| STAR.WARS

 BATTLEFRON\

Fight as a soldier on the front
lines where every weapon and
vehicle you see is yours.
Take the Empire head on or
crush the Rebellion — by
yourself or with an army

Fight up to 16 players in massive behind you! Pilot over 30 vehicles including ATATs
X-wings and snowspeeders.

online battles!

Battle on unique planets from the Pick your side — Rebels, Imperials, Choose your weapon wisely —each
entire Star Wars saga. clone troopers or battle droids. soldier has different weapons and
capabilities.
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: " INSTALLATION - - = DEFAULT CONTROLS |
1. Insert Star Wars Battlefront™ into-your DVD-ROM drive. ]
2. Double-click the Star Wars Battlefront Installer. Follow the
step-by-step instructions. The installer will automati ins! INFANTRY
e Star Wars Battlefront to the [ocation youlR TR . PRIMARY FIRE LEFT MOUSE BUTTON
3. To start the game dO“%'ﬁ"'f ick  the ; SECONDARY FIRE RIGHT MOUSE BUTTON
application on your hard{ rive with the Star '
dise in your DVD-ROM drive. . Jump SPACE BAR
@ 5= - .. CROUCH c
: ; 3l ! PRONE X
'mg‘?&?;’s\,r "to a ! ZOOM Z | MOUSE BUTTON 3
y S . § i PERSPECTIVE Q
installation disc for,.fﬁ'e‘ r 5 i 5 RELOAD R

ing your gam This: 3 ENTER/EXIT E

iBook users that will'b i ell as infor on il SQUAD: AT EASE Fi

alternate controller.c 8 . ST SQUAD: FOLLOW ME F2

< < ‘ SQUAD: MOVE OUT F3

SQUAD: HOLD POSITION Fa
CYCLE PRIMARY WEAPON F / MOUSE WHEEL
CYCLE SECONDARY WEAPON G
CHAT T
TEAM CHAT Y
FORWARDS W /. UP ARROW
BACKWARDS S / DOWN ARROW
STRAFE LEFT A | LEFT ARROW
STRAFE RIGHT D / RIGHT ARROW
PLAYER LIST TAB
MAP M
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STAR WARS

VEHICLE/TRANSPORT

PRIMARY FIRE
SECONDARY FIRE
Z00M
PERSPECTIVE
RELOAD
ENTER/EXIT
SQUAD: GET IN
SQUAD: GET OUT
CYCLE SEAT POSITION
CHAT

TEAM CHAT
FORWARD
BACKWARDS

LEFT

RIGHT

PLAYER LIST

LEFT MOUSE BUTTON
RIGHT MOUSE BUTTON
Z [ MOUSE BUTTON 3
Q

R

E

Fi

F2

F / MOUSE WHEEL

T

Y

W / UP ARROW

S / DOWN ARROW
A | LEFT ARROW

D / RIGHT ARROW
TAB

M
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STARFIGHTER

PRIMARY FIRE LEFT MOUSE BUTTON
SECONDARY FIRE  RIGHT MOUSE BUTTON
TAKEOFF/LAND SPACE BAR

ZOOM Z [ MOUSE BUTTON 3
PERSPECTIVE Q

RELOAD R

ENTER/EXIT E

SQUAD: GET IN F1

SQUAD: GET OUT  F2

CYCLE SEAT POSITION F / MOUSE WHEEL
CHAT T

TEAM CHAT Y

THROTTLE UP W / UP ARROW
THROTTLE DOWN. S / DOWN ARROW
LEFT A

RIGHT D

PLAYER LIST TAB

MAP M
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GAME OPTIONS
VIEWPOINT

Allows you to choose between 1
3rd person viewpoint*when |

as infantry.

FRIENDLY FIRE &

Turn this ON or- OFF to-
whether units on the same |
damage each other. :

INSTANT ACTION HEROES

Turning this optiog#ON or BFf

mines if computersgant
will be in Instant A b3
DIFFICULTY

Choose between”tas
Hard. This affects
Online Multiplaye
ting is determin
Host, and will

p?orrlgkg’ @‘treate
éa‘yer' géﬁgslahd to
,_pﬁlg_ ou can then

.
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Primary Weapon/Ammo The light blue sil-
houette indicates what weapon you have
equipped along with the shots left in your clip
plus total shots remaining. If the weapon has
recharqing capabilities the ammo is represented
by a bar that refills automatically. Using some
weapons or abilities causes them to overheat.
Each weapon’s energy bar recharges over time,
If it turns red you will be unable to use that
ability until it turns blue.

