this document.

TRAINING SIMULATOR

Although thousands of TIE fighters are
in use throughout the Empire, that does
not mean they are expendable. To prevent
you from taking one of our fighters into a
battle and allowing it to be destroyed due
to your incompetence, we have designed a
series of tunnels with obstacles and targets
inside, created to perfect your use of the
flight and thrust controls and improve your
ability to target and destroy objects quickly,

Your success in the Training Simulator will depend not
only on speed and flying ability, but on accuracy also,
Remember, pyramid targets, spindle obstacles, and sphere
targets will add two seconds to your allotted time. In later
levels, simply flying through at top speed will not be suffi-
cient to complete the course in time.

To Fly the Training Simulator:

STEP @: Select the Training Simulator from the Con-
course by clicking on the doors second from the left on
the lower level.

STEP @: Clicking on the view-screen will cycle through
the level description, the high score list, and a layout of
a course segment.

STEP @: Select a ship to fly by clicking on the left and
right buttons below the label “Ship.”

< s

AUDACITY
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STEP @: If you have previously completed levels in the
selected ship, you may continue from the last complet-
ed level or earlier levels, Select the desired level to start
from by clicking on the left and right arrows under the
label “Level.”

STEP ®: When you are ready to don the Sim-Visor, click
on the red button beneath the Level selection buttons.

STEP @: To exit the course while in-flight, hit Q then
SPACEBAR on the keyboard. You will then be
debriefed on vour performance. To return to the main
console click on the yellow Door icon located to the
lower-right of the debriefing screen.

STEP @: To exit the Simulator after a run or before pro-
ceeding to the course, click on the Exit lever to the
lower-left of the console.

COMBAT CHAMBER

he Combat Chamber is designed to give the closest

experience to actual combat withour endangering

man or machine. Bach starfighter in the Imperial
Navy has four missions to fly in increasing difficulry.

Some missions were created specifically for training
: purposes, while others are actual missions

from the past which have been selected to
highlight certain combat tactics, Also, once
you have completed any Battle missions,
they may be accessed in the Combat
Chamber to re-fly at your leisure.

For the best training experience, we rec-
ommend flying the first mission of each
craft first, then the second missions, and so
_ on. The Chamber 1s designed so that the
e ' training difficulty progresses in this order.

Massian 1

To Select a Combat Chamber Mission:

STEP @: Select the Combat Chamber from the Con-
course by clicking on the third door from the left on the
lower level.

STEP @: To select a starfighter to fly, click on the left and
right arrows to either side of the ship name.

STEP @®: To select a mission, click on the left and right
arrows to either side of the mission number,

STEP @: Once you are satisfied with your choice, click on
the red button to the right of the ship graphic. This will

it Il Wi lower the Sim-Visor and take you to the mission brief-

COLOSSUS ing,
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STEP @: To exit the Combat Chamber, click on the lever
in the lower left hand corner of the console, labelled
“Exit Simulator.”

MISSION BRIEFING

The mission briefing will give you all the information
you need to complete the primary mission goals, There
are two or three levels to the briefing sequence.

The first level is the Mission Map. This map will give a
tactical overview of the mission setting and available infor-
mation on nearby ships, probes, mines, etc. The second
level is the Deck Officer’s briefing. This gives you the
opportunity to ask the Deck Officer specific questions that
will give you more detailed information on
the selected mission.

EH Pause / Rewind Briefing: Click to
pause the mission map for further study,
Once the playback is stopped, clicking again
will rewind the briefing.

B Resume / Rewind Briefing: While
the mission map is paused, click on this
button to continue playback, While the
mission map is playing, click to rewind to
the first section.

E Skip Section: Click this button to
skip the current map secticn and move on to the next
section.

El View Officer Questions: Click here to view a list of
questions you may ask the Deck Officer. Once this button
has been selected, it will change to a map, which, when
clicked, will return to the briefing map.

[ Enter Mission: Click on the TIE Interceptor button
to enter the selected mission.

Al Exit Briefing: Clicking here will remove the Sim-
Visor and return you to the Chamber console, where you
may select another mission, or return to the Concourse.

~ HF3tk Destrov. Rebel Repair Depot

An Imperial probe reports that contain
disabled starfiohters arellocated ot tt

MISSION DEBRIEFING

After each mission, you will receive a debriefing which
will examine and report what you did right and what you
did wrong during the mission. For those who prove wor-
thy, any promotions received will be reported as well. You

will also get a detailed breakdown of your weapon accura- | 1 . E = e
cy, what goals, if any, you completed, a list of enemy craft - F 3 "b

destroyed, and Imperial losses. '

e

COURAGEOQUS
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Hl Last Question; Click on the arrow to go to the
previous question from the one you are viewing.

Next Question: Click to proceed to
the following question from the one you
are viewing,

[ Next Page: If the answer to one of
your questions is more than one page, it
will be reflected in the bottom right corner
of the view screen. Click on the Page
button to change pages.

