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KE SKYWALKER, YOUW’RE IN DIRECT COMMAND OF ROGUE :
SRUADRON, BUT YOU TAKE YOUR ORDERS FROM GENERALS RIEEKAN b
AND MADINE, WHO ARE DEDICATED TO ENDING THE TYRANNY OF THE  |[——=

EVIL GALACTIC EMPIRE AND ESTABLISHING A NEW REFPUBLIC.

REBELS WITH A CAUSE

AT THE BATTLE OF YAVIN, LUKE SKYWALKER
FIRED THE FATEFUL SHOT THAT DESTROYED
THE FIRST DEATH STAR. IN THAT MOMENT,
HE WAS TRANSFORMED FROM A HUMBLE
MOISTURE FARMER INTO ONE OF THE GREAT-
EST HEROES THE GALAXY HAD EVER SEEN.
THE LEADERS OF THE ALLIANCE, RECOGNIZ-
ING BOTH LUKE’S SKILL AS A PILOT AND HIS
IMPORTANCE AS A SYMBOL, GAVE HIM CcOM-
MAND OF HIS OWN UNIT, RED SRUADRON.
ALONG WITH WEDGE ANTILLES, ONE OF THE
FEW REBEL PILOTS TO SURVIVE THE ASSAULT
ON THE DEATH STAR, LUKE GATHERED THE
BEST X-WING PILOTS IN THE REBEL FLEET.
NoOw KNOWN AS THE ROGUE SRUADRON,
LUKE AND HIS FELLOW PILOTS ARE THE
SPEARHEAD WITH WHICH THE ALLIANCE WILL
RENEW ITS BATTLE AGAINST THE EVIL
GALACTIC EMPIRE. FOR WHILE THE DESTRUG-
CARLIST RIEEKAN TION OF THE DEATH STAR WAS A GREAT
A wily veteran of the Old Republic army, BLOW TO THE IMPERIAL FORCES, THEY WILL
General Carlist Rieekan is the current com- SOO0ON STRIKE BACK IN AN ATTEMPT TO CRUSH

mander of the Alliance’s combined ground and
fleet forces in the Hoth system. THE REBELLION ONCE AND FOR ALL.

. ROGUE LEADERS

Rogue Squadron was founded by Luke
Skywalker and Wedge Antilles after the Battle
of Yavin. The only fighter pilots to survive the
Death Star assault, Luke and Wedge continue
to be the bane of any TIE squadron. They are
the most gifted star pilots the Rebel Alliance

has to offer. You will assume the role of Luke

Skywalker in all of the missions except in the
raid on Mon Calamari. The Battle of Mon
Calamari takes place after the Battle of Endor,

JPLAYERSGUIDE ™~ . -

when Luke has left Rogue Squadron to devote
; himself to his Jedi studies. You will fly as LUKE SKYWALKER WEDGE ANTILLES
Wedge Antilles, the new commander of Luke Skywalker is creditedswith Though a lesser man might resent
10 - = oL ‘ destroying the first Death Star and being in Luke’s shadow, Wedge
0 Rogue Squaclrpn, over theneigghig wayes [of isnow one of the Alliance’s great- Antilles is comfortable as second-
E - Mon Calamari. est heroes. He is the current field in-command. This native Corellian’s
IF commander of Rogue Squadron. priority is not glory, but justice.
[z |
£
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The Battle of Yavin may have catapulted Luke and Wedge into the
limelight, but the Rebellion has also counted on these talented

pilots to successfully fly dozens of important, and perilous, missions
for the Alliance. The pilots of Rogue Squadron always put the pro-
tection of each other above their own personal safety. After the last
Imperial crashes to the ground in defeat, the credit for a successful
mission is shared among the pilots, no matter who fired the vital

shot or downed the final TIE.

DACK RALTER

Luke sees something of himself in
the brash Dack Ralter. The son of
political prisoners, Dack has a per-
sonal stake in seeing the Empire
destroyed and the Republic
restored.

IMPERIAL DEFECTORS

To tighten its hold on the
galaxy, the Empire employs
horrifying scare tactics on piv-
otal star systems. While most
Imperials staunchly support the
Emperor’s campaign of terror,
disillusioned Imperial officers
occasionally break rank and
enlist in the Rebellion. Kasan
Moor and Crix Madine are two
who might be tempted.

DEREK KLIVIAN

Derek Klivianis not only the
squadron’s most reckless pilot, heis
alsoits luckiest. He has crashed
more starfighters than any of the
other Rogues but has always
walked away unscathed.

LEV SENESCA

Zev Senesca has been a fighting
member of the Rebel Alliance longer
than any of the other Rogues. Like
Dack, Zev joined the Alliance for per-
sonal as well as palitical reasons.

WES JANSON

A skilled pilot and an expert shot,
Wes Janson often flies as Wedge
Antilles” wingman. This lieutenant is
one of Rogue Squadron’s most
promising young members.

CRIX MADINE

Crix Madine can no longer stomach his duties
as an Imperial officer andis attempting to
defect to the Alliance. His knowledge of
Imperial activities should prove invaluable.

KASAN MOOR

KasanMoor, one of the Empire’s most skilled
pilots, had her loyalty to Empire tested when
the Death Star obliterated her home world
of Alderaan. She is in command of the elite
128th TIE squadron, but her crumbling alle-
giance to the Empire could force her to
defect to the Rebellion.
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UNLESS YOU WANT TO GO DOWN FASTER THAN BREEDO IN A SHOW-
DOWN WITH HAN SOLO, YOU’LL NEED TO SHARPEN YOUR FIGHTING
TECHNIRQUES. THE FORCE ALONE WON’T SAVE YOU FROM THE EMPIRE.

BASIC TRAINING
DISABLING IMPERIAL DEFENSES

Though known for its armies of TIEs and walkers, the
Empire also boasts formidable stationary units. The
Empire’s ground defenses consist of two main types of
cannon: the turbolaser and the missile turret. The tur-
bolaser is quicker on the draw than the missile turret,
but what the turret lacks in rapid fire, it makes up for in
accuracy. Loaded with homing missiles, the missile
turret fires projectiles that can zero in on even the most |
wily of ace fliers.

TURBOLASER

Often, a turbolaser will lock on to you as you are
approaching to destroy it. As you close in on the turret,
the turbolaser will fire directly at you. Since its cannons
fire lasers in pulses, you can easily swoop down to
dodge the shots. After ducking its lasers, soar back to
your original altitude so the cannons won't reposition to
anew angle. When they fire again, swoop back down,
then pop back up. If you repeat the process while firing,
you'll destroy the gun and emerge unscathed.

MISSILE TURRET

The “smarter” of the two main types of Imperial
defenses, the missile turret fires homing missiles that a
sharpshooting ace may be able to shoot down or out-
maneuver. Since they usually pursue targets from
behind, it's easier to blast them by charging their source
face-to-face. While barreling head-oninto a turret, fire
directly intoits cannons. If the cannon fires, you'll shoot
its missile, andif it doesn't fire, you'll land a hit on the
turretitself.

TURBOLASER AND MISSILE TURRET

A'turbolaser can rotate horizontally 360-degrees to
track your ship almost anywhere you fly. While the gun
emplacement can persistently track your craft, its dual
cannons have limited movement, preventing it from
pointing lower than the horizon. Because of this short-
coming, any turbolaser mounted on a slope, such as
those found on the Jade Moon, will be unable to attack
anything downhill fromit.
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BONING UP ON
DOGFIGHTING -

Since most of the battles will take place in the heavens (it is called Star Wars after all), getting a
leash on dogfighting will keep you on the offensive rather than on the defensive and on the run.
Imperial TIEs will usually circle the battle zone to blast you or ground targets. By braking and
accelerating to stay at a certain range behind your opponent, you'll be able to keep the upper

hand and your foe in your sights. I&@M\a
24 . M

Stay on the inside of your target’s path
rather than flying directly behind the
ship. If the TIE unexpectedly changes
direction, it can quickly fly out of view.
By flying inside its path, you'll have

| L 7. | more time to react to any sudden

s \ o moves.

T i o i S e

’ .

TIE Bomber I

Apply your brakes to keep enemies e T
away from your blind side and in your [
sights, then target a ship. In the screen |
shot above, the pilot has targeted one
of the TIE bombers on the left. As the
TIE continues onits path to the right,
the X-wing banksin the samedirection § | | |
asits target to stay on the inside of the ] [ | |

Ou)

TIE's path. {5 2 b ‘
sl L | Once you begin to close in on your tar-
: get, fly closer toits arcing path.
; Y Eventually, your target will fly right :
into your sights.
( ) i
GoLD MEDAL REQUIREMENTS
Only ace fliers will be able to fulfill all five gold medal
requirements unique to each mission, and only as a gold COMPLETION TINE

medalist will you be able to gain access to all three secret lev- Inbattle, every second counts, and not a

els in the game. The requirements for the gold are tight, so take Minute shouldbe wasted when warring
8 4 5 ) 8 with the Empire. You'll be rewarded for
a few recon runs to scout out the routes that will best lower flying a swift and efficient mission, so fire
your mission time and increase the number of enemies that up your thrusters, close your X-wing's
: 2 S-foils and mind your radar’s orange “hot
come into your crosshairs.

ENEMIES DESTROYED

Any target you eliminate that belongs to
the Empire will add to your total. Not
limited to only warcraft, turrets and
stormtroopers, “Enemies” also include

ACCURACY

Since the battlefield swarms with friendly
Rogues, Rebels and civilians, you'll want to §_
avoid taking imprecise shots. If your accu- i

racy is low, sink shotsinto large, immobile

buildings, making Imperial structures Imperial buildings. Even if they don't
sitting ducks for your efforts in boosting explode, each shot will count as a hit. Aol
your hit count. 8];"
FRIENDLY SAVES BONUSES COLLECTED :m§?
B

The Alliance needs as much help asit can To upgrade your ship and fulfill a gold medal § | :Ca ;
get, solook out for the safety of other requirement, find the yellow power-ups L P>
Rebels and Rebel supporters. The more hiddeninCorellia, the Jade Moon, the I % |
civilian buildings, convoy transports and Imperial Construction Yards, the Prisons of L D |
fellow Rogue pilots you protect from harm, Kessel, Taloraan, Fest, Chandrila, Sullust, J iz
\the more of a friendly savior you'll be. and the site of Moff Seerdon’s Revenge. By




AT THEIR DISPOSAL, THE ROGUES HAVE A DEFAULT SHIP THEY MUST
FLY TO COMPLETE THEIR EARLY MISSIONS. AS THEY COMPLETE MORE
MISSIONS, MORE SHIPS WILL BECOME ACCESSIBLE.

X-WING
The backbone of Rogue Squadron’s fleet of
spacecraft, the X-wing is the most well-
rounded of the Rebels’ bevy of ships.
Balancing speed, maneu- £~
verability and shields, the @
ship that is famous for destroy- w
ing the Death Star will also gain
notoriety for being the Rogues’
ship of choice. TN

| | ARMAMENT R
ASTROMECH DROID PROTON TORPEDOES

Unless you've heard Luke cry “I just lost Artoo!” your on-board droid will
be able to make repairs to your ship. Only the X- and Y-wings carry R2

The proton torpedoes are more powerful than the
X-wing's basic blasters and ideal for slow or sta-

units, and before your Damage Indicator can enter the sorry red zone, the tionary ground targets. An X-wing can carry only a
droid will slowly begin repairs to put your ship back in the shipshape green. limited supply, so unload

them only if you know

you can make the hit.

Rapid Fire Yes
Homing Ability No

ADVANCED PROTON TORPEDOES

To upgrade the power of your proton torpedoes,
find the power-up hidden in Corellia. With the new
Imperial Technology in your arsenal, your torpedoes
will nearly double the
destruction they deal. ¥

S-FOILS

Depending on the position of its
double wings, or S-foils, the X-
wing is able to achieve either SEEKER PROTON TORPEDOES
tight maneuvers or high speeds.

When closed, the S-foils disable | By finding the power-upin Fest or Sullust, you can
P —— it turn your X-wing's proton torpedoes into homing
| (he ships blasters while cutling | missjles. Press the left C Button to bring up your
down on drag, allowing for trav- | sights, thenpressit .

el at greater velocities. For slow- | adan to fire when the

i : red target box appears.
er but more agile aerobatics,
open the S-foils.

Rapid Fire Yes
Homing Ability No

|
|
|
|
|
|
|

S NINTENDO

Rapid Fire No
UOming Ability  Yes
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A-WIN |

One of the fastest Rebel starfighters, the A-wing is able to match the top speed
of a TIE interceptor. lts secondary concussion missiles are appropriately
speedy, but the A-wing lacks substantial shield power.

MANEUVERABILITY

As one of the easiest ships to pilot, the A-wing can
swiftly perform barrel rolls, turn sharply and climb
steep angles, securing it a spot on the A-list of ships
for rookies who are just
earning their wings.

CONCUSSION MISSILES ADVANCED SEEKER MISSILES

Considerably weaker than the X-wing's proton tor-  Locked away in the Prisons of Kessel, the advanced
pedoes, the A-wing’s concussion missiles compen-  seeker missiles upgrade will enable the A-wing mis-
sate by traveling at greater speeds to give their tar-  siles tohomein on targets. Paired with speed, the
gets little time to dodge homing ability will make il
their trajectories. the missile difficult to
outmaneuver.

Rapid Fire No
Homing Ability Yes

Rapid Fire Yes
Homing Ability No

Y— W | N l3 The Y-wing sits at the end of the Rebels’ BUMBS

alphabet of ships when it comes to speed The Yowing s n vererable workhorse
that, despite its sluggish pace, is ideal
for attacking ground units. As it put-
ters along, the Y-wing can dump
bombs from its limited supply of
explosives.

and maneuverability. About as graceful
and controllable as a Hutt on a
dewback, the Y-wing drives
like a boat while its strong
shields and R2 unit help
keep it afloat.

ON CANNON BOMBS ADVANCED BOMBS

>
1
3
Y
)

A blast from the ion cannon will surround a By pressing the left C Button, you'll acti- The advanced hombs power-up lies in the %
target with blue lightning, indicating that it vate the bomb targeting system. Since for-  Imperial Construction Yards and Chandrila. Q>
has crippled whatever is in the Y-wing’s sights.  ward momentum will carry the bomb, press By finding the Imperial technology in either ICJ|
By using the cannon, you can disable enemy left C again right before your crosshairs locale, you can increase the potency of your {m
craft such as trains. ; reach your target to n bombs. z | % ;
land a direct hit. ol

>

I . i

Rapid Fire Yes Bl ' Rapid Fire Yes Rapid Fire Yes 3% §

Homing Ability  No

kHoming Ability No Homing Ability No




AIRSF’EEDER

Best known for its triumph against Imperial AT-ATs on Hoth, the
Incom T-47 is smaller and less aerobatic than most Rebel
ships. Entirely unprotected by shields, it relies on

(@ NINTENDO
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W CABLE

The airspeeder is the one craft capable

of bringing an AT-AT to its knees. When the
ship is close enough, fire the cable into the walk-

er. By harpooning it and flying three times around its legs,
you'll make the AT-AT fall down and go boom.

V-WIN G

The V-wing airspeeder can overheat if its special jets or cannons are
overused. To activate the cannon’s rapid fire mode, hit the bottom C
Button so the V-wing's slow-firing cannons will briefly spew a quick
stream of lasers.

SCRAM JET

While the A-wing’s cruising speed is billed as the fastest
of the Rebel ships, the speedy V-wing can give it a run
for its money since the “V” model is equipped with a
scram jet. By pressing the right C Button, you will acti-
vate the V-wing's booster engine, giving the ship a quick
burst of extra speed.

i ARMAMENT]

CLUSTER MISSILES

To destroy alarge number of enemies, especially
groups of turrets or buildings, unleash a cluster mis-
sile, a projectile that, once launched, splitsinto a
spray of seven missiles.

~

SEEKER CLUSTER MISSILES

For amore spectacular display of fireworks, snag the
seeker variety on Thyferra, the site of Moff
Seerdon’s Revenge, to endow your missiles with hom-
ing properties that
make them perfect for
attacking TIE squads.

Rapid Fire Yes Rapid Fire Yes |i
\Homing Ability No Homing Ability Yes I8

sheer speed to avoid enemy fire.

DOUBLE BRAKES

Pilots cannot upgrade the air-
speeder with power-ups, so they’ll
have to make do with what the
ship already has, such as its two
sets of brakes. When using the
default Controller setup, the Z and

R Buttons will each activate a

brake. A brake used alone will
slow the ship slightly, while both
used in tandem will slow the ship
even more. To have greater control
of your ship when circling a walk-
er, apply the inside brake while
holding the A Button accelerator.
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For every mission, there is the perfect ship that has the ideal mix of
speed, handling and firepower. To figure out which ship is best for
the mission you're undertaking, set your sights on the charts below
that illustrate how each of the five basic crafts measures up.

FAST

SPEED COMPARISON

To win the medals that will earn you access to the cockpits of the hid-
den ships, you'll need a quick ship, but there’s something to be said
about a slow and sure ride. The Y-wing may be the slowest in the Rebel
fleet, but its bombs and ion cannons can be crucial in battle.
Moreover, the fastest ship in the hangar, the V-wing, has its tradeoffs,
since it can maintain its superior top speed for only short bursts before
its jets overheat.

TURNING & BRAKING COMPARISON

Steering and handling can also affect your performance in a mission.
Good braking paired with sharp turning will improve your ship’s
overall maneuverability, and some missions, especially those in
which stationary targets or dogfighting TIEs come into the picture,
require nimble and agile steering. Again, the Y-wing suffers by
comparison, but only this slow but stable ship can bomb and
disable targets.