Secondary Weapon/Ammo The light blue sil-

houette indicates what weapon you have
equipped along with the shots left in your clip
plus total shots remaining.

n Reinforcement Meter The numbers and bars

represent the strength of reinforcements for
each faction. The player's faction is Green, the
enemy is Red. For more information, see
Reinforcements, page 14.

Pl Health Represents how much damage you can
take before you become just another casualty
on the battlefield.

ﬂ Vehicle Armor/Unit Shields A bar will appear

here representing the remaining armor of

the vehicle if you occupy one, or remaining
shields if your unit has a shield active.

n Vehicle Position Indicator These pips rep-
resent available positions within a vehicle.
The first pip is always the pilot\driver posi
tion, Other pips are gunner positions.
Unoccupied positions are clear. A White Pip
represents the player, Green pips represent
other human players, and Yellow pips repre-
sent Al players.

Enemy Health This appears when you have
an enemy fargeted.

() Targeting Reticle When the reticle is
pointed at a friendly character, it will turn
Green; if pointed at an enemy it will turn Red.

Successful Hit Indicator When you score
a hit on a target, this ring will appear for a
moment. Pay attention to this, as it will help
you gauge your accuracy. A Green hit indi-
cator means you hit a friendly, Red means
an enemy hit, and Blue means a hit to an
unoccupied vehicle or destructible object.

I Map See page 11 for information.

 PAUSE SCREEN

Press ESC to pause the game. Here you can access several options:

RESUME GAME
Select this to return to the action.

OPTIONS
Allows access to the same options
available from the Main Menu.

MAapr

RESTART MISSION

Starts the mission from the
beginning.

Quir

Return to the current game
mode's menu.

This displays your location relative to the environment. The large white
arrow designates your position and facing, while green arrows indicate
friendly units and red arrows indicate enemies. Yellow arrows represent
native species, which may or may not be hostile depending on your
faction. The arrows representing units will flash if they are taking dam-
age. Command Posts appear as ringed dots, colored green for friendly,
red for enemy, yellow for native, and white for neutral. Objects that can
be used as cover appear light blue. Turrets appear as white dots with a
line indicating facing. Unoccupied vehicles appear as white silhouettes;
occupied vehicles are silhouettes with the appropriate color.

MISTION DRJECTIVES
CAPTURE ENEMY C#
SECURE CANNON |
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radius of the map:
the direction the pla)
By pressing thel
the entire battlefield"
will place the map D

Each battlefield contains:
across the map. These areas o
they are vital because: =

o Reinforcements are deployed at Cqmma

dies, he rejoins the battle by choosing a friend|

deploy. Therefore, if a team has no Command.
cannot deploy any reinforcements until it recaptt

If a team controls the majority. of the Comman

team controls all of the Command Postson a m
start counting down. :

the capture icon will slowl ch' gg color
When the capt;me.r

ean be destroyed by
ts can only be repaired
[S:appear on the map as

AT, are Mobile Command

yreements just like station-

fference is,that they can bring troops

Jobile € ommand Posts cannot be cap-

ey can be destroyed. If destroyed, they

unt:of time.

EORCEMENTS

ent the number of the reinforcements that

idual battle. The number of reinforcements

in the reinforcement meter at the top of the

T esents your team's reinforcements while the

nt of enemy reinforcements.
oin the game as long as two conditions are
ts left for that team; and that team con-
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words, |ﬁyo dlc lna ul

respawn when kllled at this stage'c

players with the most opportuni q!s' i gam

When a unit dies, it takes one point off its team’s reinforcement
total. Even if there is only one reinforcement point left, any number of
units can still deploy to valid Command Posts. However, if one faction's
Reinforcement Points reaches zero, then they lose the battle.
Reinforcements are deployed according to a reinforcement timer. For
single player games, there |s no.timer and you can depley lmmedlately
after dymg For multlplayer gamcs. ﬂkgemforcem ntt-

varies with the

'.
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REBEL PILOT for a smuggler. For a fee, the smug-
Rebel pilots automatically regenerate  gler is willing to take the risk of run-
the health of whatever vehicle they ~ ning contraband right under the
occupy and are capable of repairing  Emperor's nose. Equipment: bowcast-
damaged vehicles, droids and turrets.  er, grenade launcher, and time bombs.
They also serve as battle'feld medics REBEL MARKSMAN

and ammo, suppllers ipment:  pepe| marksmen have the speciali
3 pecialized
g;%er cf:ﬂ I&l:{aster p:’S?ﬁ) task of finding and eliminating tar-
r, and hea i L a safe location. Their recon

; E , are'capable of ordering deadly
strikes. on’ enemy positions.
nt:sniper rifle, blaster pistol,
degonatbrs, and recon droid.

es, and turgets.
battlef' eld medics




Republic Arm
tive against |
can attack in

grenades.