EH Fly Mission Again: Click on the TIE
Interceptor button to re-fly the mission.

Hl Exit Debriefing: Click to return to
the Combat Chamber console, where you
may select a new mission or return to the Concourse.

To Select a Completed Batile Mission:

STEP @: Cycle through the battle choices with the same
arrows used to choose a ship. Completed battles will
appear in order after the final ship.

STEP @: Proceed to the briefing as described previously.

TECH ROOM
he Tech Room is a chamber that allows you to
view holographic images of all of the Rebel and
Imperial ships you may encounter. Information

includes craft size, top speed, and armament. Knowing a

craft’s strengths and weaknesses may be

the critical factor between victory and
destruction.

To View Tech Room Holos:

STEP @: From the Concourse, select the
Tech Room through the second door
from the right on the second level,

STEP @: To cycle through the various
ships, click on top set of left and right
buttons beneath the hologram.

STEP @: To rotate the ship on its pitch
axis, click on the lower set of left and
right buttons beneath the hologram.

STEP @: To return to the Concourse, click on the doors at
the left side of the chamber.

DEVASTATION
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FILM ROOM
he Film Room can be an invaluable tool for
increasing your odds of survival. By activating
your ship’s flight camera during a mission, you can
replay it from the film room, viewing it from any angle or
from the perspective of any craft in the combat zone. You
are also able to re-enter the battle to attempt to correct

any errors made during the mission. The Film Room may
also be used to verify kills to others.

To Enter the Film Room

STEP @: From the Concourse, click on the
far right door on the second level.

STEP @:; A list of available film clips will
appear. Choose the film clip you wish to
view and click on Load Film. From here
vou may also delete a film clip or exit
the Film Room.

Once your film clip is loaded, use the
following key commands on your keyboard
to activate the various film controls:

KEY  NAME FUNCTION
\B PLAY Starts and stops film playback,
=

\a REWIND  Rewinds film to start.

\ ADVANCE Turns film advance mode
on and off.
\g LOAD Loads a new film clip.

\B ENTER SIM Places you into the mission
where the clip is currently.

E EXIT Returns you to the Concourse.

E FOLLOW / Toggles between Follow
FREE and Free view maode.
Follow: Camera will follow object selected
in Camera Pos box.
Free: Camera is free-floating in space.
CAMERA  Moves the camera to the

\- POSITION position of each ship. I o
@ \E Moves the camera to the position g " z -:H ém
B of each ship in reverse order. i

EMPEROR
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Hext Bottle

2 TRACK Turns Track mode on and off,
\ In Track mode, the camera is always

pointed at the craft selected in the Object box.
\Q OBJECT  Cycles through
B objects to be tracked.
\Swife Cycles through objects to be
\_ E

tracked in reverse order.

Left mouse button/  Zooms camera in. In Free mode,
Ist joystick button this will move the camera forward.

Right mouse button/ Zooms camera out. In Free mode,
2nd joystick button  this will move the camera back.

NEW BATTLE / CHANGE BATTLES
his is what it all comes down to. All of the training
is for one purpose, To ensure you are worthy
enough to become part of the most efficient fight-

ing force in the galaxy,

Omnce you enter the Campaign Room, you must
approach the Campaign Desk to sign on for a battle. At
first, as a rookie pilot, there are only a few campaign areas
available to you. We are not going to let a green pilot
enter a battle zone of strategic importance only to have
inexperience cause a loss to the Empire,

To repeat, as a rookie you may choose
from a limited number of battle zones to
sign on to. As you gain experience, more
significant battle areas will become avail-
able to you. You may return to the Cam-
paign Desk at any time to change battles. If
you find a battle zone difficult at first, try
another zone, There is no shame in suc-
ceeding in a battle area of lesser impor-
tance, when compared to failing the
Emperor in any situation,

If you are having difficulty completing a
mission or battle, there are a number of steps you can take
to ensure victory for the Empire. To begin with, you can
change the difficulty setting using your Personal Datapad.
Also, if you find yourself overwhelmed in a mission, call
for reinforcements. There is no shame in strengthening
the Empire’s presence. Finally, always remember that you
only need to complete the Primary Mission Goals to
advance through the battles. If you are failing while
attempting to complete secondary or secret mission goals,
complete the Primary Goals and move on.
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To Enter the Campaigh Room:

STEP @: From the Concourse, click on the first door on
the left on the second level,

STEP @: Select a Battle Area by clicking on the two
arrows located at the Campaign Desk.

STEP @: Once your decision is made, join the battle by
clicking on the door to your right.

STEP @: You may return to the Concourse by clicking on
the door to your left.

THE BATTLE ROOM

Here is where you will receive all the
information you need on your current mis-
sion. You may consult the mission map,
question the Flight Officer or receive fur-
ther instructions from the Cloaked Figure,
if available.