TURNING _ Ry
& 25
BRAKING

{-wing Airspeeder -wing

K-wing

TURNING ABILITY Medium

Vide Sharp Sharp

BRAKING ABILITY Good Good Good Medium

BLASTER CANNON | _
COMPARISON " | —5a

The blaster cannons are the Rebel ships” primary
weapons, and they can fire an unlimited number o
of shots. The lasers cannot lock on to targets like e
the upgraded versions of the secondary weapons,
so take the ease of marksmanship into considera- S5
tion before blasting off in any of the ships. The ;
lasers’ rate of fire also comes into question, and if
you're a sharpshooter, you may want to link your %

A- or X-wing’s blasters to deal more damage at 1

one time rather than fire a rapid succession of ﬁ /.\<
f f : R e T 1 e

shots. By far, the fastest shooter is the V-wing, but !

its rapid-fire mode works only in intermittent LOW :

bursts before overheating.

(@ NCEOYODS S50
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The K-wing is the Alliance's primary

starfighter and Luke Skywalker's ship
of choice. The ship's uniquely
designed  double-layered  wings

earned it its name. At the tip of each dou-
ble wing, or S-foil, is a laser cannon that can blaze a path
through any battleground. The frame of the X-wing is
equipped with proton torpedo launchers that can devas-
tate a target in only a few hits. The K-wing's incredible
maneuverability allows a skilled pilot to qvoid ground fire
and to be a formidable opponent in a dogfight. And, in the

event the k-wing is caught in laser fire, its titanium alloy

hull can withstand several minor hits.

INCOM 4L4 FUSIAL
| THRUST ENGINE

[ DEFLECTOR SHIELD
| GENERATOR

| The deflector shield
| generator,in

| tandem with the

| titanium alloy hull,
| allows the X-wing
| to take many hits.

i CLASS Incom T-65B X-wing Space Superiority Fighter
§ SIIE 125m long

| SPEED 80 MGLT or 1,050 km/h in atmosphere

| CAPACITY 1 pilot, 1 Astromech droid

L WEAPONS 4 loser cannons, 2 proton torpedo launchers

e L/SERTIP |

| The four wing-mounted laser cannons |
| can be fired simultaneously,
individually or in pairs.

 ASTROMECH DROID

| socket behind the pilot, han-
dlesin-flight operations. ,

e

. CHEMPAT “DEFENDER” DEFLECTOR SCREEN PROJECTOR |
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the Death Star, war continues to. ravage
- the galaxy. To defend the Alliance .
against Imperial threat, Luke Skywalker
_ forms the Rogue Squadron out of :
~ the Rebellion’s elite pilots.

i et
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CHAPTER ONE R e e '
RISE AND SHINE, WEDGE. LET’S TAKE A NOSTALGIC RUN THROUGH
BEGGAR’S CANYON. BE SUrReE TO KEEP YOUR EYES PEELED FOR ANY
SUSPICIOUS AETIVITY, OTHER THAN THE USUAL LOWLIFES THAT FRE-
QUENT MDOs EISLEY. IMPERIALS HAVE BEEN SPOTTED IN THE AREA.

& PROTECT THE HOMESTEADS

& DESTROY THE PROBE DROIDS

& PROTECT MOS EISLEY

& ELIMINATE THE IMPERIAL FORCES

COMPLETION TIME 500 100
ENEMIES DESTROYED 2 ] i
ACCURACY 5% 10 15%
FRIENDLY SAVES 15 19 50
BONUS COLLECTED

NULLIFY THE IMPERIAL PRESENCE ON TATOOINE

Imperials had never had much interest in Tatooine, but ever since Luke Skywalker
became a thorn in their side, they’ve kept an eye on his scorched home planet. Now,
acting on a tip from an unsavory bounty hunter, the Empire has dispatched a horde of
probe droids and TIE bombers to root out Rogue Squadron. The probe droids are ter-
rorizing homesteads, searching for any clues to Skywalker’s whereabouts. Luke and
Wedge must blow up the probe droids and save the colonists before engaging the for-
mation of TIE bombers that is attacking Mos Eisley.

7 ADBLZ 3RUADABY 18 S1ILIS2
2e AN ABLY MOZNNIE AU T
b

@ USE THE RADAR )

The radar system is located in the
upper-right corner of the screen.
Enemies are displayed in red, while
allies are green. The orange cone
always points to the next area of
action, and when the cone points
straight up, you are flying in the direc-
tion of a batch of enemies.

The orange cone is your guide to completing
objectives. After you've wiped out all the
Imperial forces in the area, it will point itself
to the next area of the mission you must

Ueport to.

€ PROBE DROIDS
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AMBUSH AT MOS EISLEY

You'll find the probe droids in batches, often hiding in valleys where home-
steaders have settled. The small size of the Imperial droids makes them dif- |
ficult to target from far away. Fortunately, the probe droids have limited @&
movement, and as soon as you
get them in your sights, a few
blasts will destroy them. Be sure
to zero in on the droids firing on
the homes first, because losing
any Friendly Saves will hinder
your score.

ELIMINATE THE [MPERIAL FORCES )™

As soon as you've turned the probe droids into smoldering wreckage,
turn your attention to Mos Eisley. Close the S-foils to get there sooner
and shave precious seconds off your mission time. Once you reach the
spaceport, slow down and target the second formation of TIE bombers.
Not only are they chasing your wingman, but you'll be able to get a
bead on them sooner than
the first TIE Squadron. After
you shoot them down, you
can make a pass over Mos
Eisley and fall in behind the
1 other TIE bombers, making
them easy pickings.

: ‘V. ) [;‘.~ T'TEO..%....I-- = ¥
- ANULETTER WILL DO
; ile you <Can-earn the gold medal with -
‘the X-wing, the A-wing.or the V-wing, the
V-wirig’s scramjet will. get ‘the job ‘done
 fastest: If yoy have collected the seeker clus-
' fer.iissiles Tronr Thifferra, you'can take down all six
~FIE [)anb?:ns with gne"well-placed shot. And to find all
+*31 Imperials you need to shoot down, veer away from
- your radar.cone after you've destroyed the fourth array
of -probe droids. In-a ravine to_the left, take out the
four:stormtroopers before returning to the mission.
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Mter Tatooine’s first settlers abandoned the sandcrawlers
during a failing mining venture, the scavenging Jawas took
over the massive transports to salvage the vehicles for their
own use. With the virtually unstoppable sandcrawler's near-
impenetrable hull, the tiny desert-dwelling Jowas are now
able to safely explore Tatooine's wastelands for droids,
scrap metal, spare parts and other throwaway items. The
sandcrawler is sorely outdated, but its sturdy design serves

the diminutive Jawas well. The vehicle can carry up to 40

metric tons of miscellaneous cargo in its mammoth hull, and, Couss Modified orlMining Digging Crokle

20mx368m
SPEED 30 km/h

with its nuclear fusion engines and eight heavy-duty treads, SIZE

the former mining car is able to heave the loads across
CAPACITY

WEAPONS

g 350 Jawas, 1,500 droids
L Totooine's sandy dunes.

-
|
|

CONTROL CABIN WINDOWS
Part of the 50-Jawa crew sits
in the cockpit shielded from the
desert sands behind control
cabin windows.

POWER CONVERTORS
LOADING DOCK HATCH
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0,00 0O
RETRACTABLE ﬁ POWER PLANT
FRONT HATCH ! i — — e\
The sandcrawler’s ==/ S
fronthatch doubles as (aSES N ® 0 0 1 ® Y, ] = /g‘© el | [ < ©
( aramp when lowered O~ 000000 S 0000000
and exposes the I & ©
salvage crane inside. 2 175 f
SIS VAN ACCESS HATCH MAGNETIC SUCTION TUBE INSPECTION PANELS
== A Once used by miners to vacuum  TaSyss e,
C ore on board, the magnetic suc- = 2’

tion tube is extended by Jawas

 ©) LOWER INSPECTION HATCH f‘
toload their junk.
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 RENDEZVOUS ON BARKHES

‘iith the recent resutgénc.é ofthe - -

Empire, Rebel supplies have grown
scarce, but Barkhesh has become a bas-
tion of new hope. In the first step to

. quash the Empire’s second coming; Iocul i
 resistance has mobilized a convoy of - : ERE roche
Rebel goods. . - ; ' '




(HAPTER ONE

THE RESISTANBE ON BARKHESH IS SHIPPING REBEL SUPPLIES, BUT
\ THE TRANSPORT CONVOY MUST TRAVEL THROUGH IMPERIAL TERRITO-

COMPLETION TIME 545 545 545
ENEMIES DESTROYED ] &) 30
ACCURACY 207 30 0%
FRIENDLY SAVES 5 § 19
BONUS COLLECTED 0 0 0

SUPPLIES IN DEMAND

The Rebel Base will roll out two convoys. After it has deployed the initial convoy, a much small-
er second fleet will head down an alternate route taking the transports around the outskirts of
the region. Of the two convoys, the first is the longest and most vulnerable. Clear its path of AT-
STs and turbolasers, but avoid flying too far ahead of the pack, since TIE bombers occasionally
will swoop in for a rear attack.

,-u. ‘__‘,

Hover above the convoy to protect
it fromits biggest threat, TIE
bombers. The Imperial ships are
difficult to hit, but by taking pot-
shots at the pyramids peppering
the landscape, you'll boost your
accuracy percentage.

AT-ST
PROBE DROID

BIG GUN TURRET

TIE BOMBER RENDELVOLS |

TURBOLASER

@ PLAYER'S GUIDE
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Begin by blasting the six AT-STs stationed along the valley path. By
the time you've tripped up all of the walkers and blasted the two tur-
bolasers perched atop the nearby canyon walls, a pair of TIEs will
shortly begin its raid on the convoy. Jet back to the probe droid area

at the top of the map to
head them off, then fly to
the big gun turret to clear
a safe path for the second
convoy. Once you've
secured that corner of
Barkhesh, return to the
main convoy to fend off a
second TIE bomber attack.

Q) THE TIES THAT BIND

You would be free to break away from the convoy, but the Empire has scheduled
TIE bombers to pelt the Rebel ground units when they roll through key areas on
their valley path. Avoid leaving your charges open to air raids by checking up on
the convoy after you've ventured away to disable AT-STs or turbolasers. The occa-
sional flyby will ensure the safety of the supply convoy, especially if you make
your return appearance just as the convoy is entering the TIE bomber areas

marked on the map.

Once your mission begins,” veer right to

" ‘destroy the AT-STs near the pyramid. After

blasting ' the  third “Scout walker, turn

around -to.disable the two turbolasers

mounted between Sections A and: B, ‘then ;-
_Swoop over the ridge to shoot the walkers m Sections
"B.and C. Pursue the TIEs that emerge as you attack the
probes above Section C, then, after: securmg D and E
with your proton torpedoes, ra(;e'to Fto. dogf' ght with

the TIEs. A final TIE will swoop m as the ‘two convoys;

w'wm'

.

‘ o

-
Lo

SHVY/M VLS

> NOEAvOOS SIN90g) -~



= The most advanced starfighter in

\,—L v \ Imperial arsenal, the Sienar Fleet
& S ) Systems TIE interceptor came on-line
\\ﬁ\_/ " following test flights by Darth Vader's

TIE defender prototype. The resulting

interceptor is so light, quick and maneuverable that no
other starfighter can match its moves in a dogfight.

Unfortunately, the Imperial designers sacrificed a great

deal to achieve such outstanding maneuverability. The TIE

SIZE 9.6 m long
SPEED 110 MGLT, or 1,250 km/h in atmosphere

interceptor lacks armor, deflector shields and a separate

life-support system for the pilot. Any interceptor pilot who
CAPACITY L pilot and 75 kg cargo
WEAPONS 4 SFS 1-s9.3 laser cannons

DEFENSES  Quadanium steel amored solar panels and titanium alloy hull

o: * ﬂ [ MAIN SENSOR PACKAGE

Jpr— I The array of sensors pro-
SOLAR ARRAY WINGS vides the eyes and ears for all

These pa?e[slcolllect solar | of theinterceptor’s onboard
radiation for the ion reactor | | autonomic systems.

survives more than a handful of missions is considered one

of the top guns of the Imperial fleet.

and give the ship stability in
. atmospheric flight.

[ UPPER VIEWPORT DB
—

I INGRESS/EGRESS |

| WING BLASTER CANNONS
Four forward-firing laser
cannons mounted on the
wing tips make up all of the |
interceptor’s firepower. |

2\

[ The main drive of the TIE interceptor
| is fast and efficient, but it doesn't
l\ have hyperdrive capability.

.
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" dhead on.other marginal worlds where

HE .zAncH FOR THE AOWMAH

'Followmg the successful Hebel mission-

. nerable. In'some cases, like that of the
* Nonnah, the Rebellion has pushed-its -

GHAPTEH DNE

e

-

at Barkhesh, the Rebel Alliance forges

the Galactic Empire is thought to be vul-

luck too far. Once again, Rogue Squadron
is being dlsputched to clean up 0 messy .
situation.




A CHAPTER ONE =
ROGUE LEADER, | WANT YOU TO SEARCH OUT AND PROTECT THE CRASHED
REBEL SHIP ON THIS PLANET. THE NONNAH CONTAINS TROOPS AND
STOLEN IMPERIAL EQUIPMENT THAT WE CAN’T AFFORD TO LOSE. EXPECT
A FIERCE RECEPTION BY IMPERIAL INTERCEPTORS, BOMBERS,

WALKERS AND TANKS.

& LOCATE THE CRASHED REBEL SHIP COMPLETION TINE 000 1000 1000

& PROTECT THE SHIP FROM ENEMIES DESTROVED il ) %
: INVADING IMPERIAL FORCES ACCURACY 1
‘ FRIENDLY SAVES 1
BONUS COLLECTED

CLEAR THE SKIES OF
IMPERIAL TIES

Imperial forces will set out to find the downed Nonnah at the same time that Rogue Squadron arrives. As soon as you begin

the search, two waves of three TIE interceptors each attack from straight ahead. Your speedy A-wing can keep pace with the

TIEs, but one of your wingmen will be damaged. Destroy as many TIEs as possible, and stay close to the damaged Rogue A-
wing to help protect it and earn the Friendly Save necessary for winning
medals. The more TIE interceptors you destroy early in the battle, the more
likely it is that your wingman will survive the sortie.

The Nonnah will take a pounding

from the Imperial walkers ar;}d l

tanks off-loaded from the shuttle.

Grotrdforeas sheuld beour pHor- INPERIAL LANDING SITE €2 REBEL LANDING SITE
ity targets. Use missiles to blast \ ;

the big AT-ST. Against the AT-PTs
and tanks, fly in from the side or
rear and use lasers.

) NINTENDO
Y PLAYER'S GUIDE



THE SEARCH FOR THE NONNAK

The Nonnah will be located at one of the three crash sites shown
on the map. After the dogfight with the TIEs at the beginning of the
mission, you'll receive’a message indicating that the Nonnah has
come under attack. The radar will guide you to the location where
the Nonnah lies crippled and where an Imperial shuttle is landing.
If you locate the Nonnah earlier while chasing down TIE intercep-
tors, stay close by. The enemy will come to you.

\

p
() VELL-GROUNDED STRATEGY )

Since the two waves of ground forces concentrate their fire on
the Nonnah, they must be stopped as quickly as possible.
Carefully target the AT-ST and fire your concussion missiles to
destroy it. Take out the smaller AT-PTs and tanks in one slow,
strafing run with lasers.

GOLD MEDAL STRATEGIS

SAVE YOUR WINGMAN

Your first move is the most critical for

earning medals: When the first waves of
N ol e : i : ! f‘T!E irl_terCEptors attack, hang back. Wait ¢

- | “for the TIEs to swing around in front of

PROTECT THE SHIP FROM INVADING IMPERIAL FORCES 76, them blast tiom, Taget the il L1
on the left side first. If you do this, your wingman
should survive. After that you must destroy lots of
enemy units while maintaining a high accuracy rate.
Every hit on an Imperial target helps your accuracy
rate so'you can build up your accuracy percentage by
repeatedly:blasting the stationary Imperial shuttle.

The Empire will concentrate its attack on the Nonnah and the rescue shuttle.
TIE bombers and ground forces pound the defenseless ships. Once you've
neutralized the ground forces, track down the bombers. They are easy targets
to locate since they circle over
the Nonnah. After destroying the
bombers, hunt down TIE intercep-
tors while waiting for the second
wave of ground forces and
bombers. Finally, escort the shuttle
off the planet. Stay behind the ship
and blast enemies that attack from

the rear.
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The RZ-1 A-wing fighter boasts the
fostest performance specs of any
Rebel starfighter used in the
Galactic Civil War. Although it doesn't

maneuver quite as well as the TIE

interceptor, the A-wing does provide a small measure of
protection to its pilot with forward and rear shields. fven
s0, the A-wing is considered a light craft best suited to
stealth and hit-and-run missions. A pair of concussion mis-

sile lounchers enables the A-wing to attack hardened [l SIZE 96 m long

| SPEED 120 MGLT and Class 1 Incom GBK-785 hyperdrive or 1,300 km/h in atmosphere
gl CAPACITY 1 pilot and up to 40 kg of cargo

been known to take out targets as arge as o Star Destroyer, il WEAPONS 2 Borstel RGS laser cannons, 2 Dymek HH-6 concussion missile launchers

targets. Two or three skilled pilots flying in A-wings have

although many others never return to base. DEFENSES  Forward and rear Sirplex Z-9 shield generator and titanium reinforced alloy hull .

B
‘1‘&\ \ SENSOR JAMMING ARRAY
A sophisticated electronics package
DEFLECTOR SHIELD helps A-wings penetrate enemy
GENERATOR defense perimeters by jamming
The A-wing can't take enemy sensors.

much punishment even
thoughit is equipped
with fore and aft shields. sz

SUBLIGHT ENGINE \ ACCESS PANEL

\
THRUST CONTROL JETS j — -\
= CONCUSSION MISSILE
LAUNCHER

The combination of air-

ADJUSTABLE S | e to-surface missiles and
wABIUZER — laser cannons gives the
ING e dA-wing considerable
estructive power.
THRUST VECTOR CONTROLS — LASER CANNON
Thermal alloy collars on either L\
side of the thrust vector jet help TARGETING SENSOR
pilots maneuver at high velocity.



