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Thank you for selecting the Star Wars™ Rogue Squadron™ Game Pak for the
Nintendo™ 64 System.

Please read this instruction booklet thoroughly to ensure maximum enjoyment of your

new game. Keep this instruction booklet and warranty information in a safe place for
future reference.

This game is compatible with the N64 Expansion Pak™, Before using the N64
Expansion Pak, please read the N64 Expansion Pak Instruction Booklet carefully
as it contains important information about the safety and use of this accessory.

of the additional memory features of the N64 Expansion Pak. Look for this icon on
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Only N64 Game Paks displaying the N64 Expansion Pak icon will take advantage i
specially designed games.
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Sran Wars ; RoGuE SQUADRON

OVERVIEW

Luke Skywalker, with the help of Wedge Antilles,
has blown up the Death Star, But there is little
time to celebrate. The mighty Empire is gathering
. strenagth for a determined, all-out assault on the
 Rebel forces.

from this Imperial
onslaught, Luke Skywalker and Wedge Antilles have
assemblediRogue Squadron, a group of twelve of
iieamoEtiskilled, battie-tested starfighter pilots in the
WIENGEMIIIEWErsatile Rogue Squadron is assigned
MERnEEAIGicult and challenging missions.
' - the

leader of this elite unit. The missions take place
during the time period between Star Wars: A New
Hope and The Empire Strikes Back. Your superior
officer, General Rieekan, will brief you on your
mission objectives and advise you on tactics to
help you defeat the Imperial opposition. Wedge
Antilles and other Rogue Squadron members will
be your wingmates on your missions, which will
range from rescue and reconnaissance to search-
and-destroy—and more.

and air-
to-ground combat over far-flung worlds of the Star
Wars universe. As you improve your skills, you'll be
able to pilot more advanced craft, fire more power-
tul weapons, and fly more challenging missions. In
this struggle between the forces of freedom and the
forces of darkness, your skill and daring will make
all the difference!




YOUR NINTENDO" G4
CONTROLLER

Control Stick Function

The Nintendo” 64 Controller contains a Control Stick that uses an analog system
to read the angles and direction of its movement. This allows subtle control
that is not possible using the conventional + Control Pad.

When turning the Control Deck power ON, do not
move the Control Stick from its neutral position on the
Controller.

If the Control Stick is held at an angled position (as
shown in the picture on the right), when the power is \
turned ON, this position will be set as neutral. This will =
cause games using the Control Stick to operate incorrectly.

To reset the neutral position once the game has

started, let go of the Control Stick so it can return to
its centre position (as shown in the picture on the right)
then press START while holding the L and R Buttons.

The Control Stick is a precision instrument. Make sure
not to spill liquids or place any foreign objects into it.

Connecting the Controller
Before playing, plug your Controller into
the first Controller
socket on the
far-left side in
front of the

Control Deck.

Holding the Controller

When playing Rogue Squadron; we recommend that
you hold the Controller in the position shown at right.
This lets you operate the Control Stick with your thumob,
to control the flight of your craft. You can also easily

reach the A, B, and C Buttons with your right thumb,
and reach the Z Button with your left index finger.
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Accessories
This game is compatible with the Rumble Pak™and N64 Expansion Pak”
accessories. Before using the accessories, please read the Rumble Pak™ and
N64 Expansion Pak™ instruction booklets carefully. Make sure that the Control
Deck is turned OFF when inserting accessories.

CONTROLLER SETTINGS

LUKE'S SETTINGS

L Button — START —
Switch View Pause

Cycle the camera game at
between five any time.
Views.

+ Control Pad ——

Camera Shortcuts

UF Cockpit View

Right Close Qutside View

Down Standard View

Left Drop Camera:
Operates the drop
camera, for a fixed
view in midair.

Z Button (on back) ——
Brakes/Speeder’'s

Left Brake

Tap button to slow down.
Hold Brake Button down to
drop to minimum speed.

— B Button
Fire Blasters

Fires blaster cannons. Hold
button down to fire continuously.

R Button
Roll/Speeder's

Right Brake

Rolls X-wing, Y-wing, and
A-wing and is

the right brake for air-
speeder. It is not used
in V-wing. Press the
Roll Button while usin
the Control Stick to roll
craft. Continue rolling
to fly upside down.

Let go of Roll Button
to fly level again,

C Buttons

CT Look Around
Use Control Stick to
look side-to-side.

C+ Fire Mode
Links blaster can-
nons to fire more
shols at once.
Press to cycle
through linking set-
tings for each craft.

C# Fire Secondary
Fires secondary
weapon assigned
to each craft
(like missiles).

C- Special
Activates special
craft features (not

A Button available in all craft).
Thrust

Accelerates craft. Tap button to speed
up in short bursts. Hold button down
for continuous acceleration.

| Control Stick

Craft Movement
Controls the craft's direction.




