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A LonG TIME ALY In A GRALAXY FAE, SFECIAL NMaTE FOR MOTEEOOE USERS
FAFK ALUAY... Always refer to the README file on the Star Fan®E:
Four thousand years before the rise of the Galactic Knights of the D BepabBo® DVD for up-to-d ate
Empire, the Republic verges on collapse. DARTH information, hardware-specific tips and tricks, and su bstitute
MALAK, last surviving apprentice of the Dark Lord commands and functions. This file is extremely helpful i youo
Revan, hasunleashed an invincible Sith armada wpon an use a PowerBook or iBookto play StarFasE: Keights of e
unsuspecting galaxy. Ol Bepublic®.

Crushing all resistance, Malak's war of conqu est has leftthe TO INSTALL F7%5 AAEEs:
Jedi Order scattered and vulnerable as countless Knights fall REFUELIC:
in battle, and many more swear allegiance to the new Sith Ma ster.

1. Insert th e Skar Fas®: Knights of e Ol Bepublic® DVD into your
In the skies above the Outer Rim world of Taris, a Jedi battle fleet DVD-ROM drive.

engages the forces of Darth Malak in a desperate effortto halt the
aith's galactic domination.... . Donble-clic k the DVD icon that appears on your desktop.

8. Drag the Skar#Fas®: Knights of e Ok Bepublic® folder fo the
loc ation on your hard drive you would like to install the game.

., To startthe game, double-click the StarFax Knighis of the Obd
BepubBc application on your hard drive.
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NEW LAME
atarts a new game of Sar#Fax Knighls of the Old BepabBc.

LOAD CAME
Loads a previously saved game. Click on the appropriate file, then
click Load to start from that saved game.

MmallES
Watch movies seen while playing the game. Click on a movie to
view it.

OFTIONS

Adjust sound, controls, and other preferences. See Dptioms on
page 19.

uT
Leftclick on MUITto exit the game and return to
the desktop.
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1. ACTIONh MEM

This is how you access your characters items and friend by Force powers.
You can activate one of them by clicking on them, or by pressing one of
the Action menu hot keys. You can also changethe indicated icon by
clicking the arrows above and below it.

2. THRLET ACTIan MENU

When a door, mine, container, friend Iy c haracter, or enemy is selected in
the world a Target Action menu will appear above the object showing its
name and vitality barif applic able. A blue target box indicates friend by
creatures, as wellas objects or doors. A red target box indic ates a
hostile creature. There are two types of menus that can appear over a
selected targ et

a, Targered Hosr|la: Thisis how you access your characters
feats, items, and Force powers that are directed against an enemy. You
can activate one of them by clicking on them, or by pressing one of the
Action menn hot keys. You canalsochange the indicated icon by click-
ing the arrows above and below it. Clicking on the enemy without using
the menu options will do a default attack.

b, Targared Ob |act. 30me objects in the world will have their
own context sensitive menus such as mines, doors, containers and
friendly characters. The choices on these types of objects are lim-
ited to Open, Security or Bash for doors; Disarm or Recover for
mines and Start Conversation for friendly characters.
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3. CHAKACTER FOETERITS
There is one portrait for each member of your
current party. The large portrait is the party leader
(the one you're currently ¢ ontrolling ). To control
a different party member, clic ktheir portrait. Clic k
the party leader's porfrait to go to the equip screen for
that character. If your character is ready to level-up, a
yellow “L" will flash over the portrait, and clicking on the
portrait while they are the party leader will ta ke you tothe
level-up screen.

Y. Minl-TiAF
A small map that shows your immediate surroundings and the
camera’s orientation.

L. MENU EUTTONS
You can use these menu buttons to go straightto particular
MEenu Screens.

k. COMERT 1 UELE

When you enter combat, this indic ator will display the combat
actions you've chosen forthat character. Clicking the guene will
remove actions from it

7. MODEEUTTONS

These three buttons allow the player to make changes to spec fic
states in the game world that can be toggled on and off.

m. Pauae, This button will pause the game. The game will remain
paused until the player presses this button again.

k. Balo Moda, This button allows the currently controlled
characterto move aboutin the world without having th e pa rty
MPCs following. Solo mode will remain active until the character
clicks on this button again.

C. Stenlth Moda, Allows characters to enter Stealth mode
if they have spent points to gain ranks in the skill. M ote that
activating Stealth mod e automatically activates Solo mode
H aswell. The character will remain in Stealth mode until
. % they attack an enemy, turn off Solo mode orturn off
atealth mode.

Press the hot keys orthe menu icons during your
adventure to access the various in-game menus.
Move the mouse overthe icons at the bottom of the
screen and left clickto go directly to that menu.
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1. uratjre,: The amount of *health™ the character has
(Current/ M aximum).

2, Oefanea Ratindg The character’s current defense rating.

B. Altock DonusALelfl and Righl [Maln] Handsa
The attack bonus for each hand.

L, Oamagr/ALefrl and Alght [Main] Haonde Thedamage
caused by the weapon equipped in each hand.

S5. Auallabla Equipmant. Equipment that can be used in the
highlighted slot.

E. Armor a2nd WeEapons Slore Characters can equip various
armor, weapons or items in each ofthese slots. Each slot displays the
currently selected armor, weapon or item. Clicking a slotwill open a
menu where you can select something different to equip.
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EQUIFMENT
Any equipment in a characters inventory that
will work in a particular slot is displayed on the
right-hand side of the screen. To equip an item in a
slot, highlightthe slot loc ation using the mouse or
keyvboard, and then left click to confirm. Next, highlight
the item and click on itto read the item d escription. Then
click OKto equip it.

NOTE: Equipment is restricted to a specific location on a
characters body. Also, droids and humanoid s have slightly
different equipment slots.

Here are the variou s slot loc ations on
gach character:

. UEILEL A IMplant
. densars/Hoaad
. UrjiLirys"Hande
. BEpacial lWEaponsLafE Frm
. Plaring~Body

. BEpacial KWaapansRIight FlrM

. Larrt ldeapon
. Bhiald~s0alt
Right kWeapon

FARETY INVENTORY

The Party Inventory screen shows everything your
party is carrying that is not currently equipped by a
character or otherwise in use. Any characterin the party
can use items from this Inventory screen, as long asthe
characteris notrestricted from using them.
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Filtaring Iterm= Click on th e FILTER button (1) to toggle the
Inventory list filters so it only lists the questitems, the useable tems, the
equipable items, th e utility items or the new items.