"With the escape of the crew and cargo -
of the Nonnah, the Empire is more
concerned than ever with its internal < :
security. Any hint of treason from within o ‘

. the ranks will be dealt with swiftly und : i
declslvelyl e i : ;




CHAPTER ONE )il

WE’VE RECEIVED WORD FROM DCORELLIA THAT AN IMPERIAL OFFICER,
Rl “\ CRIX MADINE, WISHES TO DEFECT TO THE REBEL ALLIANCE. I'M GOING
| TO RENDEZVOUS WITH HIM AT THE CORELLIAN CAPITAL CITY. ROGUE
/ SRUADRON WILL PROVIDE AIR COVER, JUST IN CASE THE IMPERIALS

MISSION OBJECTIVES [ XK

& INVESTIGATE THE STRANGE READINGS

& PROTECT THE CAPITAL TOWER EE‘EE;‘;SEY“ESW”YEU 12[1[3/ 135% 25007
& PROTECT THE TECH CENTER FRIENDLL SAVES 900 92° 95“
& PROTECT THE EVACUATION SHUTTLES BONUS COLLECTED 0 0 1

CRIX ENTERS THE MIX

During this mission, Rieekan and ADVANCED PROTON

Madine will contact you every so TORPEDOES
often with new orders. They usually
won't give you a new task until you
complete the current one, so you
won't have to worry much about
things piling up on you. Time will
still be a major factor, though. For ;
example, the capital tower can take
only so much damage, so the longer
you take to destroy the first wave of
bombers, the less time you'll have
later to blast the AT-AT.

i
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S INVESTIGATE THE STRANGE READINGS B

As soon as the mission begins, turn to your left and accelerate. As you pass
over the city, Wedge will cut in with a message about some sensor readings.
Follow your radar to a valley in a far corner of the stage where you'll find a
group of probe droids. Try to destroy them all on the first pass. Once they're
reduced to scrap, General Rieekan will send out a distress call from the capi-
tal tower. When the cinema scene ends, your ship will point back toward the
city. Fly straight along the path shown on your radar and aim for a thin moun-
tain peak with a notch at its top. This will bring you right in line with a trio of
bombers. If you wish, you can target these three before you head to the tower.

PROTECT THE CAPITAL TOWER
Your job now is to destroy all of the bombers around the capital
tower. The bombers generally approach either from the beach or
from the valley behind the tower. They then circle around in three
different patterns: out toward the beach and back again, around the
valley behind the tower, or around the city area at the center of the
map. Watch your fire because your lasers can hurt the other build-

ings nearby and damage the tower. Once you destroy the bombers,
you'll be called away to defend the tech center.

DEFECTION AT CORELLI

: fif'y

(Q DIVERSIONARY TACTICS )

There are times when you should disobey orders and
act independently, but this isnt one of them! Stick to
the main objectives and don’t be distracted by the
other battles around the city. There’s nothing special
about the patrol boats out in the bay, and they’ll just
try to lead you away from the city. You can pick up a
few extra hits along the beach as you fly between the
tech center and the capital tower, but don’t waste any
great amount of time there.

r )
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_CHAPTER ONE e e e S

B pROTECT THE TECH CENTER et A T

. " = L .. ot Bt " = »

You'll actually make two trips to the tech center during this mission, and the first one should be short and sweet. As you approach
the center, you'll see four bombers flying in a figure-eight pattern over it. Slow down and let them turn away from you before
alled back to the capital tower to destroy another wave of bombers and an
approaching AT-AT. Take out the AT-AT with your tow cable first, then target any
leftover bombers. At some point, Madine will contact you again, telling you
that a pair of AT-STs and an AT-AT are knocking on his front door. If you
approach the tech center from the valley, you can hit the AT-STs from
behind. Try to destroy at least one on your first pass.

&) HAN TO THE RESCU

Once you destroy the bombers over the tech center,
Han and Chewbacca will show up in the Millennium
Falcon to help you with the second wave of bombers
targeting the capital tower. This will give you a chance
to concentrate on the AT-AT approaching from the
beach. If you're lucky, they’ll clear out all the bombers
by the time you're done with the AT-AT. Even if
Madine calls, don’t leave the tower area until all the
bombers are destroyed. You'll know they're all gone
when Chewie lets out a victory roar.

ACYIVATE HARPOON. -

To bring down an AT-AT,
first flyinclose toits legs,
then press left C to fire
your tow cable. Wrap the
cable around the AT-AT's
legs three times to tripit
up. The cable will release
automatically if you move
too far away from the AT-
AT, if you take too long, or
(f)ncesthe AT-ATis r?‘ady to iy 51 S
I. close to the e 2 e s
g?ountia'glo keep up your G e e CABLE DUYI LET ‘ER €0)
speed. . ;
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PRUTEET THE EVACUATl[lN SHUTTLE . § e

After the AT-STs and the AT-AT at the tech center are down, the Rebel evacu-
ation shuttle will fly in to pick up Madine. The Imperials won't be ready to give
him up just yet, though. Circle the tech center until a trio of TIE fighters shows
up. Drop in behind them and take them out. Now fly up the valley until you
see the evac shuttle, which will be shadowed by three more fighters. If you
approach the fighters at an angle, they’ll ignore you and focus on the shuttle.
Once they're gone, the shuttle should be safe for the rest of the mission.

Nowce pllots often-lose the most time dogfi ghtlng
* or trying'fo destroy the,AT-ATs. Take advantage of
both_your.speed and mﬂneuverablllty Accelerate
.alpngs:dg your {3rget, thelkuse the brake (press

:". and-hold, 2y to, flip a'round behind it. When you're .
.wrappmgﬁp thﬁ AT-ATs, use the brake on'the side of your veh' I
“ele closer. to the AT- AT, and apply the thrust (press and hold A).
at the’same time, This way, you can turn tlghtly without losin,
muth speed g

If a flight of hombers is already moving away from the tower-*
when you spot them, you may as well let them go, especially lf
there are other hombers moving in. You don’t want to leave the
towerhunprotected and the olher bombers will he batk soon
enoug

-

TORPEDD UPGRADE

The torpedo techndfogy is in the city
area closest to. the tech center. It
doesn’t appear until ‘affer ‘the first
attack on the center. The best fithe to
pick it up is after you destroy the TIE
fighters that chase the evac shuttle.
The shuttle will be fine‘on its own at
that point, so.you can grab the
upgrade at your leisure:”

SHYMEVLS) .
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p—end velocity of 5 past lightspeed.

E|EC[I’UngﬂEIiC countermeasures

One of the most heralded starships in
the galaxy, Han Solo’s Millennium
Falcon may look scruffy, but under | ENERERERREA
the surface it boasts record-setting . 3
speed and surprisingly powerful weapons. [SENEEYES
Captain Solo extensively modified the Corellian Engineering (§
Corporation YT-1300 transport after winning the ship from | b .
Lando Calrission in a game of sabacc. Although most of the SRR \
modifications were undertoken with smuggling in mind, SR
they also served to make the Falcon one of the most valu- i S
/ b . SPEED 80 MGLT and Class .5 subspace-hyperdrive, or 1,050 km/h in atmosphere :,"::‘
able ships in the Rebel fleet. In fact, the falcon is nearly CAPACITY 6 crew and 6 passengers plus 100 metric tons of cargo b
twice os fast os Imperial warships when it reaches its WEAPONS  Concussion missile launchers and laser cannons :
DEFENSES  Titanium reinforced hull, fore and aft deflector shield generators and [

SHIELD PROJECTOR
i The projector extends the range of
the deflector shield generator to scat-
b

7

o~ \\\“‘\
£
»

QUAD LASER CANNONS

/ \ { Two pairs of cannons mounted above
and below the core of the ship provide J
il \ protection and offensive punch.
0
I
0 /28l
o ESCAPE PODS
] The Falcon’screw canuse the twin IR S AN ; q 2 b
b @ nods to flee Imperial entanglements | EENUERNERNG pilots and two navigators, but two
q | ® such as boarding parties. j crew members can operate the Falcon.
i ] e —
D))
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* Though it is home to Rebel supporters,. ..
Gerrard V is led by an unscrupulous
" Imperial governor who is looting the city. : = :
As Rogue Squadron aims to undo his . :
. plot, the ace fliers of the infamous: =~ . b

~ 128th Imperial Squadron wait in the " e

wings to ambush the Rebels’ uprising.. = e
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- ST TI1T W TS L e

GERRARD V’S IMPERIAL GOVERNOR IS ROBBING HIS CITIZENS WHO HAD

o > ONCE LED AN UNSUCCESSFUL REVOLT AGAINST THE EMPIRE. IT’S TIME

& NINTENDO

& } | TO SHOW SUPPORT FOR GERRARD V’S PEOPLE BY PREVENTING THE
\ e / YACHTS FILLED WITH THEIR POSSESSIONS FROM LEAVING THE CITY.
3 4

e\.

n1ssIoN 0BJECTIVES IR

& ESCORT THE Y-WINGS TO THEIR TARGETS COMPLETION TIME w800 55

ENEMIES DESTROYED 18 o 3
© DISABLE THE CIVILIAN YACHTS e e

& DESTROY THE BIG GUN TURRET FRIENDLY SAVES
BONUS COLLECTED

LUKE BOTH WAYS BEFORE CROSSING THE FLEET

The Imperial governor has
stocked his luxury yachts with
belongings stolen from Gerrard
V’s citizens in his attempt to
smuggle the goods out of the city.
The Y-wings will disable the
yachts with their ion cannons to
prevent them from leaving, but
the turbolasers in the city and the
missile turrets in the outlying
areas have their sights fixed on
the Rebel ships. As Rogue
Squadron swarms into the city,
comb the area to destroy all tur-
bolasers and missile turrets jeop-
ardizing the Y-wings’ mission. AT-
PTs will hobble around the city
limits to bolster the Imperial
defense, but target them only after
you have destroyed the stationary
cannons.

€ CIVILINYACHT € MISSILE TURRET @ BIG GUN TURRET € TURBOLASER

19; PLAYER'S GUDE : e



The mission’s success depends on the safety of the Y-wings, which in turn hinges on your s

~
ability to destroy the various laser cannons in and around the city. Because of their hom- ‘x) COCKPIT VIEW
ing missiles, the missile turrets pose the greatest threat. At the first city, the missile tur- g

rets are stationed along the surrounding ridge. If you follow that wall, you'll be able to
target all the turrets that currently threaten the Y-wing fleet. Once you've destroyed the
missile turrets, sweep through the city to blast the turbolasers mounted atop buildings
and on the city streets. A few turbolasers sit on the ground wedged between buildings,
so you'll need to use your brakes and some piloting finesse to land hits.

1

‘
Though the missile turrets have %
deadeye aim, you won't be ;]
doomed if a turret pivots to :
point its twin barrels directly at }
you. As you're staring down the
barrels of its guns, the turret will |
have a direct shot at you, but l
you can fend off its green fire ‘
with a direct hit from your ‘
lasers. Line yourself up with the
cannon by switching to cockpit 3
view. When your altitude i
matches the turret’s elevation i
from the ground, return to third- :
person view, then fire whenev- ‘
er the cannon launches 1
a missile. If you've lined your-

Quickly change your altitude or angle of

approach to stay out of a cannon’s line of fire. If self precisely with the turret,
the turret catches youinits sights, you can your return fire will hit any
quickly destroy it with a proton torpedo, but

big gun turret looming in the second city. missiles.

you're better off saving your missiles for the of its incoming Imperial

(&) SLOWLY BUT SURELY )

Plug away at the turbolasers
and missile turrets from a dis-
tance and apply your brakes
to ensure that you land
enough hits before you reach
point-blank range. If a can-
non catches you in its sights,
quickly pull up to dodge its
fire, then swoop back down
to return fire.

(@ NOdAavNos 3Nood
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(HAPTER ONE

; DISABI.E THE CIVILIAN YAI:HT

. , e

Don’t concern your-
self with disabling
the civilian yachts,
since the Y-wings’
ion cannons will do
a better job of crip-
pling the ships than
your destructive X-
wing lasers will do.
The goal is not to
destroy the yachts, so
avoid firing at them.
Instead, let the Y-wings fulfill the mission goal of disabling the Unless youdestray all of the laser turrets, the Y-wings
yachts, and set your sights on the turbolasers and missile tur- will be sitting ducks as they attempt to fulfill your
rets. By swiftly taking out the Imperial cannons protecting the mission goal of disabling the civilian yachts.

yachts, you'll allow the Y-wings to do their work in peace.

DESTROY THE BIG GUN TURRET )™ = =
When the Y-wings reach the second city to disable three w )

more civilian yachts, the resident big gun turret will target ( THE BEST OF TIES
the Rebel fleet. The towering gun can get a clear shot at
any ship that approaches a yacht, so destroy it before the
Y-wings rocket into the city. As soon as Wedge warns you
of the presence of the
128th TIE Interceptor JEE EE et

Squadron, the Y-wings | ihe planet, fly
will begin journeying to through the
the second city, so beat canyon beyond
lrh;aonsl;lﬂ(wlm; %ns'ngnnm;g" : i them to their destination the ridgetop
B|I“ANK|$V"]NSSH}‘H( MWNS““J 18 tO e][n‘[lnate the l)lg gun miSS”e turrets

& turret and any | g clear the way
other cannons that | ¢ the Y-wings

may endanger the | o route to the
Y-wings’ safety. second city.

Once the Y-wings have disabled the yachts in the first city,
you'll receive a call from Wedge, who has encountered
the 128th TIE Interceptor Squadron, a flock of the Empire’s
best fliers. While Wedge keeps them occupied on the

Save your pro-
ton torpedoes
for the hig gun
turret. The
tower is almost
impervious to
laser fire, but a
few hits from
your secondary
missiles will put
the turret out
of commission.
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SHAPE UP.OR SHIP OUT. ..
The suggested route charted on the r;ap ilkts?r’atés one-of . _
the most _effi cient plans of atta_ck._Begm Route ‘A by
shooting the first two, ground lasegs. Pull up-an(bsl' ghtly
to the right to fly between: the bulldmgs. to destroy a.
rooftop turbolaser, then: make a beeljne for the canyomwall’  _ .
beyond to destroy a missile-turret. Follow the ridge to the right to

destroy the oth!‘ three turrets, then blast the remaifling turbolasers

stationed in The, dfy If you enter j‘he,nconﬁ city befo‘e veceiving
Wedge s*warﬂmg, thei‘-wmgs wnll'eat .up tlme by not leaving the first
city., Whait.for Wedge's call while bldmgyour time in the irSt city and
blastmg‘the patrolling AT- I']'s. When your ‘wingman fi nally radios in,
-beglz}‘lhul'e Band’ dest.roy aII walkers that cross your path to boost
Wur hlt total
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4 /'\ During the era of the 0ld Republic, mil- :

\,—L \ 1\ itary engineers designed the All
~ L ) Terrain Personal Transport as a one-

| A
N

5

person walker with the firepower of a
full squad of ground troops. Capable of
transporting patrols over mountainous, jungle or urban ter-
rain, the AT-PT was a cost-effective alternative to maintain-
ing a large army. The small walker featured fully extendable
legs and a heavily armored cockpit. It could climb up 45-
degree slopes of rubble—a feat that treaded and repulsor-
lift vehicles could not match. When most of the AT-PT force
was lost in the mysterious disappearance of the Katana
eet, support for the one-person walkers faded.

SIZE 29 mtall
SPEED 60 km/h in open terrain
CAPACITY L pilot (1 possenger optional)

WEAPONS  Twin blaster cannons, concussion grenade launcher
DEFENSES  Armor plating

[ COMM ANTENNA
| Long-range communications were a

| The walker's core engine provides the
power and hydraulic pressure that

NINTENDO

@

f, moves the drive joints of each leg.

—

vital part of using platoons of AT-PTs

| The AT-PT's cockpit can
be lowered to allow the

SRSELEITN e L st e s e ]

. mmm

N
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, | Hydraulic pressure supplied by the main
L | drive keeps the walker balanced even
0l | | when operating on broken ground.
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© Mter Iib'erﬁting'[ierrﬁid. V,_-I].ogug Squadron - . o
makes a new ally—Kasan Moor, leader of '
.- the 128th TIE Interceptor Squadron, . : g

Defecting from the Empire, the disillu- =

. sioned Moor divulges Imperial secrets.and . i
~ leads the Rogues to an-imperial supply. ‘ b s
hub hidden on the Jude Moon. = e
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CHAPTER TWO

- e
»

THE SUPPLIES GENERAL MADINE AND HIS GROUND TROOPS ARE LOOK-
ING FOR ARE STOCKPILED IN THE JADE MOON’S MASSIVE IMPERIAL
STORAGE FACILITY, BUT A SHIELD PREVENTS ENTRY. ROGUE
SRUADRON, KNOCK OUT THE SHIELD GENERATOR AND GUARANTEE
SAFE PASSAGE FOR THE GENERAL.

& ESCORT AND PROTECT MADINE'S TROOPS
& USE THE TRENCH TO AVOID THE MISSILE TURRETS
& LOCATE AND DESTROY THE SHIELD GENERATOR

COMPLETION TIME 6:30 6:00
ENEMIES DESTROYED o} % [
ACCURACY 20% 304 0%
FRIENDLY SAVES ! 5 I

BONUS COLLECTED

MADE IN THE JADE

During your first mission flying alongside former TIE pilot Kasan Moor, Wedge will |
express the suspicions he holds for the ex-Imperial. Like Madine, who's also serv- |
ing in the mission, Moor has proven herself to be a valuable comrade by supply-
ing inside information—in particular, the location of the Empire’s Jade Moon sup- |
ply base. Despite Wedge's reservations, good will come out of the mission, since
the Imperial garrison, shrouded in a powerful force field, holds supplies crucial to |
the Alliance, and one of the outpost’s small warehouses holds Imperial technolo- |
gy for advanced shields.