+ Control Pad
Camera Shortcuts
Up Cockpit View

Right Close Outside View |
Down Standard View

Left Drop Camera /

Z Button (on back) — _"I

Brakes/Speeder's Left Brake

START
Pause

A Button
Roll/Speeder's
Right Brake

C Buttons

CtT Switch View
C4 Look Around
C€ Fire Secondary
C= Special

A Button
Thrust

B Button
Fire Blasters

Control Stick
Craft Movement

START

Pause
L Button H Button
Switch View Roll
— C Buttons
CT Look Around
Cy Fire Secondary
C€& Fire Mode
C-> Special
+ Control Pad A Button
Camera Shortcuts Brakes
U Cockpit View
Right Close Outside View
Down Standard View . — - B Button
Left Drop Camera |' Thrust
Z Button (on back) = - Control Stick
Fire Blasters Craft Movement

JANSON'S SETTINGS

L Button
Fire Mode

+ Control Pad
Camera Shortcuts
Up Cockpit View

Right Close Outside View |
Down Standard View ,'
Left Drop Camera |

Z Button (on back) ———
Brakes

START
Pause

R Button
Roll

C Buttons

C*T Switch View
C¥ Look Around
C€& Fire Secondary
C-> Special

A Button
Thrust

- B Button

Fire Blasters

Control Stick
Craft Movement

GETTING STARTED

 STAR. WARS _,

¥ SOGUE SRUADRONY

A
2 4

To fly Rogue Squadron, first make sure that
your Nintendo™ 64 Control Deck is turned =
OFF. Insert the Game Pak (and N64 Expan- - W
sion Pak” if applicable) into the Control .- ‘k
Deck. If you have a Rumble Pak’, insert it |
in the Controller. Slide the Power switch to :
ON. This will take you to the Title Screen, Title Screen
where you'll see START and OPTIONS.

Use your Control Stick to highlight START, then press the A Button.
This sends you to the Select Game Screen. (See “Game Options™ on page 9
for information.)

L

Selecting or Creating a Game

At the SELECT GAME Screen, you'll see three slots for saved games. If there is
a previously saved game in a slot, a picture of your highest level completed,
and the number of medals earned will be displayed. If the slot is empty, press
START or the A Button, and a row of letters will appear. Move the Control Stick
left or right to select different letters to create a name for your game. Press the

i
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you'll find that one of the additional craft in the Available Craft Screen is now
unlocked, and will be available if you want to fly it in missions you've completed.

A Button to enter letters, use the B Button
to delete them. A message will appear, asking
if you're sure you want to save this new
game. Move the Control Stick left or right to
choose between YES or NO. To play a game,
move the Control Stick left or right to move
the picture of the game you want to play to
the upper part of the screen. When the game ERASE CAME | ,
is highlighted, select it by pressing either Select Game Screen one of the C Buttons to hear General Rieekan's

SELECT CAME

Craft Selection | s )
In the Craft Selection Screen, you'll be in SELECT YOUR CRAFT
front of the default assigned craft you can fly P .
for your selected mission. Move the Control - ‘;:ei' ' i
Stick left or right to go to the next craft. Press P :

=

START or the A Button. description of that craft. To choose a craft, SIS (/.

press START or the A Button. If the craft is _
Erasing a Saved Game available for the mission you've chosen, Craft Selection 3creen
To erase a game at the SELECT GAME screen, move the Control Stick left or you'll be flying off into the galaxy. If the craft |
right to move the game you want to erase to the upper part of the screen. Move is not available, you'll hear a clicking sound, and will need to move on to another
the Control Stick up or down until ERASE GAME is highlighted. Press either craft. You must complete the level in the default craft to continue.

START or the A Button to erase the game.

Game Options

At the Title Screen, you can choose between RARA BN ¢
START, to begin a new mission, or OPTIONS, _ ‘*’“*’“*‘f“
which lets you adjust game settings and gives X e
you other information about the game. Select-
ing OPTIONS will bring up these choices:

DPTIONS
Select Level Screen

You'll choose a mission level here. The first SELECT LEVEL
mission is Ambush at Mos Eisley. You'll need
to complete this mission before you can move
on to any higher levels. Press any of the

C Buttons to get a description of that mission.
To select a m%ssinn, press START. 4 AMBUSH AT MOS EISLEY > % Read and hearhcharaf::ter

Once you've completed a mission success- ‘E{?:}SQEJEEEE dﬁ;??ﬁﬂ?;é?%?ﬂﬂ;ﬁ; Main Options Screen
fully, you'll be automatically moved up to the Select Level Screen . | "
nexsit Eevei* however, you anﬂ still go bpack and re-fly earlier levels you've com- available as the game progresses. To go to the next character description, move
pleted anEi try for a' better medal. And if you're given an “unlocked” craft to fly the Control Stick left or right until an arrow or EXIT are highlighted, then press
at a later level, you can go back and fly earlier levels with it. To scroll through either START or the A Button. |
missions you've completed, move the Control Stick to the right or left. Displays top rank and medals earned (see page 19 for details).

i If you win a passcode, enter it here. Move Control Stick left
ﬂﬁi?glﬁegf?ﬂu?;;ze 3%25}? T:I.infﬁ RIS s or right to select letters. Press the A Button to enter letters. Press ;he B Button
These craft will be coloured green if you can highlight ENTIEH CODE and press START. ﬁrhlgh pitched chirping means the
fly them in the mission you've chosen, and correct code is entered. You can enter additional codes as well.
coloured red if you can't. To move on to the
next screen, the Craft Selection Screen,
press either START or the A Button. Once _ _ _
you complete a chapter in Rogue Squadron, Available Craft Screen Music Volume Adjusts the background music.

AMBUSH AT WS EISLEV Use the Control Stick to adjust. Press A Button to
Rk R select, B Button to cancel. Options available are:

8 9
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Sound FX Volume Adjusts the game sound effects, such as explosions.
Speech Volume Adjusts all voices.