The mission map is similar to the mis-
sion map used in the Combat Chamber. It

STl o Figkie OF ficer
e M :

will give you a tactical overview of the mis- o
sion area and exact mission instructions,

The Flight Officer is available to you for more detailed
instructions. He can give you tactical advice, suggest a
weapons configuration, as well as provide background
information on the mission. If you choose, you may
approach the Cloaked Figure to receive a report on any
covert activities to be on the lookout for.

To Review and Fly a Mission:

STEP @: To view the mission map or talk to the Flight
Officer or Cloaked Figure, click on the map or appro-
priate figure.

STEP @: Once you are satisfied with your knowledge of
the mission, click on the right door on the lower level
of the room.

STEP @: To exit the Battle Room and return to the Con-
course, click on the left door on the lower level of the
oo,

WEAPONS SETUP
AND DESIGNATION

Loading the proper weapons onto your craft before a
mission is almost as essential as knowing how to fly your
starfighter, You don’t want to be caught unprepared by a
squadron of X-wings. All ships are armed with laser can-
nons, ion cannons or both. Laser cannons are used to dam-
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age and destroy enemies. Ion cannons are used to disable
ships by disrupting their energy systems. There are also a
number of warheads available to load onto properly fitted
craft. The different types of warheads you may load onto
your ship are described below.

Concussion Missiles These are the weakest warheads
but also the fastest and most agile. They can even be used
to intercept other warheads.

Proton Torpedoes The torpedo is a
well-rounded warhead. It is fast and rela-
tively powerful.

Heavy Bomb The most powerful war-
head available is also the slowest. Use this
warhead against capital ships.

Heavy Rocket A very powerful
weapon, it maintains a medium speed. Use
at short range when you have a sure hit,

We expect more warhead types to
becorme available as the battles progress.

To Configure Weapons:

STEP @ Choose the warhead by clicking on the left and
right arrows located above the warhead display.

STEP @: When you are satisfied with your choice, click
on LAUNCH.

STEP @: If you wish to return to the brief-
ing for more information, elick on
BRIEFING.

BATTLE DEBRIEFING

As in the Combat Chamber debriefing,
you will receive a detailed report on your
performance in battle. Both the Flight Offi-
cer and Cloaked Figure will be available to
report on your flight. Also, any promotions
or medals received for outstanding perfor-
mance will be reflected in the debriefing.

To Receive a Battle Mission Debriefing:

STEP @: Review the Flight Officer’s debriefing. Click on
the text to go to the next page. To leave the Flight Offi-
cer, click on “That's enough for now, sir.”

STEP @: Click on the Cloaked Figure to receive his
debriefing,

STEP ®: Click on the doors to the rear to return to the
briefing area.
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STEP @: Click on the doors to the left to re-fly the mis-
sion. NOTE: If you have failed a mission or wish to
improve on your performance, choose this door. How-
ever, if you fail the mission during the re-fly, any previ-
ous success will be lost.

CONTINUE BATTLE
While you are involved in a campaign, you may return
directly to the Mission Briefing Room from the Con-
course. You only need to go back to the Battle Desk if you
intend to change battle sites.
To Proceed Directly to the Mission Room from the Concourse:
STEP @: From the Concourse, select the Continue Battle
door located at the upper level.
STEP @: Proceed through the mission briefing as
described previously.

COCKPIT INSTRUMENTATION
FOR IMPERIAL STARFIGHTERS
he TIE series of craft as well as Cygnus’” Assault
I Gunboat have all been designed for maximum effi-
ciency. The layout of each of these crafts” cockpits
will reflect that style. Each ship contains many similarities
in cockpit design, allowing a pilot to move from craft to
craft with a minimal learning curve, While weapons con-
figuration and actual positioning of each instrument may
differ slightly, the overall operation of each craft remains
similar, Below is a list of instrumentation and their func-
tions, followed by layouts of the individual craft cockpits.

INSTRUMENTATION

Sensors The sensor displays located at the upper cor-
ners of your cockpit show all craft and objects in the vicini-
ty. The Front Sensor (upper-left) shows objects to the
front and the Rear Sensor (upper-right) shows objects to
the rear. Objects are shown as dots on the sensors. The
brighter the dot, the closer it is to your ship. The dot rep-
resenting your current target will have brackets around it.
When the dot is centred on a sensor display, that means it
is directly in front or behind your ship.

r e
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Dots are colour-coded to show their allegiance. Learn
the following chart to be able to quickly identify hostile
craft:

Red - Imperial Yellow - Warheads

CMD The CMD serves many functions. It gives all
available information on your target's status as well dis-
tance from your ship, cargo information and the currently
targeted craft component.

When you target a ship, it is displayed in the centre of
the CMD. Above the display is its ship type and name. The
3D display of the ship will rotate to reflect its orientation
relative to you, This allows you to tell whether a ship is
heading towards you or away from you.