N

- MISSILE TURRET

SHIELD GENERATOR

O TURBILISER

ADVANCED SHIELDS
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While Madine leads his tanks to the supply base, fly ahead of the convoy to shoot the AT-PTs. Madine’s ground troops will 5
also fire at the walkers, so fly high to avoid getting tangled in their crossfire. When you reach the base, destroy the turbolasers, then i
search the regions of the moon to the left of the Imperial garrison to locate the shield generator. As soon as you've destroyed the ;
shield’s power source, a group of AT-PTs will assail Madine’s ground troops, who are waiting in front of the
garrison. Shortly thereafter, TIE interceptors and bombers will attack the Rebel tanks, so hightail it back to the supply base to pro- :
tect Madine’s soldiers. L

First destroy the
cannons protecting

-
pemerna, | (G DOGFIGHTING )
left of the base to
disableits shield When you've deactivated the Imperial garrison’s
generator. shields and the TIEs attack General Madine’s ground
troops, target the TIE bombers rather than the TIE inter-
ceptors. The bombers drop devastating explosives, and
the ships can easily destroy the tanks. The interceptors
will have a more difficult time shooting the tanks, and
this variety of TIE swarms in mainly to distract you
from the bombers. The interceptors will also lure you
far from the tanks, so avoid pursuing the starfighters
until you've defused the bombers in the areas.

Once the force field is down, Madine's troops can make their move. AT-PTs
and TIEs will also be on the move, so fly back to cover the tanks. The
advanced shields hidden on the moon will help your ship withstand the heavy
fire, andif you collect the power-up and then complete the level, you'll per-
manently increase your shield power. With stronger shields, repeating the
mission to win a gold medal will be a simpler task.

SHY/M UHVLS
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The Jade Moon’s missile turrets are located on
higher elevations, so flying low through
canyons and craters will make it difficult for
the homing missiles to reach you. Attacking
the turrets from a low vantage point will also
make it easier for you to safely destroy them
since you'll be able to land a battery of shots
before the cannons can even lock on to you.

Once you've destroyed the turbolasers guarding the Imperial garrison, fly back down
the road Madine’s troops have been treading on. Hang a right near where the first AT-
PT was posted, then soar over the canyon wall. Destroy the missile turrets perched
atop and beyond the crater in front of you, then turn right to blast through a long line
of missile turrets. =

Swoop into the crater

where the turbolaser

sits, then destroy the

AT-PT to the left of it.

Follow the canyon to

the shield generator

with the turbolaser

mounted in front of it.

Once you've eliminat-

ed the cannon, fire

two proton torpedoes

into the generator to

disable the base’s

shields.

Madine’s troops won't last long
against either the AT-PTs that line
the initial corridor or the cannons
that overlook the supply base, so
destroy the walkers and turrets
before searching for the shield gen-
erator. Once you've secured the
area for the tanks, fly back toward
them, then turnright. The long
queue of missile turrets will lead
you to the crater concealing the
generator.

The missile turrets’ missiles can home in on
your ship, but you can quickly draw a bead on
them to destroy the cannons, since they're
arranged in almost a straight line.

¥

(s NINTENDO
\& PLAYER'S GUIDE



SHIELDS i DS
Acquirmg the bonus is a ‘gold medal requlrement so even if

you've already collected the Jade Moon’s advanced shields and
have completed the mission with a sﬂver medal or less; you

eafn the top pnze. After you've cleared the supply base of cannons
and before you begin searching for the shield generator, fly back to your
start;ﬂggdint then tum rlght Follow the ndge on your Ieft until you reach

release “‘the
yellow shield |
power-up.

o SR

4

it

GOLD AND GREATEST H A

. The “Enemies Destroyed” category is one: 6£'ﬂ;'1’é steeper require-
ments to fulfill. To reach your quota; you .must scour the areas
near the advanced shields and shield genei'a,t'dr to take a shot at
every last turbolaser and missile turret. With every cannon blast-
ed, you'll be left to tangle with every TIE and Stop every AT-PT in
its tracks to reach your goal total. A thorough extermination of
Imperial forces should also earn you a lucky seven'in ‘the ”Fhendl_y
Saves” department to fur- ’
“ther meet your gold medal
requlrements.

..
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= The Empire’s main assault bomber is

\,7\ \ 1\ used for attacking space stations

T/ Ly ) and placing orbital mine fields

\\ﬁ\_/ ~7" around Rebel moons and planets, but
its chief mission is to bomb ground tar- 8

gets. The starboard pod contains the pilot's cabin, commu-

nications and life support, while the second pod contains

bombs, missiles, thermal grenades and the delivery sys-
tems for lounching these weapons. Bombers usually fly in MR
SIZE 18 m long
SPEED 60 MGLT, or 850 km/h in atmosphere

CAPACITY 1 pilot and 15 metric tons of ordnance

WEAPONS ~ Laser cannons, concussion missile launchers, proton torpedo launchers, S
assorted bombs, orbital mines and thermal detonators

DEFENSES  Titanium alloy hull and Quadanium steel armored solar panels

conjunction with a squad of TIE fighters. The fighters soft-
en up the target, then the bombers surgically strike vital

components, crippling the enemy. A squadron of 12 TIE

A  bombers is usually found in a Star Destroyer's complement.

i [ ORDNANCE POD
| | The bomber’s second pod contains missiles,
[ SOLARPANELS ) | bombs and other weapons for attack runs

Anarray of solar cells provide power | over enemy targets.
for the bomber’s ion engines, targeting
| systems and laser cannons.

NP AYERS GUIDE .

TRANSPARISTEEL VIEWPORTS k : BOMBING CHUTE N
Incredibly strong and transparent, the Bombs are ejected out of the chute while missiles are
viewports give pilots a clear view of _ launched through the aperture at the front of the pod. )

targets during bombing runs.




GHAF’TER TWD

'The construction facilities on Balmorra-
are able to churn out the Empire’s
- instruments of destruction at a record
rate. A successful strike on the factories :
 would curb: Imperial growth in the plune- ' £
~ tary system for months, bl ;
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B\ ALL RIGHT, ROGUE SRUADRON. WE’RE GOING TO HIT AN IMPERIAL CON-
)\ STRUCTION FACILITY RESPONSIBLE FOR BUILDING TIES AND WALKERS.
A SUCCESSFUL STRIKE MAY NOT STOP THE EMPIRE IN THIS SECTOR,
BUT IT’S SURE TO SLOW DOWN ITS EXPANSION FOR A WHILE.

MISSION OBJECTIVES

& APPROACH THE BASE UNDETECTED BY RADAR

COMPLETION TIME 130 .
ENEMIES DESTROYED () 60 80

@ LOCATE AND DESTROY THE AT-ST FACTORY ETET R
& LOCATE AND DESTROY THE AT-AT FACTORY el N s T

BONUS COLLECTED

PARALYZE IMPERIAL WEAPONS
DEVELOPMENT ON BALMORRA

When Kasan Moor joined Rogue Squadron, her wealth of
invaluable information on Imperial activities was turned
over to the Rebel Alliance. Now, Luke and Kasan must
lead a formation of speeders into the deep ravines of
Balmorra to locate, and incapacitate, an Imperial factory

) - 4
outpost that produces TIE fighters and hulking AT-ATs. In /xasauino st‘AﬁI' 08 AN SUALL FACTSRIES HHERE THE

& o %) EUPIBE PRODUCES 1ISITIESTEND WAL ﬁ_si%f 1S{1SiA SIRAIGHT 7 ‘
order for the squadron to slip into the base without a wel- £ BIT-AND RUNIISSION I SN0 SG0INGIT OIS TOP, THEMS EO T/ AT HILL CRIPPLE.

come party of g
TIEs, it must
destroy six radar
dishes  before
approaching the
construction
yards and laying
waste to the
production
facilities.

(L AT T0BETIED )

The number of enemies that you must destroy to earn even the
bronze medal is fairly high, but since Imperial forces are plentiful
in the construction yards, blasting the minimum 45 enemies
should not be difficult. As you approach the first facility, an AT-AT
will shoot at you. Fly over the walker. Don’t waste seconds trying
to bring it down with your tow cable, because it cannot turn quick-
ly and it won't be a problem after you've bypassed it. There are
eight easy targets on the platform: TIE fighters. They can withstand
only a couple of shots. Don’t waste passes over the platform, but
don’t be afraid to lay on the guns. Even if you miss the TIEs, each
shot that hits the platform counts toward your accuracy rating.

& NINTENDO

While all the peripheral buildings make easy and attractive targets,
inorder torender a facility inoperable, you must take out the main
factory building. The AT-ST factory is the large, black building adja-
cent to the canyon wall. The factory requires many hits, soit may
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o take a few passes.
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— PHUACH THE BASE UNDETECTED BY RADAR JRS

The speeders earned their nickname because of their impressive veloci-
ty, but this is one time when you're going to want to keep your hand on
the brakes. The radar scanners are highly sensitive, and if you enter their
proximity, the Empire will be alerted of your presence. The scanners
don't take many hits, but since you must destroy them from a
distance, you need to wait for them to be in your sights before you pull
off a few blasts. Try to memorize their locations so you can have your
crosshairs in the vicini-
ty of the scanners
before you reach them.
Your other Rogues will
be speeding up and
slowing down like
you, so be careful not
to slip too close behind
them before they hit
the airbrakes and dam-
age your ship.

ADVANCED BOMBS

B : B

o

The fourth scanner is hidden behind a rock outcropping. If you
approach it from the right, the scanner will detect you and the mis-
sion will end. Swing wide from the left, and when you are in the
radar’s sights, make a hard right turn so you can easily line it up.

@ RSN €© N @ NST € TURBOLASER € MISSILE TURRET |

 IMPERIAL CONSTRUCTION YARDS
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CHAPTER TWO

When you see the four incomplete AT-ST walkers enclosed in scaffold-
ing outside a single black hangar, you'll know you've found the AT-ST
factory. An operational scout walker in front of the area will greet you,
but shooting it is not worth the effort and time. Rather, concentrate on
the two turbolasers that flank the facility. Behind the large factory, a sin-
gle missile turret will launch as soon as you enter its range. A few mis-
siles will bring down a speeder, so hit it quickly. Brake as you approach
the factory and get in as many hits as possible before swinging around
for another pass. Two passes should be enough to destroy it.

e~ L e

LOCATE AND DESTROY THE AT-AT FACTORY

The AT-AT factory consists of three buildings: a normal-sized hangar, a
long building at the base of the ravine, and a giant warehouse against
the far wall of the canyon. As you approach the base, you will have to
weave around the blasts of two turbolasers, an AT-AT, and two missile
turrets. Ignore the AT-AT, but try to gun down at least one of the turbo-
lasers. It is imperative that you destroy both missile turrets. Immediately
after you enter the base, try to take out the hangar on the left side. Swing
to the left and make a single pass by the main factory, then fly low over
the narrow building, braking as you pass to get in the maximum num-
ber of hits. After you
destroy the long unit,
fly around to the
mouth of the canyon
and attack the large
factory straight on.

& NINTENDO
@ PLAYER'S GUIDE

LOCATE AND DESTROY THE AT-ST FACTORY RSt

=
(Q) WHERE IS AT-AT )

You may be flying over construction yards, but expect
to encounter some very operational units. The main tar-
get in this mission is the AT-AT factory, but count on
encountering two active walkers during your flight.
While their lasers are deadly, resist the urge to circle the
walkers’ legs with your tow cables. It takes up too much
time, and if you can get past the AT-AT’s, they will cease
to be a threat.

The AT-ATs parked outside the factory are sitting targets. Because
they areinoperable, they have no shields in effect. You can take
out these mechanical monsters with your lasers, instead of using
the tricky tow cable maneuver.



except, the top is base. Be dure to
knoc‘k ogt both the nussdg turret
.fhe .turboraser.b‘éfore‘ making a

o run’ for. tht’ bormbs, or else-they’ll
shoot you tlown. Sweep low to the
ground. behind the platform and

‘shoot ‘the-second domed building

|
|
|
|
|
|
|
|
|
|
|
|
|
]
{
|
|
|
|
|
|
|
|
|
!

*

in'the corner of the ravine. It takes |*

. only.a few shots to" destroy the
building. Try to get the bombs on

time for another flyby.

FlN{l TH{ AJIVANEEB'BUMBS &

Wlthout fi ndmg’ ‘the hldden weapon, ‘you ctannot quahfy
for a“gold medak “The: advanced: bombs, which -are
extﬂzmely,.useful on your next mission;, are ‘found -in a
domed bulldmg at one of the-second factory outposts. The
area fs marked with 2 platform slmllar to the TIE landing pad

SIR. WEVE FOUND SOME ADVANCED BOMBS!

DESTROV ALL num;s wmm

You must gun down, BO‘enemles to earn the gold

|
|
I
1 the first pass to avoid taking extra
|
;
|
|

can pick off.wi h- ,ncouple passes.

centratmg .on stzfpnary targets.

‘r
&

¥
= L.
AN

medal. While that ma)gseém hke a‘lot, this mission
is loaded with plenty: of butldmgs, stationary tar
gets, turrets and’ gretlid troops-any of whlch

Be . s‘uf‘e V‘F

destroy everything ‘that shoots back bgfﬂre !m-

=¥

The buildings on the
ground are the most
attractive targets,
because they take «
only a few hits to
destroy. But take
these structures out
only while making-
passesover more’
pressmg targets,
such as turbolasers
and missile turrets.

The scout walkers,
on this mission are
especially hard to
target with the
speeder, so destroy
only those that have
an eye onyou. You
can wipe out several
ground troops, on
the other hand, in a
single pass.

>
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Even the most seasoned Rebel soldiers

N l\\i shudder ot the sight of the mammoth
)
\' _/"

ing ground vehicle not only for its massive

Al Terrain Armored Transport (AT-AT).
The AT-AT is the Empire’s most terrify-

size (over 15 meters tall), but because its Durosteel alloy
shell makes it impervious to conventional weapons. The AT-
AT was designed s a troop transport, but when its “head"
was fitted with heavy laser cannons, the vehicle was trans-
formed into a destructive terror. The Alliance got o deadly
taste of the AT-AT's power during the Battle of Hoth, when
an armada of AT-ATs infiltrated and destroyed the Rebel's
Echo Base.

o

00P SECTIO

i/

HEAVY LASER CANNONS
Chin-mounted heavy laser cannons can
obliterate targetsinonly a few shots.

FOOTPADS

Gigantic footpads cover
ground quickly and smash
slow-moving targets.

CLASS
SIZE
SPEED
CAPACITY

WEAPONS

Imperial All Terrain Armored Transport Walker
155mx206m

60 km/h

5 crew, 40 troops or 2 AT-STs

¢ heavy laser cannons, 2 medium fire-linked blasters

1

NER.

i

L ESCAPEHATCH

'DRIVE MOTORS

The dual drive motors
are located on the
undercarriage, the
only vulnerable spot

.
|
1
:
|

onan AT-AT.

|

The AT-AT's massive legs E
| provide near-perfect




 "The deep trenches of Kile.Il provide
excellent cover for the Enclave, a large

£ - Imperial spaceport. If Rogue Squadron

' can destroy the base, they will greatly i
. hinder the Empire’s naval operations in .

~ this sectdr, - 4 .




e CHAPTER TWO 5
KASAN MOOR HAS PROVIDED US WITH THE LOCATION OF THE IMPERIAL
ENCLAVE, AN IMMENSE FACILITY THAT SUPPORTS THE EMPIRE’S NAVAL
OPERATIONS THROUGHOUT THIS SECTOR OF THE GALAXY. USE YOUR Y-
WINGS TO GET IN THERE AND WIPE ANY TRACES OF THE EMPIRE OFF
THIS ROCK.

& LOCATE AND DESTROY THE SENSOR ARRAY COMPLETION TIME 8.00 700
& LOCATE AND DESTROY THE IMPERIAL GARRISONS ENEMIES DESTROYED b %

£ ACCURACY 104 50%
B & LOCATE AND DESTROY THE IMPERIAL SPACEPORT | o' T

BONUS COLLECTED 0 0

HINDER IMPERIAL NAVAL OPERATIONS
IN THIS SECTOR

The deep canyons of Kile Il were
carved by waters that have long-

since evaporated. They provide SENSOR ARRAY
excellent cover for the space-

port Enclave, the chief base for 0
Imperial naval operations in this

corner of the galaxy. TIEs regu-

larly patrol the canyons, making

surprise attacks all but impossi-

ble. And if the massive sensor

array is powerful enough to pin-

point a gundar in orbit, then

sighting an  approaching

squadron of Rebel fighters

before it reaches striking dis-

tance is no problem. General

Rieekan has decided to use

heavily  shielded  Y-wings,

despite their unresponsive con-

trols, to brave the canyons and

attack the spaceport and sensor

array directly.

N

IHPERIAL INSTALLATION €3 TURBOLASER € MISSILE TURRET
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The sensor array should be your first target after you begin your run on Kile II. You
will pass by the Imperial garrison, but after you destroy the two turbolasers pro-
tecting it, turn your attention directly to the radar post. There are two missile tur-
rets strategically placed before the array, and if you fail to blow them up before
bombing the radars, they will heavily damage your ship. There are five radar dish-
es that you must destroy along with the central station. Turn on your bomb tar-
geting by pressing left C. As soon as the yellow square reaches your target, release
your bomb and immediately move on, because TIEs will start tailing you. It is pos-
sible to maneuver the Y-wing in a circular pattern over the sensor array, but zig-
zagging across the radar post works just as well. Don’t waste bombs on the long
buildings reaching out to the radar dishes.

Anlmperial shuttle will jockey between the spaceport and the sensor array.  The Y-wing may handle with all the grace of a bathtub, but its shields with-
If you get lost in the canyons, you can follow the ship to one of its destina-  stand a great deal of the fire it encounters on a bombing run. The craftisn’t
tions. Firing on it can also up your accuracy rating, which is helpful because a  invincible, though, and you will need to be quick on the blasters if you want
gold medal on this mission requires 60% accuracy. to survive your run.

.
() KEEP YOUR DISTANCE )

The Y-wing’s bombs can obliterate a target in a single shot. But
if you fly the craft too low, the impact from the explosion will
rip through the underbelly of your craft. Be sure to keep the /
Y-wing at a reasonable distance from your target when you i

drop your bombs. The concussion from a bomb appears as a ~ Bombs can take out multiple
blue-white wave, so use that as your judge of distance when IR U T S
strafing ground targets. If you are too far away, you will have
a difficult time keeping track of your yellow crosshairs; try
angling your ship downward when approaching a larger tar-
get, such as the radar dishes. You can bomb them from a safe
distance, so keep the yellow sights in view while approach-
ing the next target.