Ueing Iter=. There are several ways touse items in the game. Items
can be used off of the Action menu on the main game screen, or they
can be used on the Inventory screen by selecting them and left clicking.
The item will be used when the game is resumed.

FReading Itame: To read a description about a certain item, including
its use and other statistics, move the cursor over the item to highlight it
Left click on the scroll bars to scroll the text description UP or DOWN.
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CHARACTEF INF

1. Dharoctar Nome
2. Charasrer Class[ae] and CUurraent Lewel

2. Uirality ponte. The character’s current and maximum
vitality points.

L. Forcoe Polnts, The characters current and maximum
number of Force points.

5. Attribubes, The current scores for each key attribute.

E. EHperianca. The character’s current experience point (XP)
total and the number of experience points needed to achieve the
next level.

7. Light and Oarl4 Side Mater:. The background color, as

well asthe characters facial expression and stance, shows where

that character sits on the spectrum of good and evil. All of the

actions thatthe character makes throughout the game will have a

subtle effecton thatcharacters alignment to the light and dark

side of the Force. Those characters who achieve mastery over the
dark or light side of the Force will gain special abilities unique to

their alignment and class.

BE. Oharocter Btales, During gameplay both harmful
H and beneficial effects can be applied toyour charac-
ter. Goto page 448 for more information on each
otates icon.

GCEIFTS

et up simple commands for party members when

they're not under direct control. Left click on the
SCRIPTS button while viewing a character sheet to assign
one of the following actions:

ODerault FArrack: Characters will attack the nearest

enemy using their equipped weapon. They will use feats, Force
powers and occasionally medpacs. This is the most balanc ed
combataction.

BEronacdier: Characters will use grenades in combatwhen appropriate.
If party members are in danger of being cawght within the blast radius,
or ifthereis only one target, a grenade will notbe used. Otherwise, the
character will follow the Default Attack action.

Jed| supports Characters will use Force powers until they have no
Force points remaining. When all Force points have been d epleted, the
character will follow the Default Attack action.
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AEILITIES

1. Daecriprion Window: Contains the detailed information for
the currently highlighted skill feator Force powwer.

£. 9kill Aank The selected character's currentrank in that skill.

E. Gonus The applied bonus forthat partic ular skill

L. Forgce Potiere Menu Thisis only available to characters
in one of the three Jedi classes. The description of the Force
power is displayed here.

5. Feate Manu, Some feats may require thatanother featbe
obtaimed as a prerequisite.

E. Aelated ALtributa, The key attribute for th at skill. Raising
this attribute may helpthe related skill.
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MAF/FARTY MANRLEMENRT

The Map screen shows your loc ation on the current level. Important
loc ations are marked with map nod es. Asyou explore more of the area,
more of the map will be revealed.

Farty ManagErmant: From the Map
screen, click on Parly Selectioa (1) to
enterthe Party Management screen.
Highlightthe character and left-click the
ADD button to add them to the party.
Highlight and left click on INDMNE to
confirm selections and return to the
Map menu.

NOTE: There are only two additional slots
for party members. Completing some missions may require certain party
members to possess ¢ ertain skills, so balance the party carefully.

Farturning o rne S&Hon Noddh or Home Basa
To instantly return to the Ebon Hawk ora particular home base, click
on Tramsit(2).

NOTE: Returning to the &far AFmdcan only be used when the
party is in a safe situation. This option cannot be used during
combat, and in some areas of the game this option is
completely disabled.




1

W
e o i I R P

e __..._.-.'._.-_._]._ [Ty = ———

Wid s

D T
iy ——
1 5 T R
Ly ¥ oam

KFE®W TTTT

1 UESTS

Fictive Oueets Thisscreen shows a quick summary of all of
the currently active quests. Use the mouse to highlight each ofthe
active quests and view its current information. Left click on the
TEXT button (1) to sort the quests by MAME ORDER RECHVHD,
PRIORITY or PLANET.

Ouest Itars, This option displays quest-related items that have
been collected. These items are linked directly to plot events and
cannot be sold in normal stores.

ComMplared Ouasrs When selecting this option, it contains
a listof all of the quests that have been completed and general
information abouteach one.

MESSALES

The Messages screen

will keep a log of the mostrecent
critical information for the
currentarea. When entering a
new load point, this information is
discarded, and will begin again
inthe new area. Leftclick on
Show Feedback to see the
current Rules System feedback.

oFTIONS
Highlight and select any of the following options using
the mouse or keyboard.
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Lood Gara, Load any previow sly saved
game. Use the mouse to highlight a previously
saved game and clickto load it.

Sove Garo 38VE 8 game in progress. Use
the mouse to highlight an empty slot or to select
a previouw sly saved game and ovenwrite the
existing data.

To delete a previously saved game, highlight the
game data and then clickthe DELETE button.
Remember, deleting a previously saved game

is permanent—~be careful when deleting

saved games.

Earaaplac): Adjust variou s gameplay options,
inclding the difficu by level.

Feadbnch: Turn the various onscreen Feedback options on/foff.




CHRAEACTEE FORETERIT

Leftclick on the directional arrows to cycle through
the portrait list. When an appropriate appearance has
been chosen, click Acceptto continue.

I Iﬂ. : ..” :-";h

CHARACTEFR CLASSES
There are three initial character classes to choose from at the
beginning ofthe game, each with male and female versions.

b LN SRR S

MOTE: Jedi characterclasses are not available at character
creation, but become available as a character progresses within
the game. See Jedll Classes, page 39, for more information.

Bcoundral, Scoundrels survive through wit and guile, traits that
sometimes place them on the wrong side of the law. Intelligence,
Dexterity and Charisma are the trademarks of a scoundrel.

Basic Class Atwibwiex G vitality / level, fast skill progression, slow
feat progression.

;m‘“_

Enour Scouts are explorers, trained to understand th eir
surroundings and how to survive in them. Dexterity, Intelligence
and Wisdom are the most important abilities of a scout.

Basic Class Atiibwie=s & vitality / level, average skill progression,
average feat progression.

Boldler, 30ldiers are masters of combat in all ks forms,
believing that the best way to survive a fight is to win it.
Dexterity, Constitution and Strength are key to an
effective soldier.