Subtitles Turns text display of voices on or off.

Stereo Choose stereo or mono.

Restore Default Settings Undo custom settings.

Back Returns you to the OPTIONS screen.

Controller Seltings There are four Controller configurations. Luke’s is the
default. Choose the one most comfortable for your piloting style. (See page 5 for
details.) To select a configuration, move the Control Stick left or right, then press
START or the A Button. Press the B Button to go back to the previous screen.

same Settings This brings up the
following submenu:

Auto Roll and Auto Level

These two options affect the pitch and roll

of your craft. Auto Level controls the pitch,
which means the direction the craft's nose

is pointing, up or down. Auto Roll deter-
mines the craft's rolling, or side-to-side
motion. Leave these settings on the default if
you want to automatically right your craft if you get disoriented while flying.
Right your craft by letting go of the Control Stick. Advanced players may want
to turn one or both options off.

Free Camera Toggles the orientation of the cameras between your craft
and the ground. If turned on, the camera’s roll will follow your craft. If turned
off, the camera’s roll will be fixed to the ground.

Cross Hairs Turns cross hairs on or off.

Resolution If you own a N64 Expansion Pak’, this option defaults to High
Resolution. Otherwise, this option will not appear.

Restore Default Settings Undo any custom settings and return to the
default settings.

Back Returns you to the OPTIONS menu.

Game Settings Screen

1‘

IN-FLIGHT CONTROLS

How to Fly

To turn your craft left or right, move your Control Stick left or right. Keep in mind
that different craft handle differently. To loop your X-wing, Y-wing, or A-wing,
pull the Control Stick back (or push Control Stick forward for a forward loop,
but only at high altitude). You won’t be able to pull off rolls and loops in the air-
speeder or the V-wing, which hover low to the ground.

To fly faster, press and hold the Thrust Button. You can also tap this button
repeatedly to increase your thrust in small amounts. To slow down, press the
Brake Button. Experiment with the Thrust and Brake, since each craft works
differently.

Camera Views
The Switch View Button lets you change camera positions. Press repeatedly to
cycle views.

Cockpit View Shows the inside the cockpit of your craft. To look
around, move the Control Stick while pressing the Look Around Button.

~lose View Provides a close-range view behind your craft that is fixed to
the craft's movement.

Standard View The default camera position follows your craft from a
medium-range view.

Far View Aview from further behind your craft.

Chase Cam Provides a long-range view behind your craft that stays
parallel to the ground.

Camera Shortcuts
The + Control Pad is a shortcut to several Camera views. Press Up for Cockpit,
Right for Close View, Down for Standard, and Left for the Drop Camera.

Jrop Camera Inthis view, the camera is dropped away from the craft and
stays where you drop it. Your craft will fly away from the camera, but you'll still be
able to control your craft. If you fly too far, the camera will automatically catch up.

Damage Indicator

In the upper left-hand corner of your screen (or in your cockpit in Cockpit Mode),
you'll see a small icon of your craft. If it's in perfect condition, this icon will be
green. As your craft takes damage, this icon will change colour from green to

11
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yellow to orange to a pulsing pale red. When
it turns red, your craft is about to be destroyed.
The number on the Damage Indicator shows
how many ships you have remaining.

In an X- or Y-wing, you'll have an R2 unit
on board to repair some damage to your
craft. However, if your Damage Indicator is
in the red, your R2 unit will not be able to

help because he will have been knocked out Damage Indicator Icon at
of action. Top Left of Screen

Radar Screen

The round overlay in the upper right-hand
corner helps you locate Imperial targets and
Rebel forces. In Cockpit View, the radar is
built into the craft's console. The radar looks
down over the terrain, with your craft in the
center represented by a green triangle. The
high, mountainous areas are shaded dark,
while the low-lying areas are shaded light. Radar Screen

« GREEN DOTS Show Rebel forces.
* BLUE DOTS Represent neutral forces.
» RED DOTS Indicate enemy craft and weapons.

nject - * When you begin your mission, you'll see a coloured,
ple-weﬁge shaped area on your radar screen. This wedge will point you toward
your mission objectives. Move your craft so that this wedge is in the upper (or

twelve o’clock) position, and keep flying “north™ in that direction. As you get
closer to your mission destination, the wedge will widen, and will disappear
when you've reached your objective. If you fly away from this objective, the

wedge will reappear.

Special Craft Functions
Pressing the Special Button on your Controller activates special functions on
several craft in Rogue Squadron. On the X-wing, pressing this button opens

and closes the S-foils. Close S-foils for more speed, but they must be open to

fire weapons. On the V-wing, this button gives you an extra burst of speed
from its “scram jets.” And on the Y-wing, this button fires ion cannons. Hold
down the button for maximum 1on power.

jlon Ca 1 The special weapon for the Y-wing. Uses blue blasts of ionized
enerqy, whtch ﬂ‘n.FEﬂﬂEld and fuse the circuits of ship weapons, shields, and
engines, effectively knocking them out of action and sometimes destroying
smaller targets. An ion cannon needs time to charge to full power, and if you
use it before it's fully charged, your ion blast will be less effective. Charge the
lon cannon by holding down the Special Button.

Pausing and Ending
Your Game

You can pause the game anytime during your
mission by pressing START. This brings up
the Pause Screen with a list of the mission
goals you need to accomplish, along with
the choices below. Move the Control Stick
up or down and press the A Button to make
your selection. Press START or the B Button Pause lcreen
to return to the PAUSE screen. Press START

again to resume your mission.