Your target’s status is listed in three areas. First is the
target’s shield strength (SHD). Once you have knocked
our its shields you will begin to decrease its hull integrity
(HULL). Once these two levels reach 0%, the ship is
destroyed. When disabling a ship with ion cannons, after
the ship’s shields are down, its systems level (SYS) will
decrease. When the systems reach 0%, the ship is disabled.

The next readout shows the distance your target is
from you (DIST), The distance is displayed in kilometres
(km) Distance is very important when locking on with tor-
pedoes and missiles. Getting in the first shot is often crucial
to ensuring victories.

[n1 the lower-left corner of the CMD is your target’s
cargo readout. To identify the cargo of a craft, it must be
targeted and you must fly close enough to allow your
ship’s sensors to scan the cargo hold. The smaller the ship,
the closer you must fly to the craft to inspect its contents,
Shuttles, tugs, freighters, etc, must be approached within
0.20 km to identify the cargo.

The lower-right corner of the CMD displays the cur-
rently targeted component on the selected ship. Possible
components to target include a ship’s hull, laser turret,
bridge, engines, etc. This is useful against capital ships, as
knocking out its laser turrets makes it more vulnerable for
destruction or capture.

Targeting HUD Centred in your front viewport is the
Targeting HUD., This floating display is used to indicate
when a target is within range and when a proper firing
angle is attained. Through your cockpit windows, you will
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see a yellow box around your target while it is out of
range. Once in range, your target will flash red.

Around the target box is a number of lights indicating
weapons armed and Outside Threat Indicator Array (OTIA).

Along the sides and under the aiming box are your
laser / ion indicators. They will light green when your
laser or ion cannons are armed and ready to fire. The
lights will also indicate if your lasers are on single, dual or
linked fire modes. When your targeted crafi is within
range and a proper firing angle is achieved, the target box
will turn green.

Along the top is the OTIA. The left indicator will light
up if you are being targeted by an enemy starfighter’s laser
systems. The middle light indicates a capital ship’s lasers.
The right indicator will blink yellow if you are being tar-
geted by an enemy craft trying to lock on with a warhead.
When the lock is established, the light will turn solid red.

The HUD is also used when locking on with a war-
head. While your targeting computer is attempting to
lock, the HUD will turn yellow. Once you have a lock, the
HUD will turn red.

Weapons Laser and ion cannon power levels are indi-
cated by lighted banks; green for lasers, blue for ion can-
nons. There are two levels of charge. Normal level, indi-
cated by a dim light, and supercharged shown as a bright
light. Supercharged weapons will give you greater range
and power. Once the lights go dark, you will have to wait
for them to recharge before you can fire again. To
recharge laser cannons, consult the section labelled LES
later in this document,

Near your laser / ion indicators is your warhead indica-
tor. If your starfighter is equipped with a warhead, a count
of the remaining load will be shown here. Like your laser
cannons, you can fire them singly or linked.

Throttle Control Your throttle control display has two
readouts; your throttle indicator and speed indicator. The
throttle indicator shows the percentage of power being
given to your engines. The speed indicator shows how fast
your craft is travelling. For more information on how
speed and thrust may be affected, see the section labelled
LES later in this document.

Hull / Shield Indicator This display shows the integri-
ty of your hull and the charge level of your shields if your
craft is equipped with them.

STARFIGHTER PILOT MANUAL 15
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Your hull's integrity is reflected by the colour of the
ship icon; green shows undamaged, yellow is damaged,
and red is critical.

Shield strength is likewise reflected, Once your shields
are depleted, you must recharge them or your hull will
begin to take damage. To recharge your shields, consult
the section labelled LES later in this document.

Mission Clock The mission clock is used for two pur-
poses. In the Training Simulator it’s used to display the
time remaining in the level. In combat it is used to keep
track of elapsed mission time.

Camera Indicator The Camera Indicator will light up
when you activate your combat camera. A countdown
will also begin showing the percentage of recording time
remaining. You may view your film anytime during flight.

Energy Array or LES (Lasers, Energy, Shields) The
Energy Array is the most crucial aspect of your starfighter,
It allows you to control the power output to each of your
systems, allocating as much or as little power as needed.
Think of it as a central battery that all systems draw from,
When all systems are charging at normal rates, shields and
lasers will decrease as damaged or used. To recharge one
of your systems, you must take power away from other
systems to redirect it to the system that needs recharging,

For example, if your ship’s shields have taken damage,
you must recharge the shields. When you increase the
shield charge rate, your ship draws the power from the
engines, Therefore, even though your ship remains at the
same throttle rate, it will travel at a decreased speed. Con-
versely, if you need to get somewhere in the shortest
amount of time, redirect all power to the engines by drop-
ping the laser and shield charge rates to minimum.

Engines Engines are controlled by thrust, The readout
labelled "E” shows the power dedicated to engines. You
do not have direct charging control of engine power.
When power is redirected to or from lasers or shields, it is
the engine level that increases or decreases. As noted
above, you may be at 100% power, but if another system
is drawing power from the engines, you may not be travel-
ling at full speed.