. Basic Class Atlibeies 10 vitality [ level, slow skill
% progression, fastfeat progression.




ATTRIEUTES

Btrenglth [3tr] Represents physical power. A high Strength
adds modifiers to melee damage and chance to hit which is
important for characters who use close-combat weapons
(vibroblades, lightsabers).

Dentari-y [Ded] Represents agility and reflexes. A high
Dexterity adds modifiers to ranged attack rolls (blasters) and
increasesa characters Defense rating, making them harder to hit.

consrirurjon [Conl Represents health and resiliency. A high
Constitution adds mod ifiers to the vitality points gained ateach
level up. This is important for everyone, but essential for soldiers

and Jedi guardians.

Hisdopr [Is] Represents willpower and perception. A high
Wisdom adds modifiers toJedi Force points and Force power

saving throws. The Force powers of a Jedi with high Wisdom are
alsomuch harder to resist

Intalligenca [int] Represents knowledge and reasoning.
A high Intelligence adds modifiers to the number of points a

character has to spend on essential skills.

Charlsrma [Chal Represents personality and the
ability to lead. A high Charisma adds mod fiers to
Force-related feats and powers that are very
% Important to all the Jedi classes.Itisalso
* % central to any persuasive talker.

akills primarily relate to non-combat situ ations, and
in some cases will allow the party to avoid combat
altogether.Each skill relies on a particular atiribute.
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Cormputar Usa: Related to Intelligence. Used with computer spikes
to access computer terminals. Harder tasks require more spikes. This
skill reduces the number of spikes needed by 1 for every 4 points tofal

Derqaclitions, Related to Intelligence. Used to setor disable mines of
loww (DC15to set), medium (DC20 to set), or high difficu by (DC25 to set).
Disarming adds +5 to the DC. Recovery adds +10. Cannot be used
untrained.

Btaalth, Related to Dexterity. Enables the use of stealth field
generators and Stealth mode (see page 31).Combat cancels
otealth mode. Cannot be used untrained.

Friarenass, Related to Wisdom. Helps spot hidden objects. This skill
is checked againstan enemy's Stealth skill or the OC of a mine. If
successful, the enemy or object bec omes visible. Awareness is

always active, but running imparts a -5 penalty.
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Fereuade, Related to Charisma. Persuade
dialogue options use friendly coercion to press
for sensitive information or avoid ¢ onflict. Higher
skill allow s for more extreme requests. Only avail-
able tothe main player-created ¢ haracter.

Fapair: Related to Intelligence. Used with disposable
parts to fix disabled droids. More difficult repair jobs require
mare parts. This skill reduces the number of parts required
by 1 forevery 4 points total. Also modifies vitality points

recovered when used by party member droids to repair c ombat
damage.

sacurity Related to Wisdom. Used to open electronic locks.
Appears asan option on targeted loc ked objects. Sec urity spikes
in Imventory will also appear as a default option and add to the skill
if selected. Only available if the character has paid points into the
skill. Cannot be used untrained.

Traar Injurye, Related toWisdom. This skill is added &
to the vitality points healed by medpacs. Higher quality 1._
packs apply multipliers to further increase the amount

healed.
| | -l.. lkll
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FEATS

Feats are primarily combat-focused abilities thatallow a character to
use specific weapons, armor or items. They can also grant special
attacks or give bonuses to skills and abilities. Characters are given
certain feats during character creation, depending on class. As
characters increase in level, theywill gain new feats. The following lists
the basic Feat Progression Trees available to all characters throu gh out
the pame. To select a feat, highlight it by clicking on its icon and then
left-click th e ADD FEAT button.

NOTE: You must selectthe lower-level feats in the tree before you can
progress to the higher-level feats in the tree.

FFAS3IVE ODOMBEAT FEATE
Once selected, these feats are always active. They allow the character
to use specific armor, weapons or items; or grant special bonuses during
combat.

Amor ProBciescy, Light Character canwear light armor.
Proqpession Tee: Armor Proficiency, Medium;
Armor Proficiency, Heavy.

Weapon Proficiescy: There are several versions of this feat, one for
each weapon type in the game. A character cannot use a weapon type
if they do not have proficiency in it. As characters progress through the
feat tree they gain bonuses with the selected weapon type.

Weapon Types: Melee, Blaster, Blaster Rifle, Heavy Weapons,
Lightsaber

Proqgpession Tee: Weapon Focus,

Weapon Specialization
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Deelmy Improves attack bonus and Defense
when using only one weapon.
Progeession Tee: [mproved Dueling, Master
Dueling

Two-Weapon Figtimy Reduces the penalty for fig hting
with a weapon in each hand and for using double-
bladed weapons.
Progpession Tee: | mproved Two-VWeapon Fighting, Ma ster

Two-Weapon Fighting

ComdiSomimy Character receives a bonu s to all saving throws.
Progpession Tee: [mproved Conditioning, Master Conditioning

Tomykeess: Character gains bonus vita lity points each level
Proqpession Tee: [mproved Toughness, Master Toughness

FOTIVE DOOMEBRAT FEFTE
These feats allow the character to make special attacks during
combat They must be activated during combatusing the
Action menu.

Crisical Strile: Increases the chance of a critical hit on an oppo-
nent when using a melee weapon.
Proupession Teee: (mproved Critic al Strike, Master Critical Strike

Famy: The character gets an extra attack each round when using
a melee weapon.
Progpession Tee: [mproved Flurry, Master Flurry

Power Allack Increases damage of melee weapon attacks.
Proqpession Tee: [mproved Power Attack Master Power Attack

Power Blast Increases damage of missile and blaster weapon attacks.

Prpession Tee: (mproved Power Blast, Master Power Blast

Rapid 5ot Increases the number of attacks when using
blaster or missile wea pons.
Proqpession Tee: | mproved Rapid S hot,
Master Rapid Shot

Salper Shot (ncreases the chance of a critical

hit on an opponent when using a blaster or missile
weapon.

Proqgpession Tee: |mproved Sniper Shot,

Master Sniper Shot

BHILL FERTE
Thesefeats grant a bonos to a characters skill checks.