= Returns you to the point in the game where you left off.

1 Stops your current game, and returns you to the Level
Selectmn screen. If you abort the mission without completing it, the mission
fails and one ship is deducted when you re-fly it.

- 34 This brings up a list of game settings, many of
WI'III:h yﬂu ve seen in Ihﬂ earlier Options menu. (See page 9 for details.)
Options here include:

Displays Adjusts screen overlays (radar, damage, and secondary weapon
icons). Turn off to hide all icons on screen.

Cockpit Turn off if you want to hide the cockpit.

What If You Go Down

During a Mission?

You start the game with three ships. If your ship is destroyed, one ship is
deducted, and you'll reenter your mission near the point where you were
downed. When all your ships are lost, you'll be returned to the Level Selection
Screen, and will have to restart the mission or select a different one.

13




PLAYER CRAFT

In the Craft Selection Screen, press one of the C Buttons for detailed craft
descriptions.

A-wing Named for its unique double-layered wings, or
S-foils, this ship is one of the most versatile weapons in
the Rebel Alliance. In combat, its S-foils are opened »
to give it greater maneuverability. These S-foils are 5
closed during normal flight, so it can fly faster while still pulling off advanced
aerobatics such as rolls. The X-wing is formidably armed, with high-powered
blaster cannons in its wing tips, plus proton torpedo launchers on its main
space-frame. With its reinforced titanium alloy hull and high-powered shield
generators, the X-wing can take a barrage of minor hits and still keep flying.

A-wina This is the fastest starfighter in the Rebel Alliance.
~_ Ihe A-wing can outrun most ships in the Imperial Navy,
making it ideal for Rogue Squadron’s hit-and-run
missions. Its powerful armament includes twin

wing-mounted pivoting blaster cannons and

' concussion missiles. Although the A-wing is highly

maneuverable in dogfights, it cannot sustain much battle damage, and its
cockpit design exposes its pilot to enemy fire.

‘<wing Across between a fighter and a bomber, the
Y-wing formed the backbone of the Rebel Alliance star-
fighter fleet prior to the introduction of the X-wing.
The workhorse Y-wing is larger, slower, and less
maneuverable than the X-wing, and has difficulty =
against the more agile Imperial craft. However, it is extremely durable, and
heavily armed with blasters, an ion cannon, and bombs, making it ideal for
bombing and strafing runs against surface targets.

Alrspeeder A nickname for the Incom T-47,

this craft made a valiant defense at the Battle of
Hoth against Imperial forces, enabling the Rebels
to evacuate their base. An airspeeder is limited to

low altitudes, is unable to perform elaborate acrobatic
maneuvers such as rolls, and has no shields. It compensates for this with fast
speed and small size that make it a difficult target for Imperial weapons. This
craft is armed with two blaster cannons, plus a tow cable to tangle AT-ATs.

14
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f“wing Asrspeeder With its light weight and
swift speed, the V-wing has a definite advantage

over the airspeeder. It features a scram jet, a huge
booster. Press the Special Button for a big speed
boost. Use the scram jet sparingly, or the engines will
overheat. The V-wing's weapons are already linked, so
increase the fire rate with the Fire Mode Button. These also
overheat if used too often.

CRAFT ARMAMENT

Firing Blaster Cannons
Most craft in Rogue Squadron are armed with blaster cannons as their primary
weapon. Fire your blasters during a mission by pressing the Fire Blasters Button.
You can tap this button for individual shots, or hold it for continuous fire.
Most craft in Rogue Squadron have two blasters, except the X-wing,
which has four. With the X-wing, you can fire your blasters separately, fire two
together (sending out pairs of blaster blasts), or fire all four together (sending
out four blaster blasts at once). Press the Fire Mode Button repeatedly to cycle
between these firing modes. The blasters on the airspeeder do not have linking
capability. You cannot link secondary weapons like missiles.

Firing Secondary Weapons
In addition to blaster cannons, each craft will have different secondary
weapons:

A-WING Proton torpedoes
Y-WING Bombs

A-WING Missiles
V-WING Cluster missiles
AIRSPEEDER Tow cable

To fire these weapons, press the Fire Secondary Button.

Acquiring Advanced Weapons

Throughout the game there will be secret challenges for discovering new
weapon technologies. These technologies will improve the effectiveness of
either the primary or secondary weapons system. After discovering a new
technology, the primary or secondary weapon system will automatically be
upgraded on all appropriate craft.

15



REBEL WEAPONS
Primary Weapon

Haster Cannon Also known as a laser cannon, this is the most widely
usecl weapon in the galaxy. It repeatedly fires bolts of coherent light, an intense
energy that inflicts significant damage.

Secondary Weapons

Each craft has a secondary weapon. An icon for the weapon and how many
you have available appears at the bottom left corner of the screen (lcon
appears in console in Cockpit Mode.)

©o A proton torpedo is armed with a proton-
scattering energy warhead that inflicts heavier damage than an
ordinary missile. There is also an advanced version that has a
seeking device that allows it to follow a moving target.

Froton 1orpi

Concussion Missiie When this sub-lightspeed projectile
hits home, it creates powerful shock waves that can penetrate even
the heaviest armor to obliterate its target. These air-to-air and air-
to-ground weapons are most effective against stationary targets. A
concussion missile will travel in a straight line once it's fired, and can
only be fired one at a time. These are not as powerful as protons, and
seeking and advanced versions are available.