Lasers The readout labelled “"L” shows the current

charging rate of your laser and ion cannons, When the dis-
play is at mid-level, laser cannons are recharging at the
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normal rate, This means, as laser cannon shots are fired,
laser power will decrease until it is recharged. If the display
is below the mid-level line, laser cannons are charging at a
decreased rate, and your ship will lose laser power even if
you are not firing them. When the display shows above
mid-level, your laser cannons are recharging and will con-
tinue to recharge until they are at full supercharged capaci-
ty.
Shields If your ship is equipped with shields, vou will
have a display labelled “S”. Similar to the laser cannon
recharging rates, the shields have two levels. The first tier
is normal shields. You may double charge your shields by
increasing your shield recharge rate until both front and
rear shields are full. If the shield level display is below mid-
level your shields will lose power, even if your ship is not

being damaged.

SIENAR FLEET SYSTEMS TIE STARFIGHTER
Designation: Space Superiority Fighter

Front Sensor Targeting Sight/

Warning Lights
o ——"

Laser Cannon
Recharge Level

Hull Strength
Indicator

Communications Laser Canons

Rear Sensor

Engine Power
Level

Speed

Engine Thrust
Percentage
Mission

Clock

Flight
Recorder
Time
Acceleration
Rate

Combat Multiview

Display (CMD)
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SIENAR FLEET SYSTEMS TIE INTERCEPTOR
Designation: Space Superiority Fighter / Interceptor

Forward Warheads Targeting Sight/ Rear Sensor
.\Jensor\ Available Warning Lights

Laser Cannon

Engine Power
Recharge Level

Level

Hull Strength

Indicator
Time
Communications Flight Mission Combat Multiview  Engine Thrust  Speed SeRElrein
Recorder  Clock Display {CMD) Percentage i
SIENAR FLEET SYSTEMS TIE BOMBER

Designation: Space Bomber

Forward Warheads Targeting Sight/ Rear Sensor

Senzor Available Warning Lights

< L

Laser Cannon

Engine Power
Recharge Level

Level
Laser
Cannon
Hull Strength
Indicaror
Time
Communications Flight Mission Combat Multiview  Engine Thrust  Speed :Zi:]eranon

Recorder  Clock Display (CMD) Percentage
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SIENAR FLEET SYSTEMS TIE ADVANCED
Designation: Space Superiority Fighter / Interceptor

Laser  Speed Warheads Engine Thrust lon
) Cannon Available  Percentage Cannon
Flight
Recorder
Forward Rear Sensor
Sensor

Targeting Sight
Warning Lights

Mission
Clock

Hull / Shield
Srmngth
Indicator Engine Power

Level

Laser Cannon
Recharge Level

Time
e ; o Accelerat
Communications Shield Combat Multiview R;f: arauor
Recharge Level Display (CMD) :

CYGNUS SPACEWORKS XG-1 STAR WING
Designation: Assault Fighter / Gunboat

Forward Warheads Targeting Sight/ Rear Sensor
Se nr\ Available Warning Lights
. : - A

i

lon
Cannons
Engine Thrust
Percentage Flight
Recarder
Speed
Mission
Clock
Hull/ Shield
.St;:rngth Laser
Indicator s
\ \ Time
Communications ~ Shield Laser/lon Combat Multiview Engine :F:‘?]em“ )
Recharge Cannon Display 1CMD) Power Level =3
Level Recharpe Level
IMPLACABLE
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Nose Down

Nose Up

INDOMITABLE

STARFIGHTER
COMPUTER SYSTEMS

JOYSTICK CONTROLS

Button 2:

@ Press once to target

current craft in sights
@ Hold button

Throttle Up

Roll
Roll : to contral
ek é Right throttle
and roll.
Button 1: ;
Fires Weapons W
ér Warheads Throtile
Down
COCEKPIT VIEWS (Num Lock must be on)
2 2 2
10 o'clock / Forward 2 o'clock /
Left Forward Right Forward
) 2 2
9 o'clock / Straight Up 3 o'clock /
Left Wing Right Wing

e 8 €

5 o'clock /
Right Shoulder

7 o'clock / Rear View

Left Shoulder
\“ Toggles between wing level
B view and 45 degree “high” angle view,
\‘ (Period) Toggles between cockpit
B and no-cockpit views.
E Returns you from an external
view to your cockpit.
\E Selects a camera view at the tip of your warhead.
B Repeated key presses will cycle through multple
warhead views.

Toggles between external
2.8

view and cockpit view.

Releases control of your craft while in
E orE external view and allows you to reposition
the camera viewpoint.
@ Use the joystick to reposition the camera.
@ Press joystick button #1 to zoom in and joystick button

#2 to zoom out,
© Press F4 again to regain flight control.
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PROPULSION

E Increases speed.

P Decreases speed.