Cam@om Bonus to Demolitions and Steafth skill checks.
Proqpession Tee: Improved Caution, Master Caution

Bmpathy: Bonus to Persnade, Awareness and Treat Injury
skill checks.
Proqgpession Tee: |mproved Empathy, Master Empathy

Gear Heak Bonus to Repair, Security and Computer Use
Proqpession Tee: Improved Gear Head, Master Gear Head




COKEE MECHANIC
Whenever you attack an enemy, use a skill or COMERT DISFLAY
make a saving throw, a random number between 1
and 20 is generated (1d20). Your character's attack
bonus, skill, rank or attribute modifier is then added to
this random number to determine success.

-k COMEAT AhRD DEFENSE
oy R Defense is @ measure of how difficult a character is to hit
'i;iI H in combat. Defense is base 10 plusthe modifiers for armor and
™ Dexterity. Whenever you attack an oppon ent, the Core Mechanic is
l 5l applied like this: [1d20 + attac k bonu 5] versus Defense of the target.
P

I Example: You have a total attack bonus of 4. You targetan enemy
— with a Defense of 16. You would hit on a 12 or higher[12 + 4 (attack
I bonus) =16].

DIFFICULTY CLASS

The Difficufty Class (DC) represents the relative difficu ity of a task
DC applies to skill use and saving throw atte mpts.

SHILLS AQD DC

Ifyou have a skill that is usable on a target, it will be selectable in
the Default Action list. The Core Mechanic is applied like this:
[1d 20 + skill rank + attribute modifiers] versus the DC of the task.

Example: You have 3 skill ranks in Demolitions and an Intelligence
modifier of +2. You attemptto disarm a simple mine (DC 15). If the

skill check is 10 or higher [10 +3 (skill rank) +2 (Int mod ifier) = 15]
you disarm the mine. . FOrsce Rolar B, Targatred Epamy Inro
[IFf oppliGable]

SANING THREOWS AND DC . Ep@EmML|
saving throws representresistance to certain attacks, effects or . Targared EnamMy
powers. The Core Mechanic is applied like this: [1d20 + base save
by level + attribute modifier] versus the DC of the saving th row.
Thethree types of saving throws and their linked attributes are
Reflex (Dex), Fortitude (Con) and Will (Wis).

Example: You have a base Reflex save of 7 and a Dex
modifier of +4. You are hitwith an adhesive grenade
% % (DC25). Ifyour saving throw is 14 or higher [ +7
. (Reflex save) +4 (Dex modifier) = 25] you would
¥ avoid getting stuck.

. Dhamrocteér Fortrallk E, Targal Actlon Manu

. Oharactar Haalth ¥, Actlon Manu

O, ComMbal MEEEaqE

10, Ourrent AGtion BoH

1. QUrranlt AGlEon
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Dharactaer Parkbrait, The bottom charac-
ter portrait is the currently selected character. If
there are multiple party members, the other
character portraits can be seen tothe right of the
selected character's portrait.

viraliry Pointe: The red bar represents a character's
health, measured in vitality points. Vitality points (VP)
decreasewhen a charactertakes damage from an attack or
other effect. Ifthe total reaches zero, the character falls
unconscious and is unableto move orfight until healed. If the
entire party falls unconscious, the game will end. To ¢ ontinue, load
a previously saved game or begin from the la st AUTO SAVE point.
As long as one characterin the party remains conscious to guard
the others, the game will continue.

MOTE: Unlike Forc e points, vitality points do not reg en erate and
mu st be healed through the use of Force powers, medpacs and
other items.

Force Polnbts Theblue barrepresents a characters connec -
tion to the Force, measured in Forc e points. Each Force power
subtracts a Force point cost from the total when used. If the char-
acter does nothave enowugh Force points left to cover the cost of a
power, the power cantbe used. Force points regenerate slowly
out of combat.

MOTE: Forc e powers are only available tothe Jedi classes.

Real-Tira Turn—-Basad Dormbaobt/When a hostile creature
is targeted the game will pause. The player can left click to engage
the creature and bring up the Target Action menu. The Target
Action menu will sh ow what Force powers, feats or items can be
used against that creature. Left-clicking on the creature after it
has been engaged will result in a default attack being done. Once
the player has engaged the enemy the game will go into Com bat
mode. Left clicking on one ofthe buttons in the Action menu will
placethat action (represented asan icon) in the action box. If
the action box is currently full with an unresolved action
H then the selection will be placed in the action queue. As
soon as the current action is finished, the icon in the
action quewe will move to the action box. The

Oueu|ng Actjone. |fa player enters more

than one command for a particular character the sub-
sequent actions will be stored in the action queune for
lateruse. Once the commands are entered, the character
will attempt to follow each command in the list in the order
they were selected. For example, a character could be direct-
ed to use a medpac, use a Force power to heal the group and
resume attacking an enemy.

Fighting Ueing a Parbop By default, party members will automat-
ically enter combatin response to the player engaging
hostile creatures. To change this behavior, assign
specific scripts to guide their actions (see Scriphs,
page 15, for more information |, or give commands by
controlling them directly. Left click on the different if
character portraits or press the TAB key to switch J 1
between the different active party characters. . -

it
Dorlaat Pausa, Press the pause button _,:
or hit the SPACEBAR at any time to pause or |
un-pause the game. While combatis
paused, two different types of commands
can be given to characters. Commands
selected from the Action menu are
resolved as soon as the game becomes
un-paused. If more than one command
is selected before the game isun-
paused, they will be added to the
action queue.

Staalth Modea, Stealth mode

covers the character in a camouflage field.
Enemies must make an Awareness checkver- =
sus the characters Stealth skill to see them.
Only useable by characters that have spent

points in the Stealth skill and are equipped

with stealth field generators. Combat cancels
atealth mode, but mundane tasks do not.




Bole Modes When a character enters
atealth mode they will be put into Solo Mode.
This stops the party NPCs from following the
currently controlled character. Switching between
pa rty members will not exit the stealthed character
from Solo Mode. It is not possible to use the Stealth skill
withowt also being in Solo mode. However it is possible to
move around in Solo mode without having to also use stealth.

LUeing 2 GCoMpubtor or Orogd,
To use a computer ora disabled droid a
character musttargetit, and then press
the B Key orleftclick. The Terminal
Interface screen will them come up.
From here the playercan spend computer
spikes or parts to manipulate the
computer or the droid. The amount of
spikes or parts thatthe player must
spend is determined by their skill with
computer programming or repair.