ARC TROOPER
The Advanced Recon
ARC trooper, han
battlefield
Army. To
carries a po!
This specialize
with fewer puons l
50 he relies on his b

CLONE PILOT

Clone pilots automatically regenefate
the health of whatever vehicle they
occupy and arsiapable of repairing

[

"gq

he cg:trol of the Separatnsts,

10ving:

Qooknng ‘grammed
wnst Aﬁ’advanced targeting capabilities that

ids are specifically pro-
and designed  with

them to. take down targets at
- }range ‘Their recon droids can

~also bring down orbital strikes on
Republic troops. Equipment: sniper
rifle, blaster plstol thermal detona-

ub %?:hicles' tially  tors, and recon droid.

ile missile launchers, these droids
]lo the Separatists to handle tough
Equipment: missile launch-

) ‘pistol, thermal detonators,
great distances. very qui .

agility of the flying jet troop
him very hard to hit, and
launcher is a deadly weapon agail
the drold armles. Equnpmen['

ilo |ds automatically regenerate
e ealth of whatever vehicle they
capabte of repairing

DROIDEKA (DESTROYER DROID)
Even feared by Jedi Knights, the crab-
like droideka is equipped with a per-
sonal shield and two powerful repeat-
ing blasters instead of arms. The
- droideka transforms into a wheel in
order to cruise rapidly, around the
battlefield. Equupmeqt repeating
blasters and shield emitter.
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There are several distinct classes of

ing from fast speeder bikes to fearsome A

Scattered throughout the ma ‘%

approach one of th@se.ta.hay;_yo

automatically.

TYPES OF VEHICLES

SCOUT VEHICLES

This type of ground vehicle is fast and
light. They can zip across the battle-
field at great speed and are not meant
for heavy combat. They are armed and
armored, but only lightly to give some
minimal protection. This type includes
the 74-Z speeder bike and the STAP.

MEDIUM ASSAULT VEHIC '
These vehicles have ons
and armor, and are r than the

Scout craft, but they pack more power
and durability. This type includes the
Rebel combat landspeeder, TX=1305
fighter tank, AAT, and hailfire droid.

HEAVY ASSAULT VEHICLES
These vehicles are even more
armed and armored, and are
the front of most assaults. Th

is type.
includes the spider droid and AT-ST. = e

are Vehicle R

*wucpmd.@

N\ * . :
HEAVY Ass;\uumm ;
These lumbering behemoths C
load devastating amounts of firepo
on a target, as well as serving %
mobile Command Posts. This type
includes the AT-TE, AT-AT, and

STARFIGHTERS

These craft are fast, maneuverable
starfighters. They have forwa

bla smaliseomp ent of

pnmary pugls to

p \
but thfsm !
ters This type includes the
Repubhc Gunship and MAF.__
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S'IDR CAL CAMPAIGN ]

he Hlstoncal Campaign allows you

e lone Wars or the&ctm Civil War.
3, 8nd then work your way through i

‘art bo sid

which faction yo

he  game is played in turns;vm pl
| yaw have initiative you are atle ’

The battle then takes place in the same manner as
nodes. If you are victorious, you maintain initig
yther i)'l‘a‘ﬁet'lfé 'a'ttaclt If your enemy wins
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Once you have 9
battle there, you th
planet pw\ndes its oW unique bonus, S0
After atﬁmmg access to one or more of th
one bonus from the planets you control, wi
the current battle.

If one side manages to win four battles
they gain access to their faction's Secret Ba
bonuses are very powerful and change the c¢
be used on any enemy planet except for the en

The game is completed when one faction ntrols all’
on the map. |

INSTANT ACTION ' S .
This mode allows you to jump right into a battle of your ché‘ice‘ ’(n(f
can also customize a list of battles that will then be played thrbugh m§

the order you designate.