=

\“ Sets throttle to zero power.
fi=il

\“ Sets throttle to 1/3 power.
=

\“ Sets throttle to 2/3 power.
=i

Sets throttle to full power,
=g\

Sets throttle to current speed
\ of your target.
\m Engages / aborts hyperdrive

B if available on your craft, also ends mission,

COMBAT SYSTEMS
@ Adjusts laser recharge setting.

Adjusts shields recharge setting.
m ] g g
==

Directs energy from
@ E or ! the shields to lasers.
w Directs energy
~_ @ or E

from the lasers to shields.

SHIELDS

p Toggles shield configuration. Configurations are
B All shields forward; All shields rear; and Equal distri-
bution front and rear.

WEAPONS
E Cycles through available weapon systems;
Lasers, Jon cannons, Warheads.

Cycles through firing configurations;
8 linked or unlinked.

INFLEXIBLE |
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CMD AND TARGETING
\“ Selects next available target.
=

\2 Selects previous available target.
E Selects the newest craft in the area.

Selects the enemy fighter /mine

= closest to you.
\E Selects the nearest enemy

@ arracking your craft
\“ Selects closest attacker of your current target.

@ Fxample: If you are to protect a corvette, target the
corvette and press “A." The nearest ship attacking the
corvette will be targeted.

\‘ Toggles component tracking display on / off.
=
\2 Cycles through your target’s components.

ﬂ Cycles through components in reverse order.
(=1

m Stores current target
‘_ E to E

in one of three presets.
@ \m Selects preset target.
- o .

@ Confirms critical system requests, such as
entry into hangar, approval of reinforcements
or lock on to incoming warhead.

Clears CMD.
1°

Threat Display; This system
@ analyses the sensor data of the target
craft to inform you what the craft is doing.
The Threat Display provides vital informa-
tion on your target’s orders, destination,

time to destination, etc. Use this screen to
quickly identify threats to the Empire.
WARNING: While studying the Threat
Display. your ship is still in combat. Do not
spend too much time in this view or you may find yourself
running into a capital ship.

E E Exits back to the cockpit.
or
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ON-BOARD
INFORMATION SYSTEMS
mperial starfighters are equipped with an array of
sophisticated information systems. These systems
utilise the ship’s various sensors and computers to pro-
vide you with exactly the data you need to maintain maxi-
mum situational awareness. Each of these systems may be
accessed at any time during flight. To access any of the sys-
tems, hit the corresponding key. Once in any of the
screens, you may use the left or right arrows to move to
the next or previous system. Below is a list of these sys-
tems and their uses:
@ Flight Options: Flight Options allows vou to
B configure in-flight settings to suit your needs.
There are different options to customise
detail levels and to set sound and music vol-
umes. You may also change your craft’s
vulnerability and weapons limits.

“ Cycle up through options.
=

Cycle down through options.
\g ¥ gh op
E \a Adjusts volume

or VE® up and down
E Toggles option through
\ its different settings.
E Returns to flight,

\a Mission Goals: This screen lists all
B mission goals, including Primary, Sec-
ondary, and Bonus goals. Completed goals
are shown in green, incomplete goals are
shown in yellow and failed goals are shown
in red. Consult this list frequently to keep
aware of the mission status.

\% Or\ Scroll

up and down

Returns to flight.
e.=2

In-flight Map: The map shows the battle area and
8 all ships currently in sensor range in both a 2D view
and a 3D view,
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[n the 2D view the display can be
panned up, down, left, and right. In the 3D
view, the display can be rotated and pivot-
ed. In either view you can zoom the dis-
play in and out with the joystick buttons.

All craft and their labels can be dis-
played or removed to clear up a cluttered
map. Also, all craft have an altitude line. At
the base of the line is a mark to show the
. ship’s heading and speed. The longer the
s - mark, the faster the craft is moving. The
number under the ship’s label is the craft’s distance from
vour ship. Finally, if the ship is part of a flight group, the
number of craft in the group will be shown in parentheses.
HINT: To study the situation near a particular craft, use
the T and C keys to quickly choose the craft and to centre
the map onit.

Joystick In 2D view, the joystick can move the map left,
right, up, or down. In 3D mode, the joystick rotates and
tilts the map around the targeted craft.

Button #1 Zooms map in.

Button #2 Zooms map out.

Toggles map between

i ) mode and 3D mode.
E Cyecles through Hostiles Shown,
Icons Only, and Hidden,

Cycles through Imperials Shown,
\- Icons Only, and Hidden.

Cycles through Neutrals Shown,
Icons Only, and Hidden,

E ; E]{emms to flight.

Message Log: As messages from
\- wingmen and other craft are received
and replaced on your communications dis-
play, they are stored in your Message Log.
You can access this log at anytime to
review past messages. The log will show
all messages and the time displayed on the
-y mission clock when they were received.

geMessage Logey \
: )

Scroll up to first message.
W

MA}ESTIC
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\“ Scroll down to last message.