EHRErianca Pointe and Galning Lavels Experience
points (XP) are gained in several ways. Victory in combat and
completing quests are the most common, but many encounters
rewward the use of P ersuasion to avoid conflict. Generally, the
harder the task, the more XP earned.

Periodically a characterwill earn enough XP to level up, gaining
new skill points to spend (see Advamcimg Levels, page 3, for more
information). Depending on the level, they can also raise basic
attributes and select new feats or powers, similarto character
creation. Select the Level Up option on the Character Page to
customie these improvements. To skip this proc ess, select Auto
Level Up. This option automatically applies any changes to the
most common abilities associated with the characters class.

SFECIAL COMERT EVENTS

Deathizlown When a successful attack is made

against a disabled and defenseless opponent of 4th level

or lower, th ey will be instantly killed. These situations arise
when a Force power or a special grenade is used to immobi-
lize a target.

Oritical its, When a character attacks, and the randomly
generated number is a 20 (out of the possible range of 1-20), there
isa chancethatthey have scored a critical hit. This is called scor-
ing a “threat.”™ Another number is generated, and if that number
equals a hit, then a “critical hit” is scored and
double damage is inflicted upon the target.
a0me weapons have an increased
“threatrange,” meaning you can
scorea threaton a lower number.
With these weapons, a generat-
ed number of 19 or 20 can result
ina critical hit. Some feats
increase the threatrange ofthe
weapon being used. The threat
range can become 18, 19, 20, or
even better




When the

match begins,

four of the cards

from the side deck

will be randomly

drawn to form the

player's HAND during

the match. Additional side

deck cards can be found

with values from +/- 1to +/- 6.

Thefirstplayer draws a card
from the main deck and plays itface up to begin the turn. This is done
automatically. After each card is played, an additional card can be
played from the HAND by dragging the card up into the area where the
currently played cards are displayed. Ifa card in the hand hasa +/-
value, it can be “flipped " before it is played. Clic k on the arrows to flip
the card. Playing @ HAND card is optional. Also, you can only play one
hand card perturn. Once you've decided the current action for the
round, left click EMID TURM to allow the opponentto play outtheir turn.
This continues until one player wins the set. Ties do notcount. Cards
from the player's hand can only be used once, so the four cards mu st
last the entire match.

FAZ ARk
When challenging another playerto a game of Pazaak, the first
order of business is tomake a wager on the match. Use the mouse
and keyboard to change the amount wagered, and then left click
on the AGEEPT button to begin the match. Once the wager has
been locked in, the side deck for the match mu st be selected from
the currently available cards in the deck. A basic Pazaak deck has
two of each card numbered +11to +5 availableto create a side
deck. The side deck must consist of 10 cards. Use the mou se to
i highlight a card and left click to add it to the
.= sidedeck. Cards can be removed from the side
' deck by highlighting the card to be
removed and left clic king. Highlight
the AGGEPT button to proceed tothe
game once 10 cards arein the

'.1wi e deck.

Tip: If the total is over 20 after the draw and there is a negative card in
the side deck, you can play it to bring your total back under 2.

The object ofthe game is to have
the face up cards total higher than
the opponent's hand, without
exceeding a totalof A0, If &
player's total is greater than 20
at the end of a turn (a
'BUST'), the opponent
wins the set A player
mu st win three sets to
win the match.




S5 ARGE LUNNER STATIN
Fleeing planets isn't always going to be easy.
In a galaxy where everyone is looking for you,
there are bound to be some daring escapes. In
those situations, it's good to have a heavily armed
spaceship at your disposal. Aim the ship's targeting
reticle at incoming enemy target by moving the moun se
reticle to the desired target. Fire the cannons by pressing
the SPACEBAR or MOUSE 1 button.

T

1. Targer FariclE

2. Ship O0amageE Indicaror
4. EmamMy Flghtar

L., Sansar
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S0 F EACING

SWoop racing is becoming a popular form of

entertainment on many Republic worlds. Fans are

attracted to tournaments both by the flamboyant person ali-
ties of their favorite racers, and the potential for spectacular
failures. Swoop races are all about speed, and bikes are
stripped of all nonessential parts, including brakes and
other deadweight.

Press the SPACEBAR or MOUSE 1 button to activate thrusters, and
move side-to-side using the Aand D keys. Steer over the acceleration
pads to receive speed boosts, and each time the speed ind ic ator tops
out, click the MOUSE 1 button to shift to more powerful thrusters. The
time taken to complete the course is tallied at the top of the screen.

NOTE: Activating initial thrusters too soon, failing to shift atthe optimal
times or hitting obstacles on the course will cause speed to drop.
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1. EnIFE Indicator

. Tirmar

2. SlLIoop Bil48

L. Accalaration Pad




. Oharactéer In the OUonvargakblon

. The Laer Line of tha Conuareatjon

, lvallanbla FEERpOMNEBE

 Arron Indicating Addifjional FaEponEs AJvajlablo

Many non-player characters (NPCs) can be dealt with through
conversation instead of c ombat. A c onversation is triggered when
a non-hostile NPC istargeted and the MIWSE 1 button is pressed.
Mo matter what party character trig gers the event, the main
character created by the player willbe the one that actually
initiates and begins speaking.

In conversation, left click on the UP or DOVWN arrows to scroll
through the available responses. Highlightthe text and left click
toselecta response. Options to use the Persuade skill, bribe or
threaten may appear, and dangerous situations can sometimes be
avoided through careful dialogue. Force Persuade options will also
appear for Jedi characters with the Affect Mind or Dominate Mind
powers. Left clicking the mouse will rapidly advance through the
MPC dialog.

MOTE: Dialog responses can also be selected by pressing a
number key that corresponds with the list of dialog ¢ hoices.

Characters can advance levels or “level-up” once

they achieve a set number of XP. A large yellow "L" will
flash over the character portrait to indicate that enough
XP has been earned. Leveling-upmay give the character
access to additional skills, feats and / or Force powers.
Adding these to the characteris handled the same as
Character Generation |see page 20), and can either be
automatic or fully customizable.

NOTE: The maximum TOTAL level that can be achieved is level 20. For
example: For a8 multi-class character such as this - Level6 Scoundrel / Level
W Jedi Guardian is equalto a total character level of 20.