Larger targets will produce farther-reaching concussion waves.

NOHAvNOSs 2N0d
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~~_ CHAPTER TWO

it

S L0CATE AND DESTROY THE IIPERIAL GARRISONS S

The Imperial garrisons are nestled in the corner of the canyon ¢~

entrance to the radar array. After you have successfully obliterat- @ CHANGE CAMERA VIEWS)
ed the sensor outpost, return to the garrisons. You should have

destroyed the two turbolasers in front of the garrisons before The Kile Il mission is one that lends itself to the
bombing the radar dishes, but if you left them behind be sure to long-range views, especially when you begin your
blow them up before descending on the garrisons. The buildings bombing runs. Pulling back to the Far View allows you
will require only one bomb each, but because they are so near to see the exact direction your ship is pointing and
each other, you will probably have to make two passes over | gives you a clear shot of where your bomb sights are
them. Try looking through the Far View to get | targeting. A unique feature of the Y-wing's Cockpit
a mynock’s-eye view of the garrisons and slow down before View is that the moment you activate your bomb
unloading your bombs to avoid making more passes than sights, the camera switches to a strict top-down view
necessary. that allows precise aiming, almost guaranteeing a
direct hit every time.

LOCATE AND DESTROY THE IMPERIAL SPACEPORT

The Imperial spaceport occupies an enormous clearing in the
lower—right quadrant of the Imperial-controlled Kile Il canyons.
As you enter the area, expect heavy fire from turbolasers and
missile turrets. Taking these out should be your first priority—do
it before you start bombing the spaceport. There is a total of
eight units, so expect to spend some time circling the base and
knocking them out. As soon as the turrets are out of commis-
sion, begin your run on the spaceport. Ignore the TIEs burning
up the skies overhead—
their fire rarely strikes
you, and when it does, it
causes little damage.
Destroy every building
below you, except the
long corridors leading
out from the central
tower, which have no
effect on your objective.
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IMPERIAL
{ SPACEPORT

STI]HMTB(II]PEB FLAMBE

qnd turréts Wi H brmg up your hit count,
lt. w‘n't be enough to qualify for the

CUSEFARVIEW .

" The Close View and Standard View work4
- well with the speeder and X-wing but

ground targets and bombing crosshairs.
“/Instead, choose the Far View to get an
= MQea: of exactly where your ship is in all
“the a‘éﬁon and maintain constant watch
vgr approachmg targets. The Cockpit

bombmg, but 3s soon -as the bom

action obstructed by ‘the shlps control
panel. To bring up, the Cockpit View
again, press the bomb button:

You must des’lroy 65 Imperlal targets if |

_ can-often hinder your ability to see your

- View prov1des thebest camera anglefor

" released yowll return’ to"a. view of the

The Far View allows you to keep multiple targets in
sight over the spaceport while dropping bombs. If
you hold the brakes while bombmg from afar, you
will hit your target almost every time.

Nogavos Insogy -
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Before the introduction of the X-wing,

the Y-wing was the flagship

starfighter of the Alliance. The Battle

of Yavin was the workhorse's most

dangerous mission, and it has since been

assigned to running less risky ones. Other than its impres-

sive shields, the Y-wing's standout feature is its ease of

modification. The craft's extra shielding is crucial during

bombing runs. If you are priming the ship for a

hit-and-run mission, remove bulky hull guards to lighten

the pdyloud. While the Y-wing may be slow, its titanium-

reinforced Alusteel armor makes it extremely durable for
missions where heavy fire is expected.

= HYPERDRIVE MODULE
The Koensayr R300-H hyperdrive
module can quickly get the Y-wing

out of Imperial entanglements.

I
|

| DEFLECTOR SHIELD GENERATOR
The Chempat deflector shield
| generator provides top protection

on bombing runs. )

EXHAUST NACELLE

SIZE
SPEED
CAPACITY
WEAPONS

Koensayr BTL-S3 Y-wing Attack Starfighter
16 m long
10 MGLT

L pilot, 1 astromech droid

2 laser cannons, L twin ion cannon, 2 proton torpedo launchers

[ ARMEK SW-4 |0N CANNONS

The rotating ion cannons on top of the
canopy deliver paralyzing bolts of energy.

——




'As Rogue Squadron emeiges from Kile II
victoriously, Wedge Antilles is captured
by the Empire. Now Luke must lead a
daring rescue on d hlgh-speed hover

. train across the desolate Kessel plains. .

. - .
D s
Ay . - .
¢ .
. ‘ 5
= . " -
’ 4 . A
£ b v 5 - » {2 ..
. & .
0 .
SHR ] .
. ey
i .
% . L
.
. ¥ *
& .
E % - 2 .
’ g s .
3 2
3 .
= AR G
.
N SRR
3 RSN
. .
e .
’ . .
TS B .
B
2 e . g
. = 1
1 ". . .
& 5 . . :
s < . =
B 3 o
- i . ! -
< . - - .
G P B
. 5 7
el “ & K
- N i .
ags 1 FEns .
. Kl =
. L FY LN ¥
1 A o o
A e g ki
~ . L5 - .
% : . R .
&7 N £k . o . >
. o - P
o e : s 8 o = i
-y T L i g
. = & -
- . S e » 4
. X e i : v
S 3 > 3 - . e
Sie : .
G 5 . s 3
e 2 . ¥ ‘
’ . . i . - -
LI oA & 3 & - i L e
’ o £ ! . . LG
* s ’ & & o
< R p 5 3 T - . D
'. L e "~




CHAPTER TWO

LISTEN CLOSELY, ROGUE SRUADRON. KASAN MOOR BELIEVES THE
IMPERIALS ARE TAKING ANTILLES TO THE KESSEL PRISONS. THEY’RE
PROBABLY USING A HOVERTRAIN TO TRANSPORT HIM, SO WE’VE OUT-
FITTED YOUR X-WINGS WITH ION CANNONS TO STOP THE TRAIN
BEFORE IT REACHES THE PRISONS.

& LOCATE AND DISABLE THE TRAIN COMPLETION TIME 500

& RESCUE WEDGE ENEMIES DESTROYED 1 15 %
ACCURACY 304 LY 10%
FRIENDLY SAVES ] q b

BONUS COLLECTED 0

BLAME IT ON THE TRAIN

Of those who've been captured by the Empire, few have lived to tell of the horrors they were subjected to. Wedge,
now an Imperial prisoner, faces certain death if you do not act quickly. Kasan Moor provides the Alliance with the
location of the infamous Imperial prison on Kessel, an inhospitable rock known for its salt and spice mines.
Immediately, Luke and the rest of Rogue
Squadron climb into the cockpits of their X-
wings and skim across the stars to Kessel. As
the Rogues approach the planet, they spot
life signs in two areas: a ground convoy and
an armored hovertrain. Moor insists that
Wedge is on the train, but the other Rogues
suspect that he’s hidden in the convoy. Luke
decides to follow Moor and lead a charge on
the train, because a daring rescue is the only
way they’ll keep him from becoming a
martyr for the Rebellion.

( )

() 1sNTIT 1oNIC? )

The armored hovertrain swiftly transports hostages to the prison facility. There’s
no way of knowing which car Wedge is in, so the only way to save him is to
bring the train to a halt. Blasting the cars has no effect and could possibly injure
Wedge. You must use your secondary weapon, the ion cannon, to disrupt the

— , magnetic field that propels the
train across Kessel’s surface.
Focus your attention on the can-
non-toting cars first—their fire is
tough on your wingmen.

Repeated ion cannon blasts will  You can escape the fury of the train’s cannons by
: firing your ion cannon at the train from below.
renderithem inaperble. Watch out for the posts, though.

The initial car is especially important. Disrupting it first
will begin to hinder the entire train. Be careful of ground
fire from turbolasers.
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have eno fh tack left to halt the tram. ¥

-

gun down everythmg in’the mission. Follow

. the flight path on the map—it will lead past

- with'the decoy convoy. Be sure to blast mis--

all four clusters of Imperial targets starting

sile turrets as soon as you see them' because

an AT-ST, the three convoy tanks and an
outpost. ved

5o

Using the advanced
blaster technology
from Taloraan will

save some time and .

greatly increase -
your chances
of earning the"

gold medal an
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As a teenager, Luke Skywalker tore across the scorched
sands of Tatooine in his souped-up T-16 skyhopper. Luke's
natural talent as a pilot allowed him to zip through
Beggar's Canyon with ease. Unbeknownst to him, within
months his talents would land him behind the contrals of
an K-wing fighter. The old skyhopper was designed as
personal transport, but it is possible to equip the craft
with a heavy cannon for protection and patrolling. The
tri-wing design stabilizes the craft, while an ion engine
propels it across the ground. Two repulsorlift generators -

| . , CLASS [ncom T-16 Skyhopper

can raise the skyhopper to o maximum altitude of 300 | st 2n tl

meters for surveillance. The controls of a T-16 are similar SPEED 1,200 km/h
L to those of an J-wing. CAPACITY L npilot, 1 pussenger
' WEAPONS  Optional

UPPER AIRFOIL A
At the tip of the upper airfoil, the

skyhopper measures 12 meters tall.

| COCKPIT

| The T-16 Skyhopper's
cockpit seats the pilot |
and one passenger.

| [ REPULSOR GENERATOR
| N
| | [ IONENGINE

HEAVY-DUTY LASER CANNON
An optional laser cannon slows the ship slightly but
transforms itinto a highly maneuverable patrol craft. |

(@ NINTENDO
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*"Wedge.may be safe, tiut the Alliance can - .
hardly turn its back on the.other Rebel

. captives rotting in the Kessel prisons.
Rogue Squadron agrees to provide air

. support while Madine's teams of com- .
- mandoes free the prisoners. - . '




“CHAPTER TWO | eesiiesietesmion

ACCORDING TO KASAN MOOR, THE PRISONS ON KESSEL ARE FULL OF
REBEL SOLDIERS. WE SIMPLY CAN’T LEAVE THEM BEHIND. MADINE AND
HIS TEAM OF COMMANDOES WILL STORM EACH FACILITY AND LIBERATE
THE PRISONERS WHILE YOU PROVIDE COVER FROM TIES AND

DESTROY GROUND ARTILLERY.

& DESTROY THE POWER GENERATOR COMPLETION TIME 1300 245 1030

& PROTECT AND ESCORT MADINE'S SHUTTLE ENEMIES DESTROVED 1 B 103
ACCURACY W B W

FRIENDLY SAVES 9 o) %
BONUS COLLECTED 0 0 |

HELP MADINE LIBERATE THE REBEL PRISONERS
ON KESSEL

A dinner date with Jabba the Hutt is
preferable to a term in the harsh pris-
ons of Kessel. Long notorious for their
harsh treatment of those awaiting the
customary Imperial death penalty, the
prisons have also garnered a reputation
for being impossible to escape from §
until now. Beginning at prison #1 on
the map, Madine and his team of
rugged commandoes intend to pene-
trate the facilities and free the Rebel
captives. Count on a lot of heavy
fire from turbolasers and from TIE
fighter formations.

SEEKER MISSILES

O MISSILE TURRET

@ NINTENDO
& PLAYER'S GUIDE
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The prisons are protected by impenetrable force fields. These giant shields require
an incredible power source to maintain full effectiveness against outside attacks.
The four prisons on Kessel draw their energy from a single, massive shield gener-
ator. Imperial architects wisely decided to place the Kessel generator away from
the four prisons, giving the Imperial forces enough time to mobilize in the event
the generator were taken out by Rebel ships. As soon as the mission starts, imme-
diately veer away from the pack and head for the power generator. Along the way,
blast a few of the turbolasers that surround prisons one and four. Even if you land
only a few shots on some of the Imperial defenses, it will make it easier to blow
them up when you return to protect Madine’s shuttle.

Before blowing the generator, destroy the missile
turret guarding the area. If you leave it intact, it will
severely damage your X-wing while you attack

the generator.

(i )
() THE POWER OF THE DARK SIDE )

If you close your S-foils, you can reach the shield generator in record time. The
drawback is that you won't be able to weaken the prisons’ defenses along the way.
You can, however, use those extra seconds to clean up some easy Imperial targets
surrounding the generator. After wiping out the shield generator with your proton
torpedoes, quickly empty your blasters on the other two nearby turbolasers. The
garrison and twin domed buildings are easy hits, but you can also destroy the four
metal towers around the generator. On your way back to the first prison after
destroying the generator, you will fly over Imperial targets such as turbolasers. You
cannot afford the time to linger and blow all of them up as you pass, but you can
strafe a few while you zoom back to Madine’s side.

Only after you level nearby defenses should you make your lethal pass over the generator.
Two proton torpedoes are enough to blow the shield generator sky high.

SiNs Of NESSEL.
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Without adequate air support, this jailbreak won't last much longer
than an ice cube on Tatooine. Madine’s commandoes have only
enough time at each prison to free the captured Rebels and make a
break for the shuttle. It is up to Rogue Squadron to defend the shuttle
against the onslaught of Imperial air and ground forces. Destroy all
the turbolasers surrounding each prison. The TIEs rain laser fire down
upon the shuttle, so be sure to engage them before blowing up
unarmed ground targets.

/ VROGUVE—' SQUADRON) K}!ERE%S, OUﬂ COVER

As the Rebels flee, stormtroopers scour the prison. If you have
destroyed the TIEs and turbolasers, rack up a few easy hits by
strafing the stormtroopers as they file out of their barracks.

The TIEs may be faster
than your ship, but they
rarely fly far from the
shuttle. If youkeep toa
central location, you can
pick them off as they
make passes over

; Madine's shuttle. A cou-
[ ple of shots will bring
B each TIE down.

- ot 8 The final prison break is the hardest, because the Imperial forces have concen-
; Lk trated their firepower for one last stand. After you swiftly wipe out the turbo-
s ek i i lasers, immediately confront the AT-STs surrounding the prison. The first AT-ST
f S you should go after is slightly camouflaged beneath the TIE landing pad. Because
‘ : it'’s closest to the shuttle it will inflict a Iot of damage if you fail to eliminate it
B Q) Fairit By ; & right away. Use a proton
| torpedo to weaken the
AT-ST’s defenses on the
first pass. On the second
pass, a barrage of laser
fire will finish it off. The
TIE interceptors are defi-
nitely more nimble than
your X-wing, but their
lack of shields makes
them easy hits.

On your first pass over the prison, blast the
turbolaser that's directly lined up with the
TIE platform, then descend on the AT-ST.

—
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This mission has'an unusually hlgh hlt’

count, so if you wantthe gold medal

you'll need to keep your fi inger Trear

the trigger. If you-have. the: V-wmg,

you can’switch to, rapld-flre mode and :

quickly .gur down TIE formatlons and vae out ¢ o5

entire regiments‘ “of stormtrooper . Dey not

destrqy the barraclss until Madm% says, ”Tﬁanks,

Rogue srouM'nfdear.” That'swhe ﬁstm‘mtmop- ale

ers emerge-from the bau’racks. If ‘you biow up’ the ‘barracks beforehand,
you.will'_not reueve Cre(ﬁt for gunmhg down the stormtroopers within.

EllMINATE THEAT- STS IMMEDIATELY

The AT-STs have a great deal of armor, so it will often take two passes to destroy them. Usmg the seeker duster mlssdes .
up close: will destroy them, but you’ll want to save those missiles for TIE interceptors. Switch to rapid-fire mode and
“approach the AT-ST from above, avoiding its return fire. Blast the AT-ST as you pass, then allow your cannons to cool
down while you swoop around for the second pass. Shootmg aman.j in the back is often deemed cowardly, but any tar-

' _»get encased. in chicken-walking armor is fair game. Riddle the . back i6f the AT-ST with laser fire to destroy it. The AT-STs
do a Jot-of damage to Madine’s shuttle, so be sure to take-thém out: early in each jailbreak.

declmate TIE mtercepta urmatlons a
they blaze across the sky.

) : i P, .
If you approach the AT-ST from the front; the secoqﬂ'pass will leave you
pointed toward the prison, shaving precious s‘epoq’dsoﬂ your time.

20 P
o . - v

FIND THE SEEKER MISSILES - - -
The A-wing’s seeker missiles are enc}osed in a bunker hidden above the
second prison facility. The bunker‘ls guarded by a missile turret that can
do a great deal of: damage to a V-wing. Use the rapid-fire option to unload
botb barrels on the turret and blow it up before snatching the seeker

.missiles-out of the bunker. Do not go after th& missiles until you have
" cleared the area of Imperial forces that can harm the shuttle.

|
|
|
|
|
|
|
|
|
|
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/ﬂ\ The agile and speedy TIE/Ln Space ‘
% \/l \ Superiority starfighter is one of the
& N > main frontline weapons of the
\\\_/ 7" Imperial fleet. To achieve the TIE fight-

er's maneuverability and speed, designers |

sacrificed armor, hyperdrive engines and other systems. TIE |
fighter pilots are considered to be suicidal by other
Imperial pilots, mainly because commanders consider the

mass-produced ships to be expendable. The main strategy

of attack is to send overwhelming numbers of the starfight- SIE 63 m long

SPEED 100 MGLT, or 1,200 km/h in atmosphere 8
CAPACITY 1 pilot and 65 kg of cargo ;
WEAPONS 2 SFS L-s1 laser cannons

OEFENSES  Titanium alloy hull and Quadanium steel armored solar panels

ers against enemies. The first Death Star held 7000 of the

Sienar Fleet Systems ships. Skilled pilots learn to fly the
hips using both hands and

shi feet.