- O

Cluster Mis Each of these weapons breaks apart into five
smaller warheaﬂs shﬂrtly after launch. This results in a "spread” effect
that increases the chances of hitting a target or inflicting more damage.
A seeking version Is available.

Hombs Only the Y-wing is armed with these destructive weapons,
which can be dropped on ground targets. They have a large blast
radius, to inflict heavy damage over a wide area. Bombs can damage
your own craft if dropped at a low altitude. An advanced version

IS available.

alte Airspeeders are fitted with a harpoon gun that
launches a high-powered, barbed projectile attached to a retractable
flexisteel tow cable.

16

IMPERIAL CRAFT
AND DEFENSES

Train With cars
heawly defended hy numerous gun emplacements and
missile turrets, strafing runs against this mobile target are difficult at best.

mored fHove

AT-A7T Short for All Terrain Armored Transport, the
four-legged Imperial walker strikes terror in the heart of
any defender. This mechanized beast is armed with
blaster cannons underneath its “chin” and medium
blasters on each side of its “head,” and has thick armor
plating to protect it from most types of artillery fire. Try
to wrap a tow cable around the "legs” of an AT-AT with a
airspeeder to bring this behemoth down.

=521 Short for All Terrain Personal Transport, this
small, two-legged weapons system has the ability to
climb up 45-degree mountains and hills. The AT-PT
houses one or two soldiers, surrounding them with
thick, heavy armor in its central command pod.

It is armed with a twin-blaster cannon,

«5 1 Short for All Terrain Scout Transport, this chicken-like
walker is used to support Imperial ground troops and protect the
vulnerable underbelly of the AT-AT walkers. Since it balances on
two legs, the two-person AT-ST is more unstable than the AT-AT,
but its superior speed and formidable firepower more

than make up for this weakness.

o This reconnaissance device
was used IJ}.r Daﬂh Vader to locate the Rebel base on Hoth.

It can move quickly across planet surfaces, and is programmed
to detect life forms and signs of habitation. An Imperial probe
droid is armed with a blaster device.

imperial Prob:«

17




wmwoerial Landina . This heavily
S Gt armnred assault shm devﬂtes two-thirds of its power
cﬁ a2 5 ¥ toits shields, making it extremely difficult to destroy.
' nlirs s
" N7 Tank Droid Designed to stop civil
unrest on Imperial worlds, this fully automated combat vehicle
driven by a droid brain is a brutal urban assault machine.

| 371 Powered by twin ion engines,

a TIE flghters aduantages are its excellent maneu-
verability and its small profile, which makes it a difficult
target to hit. However, these advantages come at a steep
price, since it has no shields, no hyperdrive systems, and no
other weapons besides forward-mounted blaster cannons.

A direct hit on one can usually destroy it.

. v A TIE bomber is armed with two
front-firing blaster cannons, and can drop a variety
of payloads, including bombs, guided concussion
missiles, orbital mines, and thermal detonators.

| : This dagger-
shaped stamghter is more than a match for

the Rebel craft, since it's nearly as fast as an A-wing
and more maneuverable than an X-wing. The TIE
interceptor's weapons include four blaster cannons
with advanced targeting software for greater accuracy.
Since the TIE interceptor has little armor and no shield generators, it can easily
be destroyed with a few direct hits.

AVES =1 Like its name implies, this attack
hydmfml was designed to operate above the water’s
surface at high speeds. Originally built around the
frame of an AT-AT, a waveskimmer is far more
maneuverable than its land-bound counterpart.

: | A device that produces the
puwﬂr needed to create and maintain deflector shields
and to focus those shields around a given object. Wherever
there is a shield that cannot be breached, there is sure to be a

18

shield generator nearby. Destroying the generator Is a sure way
to take out the shield.

Radar Dish A rotating dish that alerts the Empire to incom-
ing enemies. Destroying radar dishes can limit the Imperials’
ability to track your craft. Radar dishes can also function as
general communications devices.

Turbolaser Turbolasers are the backbone of

Imperial planetary defenses throughout the galaxy. These
stationary cannons fire twin blasters strong enough to take
out any fighter or infantry.

Missile Turret Advanced ground-
based defensive weaponry used to protect
important Imperial facilities. These turrets fire powerful missiles
that home in on their targets and rarely miss. The destructive
capability of these missiles should not be underestimated.

SCORING

At the end of the mission you will come to the
Tally screen and see how well you performed.
If you failed or aborted the mission, one ship
will be subtracted. To advance in the game, fly
the mission again until you are successful.

If you were successful meeting your mis-
sion objectives, you will be awarded a medal,
depending on how well you performed. Perfor-
mance will be judged based on the categories shown in the chart below. If you
score high enough in these categories you will be awarded either a bronze,

silver or gold medal.

Tally Screen

ENEMIES DESTROYED: The nurnber of Imperial spacecraﬂ and weapuns you've knocked out
of action.

ACCURACY: How many of your shots hit the intended target.

FRIENDLY SAVES: The number of friendly craft or structures thal successiully
completes or survives the mission.

BONUS COLLECTED: Whether or not you collected all powerups on level.
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The minimum score for each category you need to earn the next medal
will be displayed in the column to the right of your score. Winning medals is
very important because it is the way you get promoted in rank. You'll receive
bonuses if you win a particular medal type on all levels. Bonuses (when avail-
able) are included in your tally.