MULTIPLAYER
Network play with the GameRanger software. :
Note: You have to download the GameRanger software from
www.gameranger.com. This is a free download; -

LAN GRS
Area Network. From here you will be presentnd mﬁ) «several dlffgeﬂti
choices: e

—ast

When you select this option youowal[ﬁ!?&p ¢ wh
create a game OF join-a game.. If you select Join t L'* : _
few moments to bring up- thﬂnstvgfgmg%“ plaver "
generally should take no longer than 30 seconds. Che,ck ﬁtaksﬁr&
there are no connection problems if it takes longer. - =

In the game list there are several categories to dscribe each game°

ied complete con
ain the ability to

the na e of the game, has set by the host

ype (Mac Dedicated or Mae_) Dedicated
than non dedicated. Faster ping results

een the player's actions and _'hen they

j fast ping will show gre

bars. If a server

artieular game, the game options set by the
the window below the game list. =

to host a game, you first must entera name
f ¢ is based upon your profile name. You will then
be prompted to select a map or series of maps. Flnally, ou may set the
game options: .
Dedicated Server: Toggles running dedicatedf
Max Players: Allows you to set the maxifi
allowed in the game. ;
Al Units Per Team: Allows you to %tt\ &

units fighting for each team. e
¢ Pplaeﬁb'cause damage to
. teammates.

“Team Damage: Toggles the ability fo

- Show Player Names: Toggles the display of player names over their
£ charactets in the game.

gles the inclusion of an Al-

ntrolledshero for each

s€ 3 gmﬁcant threat on
Iedbetween Auto Assign, which automati-
e two teams as they join

om VErsto choose their

‘S"egmszheA”C units will not begin
im number of plaﬁ‘ts has joined.
t this option if you want to require a password to

IN/MAX: Shows the number of players currently in the game, and the

. .o- ame
total possible players Join your g
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STUDIOS, LLC.

DIRECTOR !
Eric 'Giz’ Gewirtz Imperial Infantry mA :
P Chris Cox OF
c:ff w;\ﬁ:m, Alliance Infantry, CIS  Ryan Kaufman
LEAD DESIGNER [nfantry, CIS Officer, | ycAS LICENSING )
Jens Andersen Gungon Infonlty " Howard Roffman Mich
Nick Jamison Chris Gollaher Mike G

i th't‘;“s Allionce Officer, ~ Krisi Kaufman~ Mike Nels
Matthew Polmer o s el GAMES MARKETING
Juan Sanchez o2 MANAGER

) Awiry Lesko
Programmers
Chris Baker QA INTERNATIONAL ke gokg;gm?o“ e
Adam Battel : LEAD ; ,.
Sicwn Dt | Mt Fobersten Pl By ; 3 ikl gleation
Chris Fandrich g 0A INTERNATIONAL lic Officer. pRODUCT SUPPORT _ Sandi Mansis  MACINTOSH
David Givone Mike Robinson ANTESTRS : sl - PROGRAMMING BY
Nathan Mates Eddie Rojas el % BEENOX STUDIOS
Stewart Miles Ryan Rublanes B A Gary Chew EXECUTIVE
Ken Miller Eric Trenchard-Smith  Seth Benton Grégory Frank PAOOUCER
Salah Nouri Dean Tsai Jason Pimentel
Brad Pickering i Orion Tiller
Jason Scanlin Timo Pihlajamaki van Vasquez
Josh Verrall CJ. Sarachene Brian Warrinton A COMPATIBILITY
Greg Walker Sean Sullivan Mike Zaimont SUPE o ASSISTANT
PRODUCTION 0 ADDITIONAL ONLINE {fc:“m% R , S PRODUCER,
COORDINATOR Andrew Goldman ~ CODE SUPPLIED BY Ay ‘ : : : PHANE BEAIY
David Baker PRESIDENT AARENANG Hall X NEHORR ! ARKETING Atsuko Matsumbi = TECHNICAL LEAD o
ASSOCIATE Josh Resnick :'o: 2:5"'"9 ik Hel Cobb ' ; g Brent Oster SEx
PRODUCER EXECUTIVE ART . Zak Huntyi ; e MadeSiem Crett Rector ; ! :
DESIGNERS LA SUPPLIED BY pedicl LT 3 ’ ey Fitzg Catherine Durand. '
Paul Baker DIRECTOR OF 1K STUDIOS yarg:.. & : : ID CHANNEL Chad Williams
Chris Fusco HUMAN RESOURCES  Marco Bacich - ool o di -3 s Chris McAllister