\B OrERemrns to flight,

Damage Assessment: This displays all systems

B currently in use by your ship, their status levels, and
their repair priority. Systems used by your ship are in
green or red while systems not used by your ship are
greyed out, When a system takes damage, the status level
will change to reflect the time it will take for your on-
board computers to repair them. If more
than one system is damaged, you must
assign a repair priority to tell your comput-
ers to repair the essential systems first.
Engines and Flight Control Systems are usu-
ally the most essential. Not being able to

maove or steer can leave you in a desperate
situation, to say the least.

\“ Cycle up through ship's systems.
[i=]

\g Cycle down through ship's systems.

Selects highlighted system as priority
\— repair and moves it to the top of the list.

E ER&&lms to flight.

@ E Wingman Commands: This
\ \ screen shows all available

commands you can give your wingmen or  [aliags
other Imperial craft, when permitted. You SHIFT-C
can either choose the command directly /
from this screen or while inflight by press-
ing the designated key combination.

m E Assigns current target

o wingmar.

@‘ Tells re-supply ship to board
B and reload your craft. Cuts
throttle to zero or reduces speed to zero,

m \a Tells wingman to cover you,
.

m \E Tells currently targeted craft
== =

to take evasive action.

B ~inaman Commands« &

MONARCH
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£
RS EOAT. IS

STRET/STOP CAHERR
VIEH LI %
SETEERN. HEAFON RECUAECE LVL &
SET LRSER EEEHP:‘FE lEﬁL §

o

MONITOR

|
|

TOCCLE THFLICRT. DFTHOHS: |

Tells a craft awaiting orders
=8

to continue with their mission.

@ \m Tells the targeted craft

B (0 head home.
@ \“ Tells all wingmen to

B ignore your current target,
@ \E Tells craft to report in with

B8 their current orders.
m \B Sends for reinforcements

Y if available,

@ \m Tells targeted craft to stop

B and wait for further orders.
\@ Returns to flight.
==

UREENT. TRECET
STORES TARCET:
ECT HERFOH
CAP5S-LINE HERFIH

\“ Keyboard Reference: This list shows
8 all possible key commands available
in-flight. You may refer to this list at any-
time. For complete descriptions of all key
commands and their uses, consult this doc-
ument in the appropriate section.

E Returns to flight.

AUXILIARY SYSTEMS

Ejection If your ship has suffered damage beyond
repair, you may abandon it. However, if you eject near a
Rebel ship you may be captured. This, however, may be
preferable to facing your commanding officer after losing a

ship.
m \E Initiates gject sequence.
== =8

Flight Recorder As described earlier in the Film Room
section, your {light recorder is a valuable tool. Recording a
section of combat and then viewing it is a quick way to dis-
cover another craft’s plans. After a mission, you may view
the film and save the film for further viewing in the Film
Room.

TOCELE M DRDERS |
TPEELE: BEY REF ERENLE

ol Y

\E Turns the camera on / off,

=)

\“ View film while in flight,
=

For information on viewing functions, see the section
labelled Film Room.
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GAME FUNCTIONS
@ Quits /Aborts mission.
-\_

B Pauses game,
=

\g \ Calibrates joystick.
\g \2 Displays version,

\m \a Cycles through detail level settings.
A
g g Toggles music
\ \ on or off.
Toggles sound
\g E on or off.

m \“ Cycles through time acceleration modes;
\- B Normal, 2X, and 4X. WARNING: In acceler-

ated time, all craft are accelerated. If you approaching a
combat situation, drop down to Normal Time or you will
be attacked by accelerated craft.

PERSONAL DATAPAD
our Personal Datapad serves many functions. It is a
direct link to the Imperial Database where you
may download your pilot records, medals, and
merits. You may also control other functions to customise
settings to your playing style,
Brings up your Personal Datapad
E anytime you're not in flight.

Your Datapad may access the following
areas of the Imperial Database:

Options When you initially turn on
your Datapad, you will see the Options
menu. There are many configurations
available to you. Below is a list of the
options and their functions:

Music Turns turn music on or off, or
sets the volume.

Sound Turns sound effects on or off, or sets the vol-
ume,

Speech Turns speech on or off, or sets the volume.

Transitions Turns transition scenes on or off,

Subtitles Turns subtitles during speech on or off.
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Battle 1

A

LelPaY=

Jnli | Becord | Facksp | Options

{Hedalg | Recor

Difficulty Allows you to set the difficulty of the game.
Choosing Easy level will cause a 25% scoring penalty while
playing the Hard level will give a 25% scoring bonus,

To View Options:

STEP @: Press ESC while not in flight or click on the
Options button on your Datapad.

STEP @: Choose the option you wish to change and click
with the pointer. To adjust the volume settings, click
on the bar next to the option to set the volume at the
desired level; far left is lowest, far right is loudest,

MEDALS

All medals, merits, badges, etc. that you have earned
may be viewed. Medals are awarded for
the completion of each battle. Medallions
are awarded for completing missions in the
Combat Chamber, Completing any two of
a craft’s Combat Chamber missions will
earn you a bronze medallion, completing
three gets a silver medallion, and complet-
ing all four will earn you a gold medallion,

NOTE: Once a medal has been award-
ed, you must exit the debriefing without
flying the mission again to keep the award.