The number of points available AND the number bonuses are deter-
mined by character class, and will be different each time the character
gains a level. The current XP totaland the XP needed forthe next level
can be seen on the Character Info screen (see page 14).

JEDI CLASSES

Jediclasses become available after characters have undergone the
proper training within the game. Durin g this time th ey will learn the
tenets of the JediCode, the basics of lightsaber combat, and be given a
Jedi class that suits their actions and skills.

Jed|l Guardion: ThisJedi battles against the forc es of evil and the
dark side. They focus on combat training and masterful use of the

lightsaber.

Basic Class Atkibmies 10 vitality /level, 4 Force points / level| slow skil
progression, fastfeat progression

Jedl Donsular: ThisJedi seeks to bring balance to the universe.
They focus less on physical combat and more on mental disciplines
inorderto augment th eir ma stery of the Force.

Basic Class Atiibmies G vitality / level, @ Force points [ level, slow skill
progression, slow feat progression

Jedi Banlinal, ThisJedi ferrets out deceit and injustice, bringing
itto light. They strike a balance between the physical and mental
disciplines of the Jedi Order.

Basic Class Atkibwiex &8 vitality / level, 6 Force points /
level, average skill progression, slow feat progression
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FALLINL T THE DARK SIDE

A character gains dark side points by misusing
Jediabilities or through cruel and callous action. His
or her appearance wil eventually begin to match th eir
behavior, and become more sinister. Atonement through

consistent g ood works can reverse this. Some Force
powers are inherently light or dark in nature, and c ost more
Force points to use if a character is of opposing alignment.

CORE FORLCE FOLMERS
MOTE: Forc e power effects based on level reference the

character's total levels in all classes.

Throw Lighteadner. Using the Force, the Jedi
guides the lightsaber to the targetand back A
successful attackconfers damage based on level.

Burelr or sSpead Allows a Jedito press his or her
body to its limit, gaining double movement speed and
+2 defense. Not useable with armor.

kEnight Spead. Attuned with the Force, the Jedi
briefly gains dou ble movement speed, 44 Defense, and

+1 attack perround. M ot useable with armor.

Mazetar Spead Focusing the Force within, the Jedi
briefly gains dou ble movement speed, 44 Defense, and
+2 attacks perround. Mot useable with armor.

Force Push, ThedJedilashes out with the Force. The
target is pushed backand knocked d ovwn, suffering dam-
age modified by the Jedi's level. May also stun target.

Force Whirt.ind The Jedi creates a maelstrom
of dust. The targettakes damage based on the Jedi's
leveland is immobilized by a small poc ket of air.

@

Force ldaue, The Force pulses
from the Jedi. Nearby enemies are
thrown back and knocked down, suf-
fereing damage modified by the Jedi's
level. May also stun target.

LS
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Force Aeseletanca, Fortifies a Jedi
against Force-based attacks, granting a
good chance of negating th eir effects.
Duration is 60 seconds.

Force mMmunitep Steels the Jediagainst
Force-based attac ks, granting a superiorchanceto
negate their effects. Duration is 60 seconds.

Arrecr Mind: Enables Force Persuade dialogu e options
that allow the main character to manipulate the weak mind -
ed. Does notaffect droids.

Dorlnate Mind, Thisreinforces the will of the Jedi. Force
Persuade dialogue options bec ome very hard to resist. Does
notaffect droids.

Force Suppreesion Attacks the will of the target,
canceling all firstand second tier Force powers. This will
individually affect each active Force power.

Force GBroaach, Shattersthe target's concentration,
canceling ALL active Force powers. This will individua Iy
affecteach active Force power.

LIGHT SIDE FORCE FOLWERS

==

Btur: The Jedi uses the Forc e to overwh elm the mind of the
target, stunning them for @ seconds. Does not affect d roid 5.

Etasie Thetargetis held in a paralytic stasis, unable
to move or take any action for® seconds. Does not
affect d roids.

Btasis Flald, This powercan lull the senses of a group,
placing all enemies near the targetinto a catatonic stasis.
Doesnot affectdroids.

g8tun Oroid, This power can send a surge of
energy through the processor of a droid, render-
ing them immobile for 12 seconds.




1

Diemnbale Oraid, Temporarily shuts
down all droid s within 5 meters of a
target droid. Affected droids remain
disabled for 12 seconds.

Deetrovy Orojd. All droid s within 6 meters of
@ atarget droid take damage based on the level
of the attacker. May also stun targetdroid.

Force Aura Cloaked in the Force, the Jedi gains a
temporary +2 bonus to Defense and all saving th rows.
N ot useable with armaor.

Force Bhlald, Drawing the Force into a protective
barrier, the Jedi temporarily gains +4 to Defense and all
saving throws. Mot useable with armaor.

Force ArrmorBecoming one with the Force, the Jedi

temporarily gains +6 to Defense and all saving throws.
Mot useable with armor.

Force Ualor The Jedi pullsthe Force around the
party. All physical attributes and saving throws briefly
gain +2. TheJedi can't be wearing armor.

knlghr uvator: The Jedi further surrounds the party in
the Force, granting poison immunity and +3 to atiributes
and saving throws. The Jedi can't be wearing armor.

Moster Lolor, The Jedi essentially encases the party
in the Force, granting poison immunity and +5 to attributes
and saving throws. The Jedi can't be wearing armor.

Dura, TheJedi directs the Froce to heal the entire
m pa rty for 5 vitality points +1 point for every Charisma

and Wisdom modifier, and the level of the Force user.

Heal, The Jedi directs the Force to cure
poison and heal the entire party for 10
vitality points +1 point for every Charisma
and Wisdom modifier, and the level of the
Force user. This does not affect d roids.

DAKE SIDE FORCE FOLWERS
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Hound, The Jedi triggers spasms in a
victim's lungs, stunning them and inflicting
damage that inc rea ses with level. Does not
affect droids.

Dholsa, The Jedi usesthe Force tothrottle the targ et
at range. This stuns, inflicts damage and lowers attrib-
ute scores. Does not affect droids.

Hill, A vile use ofthe Force. The target must suc ceed

at a Fortitude save or simply choke and die. Does not
affect droids.

Blown This power clouds the mind, inflicting penalties to

Defense, Reflex saves, melee attacks and damage. Does not
affect droids.

AFFLcrion: Functions like a poison. The target is slowed

and suffers attribute penalties that get worse over time. Does
notaffect droids.