Joe Shackelford Tina Cruz
Dellekamp Siefert SUPPORT STAFF

ARTISTS Mario Cabrera

Chris ‘Migales’ Arden Joseph Donaldson

Moon Bae Sean Hendon

Walter Cosico Tim McMahon

gungpilk':"en' Im Michael Smith
obert Keenan

Chris McGee g';‘\;)"ngR

Tom Myslewiee

DIRECTOR OF QA
AND TECHNICAL
SUPPORT

Tim ATtuauayisn
DIRECTOR OF PC &

GW. Childs

Nmtasuowaru Quinones ~~ Kristie Laubor ) M i Chuck McFadden -

Eric Jogunston

mily Duval U W ’
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TECHNICAL SUPPORT

You should read through the manual and the Readme file on the CD
before contacting Aspyr. Please ensure that your computer meets the
minimum system requirements that are listed on the bottom of the box.

Our Technical Support representatives will not be able to help
customers whose computers do not meet these requirements. So that
we can better help you, please have the following information ready:

» Complete product title

+ Exact error message reported (if any)

+ A brief description of the problem

+ Your computer's processor type and speed

(iMac 700 Mhz, PowerBook 1Ghz, etc.)

« Amount of RAM (MB, GB)

+ Make and model of your video card (ATI, NVIDIA)

+ Speed of your CD-ROM or DVD-ROM (16x, 4x)

+ Operating System (10.2.8, 10.3.4)

NoOTE
Please do not contact Technical Support for hints/codes/cheats: only
technical issues.

CONTACT US OYER THE INTERNET:

If, after reviewing all the known issues in this Read Me file, you are still
having difficulties, please visit our online technical support page at
www.aspyr.com/support . If your problem is not currently listed, then
please gather all information regarding the problem, including
attempts to resolve the problem, error messages, and computer speci-
fications and fill out the detailed support form located at
www.aspyr.com/contact. This form will then be sent to Aspyr Media
Technical Support.

CoNTACT US BY PHONE:

You can also contact us by phone by calling (512) 708-8100. Note that
this number is for technical assistance only. No hints and tips will be
given out over the Technical Support line. When calling our Technical

Support line, please make sure you are in front of your computer and
prepared to provide all necessary information about your computer.
You can also contact Aspyr Technical Support using one of the follow-
ing options:

pyr Media, Inc. P.O. Box 5861
Austin, TX 78763-5861
ax: (512) 708-9595

SOFTWARE LICENSE AND
IMITED WARRANTY

PORTANT - READ CAREFULLY: YOUR USE OF Star Wars Battlefront™ IS SUBJECT TO THE
OFTWARE LICENSE TERMS SET FORTH BELOW. THE "PROGRAM" INCLUDES ALL SOFTWARE
NCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND
ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES OF SUCH SOFT-
WARE AND MATERIALS. BY OPENING THIS PACKAGE, INSTALLING, AND/OR USING THE PRO-
BRAM AND ANY SOFTWARE PROGRAMS INCLUDED WITHIN THE PROGRAM, YOU ACCEPT
HE TERMS OF THIS LICENSE WITH ASPYR. (*ASPYR").

IMITED USE LICENSE: Subject to the conditions described below, Aspyr grants you the non-
kelusive, non-transferable, limited right and license to install and use one copy of the
ogram solely and exclusively for your personal use. All rights not specifically granted
der this Agreement are reserved by Aspyr and, as applicable, Aspyr's licensors. The
pgram is licensed, not sold, for your use. Your license confers no title or ownership in the
rogram and should not be construed as a sale of any rights in the Program. All rights not
pecifically granted under this Agreement are reserved by Aspyr and, as applicable, its licensors.

NERSHIP: All title, ownership rights and intellectual property rights in and to the
Program and any and all copies thereof are owned by Aspyr, andfor Aspyr’s other licensors.
he Program is protected by the copyright laws of the United States, international copy-
fight treaties and conventions and other laws. The Program contains certain licensed mate-
lals and Aspyr may protect their rights in the event of any violation of this Agreement. You
agree not to remove, disable or circumvent any proprietary notices or labels contained on
Br within the Program.

ITED WARRANTY: Aspyr Media warrants the original purchaser that this disc is free from
efects 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
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