To View Medals:
STEP @: Click on the Medals button on your Datapad.
STEP @: To view the next page of medals, click on Next
Page.
STEP @: To view the previous page of
medals, click on Last Page.

RECORD

Here you can review all aspects of your
career. You may access your performance
in the Training Room and Combat Cham-
ber as well as your skill level in each craft
type. You will also receive an overall score
and skill rating,

To View Pilot Record:
STEP @: Click on the Record button on your Datapad.
STEP @: To view the next page of your record, click on
Next Page.
STEP @: To view the previous page of your record, click
on Last Page.
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BACKUP

The Backup function allows you to make
a copy of your pilot, that can then be
restored later should your pilot die or be
captured in battle. At the bottom of the dis-
play is your current pilot and the rank and
score of your pilot when it was last backed
up.

Below is a list of the Backup options:

Automatic Backup Automatically backs
up your pilot each time you enter a mission.

Automatic Restore Automatically restores your pilot if
vou are killed or captured to the point before flying mis-
sion,

Backup Pilot Allows you to manually back up your
pilot.

Restore Pilot Allows you to manually restore your
pilot.

To View Backup Options:
STEP @: Click on the Backup button on your Datapad.
STEP @: Choose the options you wish ta enable by click-

ing on them with the pointer.

OTHER DATAPAD FUNCTIONS

GAME Click on this button to tum off the Datapad and
return to the ship,

DOS Click on this button to exit the game to DOS. You
will be asked to verify this command.

ESC Exits Datapad
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LIMITED WARRANTY

Notice: LucasArts Entertainment Company ("LEC") reserves the right
to make changes in the product described in this manual at any time
and without notice,

The enclosed software product and this manual are copyrighted and all
rights are reserved by LEC. No part of this manual or any of the accom-
panying materials may be copied. reproduced, or translated in any form
or medium without the prior written consent of LEC,

LEC warrants to the original consumer purchaser that the media fur-
nished in this product will be free from defects in materials and work-
ranship (as evidenced by your receipt). If the media supplied as part of
this product prove to be defective, and provided that the consumer pur-
chaser returns the media to Virgin Interactive Entertainment (Europe)
Ltd. in accordance with the instructions in the following paragraph,
Virgin Interactive Entertainment (Europe) Ltd. will replace the defec-
tive media free of charge.

To obtain a replacement floppy disk or CD, please return the floppy
disk or CD only, postage prepaid, to Virgin Interactive Entertainment
(Europe) Ltd., at the address below, accompanied by proof of date of
purchase, a description of the defect, and your name and return address,
THE ENCLOSED SOFTWARE, MEDIA AND DOCUMENTATION
ARE PROVIDED "AS IS." THERE IS NO WARRANTY OF FITNESS
FOR A PARTICULAR USE, AND NO OTHER WARRANTY OF ANY
KIND, EITHER EXPRESSED OR IMPLIED REGARDING THE SOFT-
WARE, MEDIA AND DOCUMENTATION, EXCEPT AS EXPRESSLY
PROVIDED IN-THE PRECEDING PARAGRAPH. ACCORDINGLY,
THE ENTIRE RISK AS TO THE USE, RESULTS AND PERFOR-
MANCE OF THE SOFT'WARE, MEDIA AND DOCUMENTATION 18
ASSUMED BY YOU. IN NO EVENT WILL LEC BE LIABLE TO YOU
OR ANYONE ELSE FOR ANY CONSEQUENTIAL, SPECIAL, OR
INDIRECT DAMAGES RESULTING FROM POSSESSION, USE, OR
MALFUNCTION OF THIS PRODUCT, INCLUDING WITHOUT
LIMITATION, DAMAGE TO PROPERTY AND, TO THE EXTENT
PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURY, EVEN
IF LEC HAS BEEN ADVISED OF THE POSSIBILITY OF ANY SUCH
DAMAGES OR LOSS. SOME STATES DO NOT ALLOW LIMITA-
TIONS ON THE DURATION OF IMPLIED WARRANTIES AND/OR
THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSE-
QUENTIAL DAMAGES, AND THUS THE PRECEDING LIMITA-
TION AND/OR EXCLUSIONS AND LIMITATIONS MAY NOT
APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL
RIGHTS, AND YOU MAY HAVE OTHER RIGHTS DEPENDING ON
THE LAWS [N YOUR STATE. YOU AGREE THAT THE LIABILITY
OF LEC ARISING OUT OF ANY KIND OF LEGAL CLAIM
(WHETHER IN CONTRACT, TORT, OR OTHERWISE) WILL NOT
EXCEED THE AMOUNT YOU ORIGINALLY PAID FOR THE USE
OF THIS PRODUCT.
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