NINTENDO

| |
« | — = — = o
| INGRESS/EGRESS HATCH \
¢ The only way in or out of a TIE fighter
ci 18 is through the top hatch. The ship has
L. | virtually no safety features.
L R LY T T
- 1
| SENSOR ARRAY
| These powerful Fabritech
I instruments help TIE pilots
I track enemies amidst a '
swarm of fighters.
' WING ATTACHMENT PYLON |
Power conduits in the pylons connect |
) MAIN TRANSPARIST the twinion engine system and the |
| SRR 0 | solar panel arrays on the wings. J
N — R
|| LASER CANNONS
uJE | Two SFS L-s1front-mounted laser
] cannons pack enough punch to
ji | destroy lightly shielded enemy craft. |
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STGELL:
 BATTLE ABOVE TA

"When Kasan Moor reveals that Tibanna -
gus increases the potency of the
Empire's weaponry, Rogue Squadron
plans a swift raid on Imperial Tibanna
 mining operations over Taloraan. The.

~ crowded sky provides ample chullenge,
as Rogue Squudron hopes to set back.
rapidly advancing’ mperial - .
technology. AR

"
.
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CHAPTER THREE I AL

B INTELLIGENCE HAS DETERMINED THAT A RAID ON THE EMPIRE’'S
\ TIBANNA GAS MINING OPERATIONS WOULD SLOW IMPERIAL WEAPONS
DEVELOPMENT. THIS IS A TOUGH HIT-AND-RUN MISSION ONLY, sO |
/ DON’T WANT TO SEE ANY FANCY MOVES OUT THERE BEYOND WHAT
IT TAKES TO GET THE JOB DONE.

MISSION OBJECTIVES

& LOCATE AND DESTROY THE IMPERIAL TIBANNA

COMPLETION TIME 10.00 800

GAS CONTAINERS ENEMIES DESTROYED 10 80 90
& AVOID CIVILIAN CASUALTIES ACCURACY 0 60% 0%
FRIENDLY SAVES 0 0 1

BONUS COLLECTED 0 0

PREVENT THE EMPIRE FROM
HARVESTING TIBANNA GAS

Imperial weapons technology is constantly evolving.
Imperial scientists have discovered that introducing
Tibanna gas into a blaster’s firing mechanism vastly
increases its ferocity. There is no greater source for
Tibanna gas than the cloudy planet Taloraan, where
free-floating mining platforms harvest the plentiful
resource at an incredible pace. While civilian opera-
tions continue on the planet, the Empire is aiming to
overrun the Tibanna harvest facilities. Because of the
new interest in the gas, the Empire has augmented the
protection of its platforms by adding several TIEs to the
local squadron.

CIVILIAN GAS TANK
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The Empire has not wrestled away complete control of the mining colonies on Taloraan, but
it is expected that the planet will fall under Imperial rule within the year. But if Rogue
Squadron can erase Imperial influence from the planet, the Emperor will be angrier than a
freshly-shorn Wookiee. Disrupting production of the mining operations has the potential to
seriously curb Imperial expansion in this system, as well as set back the Empire’s weapons
program for at least three months. You must clear the eight Tibanna mining platforms sur-
rounding the Cloud City if Rogue Squadron wants to make sure the Empire strikes out.

(@ X MARKS THE SPOT )

Your mission through the pinkish skies of Taloraan has two very simple
objectives: destroy the Imperial gas tanks and avoid civilian casualties.
Fortunately, the Imperials have made this easy for you. The Imperial-
controlled gas tanks are emblazoned with the Imperial symbol, while
civilian tanks bear no such markings. Each station is made up of six
tanks on the small, upper containment platform and several fat tanks
on the main mining platform. The tanks are unshielded, allowing a
pilot with good aim to take out several in a single pass. Because of
its inability to shield the tanks, the Empire has strategically placed
compact turbolasers on several of the platforms.

PLATFORM 1
Imperial Containers « 7

PLATFORM 2
Imperial Containers « 7

PLATFORM 3A
Lasers « 2
Imperial Containers « 4

PLATFORM 3B
Lasers « 2

PLATFORM 4
Lasers « 5
Imperial Containers « 12

Use seeker torpedoes to single out the destruc-
tive turbolasers. While you can almost always
weave through sparse bursts of laser fire, you
cannot complete Platform Four without destroy-
ing the concentration of lasers.

PLATFORM 5A
Lasers « 3
Imperial Containers « 6

PLATFORM 5B
Lasers « 3

PLATFORM 6
Missiles « 3
Imperial Containers « 6

An experienced pilot can use the A-wing's agility
to dodge laser fire, but its lack of shields makes it
a tempting target for missile turrets. Take an
extramoment to wipe out at least one turret
before going after the containers.

Imperial Containers « 6

Imperial Containers « 3

CLOUD
CITY

SHVYM EV1S
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"CHAPTER THREE

AVOID CIVILIAN CA

Bl Not only do the upper levels of the atmosphere provide excellent mining con-
ditions, but they also offer romantic views of rambling cloudscapes and multi-
hued sunsets. As a result, civilian yachts often clamor for the best positions to see
the sights. Unfortunately, some of the yachts are parked next to the same plat-
forms you're attempting to blow up. If you're not an excellent sharpshooter, your
stray laser fire can down a civilian vessel. You must also watch out for the twin-

pod cloud cars that swiftly patrol the area. In a panic to avoid the TIE squadron,
they often fly straight into your path. A blockade runner also sweeps through the
sky, so protect it to earn a friendly save.

r@ TRAINING WINGS )

The tight corridors between Taloraan’s gas containers
<‘ can make even the sharpest pilot feel like an Ewok
5 behind the wheel for the first time. After finishing the
E mission, return to Taloraan and learn to weave the X-
|
|
|
|
|

wing around containers, turn abrupt corners and make
the fighter fit where it doesn’t belong. You will need
: these skills in the missions beyond Taloraan, when
you're picking off the TIEs in Chandrila and blowing up
the generator on Sullust. And, if you can squeeze the X-
wing between the containers, you will be prepared for
the required run on the Cloud City if you want to find
the advanced blasters.

The Cloud City's equatorial trench
is excellent practice for the stunt
flying you'll have to pull off to suc-
cessfully complete the mission on
volcanic Sullust shownin the
screen shot on the right. Try to
perfect the art of flying in narrow
spaces before attempting the
Sullust raid.

o, NINTENDO
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~PLATFORM 1
' Iniperiul'(:ontuiners o7
The advanced blasters

are hidden~ in the

Cloud City’s town

square, well below.

the piercing’towers The "~

A-wing’s maneuve'rablhty serves

you well here,‘because you must .|

dive- bombeyour crajt inito the

city, snatch the weapoiis and pull

up be’fo:e becommg a greaserspot

qn 'the ejde of 2 bmldmg :

SEVEN TUIJGH MINllTES

' The: “hardest gold medal |
requ1rement for Taloraan
is meeting ‘the “strict
seven-minute time limit:
' Memorize” where " the
- Imperial* containers  are
Io;:ated on ‘each platform, b
’ “‘because: you won’t have : : » P PLATFORM 4
, endigh.- time to make N | . Imperial Containers + 12
g‘ multlple flybys over-each ) : E
' “mining facility. The sched-
- ‘ule to the right shows you where you need to be
__mission, (The times shown indicate when you’ shqﬂﬂ be completing
“‘each task.) In order to down enough enemles t@ quallfy, you-canz
1' shoot TIEs only when they directly cross'yod ! t :
~between platforms. If you have the seeker mis . PLATFORM 5,

'~ to TIEs while blastmg gas containers. aas . P Imperial .- :
6 o l:nntumers .9 A

. “fime 450

= CLouD CiTY
Time « 5:50

-

' Tiime « 6:20

PLATFORM 6
Imperial Containers « 6

_SEHYMEVLS) .

. Don’t veer away from the platforms to shoot down Time « 6:53
. TIEs. Target only the TIEs that get too close for
. comfort while targeting the containers.
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While in its infancy, the Alliance

purchased and modified sever-

al Corellion Corvette capital ships
for for use in Rebel operations. Darth Vader captured
Princess Leia Organd’s cruiser, /antive /. while she was try-
ing to transport plans for the Death Star to the
Mliance’s base on Yovin. This multi-purpose ship can be
used as a troop carrier and cargo transport. Each corvette

is equipped with a fast hyperjump calculator, allowing for

blinding exits into hyperspace. This feature allows the i

SIZE

cruiser to escape Imperial engagement, which explains SPEED

the craft's nickname: blockade runner.

| CAPACITY
L WEAPONS 6 turbolasers

Corellian CR90 Corvette
150 m long
60 MGLT or 950 km/h in atmosphere

30-165 crew, 600 passengers or 3,000 metric tons of cargo

| MAIN ENGINES
\

At full thrust, the blockade runner

" ESCAPE PODS

| The blockade runner is equipped with
| four single and two twin turbolasers.

| The eight escape pods

propel evacuees and
sensitive materials far |
fromacaptured or |

downed cruiser.
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‘:STAGE 2.

: ]
; I)urmg the Hogues mlssmn on Tuloruun
Rebel commandoes commandeered three
-~ AT-PTs. Rushing in to escort them to
safety, Rogue Squadron descends upon
. the icy planet of Fest, where the climate .
~ will become even more.chilling when the
Rebels first cross-paths withthe
Empire’s vengeful Moff Seerdon. - .
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ROGUE SRUADRON, WHILE YOU WERE SABOTAGING TALORAAN’S EAS
\ PLATFORMS, A REBEL UNIT INFILTRATED IMPERIAL OPERATIONS ON FEST
TO COMMANDEER THREE AT-PTsS. BUT THE COMMANDOES BOTCHED
THEIR ESCAPE, SO WE NEED TO HAVE YOU TO FLY IN TO BAIL THEM

MISSION OBJECTIVES JNRIALE

& |OCATE THE CAPTURED AT-PTS

COMPLETION TIME 100 645 6:30
(69) FREE THE AT-PTS ENEMIES DESTROYED 40 50 85
ACCURACY 15% 20 iy
W ESCORT THE REBEL AT-PTS TO THE LANDING ZONE | oo L

& DESTROY THE IMPERIAL RESEARCH FACILITY BONUS COLLECTED 0 D

FEST IS NO PARTY SEEKER PROTON TORPEDOES

Rebel soldiers have captured three AT-
PTs, and, in a rescue mission to fly them
off the planet, you must protect them
from AT-ATs, TIEs and tanks and escort
them safely to a Rebel transport. The AT-
PTs’ much larger cousin, the AT-AT, will
be the tiny walkers’ greatest threat, so

I
|

|

harpoon all three giant walkers before
they can shoot the AT-PTs in transit.
Once the AT-PTs have reached the Rebel
landing zone, a new objective will
appear: Destroy the Imperial research
facility. The Empire’s institute is shielded
by a powerful force field, but once
you've destroyed the shield generator
located on the opposite side of the
region, you'll be able to obliterate the
building.

© AT € TURBILISER € MISSILE TURRET
& NPT & REBEL LANDING SITE

NINTENDO

il
8}
o)
0]
0.
E.,
ur
q
=
18



B LUCTE THE CAPTURED 4715 8

As soon as you begin, fly straight ahead to destroy the turbolasers mounted on top of the
ridge. After blasting the first one, veer left to destroy two more mountaintop turrets, then
swoop into the canyon to shoot the turbolaser adjacent to the Imperial research facility.
Beyond the canyon’s threshold pace three AT-PTs and one AT-AT. Rebels pilot the small
walkers, so save your fire for the four-legged walker. While Rogues Eight and Nine are
firing away at the gate that seals the walkers in the canyon, harpoon and trip the AT-AT
so it will pose no threat to the Rebels” AT-PTs.

The tiny AT-PTs are trapped with a
menacing AT-AT in a cordoned-off area
of Fest. Destroy the turbolasers over-
looking the area, then tangle up the
AT-AT while your fellow Rogues work
_1 onblowing open the gate.

HARE N2 ABE. NDURS BIKE
FUR A2 BRYEIDE)
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() SLOW YOUR SPEEDER )

The snowy landscape of Fest is knee-deep in Imperial buildings and
warcraft. Often on your mission you will fly by tank or turret clusters,
and the most efficient way of dealing with them will be to destroy them
in one run. To maximize the hits and damage you deal in a single pass,
apply your brakes while firing. To better your odds, arm your ship with
the advanced blasters hidden in Taloraan.

Since you'll be dealing with many
enemies at once, you should famil-
iarize yourself with the number of
hitsit takes to blow up any given
type of target. By knowing the
magic number, you won't waste
time waiting for an explosion to .
confirm your obliteration of a tar- " R
get. With the time you save, you'll -
be able to reposition your aim and
fire away at anew target.

& J
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CHAPTER THREE

B ESCORT THE REBEL AT-PTS T0 THE LANDING Z0NE et

SLr

Once the other snowspeeders destroy the gate, the AT-PTs will be
able to set out on their trek to the Rebel landing zone. String up the
AT-AT near the shield generator, then fly over the ridge to harpoon
the final AT-AT. If you can lasso the walker before the twelve
Imperial tanks roll into the canyon, fly to the ridge in front of the
research facility to nip the tank attack in the bud. The first wave of
tanks will emerge from the ridge, followed by more tanks rolling
down the opposite canyon
wall and down the road
leading from the Rebel
landing zone. Destroy the
tanks as swiftly as possi-
ble, because the Rebel AT-
PTs will plod into their
path, while eight TIE
bombers will launch from
the research facility.

I]ESTHD THE IMPERIAL RESAHEH FACILITY )

When all the AT-PTs have clomped safely to the Rebel landing ¢~ »
zone (at least one must make it to the rendezvous point in one

piece), fly to the shield generator to deactivate the Imperial (@ TANK DHUIDS)
research facility’s force field. Once the field has dropped, fly to the
facility, then destroy the missile turrets that flank the building.
Once you've destroyed its defenses, fire away at the facility until
it blows up. As soon as you raze the building, the mission will
be complete, so refrain from firing the coup de grace if you're
trying to hunt down
the power-up for the
seeker proton torpe-
does or mow down
more victims to meet a
medal requirement.

v

Twelve tank droids will roll into the final stretch of the
AT-PTs’ canyon pathway. The first group of droids will
emerge near the research facility, and if you can
destroy the final AT-AT with enough time to spare, you
can fly up to their ridgetop starting point to stop them
in their tracks. The AT-PTs can shoot the tanks, but the
walkers have front-mounted guns only, making them
vulnerable from the rear. Wiping out the tanks that the
AT-PTs have walked past should be your priority.

Once the shield generator
is down, the Imperial
research facility will be
exposed. Its two missile
turrets will be exposed,
too, so quickly destroy
them when blasting the
building.

wi |
a
Jl |
0
0.
T
U
g
__l‘
0

(@ NINTENDO




~ The accompanying screen shots show the five key events in
: - the Escape from Fest, and below each picture appears the
target elapsed time you should shoot for to beat the gold
medal clock. In your race against time, begin your mission
by immediately turning right to fly to Area C on the map «
Destroy the two turbolasers flanking the shield generator, then destroy the
 three turbolasers on the ridge in front of Area E and the lone tur
the nearby facility. While shooting as many stormtroopers as

order to boost your | hit count, attack the AT-AT at A Once he gate comes

A: Trip the AT-AT
after finding the
AT-PTs (1:00

ﬁ: Thearrivél of
‘the tanks and TIE
hombers (2:40)

C: Destroy the
shield generator
(4:30)

:scn: rnnn r:sr -

\ rtg)lluclr e se.éf(er rrog;n

edbes bonus @

E: Destroy tﬁe Imperial

research facility (5:45)
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At the Battle of Hoth, the Rebel Alliance '
adapted the Incom T-47 airspeeder
for combat duty. Repulsor coil
heaters were fitted to keep the sys-

tems and flaps from freezing, and the
power harpoons were added as o means of downing AT-AT
walkers. Like all irspeeders, the T-47 uses repulsorlift dri-
ves for lift and high-powered afterburners for thrust. The

rear-facing gunner controls the harpoon gun with a com-
puter targeting system. T-47s have also been modified for

SIZE 5.5 mlong
SPEED 1,000 km/h, with 570 km/h optimal combat speed and a maximum altitude of 250 m

duty in hostile environments such as desert and swamp
CAPACITY  1pilot and 1 gunner plus 10 kg of cargo
WEAPONS  Double laser cannon and power harpoon
DEFENSES  Heavy armor plating

worlds. The snowspeeder's quickness and maneuverability

L have proven to be a great asset to the Rebel fleet.

L PO

. i \'\\ \ NS T
" BRAKING FLAPS . = L (TS
| Mechanical flaps along with thrust . [ ’

nozzles give the snowspeeder
precision speed control during flight.

' HARPOON GUN

In peacetime, the T-47's harpoonis |
| | oftenused for hauling supplies to B
| isolated communities.
‘_“7'4V T e VEmesc

[ HEAT DISPERSION FINS
A series of fin radiators helps transfer
thruster heat to mechanical parts of
| the snowspeeder liable to freeze.
= -.,d_‘.v_____.......v‘;..)A e
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BlﬂCK‘ 'I]E ON CHANIJBIlA e

‘Enraged that the Rebéllion has raided -
his outpost on Fest, Moff Seerdon takes
- his wrath.out on Chandrila, an agricul-

tural planet populated by peaceful Rebel
- supporters. As he holds the city under
~ siege, thé Alliance attempts to ship in
supplies and fly in Rogue Squadron to
protect the- ullmg ‘etropolis.

LS S




CHAPTER THREE ot

ROGUE SRUADRON, MOFF SEERDON IS AVENGING HIS DISAPPOINTING
LOSS ON FEST BY SEIZING A COMMUNITY IN CHANDRILA. THE CITY IS
UNDER ATTACK, BUT IF YOUR X-WINGS CAN SUCCESSFULLY ESCORT THE
SUPPLY HOVERTRAIN EN ROUTE TO THE CITY, CHANDRILA WILL BE
/ ABLE TO RECOVER.

MISSION OBJECTIVES

& ESCORT AND PROTECT THE SUPPLY TRAIN COMPLETION TIME 615 600

& PROTECT THE CITY ENEMIES DESTROYED 20 Bl 5
ACCURACY 10 15 20
FRIENDLY SAVES 2 ] !