Fragua: Horribly debilitating, this power slows the
target and inflicts atiribute penalties thatget farworse over
time. Does not affect d roids.

Fear: Attacking the mind, this power causes temporary
fear in the target, prompting them to flee the Jedi. Does not
affect droids.

Horror Tapping primal fears, this power inflicts a
temporary catatonic state in all enemies around the
target. Does not affect droids.

Ineanity, The Jedi temporarily inflames paranoia
and doubt, rendering the target horrified. Does not affect
droids.

Bhock, The Jedi usesthe Force to pulse
electricity through a target, inflicting damage mod -
ified by level. Not useable with armaor.
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Lightnine: The Jedi sends bols of
electricity through all enemies around
the target, inflicting damage modified
by level. Mot useable with armor.

Force 3torenAn electrical attack on all
enemies near the target, inflicting level-based
damage to both vitality and Force pointtotals.
M ot useable with armor.

Oraln LifFa: This vile power taps the target’s life to
healthe Jedi. Damage drained and healed is mod fied
by level. Does not affect d roid s.

Deatlh Flald, Truly dark, this power tears life from
surrounding enemies and healsthe Jedi by the highest
damage suffered. Does not affect d roid 5.

LWERF QN5
Allweapons fall into 5 basic proficiency types.

Melae Weaapone; This broad category

HI. includes non-powered weapons like swords and
gquarterstaffs, as well as powered weapons like

stun batons and vibroblades.

Simple swords and staffs are still in use on many worlds where
resources ortraditions restrict th e availa bility of mod ern weapons.

Vibroblades are standard equipment for many soldiers and bou nty
hunters, and come in a variety of styles, including double-blad ed.

Blonaters: This category includes all small side arms.
.':'.1 Typical blasters fire bolts of coherent light generated by
compact energy cells.

lon blasters disrupt electronics, doing exceptional damage against droids
and personal shields, butnone against organic targets.

conic pistols stun with high frequency sound waves, incapacitating the
enemy fora few secondsinstead of doing physical damage.

Disruptor pistols reduce matter to component molecules, though all
blasters can be deadlyif the character is a skilled shot.

Blagtar AIFlee; Thiscategory includes the two-handed
“. bla ster weapons more commonly used by bounty hunters or
professional soldiers.

Blaster rifles use large, high-capacity energy cells. They are
more powerful than pistols, butcome in the same variety of
damage types.

Unique tothe rifle category is the Wookiee bowecaster. It uses a magn etic
accelerator to hurl an explosive energy quarrel atthe target.
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HeaauL||lJaapOonEe;
This category of weapon includes
some of the largest non-vehicle
mounted blasters available to
ground-based troops. Heavy weapon s use high-output
cells and recharge quic kly. S oldiers skilled with these
weapons can produce exceptional rates of fire.

Lighteabare; Only Jedi have the skill to use these
weapons. Any other users would be more likely to
injure themsehles than their opponents.

The blade of a lightsaber is a weightless beam of pure energy,
produced by uptothree different focusing crystals in the hilt

Many Jedi modify their lightsabers to fit their personal combat
styles. Changing the focusing crystals can produce
numerous effects.

aome lightsabers produce a short blade for optimal off-hand use.
Oth ers emit two energy beams at once, one from either end of
the hilt.

Broanodas: Characters do not require a weapon
' proficiencytouse grenades. These hand-launc hed
explosives affectany enemies caught in the blast
radius around a central target

Grenades can release adhesives to slow enemies, disable droids
with ion blasts or, like the thermal detonator, simply incinerate
the target.

Heavier armor encumbers by restricting d exterity

modifiers. For example, a character with Dex 18 receives

a +4 Defense bonus. A heavy battle suit provides Defense

9, but restricts the maximum allowed Dex bonus to +1, for a
total Defense rating of 10. Characters with exceptionally high
Dex may be better off relying on a combination of their unre-
stricted modifier and lower level armor, or even no armor at all.

L

L

Light RAreorc; Armor of this type offers good protection
without hampering movement. Best suited to characters light
on their feet.

Mediurm Freor: This type of armor gives solid protection with
moderate encumbrance. Good for characters that see frequent
combat. Light Armor is prerequisite.

Hezaur Armor: Heavy and complic ated, this armor type
appealsto characters willing to trad e mobility for the best
protection possible. Medium Armor is prerequisite.




During gameplay, both harmful and beneficial

effects can be applied to your character. A stack Character debilitated by Force Wave.
of icons is displayed tothe right of your character
on your Character Information page to letyou know
how your characteris being affected. Below is a
legend that describes what each icon means.

Character debilitated by Force Whirkwind.

Character debilitated by Stasis.

Character has obtained dark side mastery bonus.

Character debilitated by H
Character has obtained light side mastery bonus.

Character debilitated by Insanity. k
Character debilitated by Affliction. %

EI Character debilitated by Force Kill

Character has extra speed. |
L . Character has Knight Valor.

Character debilitated by Choke.

. Character has Knight Speed.
Droid disabled.

Character has Master Valor.

Droid disabled by Destroy Droid.

Character has Master Speed.

Character debilitated by Fear.

Character debilitated by Plague.

Character has Force armaor.

;m‘“_

Character has improved Energy resistance.
Character has Force aura.

M8 Character has Force resistance.
Character has Force immun ity.

)
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= Character has Energy resistance.

W Character has Force Valor.

Character debilitated by Stasis Field.

kY

Character debilitated by Force Push.
Character slowed.

Character debilitated by Stun.
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Droid disabled by Stun Droid.

Character debilitated by Force Wound.

Characterenhanced by Adrenal Strength.

Characterenhanced by Adrenal Alacrity.

Characterenhanced by Adrenal Stamina.

Characterenhanced by Hyper Adrenal Strength.

Characterenhanced by Hyper Adrenal Alacrity.

Characterenhanced by Hyper Adrenal Stamina.

Characterenhanced by Battle Stimulant.

Character enhanced by Hyper Battle Stimula nt.

Characterenhanced by Speed Stimulant.

Character debilitated by Stun Grenade.

Character debilitated by Sonic Grenade.

Character stuck by Adhesive Grenade.

Character debilitated by Cryoban Grenade.

8 [ [ e 2 @ 2 2 2 ) 2

Character has Force Shield.