Any new technology discovered on a level will also be displayed in text
format and you will have improved weaponry for the rest of the game.

MISSIONS Chapter |

Ambush at Mos
Eisley

This mission takes place on Luke
Skywalker’s home planet of Tatooine, a
bleak, forbidding desert world scorched
by twin suns in the Outer Rim. Tatooine
has recently been colonized due to its
strategic location near several hyper-
space routes, Its largest spaceport city,
Mos Eisley, is a crossroads for interstel-
lar commerce, and is populated with
pirates, thieves, and smugglers.

Rendezvous on
Barkhesh

You'll fly this mission on Barkhesh, a
planet noted for its hot, humid, tropical
jungles in its southern regions. The local
resistance there is transporting supplies
desperately needed by the Rebellion.
The Empire will do everything in its
power to stop the transfer, and has
posted Imperial scout walkers in the
planet’s canyons.

The Search for
the Nonnah
In this mission, you'll be flying over the

lakes of Chorax, trying to locate a downed

Rebel ship in a race against the Imperials
looking for the ship as well. The Chorax
system is located in the Rachuk sector,
and contains one medium-sized star

and one planet. It is a haven for pirates
and smugglers.

Defection at Corellia
The planet is home to Han Solo, General
Crix Madine, and Rogue Squadron’s
own Wedge Antilles. With its rolling
hills, immense oceans, and cities with
wide-open spaces, Corellia is a pleasant
spot in the galaxy. The Corellian system is
known for its fast ships, wily traders, and
pirates. The planet’s extensive shipyards
attracted the attention of the Empire,
who then invaded and occupied it.

Liberation of
Gerrard V

This mission pits you against a skilled
Imperial ace, Kasan Moor. You'll be fly-
ing over Gerrard V, a planet whose sur-
face is covered by deserts and oceans.
Its topography is dominated by steep
raised areas, called towers, and low-
lying depressions, known as saddles.
Populated by Rebel supporters, Gerrard
V once revolted against the Empire, but
this insurrection was crushed by orbital
bombings from Imperial Star Destroyers.
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Chapter Ii

The Jade Moon

You'll begin your next mission on a
moon of Loronar, home to construction
facilities where the Empire’s biggest
warships and special weapons plat-
forms are built. This moon’s surface is
punctured by rocky valleys, deep
canyons, and craters.

Imperial
Construction Yards
This mission sends you over the facili-
ties of Balmorra, a factory planet that
builds advanced weapons of destruction
for the Imperial forces. Located at the
Outer Edge of the Galactic Core in the
Nevoota system, Balmorra’s plains are
marked with numerous canyons and
mountains and, of course, industrial
bulldings. Although occupied by the
Empire, the inhabitants of Balmorra
long for independence and free markets
for their renowned weapons technology.

Assault on Kile |l

On this planet, you'll be attacking the
Imperial Enclave, an enormous facility
that supports the Empire’s naval opera-
tions in that sector of the galaxy. The
surface of Kile |l is marked by canyons
and large, enclosed areas, where you'll
find the Imperial spaceport, a long-
range sensor post, and troop barracks.

Rescue on Kessel

This mission takes you to the reddish,
potato-shaped planet of Kessel, where
the Empire has a notorious prison facility.
Kessel's surface is covered with salt
flats and pockmarked by deep craters
and mines. The thin atmosphere of this
inhospitable planet is barely breathable,
so special factories have been built to
generate oxygen, nitrogen, and carbon
dioxide.

Prisons of Kessel

In this mission, you'll once again fly over
Kessel, the only planet where glitterstim
spice is produced. This valuable substance
is prized for giving telepathic abilities to
anyone who consumes it, although users
can become addicted to it. Before join-
ing the Rebel forces, Han Solo used to
smuggle glitterstim spice from Kessel.
The Empire uses forced labor to mine
this spice, and guards it heavily.

Chapter Iil

Battle Above Taloraan
In this high-altitude mission, you'll

be flying in the cloudy atmosphere of
Taloraan, an enormous gas planet with
a strong magnetic field in the Kelavine
system of the Expansion Region. The
planet's Tibanna gas is breathable at
high altitudes, and is also used in the
production of weapons.
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Chapter II

The Jade Moon

You'll begin your next mission on a
moon of Loronar, home to construction
facilities where the Empire’s biggest
warships and special weapons plat-
forms are built. This moon’s surface is
punctured by rocky valleys, deep
canyons, and craters.

Imperial
Construction Yards
This mission sends you over the facili-
ties of Balmorra, a factory planet that
builds advanced weapons of destruction
for the Imperial forces. Located at the
Outer Edge of the Galactic Core in the
Nevoota system, Balmorra’s plains are
marked with numerous canyons and
mountains and, of course, industrial
buildings. Although occupied by the
Empire, the inhabitants of Balmorra
long for independence and free markets
for their renowned weapons technology.

Assault on Kile Il

On this planet, you'll be attacking the
Imperial Enclave, an enormous facility
that supports the Empire’s naval opera-
tions in that sector of the galaxy. The
surface of Kile Il is marked by canyons
and large, enclosed areas, where you'll
find the Imperial spaceport, a long-
range sensor post, and troop barracks.

b
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Hescue on Kessel

This mission takes you to the reddish,
potato-shaped planet of Kessel, where
the Empire has a notorious prison facility.
Kessel's surface is covered with salt
flats and pockmarked by deep craters
and mines. The thin atmosphere of this
Inhospitable planet is barely breathable,
so special factories have been built to
generate oxygen, nitrogen, and carbon
dioxide.