BONUS COLLECTED 0 0 1

TAKE THE LAST TRAIN TO CHANDRILA

Bound for the city and stocked with supplies for the ailing Chandrila metropolis, the hovertrain
will cruise along the yellow path on the map as TIEs descend to derail and destroy the Rebel
express. Once it pulls into the city, TIE bombers will begin bombarding the city. Amidst the
warfare, the Alliance will load the local civilians onto its Rebel shuttles to fly them to safety,
but AT-STs will interrupt the operation by attempting to thwart any effort to evacuate.

ADVANCED BOMBS

@ REBELLANDING SITE. @ WT=T J

= NINTENDO
WPLAYERSGUIDE



" BLOCKADE ON CHANDRILA

-

S [SCORT AND PROTECT THE SUPPLY ThAIN JSSRREARE,

The Rogues will fly above the hovertrain as TIE interceptors and bombers swarm in

from the rear and sides to attack the train from above. Fall back and keep pace with

the train by flying with your brakes applied. By lagging behind, you'll be able to keep

an eye on all incoming TIEs, as well as your fellow fliers who will often be tailed by

the interceptors. Monitor your radar to avoid being rear-ended by a TIE in pursuit of i

the train, but if your shields can withstand the collision, you may want to clip the [
enemy craft. TIEs are unstable ships, and any midair collision will spin it out of con- [
trol and into the ground. When the train finally enters the city limits, it will be in the
station but not out of the woods. Turn around, then head back to the invisible rails. In
a last ditch effort, two TIEs will follow the tracks to the train to mount a bombing run
on the stationed express.

(&) RAILROAD TIES )

As TIEs close in on the train, their green laser fire will usually precede
them. The sight of emerald beams that originate off-screen is a sure sign
to pull over. ATIE's lasers will indicate the ship’s path, so use the green
lasers it spews to gauge where the TIE will pop up when it catches up
and makes its on-screen appearance. With your ability to anticipate
where a TIE is headed, you can easily position your ship to target the
TIE before it has flown too far away.

£

/e NOHAVNBS IN9o0gy, -

SHVYMYVILS) .-

As you let anincoming TIE overtake you, quickly reposition to
catch the shipin your sights.

. : J




" CHAPTER THREE

B PROTECT THE CITY e

S \When the train is safe at the station, TIE bombers will
invade the city to demolish its towers and buildings. Three TIE
bombers will raid the metropolis, so circle the
B arca to flush them out. Since the bombers are constantly on ‘
@l the move to bomb new buildings, lead your targets by firing
in front of their path. If your aim is true, your
e targets will fly straight into your shots. Once you've
Al sunk your lasers into all three TIEs, six AT-STs will close in on the
B hrce escape shuttles that are evacuating Chandrila’s citizens.
' Before the walkers can stamp out the escape, fire the seeker pro-
ton torpedoes that you uncovered in the Escape from Fest. One
hit will destroy an AT-ST, and you'll have just enough torpedoes
to take out the remaining three walkers.

B | (O STepPING INTO THE CITY )

Six AT-STs will close in on the escape shuttles docked in the corner of the city.
On either side of the corner approaches a trio of walkers, and if you attack them
at the right angle, you'll be able to maintain a straight flight path while blasting
one walker after another. Begin flying parallel to the city border while leaving
enough distance between your ship and the walkers so your seeker proton tor-
pedoes’ targeting system will :
have enough time to lock on to
the first AT-ST. Press and hold the
left C Button to bring up your
missile sights, then press it again
to fire once the red lock-on tar-
get box has appeared.

& NINTENDO_
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| The' ilme:you spend on the m:ssmn and the number of friend- R oY >/ 1 e
-Iy.saves you ‘score ‘are the two most. dlfﬁcult _gold medal ' 2
requirements to, fulfill on ‘Chandrila. To increase your saves ‘ ‘
fall back and -ﬂy high: while escortmg the train so_you c S e

rotegt most of ‘Be Rogues and supply cars from ' ;

tles fly off‘into the distance, TIE lnterceptors em n J ; I ‘ ’ ‘ ¢ : : | ’
give chase. Head them off t the pass, th  retur ' ‘

M -
(o
ICT}
- ] {m §
One of the gold medal requirements is to collect the - :U]b
hidden bonus,‘which is the advanced bombs power- 9] 1
up concealed inside the.lone AT-ST standing at edge * Ciy
of the city opposite the escape shuttle area. :15" «
|0
0
Z |
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Rebel and Imperial officials, .'
including the Emperor himself,
favor these large, hyperdrive-
outfitted craft for travel between stor systems and
Q| fleets. Lambda-closs possenger and cargo shuttles are often
B nodified for civilion and military missions. Up to 20 troops with
BB full combat gear can drop into battle from a standard combat
| shuttle, and some versions pack in as many as 10 laser can-
nons, though most have three blaster and two laser cannons.

Sienar, the manufacturer of TIE fighters and other twin ion | SIIF - 20 m long

8 engine starfighters, also builds the shuttle, which is one of the | SPEED 50 MGLT and Class 1 SFS hyperdrive system, or 850 km/h in atmosphere
B CAPACITY 4 command crew, 2 officers, 20 passengers

WEAPONS 3 double blaster cannons and 2 double laser cannons

DEFENSES  Light armor plating and 2 deflector shield generators

company’s best designs.

[ FORMATION LIGHTS ! _ /]
Signal lights on the shuttle’s fins are used | A 4 Jlls
to communicate with other starship pilots

( UPPER STABILIZER

| The shuttle’s vertical fin and fold-up |
wings give the craft a smoothride

| eveninturbulent atmospheres.

I

—

[ COMMUNICATIONS GRID
State-of-the-art communications

| are vital for receiving and dispatching |
Imperial orders.

] The shuttle’s powerful engine sits
beneath the main cargo or passenger |
| bay behind the cockpit. ‘
4 i TS

ASTER CANNO
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"Moff Seerdon's charge on Chandrila has -
prompted the Alliance to strike back
- with an attack on the Emplres hidden
base on Sullust. The mission, engineered
. by Kasan Moor, leads Rogue Squadron on . :
~ a perilous run over an active volcano - : . R
where the environment is just as deudly i
as the stationed Imperlul forces
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CHAPTER THREE

KASAN MOOR HAS DEVISED A STRATEGIC ATTACK ON THE EMPIRE’S \

BASE ON SULLUST. YOU’LL BE PILOTING Y-WINGS THIS TIME OUT, SO
DON’T PLAN ON MAKING ANY QRUICK MOVES UP THERE. EXPECT
HEAVY FIRE, BUT DON’T BE AFRAID TO GIVE IT RIGHT BACK.

& DESTROY THE TRANSMITTERS
& DESTROY THE CAPACITOR

MEDALS

COMPLETION TIME
ENEMIES DESTROYED
ACCURACY

FRIENDLY SAVES
BONUS COLLECTED

BOMBARD THE IMPERIAL VOLCANIC BASE

ON SULLUST

The searing heat of Sullust prevents
any galactic watchdogs from peeking
in on the planet, making it the perfect
location for a hidden Imperial base.
The surrounding system is under
Imperial control, so a decisive attack
on the Empire’s operations here
would weaken the Empire’s influence
in this galactic region. The only ques-

tion now is: How did the location of |

this important base so easily fall into
the Alliance’s hands?

SEEKER PROTON TORPEDOES
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The Empire has placed most of the twelvé transmitters along the wall of the volcano’s
crater; the rest are on islands surrounded by molten lava. All of the transmitters are
defended by turbolasers, missile turrets or AT-STs—and they all seem to concentrate
their fire on your Y-wing. This mission is harder than pulling the arms off a Rancor, so
count on losing at least two of your ships before even approaching the capacitor. In
most cases, it is best to bomb only the missile turret defenses because it is the only
weapon that can track you. Stay as high up as possible, allowing yourself the maximum
viewing distance to your bombing targets while keeping yourself clear of turbolaser fire.

As soon as the bombing target appears on top of a transmitter, drop your payload and pull up,
because on this level, a low-flying Y-wing soon becomes an exploding Y-wing.

The missile turrets are the deadliest defenses on Sullust, but the turbolasers
are still quite capable of gradually reducing your shields. To earn the gold
on this mission, you have to destroy 40 enemies, so you will need to turn
your attention to a few ground targets. The turbolasers have weak shields,
s0 a few blasts from a Y-wing’s cannons will decimate one. The Y-wing may
be a little slow, but if you are a good pilot, you can use its thin frame to
your advantage while approaching turbolasers.

As you advance on a turbolaser, roll your ship soits wings
are pointing north-south. The Y-wing is thin enough to
slide between the turbolaser’s fire while you riddle it with
cannon fire.

@) NOdAavNos 3Nood
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As soon as you've destroyed the twelve
transmitters, the shield enveloping the
capacitor will dissipate. You may be out of
the reach of most turbolasers, but you will

MR soon have a mean-tempered squadron of TIE
: fighters on your tail. Their lasers do little
damage to your Y-wing. To raze the capaci-
tor, you will need to shoot out the rotating
columns along the generator’s equator. Your

wingmen will destroy a couple of the

columns. The columns are easy targets—it’s just a matter
of swooping around the capacitor at the right velocity to
keep them in your firing range. The straightforward

approach will work, but you will lose valuable time while
you wait for the next column to swivel into view.

You can take out a couple of the columns as you approach the capacitor from
below, but you will need to be level with the equator to finish the job.

The Y-wing is not the fastest craft in the Rebel fleet, so it requires a pilot who
knows how to handle its torpid controls. If you attempt to place the Y-wing in
the actual equator of the capacitor, the columns will crash into you from
behind, instantly destroying your ship. Position the Y-wing just outside the
path of the columns and hit the brakes. The columns will rotate into view as
you slowly circle the capacitor.
Lay on the trigger to destroy the
columns. Ignore the TIE fighter
fire—it's not powerful enough
to seriously damage a heavily-
shielded Y-wing.

Flying into the columns’ path will allow you to
quickly take out a couple of them, but you will be
bumped from the rear. Be sure to keep a little dis-
tance from the capacitor so your ship won't take
unnecessary damage.
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HNB SEH(EB EHBTUN THHPEI](IES

If" youu fall to find'the hi ,dden weapon on Sullust;
you’ll take yoursglf dut.of the race for.a gold -
medal: Ym_;wnll find the seeker.proton torpedoes
in the “bunker to"the right- of the transmltter
behind the TIE landing pad s

The tiny garrisons behind the Inmiperial

A couple shots
allittakesito o;&t

the bunker, but don’t. »
. linger o themissile .,
“turret Will. shaot you
out of the sky.

because the transmltterSr a'ccount for
only twelve hits a'nd., the ‘capacitor
columns provnde jasta few more, you
will need to~ ann"hihte a’ couple
dozen Imperlal aigets to grab the

gold. The -TIE* h‘ters fly circles 1

around a Ywmg, 50 ‘don’t waste tlme

on chasing one down just for a smgle*L ;

hit. Instead, bom_b missile turrets and

turbolasers “as “you descend upon

transmitters. You can spare only a few

bombs, so you'll‘have to rely on laser
fire for the rest of your hits. Try flying

low to the ground between transmit-

ters and knock out a few helpless AT-,
STs along the way. If you have col-"
lected the advanced blasters, cannon

fire will easily, destroy ground targets

such ‘as_turbolasers. The Imperial

landing 'site cannot be destroyed, so

don’t squander any bombs on it, but

remember that shooting the landing

pad a couple times as you fly by will

bump up your accuracy rating.

 , landing site are prime for-the picking.

SEERER PROTONE
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= The most critical component of any '\

\/—L « \ Imperial ground campaign is the Al-
I B S > ST The fost-moving AT-ST, armed with
\\\_/ *” multiple loser cannons and a concus-
sion grenade launcher, provides reliable
cover for ground troops. Two Imperial troops staff the AT-ST:
one pilot and one gunner. The vehicle earned its nickname
‘chicken walker” from its two-legged design. The AT-ST's
thin, flexible legs allow it to reach speeds up to 30 km/h § ‘ SRR
over level terrain. Its skinny legs were the AT-ST's undoing, | CLASS Imperial All Terrain Scout Transport Halker

however, in the Battle of Endor. On the forest plonet's [ SIZE 86 m tall
SPEED 90 km/h
CAPACITY 2 crew, 200 kg of cargo

WEAPONS 1 twin blaster cannon, 1 light blaster, 1 concussion grenade launcher

uneven ground, Ewoks used simple traps made of rope or

logs to trip up the unstable vehicle.

=]
]

¥ ARMORPLATE }

s SENSOR POD
B %
" TWIN BLASTER CANNONS
The AT-ST's quick-firing cannons ‘
provide excellent cover for ground troops.

[ GYRO SYSTEM

| To maintain the AT-ST's balance at high
1 speeds, agyro systemis mounted on
L the undercarriage of the cockpit.

I’ FENCE CUTTING BLADE
These sharp claws can
| slice through barricades. J

T




‘The Imperial activity on Sullust is only a
diversion. Moff Seerdon is raiding the

- Alliance’s bacta supplies on Thyferra.

Bacta is essential for medical treutment

. s0 these supplies must be protected ut :
~ll costs. - ! ]
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CHAPTER THREL )i

DO NOT RETURN TO BASE. PROCEED IMMEDIATELY TO
\‘\\ THYFERRA. YOU MUST PROTECT THE ALLIANCE’S BACTA SUPPLIES
vi AND ELIMINATE ALL IMPERIAL FORCES. INTELLIGENCE INDICATES
f"; THAT MOFF SEERDON HIMSELF IS LEADING THIS ASSAULT. IF yOou

MIssION OBJECTIVES IS XX

& PROTECT THE BACTA CONTAINERS
& AVOID CIVILIAN CASUALTIES ENEHIES DESTROTED 65 65 b5
ACCURACY 10% 20% 307

@ DESTROY ALL IMPERIAL BUNKERS, FIGHTERS
' FRIENDLY SAVES 40 7 5%
AND BOMBERS BONUS COLLECTED 0 0 1

& LOCATE AND DESTROY MOFF SEERDON

A ...REPEAT,

WORK FAST, FLY SMART

The key to this mission is speed and firepower. If you didn’t collect the advanced blaster technology on
Taloraan, you'll have a tough time defending the precious bacta from the greedy Moff Seerdon. When you
begin the mission, take out the missile turret dead ahead, then dive into one of the valleys on either side.
Take out all the Imperial units (including the bunkers) in a given area before you move on. If too many bacta
tanks are destroyed, the mission will end in victory for the Empire.

SEEKER CLUSTER MISSILES
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PROTECT THE BACTA CONTAINERS JRE RO )

. -

MOFF SEERDON’'S REVENGE

Time is definitely not on your side on this mission. The longer you take, the more bacta is destroyed. Keep in mind, however, that
the stone bacta tanks in the lower-right corner of the map can withstand much more punishment than the standard metal tanks.
Your radar may direct you to this area in the middle of the mission, but if you wish, you can save it for last. As soon as you enter
this area, a TIE interceptor will likely drop in behind you. The bombers will ignore you anyway, so don't hesitate to break away
from them to deal with the interceptor.

| AVII] CIVILIAN [ISAI.TIES

There’s a civilian settlement in the lower-left corner of the map that you must |
protect. There are two turbolasers and two AT-STs in the area, so expect a lot
of ground-level fire. To avoid civilian casualties, attack from high up. If you
swoop in low, chances are civilians
and bacta tanks will be caught in the
crossfire. In addition, we recommend
using an outside view in this area. In
the Cockpit View, it's easy to misjudge
distances while turning, and you
might rip through a bacta tank with a
wing accidentally.

() SHING LOW, SWEET X-WING )

The missile turrets are the biggest threat early in the mission. Stay below the
tops of the hills to avoid being targeted by more than one turret at the same
time. Once again, you
should attack the turrets
head-on and try to destroy
any missiles as they are
fired. If you swing from
side-to-side very quickly,
you may have a better
chance at hitting a missile
justas it's leaving the launch
tube.

Swoop toward a turret, center your lasers onit, then
swing back and forth very quickly as you fire continu-
ously. This tacticisn’t foolproof, but it may save you a
hit or two.
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CHAPTER THREE

B 0ESTROY ALL IMPERIAL UNITS B

When there are multiple targets around you, the missile turrets and the AT-STs are your top priority. Save your torpedoes for the
AT-STs and use blasters on all other targets. It's better to clear out an area completely before you move on, but leave the bunkers
for last. In some areas, a TIE interceptor will target you specifically, but you can usually ignore them until the turrets and AT-STs
are toast.

. $ - pat e an

g LOCATE AND DESTROY MOFF SEERDON
Once you've destroyed all other Imperial units, Moff Seerdon will
arrive in his modified shuttle. Accelerate away from him, turn, target
him with your seeker proton torpedoes, then fire as soon as you have
a lock. Fire your blasters when you get close (beware Seerdon’s seek-
er torpedoes), then veer away
and repeat. Close your S-foils
if you need more speed, then
open them as you turn around.
After a few hits, Seerdon’s
shuttle will slow down, and
you may be able to maneuver
behind it for a few well-placed
blaster shots.

(@ B2 R-AND-R )

Chances are your final enemies before
the showdown with Seerdon will be a
few TIE interceptors. If your shields are
damaged, you can let one interceptor
go until your shields repair themselves.
Any delay will probably take you out
of the running for a medal, but you'll
be in better shape for the final battle
with full shields.

Remember that once your damage icon
is blinking red, your shields are too far
gone and they won't regenerate.
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are |n F Ione bunke:on
the Ieft side of, the map:
Do not leave them .for::
Iast otherW|se, the cmema
séene may cut in before you can col-
lect the “technology: icon; and. you'll
“Have ‘o grdi it whilg igerdop is chas-
s Ing YOU,~" s ™

s

*, “‘-.’ . i

W

DESTROY LAST AIH
UNITS BY 4.00

, When you blast the bunker, be careful'not to
ut a bacta container at the same'time-":

: rs. To fall within the gold medal time
|Imlt you should clear out allélmperlal units at about the four-minute mark. This

With a bit of skill and luck, you'll
have ahout two minutes to deal with
Seerdon. It's better to attack his
shuttle from a distance, rather than
to go wing-to-wing with it.
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L\ heavy weapon will down the croft.