Character protected by Energy Shield.

Character protected by Sith Energy Shield.

Character protected by Arkanian Energy Shield.

Character protected by Echani Energy Shield.

Character protected by Melee Shield.

Character protected by Power Shield.

Character protected by Echani Dueling Shield.

Character protected by Dueling Shield.

Character protected by Verpine Shield.

Droid protected by Energy shield.

Character debilitated by Stun Ray.

Character debilitated by Flame Thrower.

Character debilitated by Carbonite Projector.

Character slowed by Gravity Generator.

Character debilitated by Flash Mine.
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HOW To CONTACT RSFYR

¥ou should read through the me nual a nd the Resdma file on the befora conte eting A spyr

Ples sa ensura the tyour computer mests the minimum system requirements that a re listad

on the bottom of the box. Our Technical Support represents tives will not ba sble to help
customers whose computers do not meet these requirements. 3o thetwa can better help you,

please have the following information rea dy: i
: '_';%i%‘".'.‘.
Completa produettitla e

Exactamor measage reportad (if any) o
A bnef descnption of tha problam _.‘
Your computar's processor type 8 nd speed e

Amount of RAM

Make and model of your video ca
Speed of your CO-ROM or OVD-ROM
Operating Systam

NOTE: PLEASE DO NOT CONTACT TEEHMIE,
ONLY TECHNICALISSUES. i

INTERMNET

Viait the AspyrWeb aite st
Our support section of the wab
that ca nbe downlosded frea-cf-

wigw the Top Solutions fort
uge of our OINLINE 3 :

.comfmupport to access the Technicel Supportares.

:-'rn:lat up-to-date ifformetion eveileble, including petehes
e, By selectingthe gemeyou e re inquinng & bout you cen

PHONE
[512]1 708-8100

Contact 8 Technical Supp
B P.M. (Cantral Standa

maka sure youara in fro
geked sbova.

antatve o t {2 ME-SEObetween the hours of 1000 .M. and
onday through Fndey, except holideys. Whan calling ples ss
omputar withthe pewwar on, and have all the bullatad infommation

REFIOH RA3ALIR QLU FRAH OR MAIE
Aspyr Madie, Inc.

RPO. Box 5881

Austin, Texs s TETE
Agpyr Fex; (M12) 7089595

-2 B8 g

~+~THANK Y0l FOE ACCESSING THE
LGALALCTIC DATAERSE-*

“ZOHOULD Yol RELMIRE
| ADDITIONAL HELF, UTILIZE THE
OFTIONS To YoUk-LEFT RAND A
FROTOCOL DFEOID OF HUMANOID
ALIEN LWILL RASSIST '|'III|.I:h.'E-__.

++FOF THAOSE OF %l : )
INFLUERCED EY TH KCE, REST "-_

ASSUKED WE FEK UI'IEIHEEII'.
ASSISTRNCE RKDLESS OF
YOlR LIL F_DAER "SIDE
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IMPORTANT —READ CAREFULLY PLEASE
READ THIS LICENSE CAREFULLY BEFORE
INSTALLING OR USING THE SOFTWARE. BY
USING THE S OFTWARE, YOU ARE AGREEING TOD BE
BOUND BY THE TERMS OF THIS LICEN SE. IF YOU DO
MOT AGREETO THE TERM S OF THIS LICEN SE, DO NOT
INSTALL OR USE THE SOFTWARE. DELETE THE SOFT-
VWARE AND ALL RELATED ALES FROM YOUR COMPUTER
AND PROMPTLY RETURN THIS PACKAGE AND ITS CON -
TENTS TO THE PLACE OF PURCHASE FOR A REFUND.

The computer software, artwork, music and other components
included in this product (¢ ollectively referred to as the "Software")
are copyrighted properties. The Software is licensed (not sold) to
you. You may use the Software on a single computer. You may not:
(1) copy, distribute, rent, lease or sublicense all or any portion of
the Software; (2) modify or prepare derivative works of the
Software; (3) transmit the Software over a network, by telephone,
or electronically using any means, except in the course of your
network multi-player play of the Software over authorzed net-
works; (4) engage in matchmaking for multi-player play over unau-
thorzed networks; (5) design or distribute unauthoreed levels; or
(6) reverse engineer, dec ompile or disassemble the Software. You
may transfer the Software, but only if the recipientagrees o
acceptthe terms and condition s of this Agreement. If you transfer
the Software, you must transfer all components and d ocumenta-
tion and erase any copies residing on computer equipment. Your
license is automatic ally terminated if you transfer the Software.

Aspyr Media warrantsthe original purchaser thatthis disc is free
from defects and materials and workmanship for a period of ninety
(90) days from the date of purchase. Aspyr Media will, at its option,
repair or replace this disc, free of charge, postage paid with proof
of date of purchase, at its offic es. This software and disc is sold
"8 & is" without furtherwarranty, express or implied. Aspyr Media
specifically disclaims any implied warranties of merchanta bility
and fitness for particular purpose. In no event will Aspyr
Media orits licensors be liable for any damages, includ-
ing but not limited to any lost profits, lost savings or
i any incidental or consequential damag es, whether
resu ting from impaired or lost data, software
orcomputer failure or any other cause, even i

such damages, of for any other claim by a user of
Aspyr Media software.

2ome states do not allow the exclusion or limita tion of liability
for consequential or incidental damages, so the above limita-
tions and/or exclusions of liability may not apply to you. You
may have other rights which vary from state to state.

Thisis a work of fiction. All of the characters and events portrayed in
this game are fictional. Any resemblance to real persons, living or
dead, or actual events, is purely coincid ental.

LusasArts and the LucasArts logo are registered trad emarks of
Lucasfilm Ltd. BioWare, the BioWare Odyssey Engine and the Bio\Ware
logo are registered trademarks of BioWare Corp. © 2003, 2004 Lucasfilm
Entertainment Company Ltd. or Lucasfilm Ltd. & ® or™ as indic ated. All
rights reserved. BioWare Ddyssey Engine © 2001-204 BioWare Corp.
All rights reserved. Made in USA. The ratings icon is a registered
trademark of the Entertainment Software Association. The Aspyr logo

is a tradema rk of Aspyr Media, Inc. Mac and the Mac logo are trademarks
of Apple Computer, Inc., registered in the U.5. and other countries.
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