Prisons of Kessel

In this mission, you'll once again fly over
Kessel, the only planet where glitterstim
spice is produced. This valuable substance
Is prized for giving telepathic abilities to
anyone who consumes it, although users
can become addicted to it. Before join-
ing the Rebel forces, Han Solo used to
smuggle glitterstim spice from Kessel.
The Empire uses forced labor to mine
this spice, and guards it heavily.

Chapter Il

Battle Above Taloraan
In this high-altitude mission, you'll

be flying in the cloudy atmosphere of
Taloraan, an enormous gas planet with
a strong magnetic field in the Kelavine
system of the Expansion Region. The
planet’s Tibanna gas is breathable at
high altitudes, and is also used in the
production of weapons.
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Escape from Fest
This mission takes you to a planet in
the Atrivis sector of the Outer Rim near
the Mantooine system. Enormous, steep
mountains and valleys punctuate Fest's
landscape. Atop one of these mountains,
the Empire has a top secret Weapons
Research Facility, where experiments are
conducted to create new metal alloys.
Among the inhabitants of Fest are a resis-
tance group who opposes the Empire.

Blockade on Chandrila
You and Rogue Squadron will call on the
rural agricultural planet of Chandrila, in
the Bormea sector of the Core Worlds.
This sparsely populated, naturally beau-
tiful planet has two large continents
surrounded by oceans, with vast plains
covered by grasses and forests. While
the inhabitants of Chandrila are peace-
loving, they have openly supported the
Rebels against the Empire.

Raid on Sullust

In this mission, you'll fly through the thick,
hot, dark clouds over Sullust, a bleak,
volcanic planet in the Sullust system.
With the planet’s surface shrouded in
toxic gases, the millions of native Sullus-
tans have created a large underground
network of caves and cities. These beauti-
ful sub-surface sites are popular tourist
attractions. Sullustans are friendly, out-
going creatures with jowls, mouse-like
ears, and large round eyes, who are
prized as navigators, since they never
forget a path they've traveled.

Moff Seerdon’s
Revenge

The locale of this mission is Thyferra, a
foggy, humid world with thick, tropical
rain forests. This Polith system planet is
inhabited by the insect-like Vratix, who
developed a remarkable fluid called bacta.
This miracle liquid can heal every med-
ical condition from a scratch to a life-
threatening emergency. Not surprisingly,
bacta has become much sought-after by
medical clinics throughout the galaxy,
and by cartels that seek to control the
galactic bacta industry to reap huge
profits.

Chapter IV

The Battle of
Calamari

In this all-out encounter with the Empire,
Rogue Squadron will do battle on Mon
Calamari, a planet almost completely
covered by water. This marine world is
inhabited by two species, the peaceful
Mon Calamari, who live on islands and
floating cities, and the wary Quarren,
who live deep beneath the sea and can
breathe both air and water. The Mon
Calamari build enormous starships and
warships from their orbiting shipbuild-
ing docks, and are valuable members
of the Rebel Alliance.
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CHARACTERS
Rebels

(e Skyw * The greatest hero of the Rebel
Aﬂlance Luke Skywaiker needs little introduction. Among his
accomplishments are blowing up the first Death Star, rescuing
his twin sister Princess Leia, and helping to fend off the
Imperial forces in the Battle of Hoth so that the Rebel base
there could be evacuated. After the Battle of Yavin, Luke and
Wedge Antilles formed Rogue Squadron.

- < One of Rogue Squadron’s true aces,
this natwe of Corellia was orphaned as a teenager, then began
smuggling weapons for the Rebels. Once he took to flying
X-wing starfighters, he soon proved himself to be a crack
fighter pilot and an extremely competent, if low-profile, leader.
Wedge saved Luke Skywalker during the attack on the first
Death Star at the Battle of Yavin. Later, they formed Rogue
Squadron together.

This young Alliance hero was Luke Sky-
walkers airspeeder gunner during the defense of the Rebel
base at Hoth. Dack’s parents were political prisoners of the
Empire, and he escaped from an Imperial prison barge when he
was a teenager. Ralter is skilled as both a pilot and a gunner.

» This tough, smart, action-loving lieutenant
was a gunner in Wedge Antilles’ airspeeder during the Battle of
Hoth, and helped bring down an AT-AT walker by tangling its
legs in a cable. Janson is a past winner of the True Gunner
award for outstanding accuracy. This Rogue is one of those
rare soldiers who is as competent on the ground as he is in the
air, and can shoot and fly with tremendous skill.

| A highly-decorated pilot and long-time
member of the Rebel Alliance, Senesca shot down 48 Imperial

craft prior to the Battle of Hoth. Politically motivated to join the
Rebel forces, Senesca was motivated by tragedy after his par-

ents were killed by the Empire,

rek ("Hobbie”) Kl 1 That rare pilot who
IS tmth extrernely capahle and extremeiy humble, Hobbie
was a former Imperial cadet who mutinied and deserted
his Imperial Academy training to join the Rebel Alliance.
Hobbie has a reputation for enjoying bacta baths, as well
as for crashing every craft he touches and surviving.

riist Hieelkan This former officer in the Old
Hepubh-:: arn'n,.r jmned the Rebel Alliance after his home planet,
Alderaan, was vaporized by the first Death Star. Rieekan was
named Theater Commander in charge of all Rebel ground
and fleet forces in the Hoth system. Later, he was forced to
evacuate the Hoth base when it was overrun by Imperial forces.
After the Hoth evacuation, General Rieekan was given com-
mand of military operations for the Rebel Alliance.

Iimperials

This Corellian is a highly-decorated Imperial
ntfmer He originally earned his reputation as a brilliant leader in
charge of the Storm Commandos, an elite Imperial army unit.

AsSa v This native of Alderaan was one of the
nsmg stars in the Impa-na[ Navy, quickly moving up in ranks
from crack TIE fighter pilot to leader of the 128th TIE Inter-
ceptor Squadron. Her allegiance toward the Empire soon
wavered, however, when she was informed that her home
planet had been obliterated by the Death Star. While she
continues to distinguish herself by flying with the 128th,
Moor is contemplating defection to the Rebel forces, since
she believes that her allegiance to the Imperial forces means
nothing if they can coldly destroy her friends and family.

g TeXs Formerly Kasan Moor's mentor,
lmpenal Mﬂﬁ Seerdnn IS now angry at her, since he Is not sure
which side she is fighting for. Moff Seerdon is attempting to
consolidate bacta supplies under his control, and sees Rogue
Squadron as a threat to his plans for domination.
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* For a more effective attack, line up

your targets by making long, straight
runs. Avoid the temptation to make
quick turns in pursuit of your targets.
Instead, fly far away, then turn around
and fly toward your targets from a
distance, using your brakes. You’ll

be able to keep them in your sights
longer—and score more hits. But
you'll also be in enemy sights...

FLYING TIPS

Use a loop-the-loop move to bear down
on an enemy that has passed you by.

Find the Controller configuration and
camera views best suited to your

flying style.
(Speeder or V-wing only) For more con-

trol in turns, use the right or left brake
to tighten your turn in either direction.

Use the Thrust and Brake Buttons to
match the enemy's speed or to more
easily attack a ground target.

When in doubt, follow your wingmates
to mission goals.

Pay close attention to directions from
General Rieekan and your wingmates.

Be on the lookout for enemy bombers,
and attack them before attacking
fighters. Bombers do more damage to
critical Rebel installations.

Use your radar screen to fly in the
right direction towards your mission
objectives. Fly so you keep the wedge
shape oriented to the top of the radar
at 12 o'clock.
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SOFTWARE LICENSE, LIMITED WARRANTY
INFORMATION

SOFTWARE LICENSE

The software, artwork, music, and other components included in this product are the copyrighted property of LucasArts
Entertainment Company LLC and its licensors (collectively referred to as “LucasArts'). The software is licensed (not sold)
to you by LucasArts, and LucasArts owns all copyright, trade secret, patent and other proprietary rights In the software.
You may not modify or prepare derlvative works of the software, or reverse engineer, decompile or disassemble the soft-
ware. You may transfer the product, but only if the recipient agrees to accept the lerms and conditions of this license.
Your license is automatically terminated i you transter the proeducl.

REV-F

CAUTION

This Nintendo game is not designed for use with any attachment, “back-up” or
game altering device. Use of any such device will invalidate your Nintendo product
warranty. Nintendo (and/or any Nintendo licensee or distributor) is not responsible
for any damage or loss caused by the use of any such device. If use of such
device causes your game to stop operating, disconnect the device or attachment
carefully to avoid bending, breaking or damaging the connectors and resume
normal game play. If your game ceases to operate and you have no device
attached to it, please contact your local authorized Nintendo distributor.
- NINTENDO HELPLINE 190 224 1001

(LEGION CALL RATE AT 95 CENTS PER MINUTE)

The contents ot this Caution do not interfere with your statutory nghts.

WARNING

Copying of any Nintendo game is illegal and is strictly prohibited by national, local
and international copyright laws (including section of the Copyright, Designs and
Patents Act 1988 and the 1991 EC Directive on the Legal Protection of Computer
Programs). Back-up copies are not authonzed and are not required to protect your
software. Violatars will be prosecuted.
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REV-K

WARRANTY FOR THE NINTENDO 64

(GAME PAK) BY NINTENDO AUSTRALIA
PTY. LTD.

The product is sold subject to all warranties implied under the
provisions of the Trade Practices Act of Australia. Nintendo
Australia Pty. Ltd. (Nintendo) warrants to the original
consumer/purchaser that this NINTENDO 64 (“GAME PAK") shall
be free from defects in material and workmanship. If a defect

covered by this warranty occurs, Nintendo will repair or replace
the (GAME PAK) at its option, free of charge.

To receive this warranty service, contact Nintendo's Head Office.

The undertaking to repair or replace the product will not apply if
the (GAME PAK) has been damaged, after sale to the original
consumer/purchaser, by negligence, accident, unreasonable use,
modification, tampering, or by other causes unrelated to defective
materials or workmanship.

NINTENDO AUSTRALIA HEAD OFFICE ADDRESS:

Scoresby Industrial Park, 804 Stud Road, Scoresby Victoria 3179
Australia

Phone : 1300 36 27 46

* NINTENDO HELPLINE 190 224 1001

( LEGION CALL RATE AT 95 CENTS PER MINUTE
Calls from mobiles and public phones attract a higher rate. )
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