After the defeat of the Emperor, the
Alliance evolved from an offensive

force into a defensive Republic. To

protect newly-independent planets

from Imperial threats, the need arose for an

atmospheric fighter. The designers of the B-wing devel-
oped a new light-combat airspeeder, the V-wing, to serve
as planetary defense units. Using dual ion afterburners

and repulsorlift engines, the V-wing can reach 1,000 km/h.

i CLASS Slayn & Korpil V-wing Airspeeder
| SPEED 1400 km/h
e Lpilot

At this speed, a scramjet engine can boost the fighter an
additional 400 km/h for a limited time. The designers of the
I-wing sacrificed shields for speed, and a direct hit from o

WEAPONS 2 blaster cannons, 1 cluster seeker missile launcher
DEFENSES 2 shield generators

—
-
.~ A—
| The V-wing’s wing-mounted
blaster cannons are particularly
effective in aerial combat.

| The V-wing's aerodynamic design forces |
| air into the ship'sintake to power the
| Chab-Ylwoum scramjet booster.

\
(B
-

[ REPULSORLIFT DRIVE UNIT
Two repulsorlift drive units working :
| together grant the V-wing a maximum /S —

-
GINE =

29\
IR ..

* ,«_6\1 \ \
REFUELING PORT \‘
//
BRAKING/MANEUVERING FLAPS | L HEAT D|SPER78]ON FINS
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“Luke S_kWu[ker is n§'1ﬁng§r with Rogue
.- his Jedi studies. Wedge: Antilles is now

. to victory in.many battles for the ﬂedg
~ ling New Bepubllc :

DHAF’TER FDUP

?’}-‘BA :.T UF *-AI.AM', HI '

Squadron, choosing instead to pursue

squudron commander, leading his’pilots :
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CHAPTER FOUR

LISTEN UP, ROGUES. THE REMNANTS OF THE IMPERIAL NAVY HAVE e
REUNITED UNDER A MYSTERIOUS NEW LEADER. THEY’RE LAUNCHING | "
A STRIKE AT MON CALAMARI, A MAJOR PRODUCER OF CAPITAL STAR"
SHIPS FOR THE NEw REPUBLIC. LET’S END THE IMPERIAL THREAT
ONCE AND FOR ALL! j

& DESTROY THE WORLD DEVASTATORS COMPLETION TIME 700 600 530

& PROTECT THE CITY ENEMIES DESTROYED il 2 2
ACCURACY 207 0% O
FRIENDLY SAVES 80 84 87

BONUS COLLECTED 0 0

DESTROY THE IMPERIALS BEFORE
THEY FRY THE PLANET

The clone of Emperor Palpatine has brought three World Devastators to this
planet, each escorted by a full squadron of droid-controlled TIE/D fighters.
The map below shows the path that each Devastator will follow to its target
city. You must take out these lumbering hulks and their escorts in order from
one to three, as shown. After you flame each Devastator, follow your radar
to its target city. Be sure to bring down all the TIE/D fighters you find there
before you move on to the next threat. The buildings on Mon Calamari are
particularly fragile, so check your fire. If you or the Imperials cause too much
damage, your mission and your brilliant career will go up in flames.

The map shows the paths of
the World Devastators as
they consume Mon Calamari.
You can attack themonlyin
the order shown, because
the next Devastator will not
appear until the previous one
has been disabled.
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(&) THE WORLD DEVASTATORS )

At this point in time, a clone of Emperor Palpatine is trying to
retake control of the galaxy. His principal weapons in the con-
flict are the World Devastators. In their own way, the Devastators
are as terrifying and destructive as the Death Stars. They can strip
away a planet's crust and use the raw materials to construct
weapons and vehicles, including other Devastators. They are
shielded and heavily armed, but like the Death Stars before
them, the Devastators are vulnerable to attack by snub fighters.

TRACTOR BEAM

As the Devastator glides along, a huge tractor beam vacuums up
the planet’s crust. The raw material is deposited into a molecular
furnace and broken down into usable elements. These elements
are then used to manufacture weapons, vehicles and new com-
ponents for the Devastator itself. The tractor beam is powerful
enough to suck in a small fighter, and scores of hapless pilots
have literally become part of the Imperial war machine.

SHIELD

A shield generator mounted on the upper hull of the
Devastator provides its primary line of defense. The
generator is vulnerable to missile or blaster fire at
close range only.

LEG JETS

While the Devastator is equipped with hyperdrives
and ion engines for deep space travel, it utilizes four
massive repulsor drives for propulsion in a plane-
tary atmosphere.

(@ NO-HAavNos I3Nsaod
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"CHAPTER FOUR
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The key to destroying a World Devastator is to take out its shield generator
first, using a volley of missiles followed by two or three rapid-fire cannon
bursts at close range. (If you have advanced blasters, your cannons alone
should do the trick.) Now destroy two leg jets on the same side of the craft.
If you destroy ones that are diagonally across from each other, the
Devastator will still be able to fly.

Try to take out each Devastator in just two passes, using the first pass to bring
down the shield and the second to take out the leg jets. The first Devastator
seems to be the most powerful. Even the best of pilots are often shot down before
they can destroy the shield generator, so don’t be shy about using your missiles
on the first pass. While the second and third Devastators seem weaker than the
first, they have much more TIE/D fighter support.

The first Devast-
ator seems to be
equipped with
more seeker
missiles than

the others. Many
pilots lose their
first ship before
they can take out
the shield.




Destroying the TIE/D fighters is just as important as taking out the Devastators, and
you should try to save a few seeker cluster missiles for this task. At the first target city,
you'll find just four or five fighters. You'll encounter at least that many over the sec-
ond target city, and you should keep a sharp eye out for a second wave, too. While
it doesn’t always happen, a stray fighter or two may pop up at the second city even
after your radar directs you toward the third Devastator. At the third target city, you'll
battle against two full squadrons of fighters, one after the other.

7

() MAXIMIZING YOUR MISSILES )

As you approach a target city, hang back for a moment and position
yourself so that there are as many enemy fighters on screen as possi-
ble before you fire. This way, you won't waste an entire volley of
missiles on just one or two enemies. You may even be able to take out
an entire squadron this way! If you're out of missiles or you want to
save them for later, the enemy fighters at the first and second cities
usually follow set flight paths. Instead of chasing after an enemy ship,
position yourself so that it will cross right in front of you. You can then
pick it off easily with rapid laser fire.

— e e e
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THE lllTIMATE FIEHTER Ny

The A-wing is quick and manguverable and the
X-wing is a true powérhguse; but the V-wing is
the premiere fightefor this mission. # should®
be outfitted with all avadaﬂle dpgradeg, inelud-; ’
ing advanced:shields, advanced‘xldsfers and segke,r s
cluster missiles. If. -you don’thave these Vital techﬂoI%es, °
you should reVisnt the ¢arlier stagés to plck them up.

B Jovancto shicLos >  PGESIBALL
| * The v \ﬁmg§ stangard R
Shields arep’t vesy power-

! ful, and eveniif you collect

|" the upgrade, you shoyld *
practice your evasive

* maneuvers. The V-wing

| ‘makes up in speed what it

. lacksindefense, so'if.

| you're everin a desperate

|. situation, just hit the boost-

| “ers to escape.

1 -

SEEKER CLUSTER HISSILES PAGES 30 & 3

While the seeker
cluster missiles Z
aren’t necessary for

ADVANCED BLASTERS == fighting the -

Devastators, they're- -~

| Advanced blasters, coupled ::‘,Ytatlﬂ:lal-fg/g; :':,:2?(-
' withthe V-wing’s rapid-fire *ly and efficiently” . -
| ~ capabilitiés, will make short Without them; vo"“‘ .

~ work of the Devastators and

. theirTIE/D escorts.

i~ Remember to “pulse” your

| “'shots to avoid burning out
your. cannons: If they do burn
out; let them cool for a few
“seconds before trying them
again.

?-nérunu OF A JEDI

13
| ‘Using seeker cluster missiles to take out groups of TIE/Ds-is- -

4

. the key to finishing the mission within the time limit..You

. can’t, however, carrymore than a few at a time. The solution?
' ‘When you run out of missiles, crash on purpose. Make your
- first six missile packs last until you’ve destroyed the enemies

|

. at the second target city, then do a header into the mountain.

be hard-pressed to." * | 2
meet the tmIe.hm‘ﬁ . [P0
for the gold med‘él

NINTENDO

‘ ‘L You'll pick up where you left off with a new ship and more, |

1r . missilés. You should have enough to finish off the last .
ugji - Devastator and its TIE/Ds, provided you use them wisely. . |
8’ What about your third ship? Hold it in reserve, just in case. | =
o 8 |
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| “The longer you take, the more buildings the
Imperials will destroy. If you go past the 4:30
mark, chances are you won't qualify for the
gold medal:
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Imperial duty dropped significantly.
" To qugment its fleets of starfighters,
the Empire created the automated TIE/D

fighter. The TIE/D is modeled after the highly successful TIE |

fighter class of ships, using the standard TIE pod but
equipped with rectangular solar array panels for maximum
energy generation. The droid brain is supposed to mirror
the performance of @ human, but battle results still reflect
the superiority of an organic pilot. The weight saved by the
absence of o pilot allowed designers to increase the fight-

\ er's shields.

I’ COMMAND POD

| The TIE/D's command pod s vi

| withthe exc

Y - AftrthefulluftheEmpire,thenumber @ | - il |
,—L \ ) of qualified pilots signing up for |

L

(' CLASS
SIZE
SPEED
CAPACITY

L WEAPONS

| LASER CANNONS
Dual laser cannons
| beneath the cockpit feed |
| off the energy produced |
| by the solar array wings. |

——

Sienar Fleet Systems TIE/D fighter o

6.3 m long - |
100 MGLT i) .
1 droid pilot

2 laser cannons L

[ DROID BRAIN
mm | hedroidbrain,




HIDDEN ST -u;s wo
SERTONS

T

'By winning medals ili*'th'e_- first 15 lilié- ' |
sions, you can unlock some of Rogue
- Squadron’s other adventures. Win 16 _
bronze medals to open up Beggar's
. Canyon, 16 silver medals to unlock the '
~ Death Stdr Trench Run,-and 16 gold " ' :
medals to activate the Battle of Hoth.
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CHAPTER FIVE A _
BIGGS AND | USED TO THINK WE WERE PRETTY HOT STUFF, SHOOTING
THROUGH BEGGAR’S CANYON IN OUR T-16S, BUT | SUPPOSE THAT
WOLULDN’T BE A CHALLENGE AT ALL FOR THE ACE PILOTS OF ROGUE
SRUADRON. |’LL BET YOU THREE COULD THREAD THE STONE

NEEDLE EASILY!

MISSION OBJECTIVES

& WIN THE RACE

COMPETITOR lev Duck  Medge

EYE OF THE NEEDLE

Before joining the Rebellion, Luke
wasted afternoons by shooting
through Beggar’s Canyon in his
Skyhopper. During some of Rogue
Squadron’s down time, Luke chal-
lenges his fellow pilots to a friendly
race through the winding canyons
of his youth, just to keep them on
their toes. The goal is simple: Cross
the finish line first. Zev, Dack and
Wedge will split up, each one tak-
ing a different path through the
canyon. You can choose any path
you wish, and if you win, you'll
receive a medal. Just watch out for
the Stone Needle just before the fin-
ish line.

The hole through the Stone Needle is just large enough for
your skyhopper. Passing through the needle is not neces-
sary to win, but if Luke can doiit, surely you can, too!

( B

() GROUND RULES )

This is a friendly race, so there are a couple of ground rules. First
of all, you must stay below the canyon walls. If you fly above
them for even a moment, you'll be disqualified. Second, you're
not going into combat, so blasters are strictly forbidden. The T-16s
can withstand only two or three hits, and you wouldn’t want the
Rebel Alliance to lose any
pilots, now would you? The k
T-16 accelerates and brakes
just like any of the combat
craft you've been using, and
it can turn on an Imperial
credit. Now open ‘er up
and see what she’s got!
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LAST ONE'S A WOMP RAT

You can race against Zey“on the * ~

easy route for. a bronze medal

Dack on the medium réute’for a a’,

silver medal and Wedge- on the ;

hard route for a gold médal. On’_

the hard route, you.can fly over the’ top of
one of the canyﬁn walls to jump ahead of
Wedge. This ;hoxttut is marlged wnj; adet- j
ted line'on the map. #s fong as ou’ re-nof, ‘
aboye“the .carjon wall' for more thian 2 a2
.sght-seéond,. youwon't ‘he. dlsquahﬁed'

. °Onc€. ym&e- ahead, it-will be very. tough
fOr'Wedge tp cafch up

UP AND OVER .

The radar will dlsplay the route through Begg;ﬁs Canyon. Wafch for the
halrpm; then zip up and over the canyon wall as qunckly as you can. Don’t

| .be greedy; if you try to skip over too"much of the course, the other.
Rogues will complain and call off the race.

_i,,,,,;,,!_iﬁsun % cumm

P s

Wedge will Ilkely be ahead at this point, but he won't
be for long. If you're quick, he may not even see you.
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CHAPTER.FIVE =

. GOLD SRUADRON IS GONE AND RED LEADER IS DOWN, SO IT’S UP TO
~ US TO MAKE A FINAL RUN DOWN THE DEATH STAR TRENCH. THE
| TRENCH IS THICK WITH ENEMY FIRE, BUT IF WE INCREASE SPEED FULL
THROTTLE, THAT SHOULD KEEP THOSE FIGHTERS OFF OUR BACKS.
7 CLOSE IT UP, WEDGE!

7
’

' R,
missioN oeJecTives TN XX

& CHASE THE IMPERIALS THROUGH THE TRENCH COMPLETION TIME 100

330 P2

& DESTROY THE POWER PLANT AT THE END OF ENEMIES DESTROYED 2 4 5
THE TRENCH ACCURKCY S 6 T
FRIENDLY SAVES 0 0 0

@US COLLECTED 0 0 0

DESTROY THE DEATH STAR

This is the ultimate mission: making the run down the Death Star trench and saving the Rebel
Alliance from annihilation. The mission won't unfold exactly as it did in the movie; in fact, using
the Force won’t work at all. You'll have to rely on your seeker proton torpedoes instead. '

( CHASE THE IMPERIALS THROUGH THE TRENCH
The objective says to “chase the Imperials,” but if you just § WSO T e
want to complete the mission, don’t bother going after the R
enemy fighters or guns. Close your S-foils and zip through
the trench as quickly as you can. You don’t need any friend-
ly saves to complete the mission, and your wingmen will
drop back eventually anyway. Once Han joins you, you'll
know you're close to the target. After you turn the last corner,
be ready to open
your wings and fire
as soon as the tar-
get is in sight.

MILLENNIUM FALCON

EXHAUST PORT

Y PLAYER'S GUIDE
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After you turn the last corner, you may want to take out the last two towers, just so you won't ] X
have to worry about being shot in the back. As soon as you see the target area, clear out the :
guns nearest the power plant. If you don’t destroy them, your targeting computer may lock on

to the wrong object. Be sure to

approach from a slightly higher

angle; if you're too close to the sur-

face, your torpedo may miss the

target shaft. Now arm a seeker pro-

ton torpedo, and as soon as it locks : A -
on, let it fly.

LM»GBINE -

Wmmng a gold med’al for this-nrission is usually a
. ‘matter.of-just.two more hits-on’ your tally or an
equal number of seconds off your time, and this | 2
;2 strategy mlght help. As you fly through the first , ! ’ A W |
‘part. of the trench, press and hold the A Button to ' : ’
- keep-up your speed. You'll encounter nine guns and twelve
~fighters before you reach the first cérner..Destroy as many of
them as you can, using as few shots asspt

Hit percentage is another tough mark to beat-on
this mission. Try to fire at relatively close range i
and use as few shots as possible. Use proton tor- I
pedoes on the towers. B

NOT THE FORCE, llJKE

After you turn the first corné' destroy the flrst‘“four or five towers you see. If you
think you have enough hﬁs, you can sklpr the ﬁﬂh tower. Then close your S-foils
and speed through the rest of

the trench. If you have  the ’ /

time, - take out the last tower | : " -

-before the power.plant, just in / :

case. WhAenA y;)u reach the tar-

get area, destroy the guns

.

“nearest the plant for good «I]m\
measure, then take your shot. - It's4ll about balancing your time E‘DE}
versus your number of hits. If you use | E D}
‘ your brakes at all in the first area or Imi<|
wait until after the fifth tower to [U]%
close your S-foils, you'll probably be ;‘D%E
over the time limit, 7%[[]1
: g |
(3|
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_CHAPTER FIVE
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NO SOONER DO WE SET UP BASE ON HOTH THAN THE EMPIRE COMES
CALLING. | DON’T HAVE THE HEART TO TELL HAN AND LEIA THAT I’LL
BE LEAVING FOR DAGOBAH SOON. THE ALLIANCE NEEDS MY PILOTING
SKILLS, BUT SOMETHING TELLS ME THEY’LL BE NEEDING MY JEDI

MISSION OBJECTIVES [JRULLE

& DESTROY PROBE DROIDS COMPLETION TIME 600
& DEFEND ROGUE TEN FROM AT-ST ATTACK ENEHIES DESTROYED &

ACCURACY 20%
& DEFEND THE GENERATOR FROM IMPERIAL ATTACK | v N, ..
BONUS COLLECTED 0 0 0

WHEN YOU'RE HOTH, YOU'RE HOTH | ™

This is one of the few times in which your radar could steer
you wrong. After the second segment of the mission, your
radar will point toward the Rebel base’s shield generator and
not toward the approaching threats. If you follow these instruc-
tions, however, you should be able to keep the Imperials at bay
long enough for the Rebel fleet to escape into hyperspace.

o B

DESTROY PROBE DROIDS

As soon as the stage begins, accelerate and
follow your radar to a cluster of probe
droids. Accuracy is important on this mis-
sion, so fire at close range. When they're
all destroyed, follow your radar indicator
once again. You won't go very far before a
cinema scene will kick in. When the
screen returns to normal, you may find
yourself a little farther back than you were
when the cinema scene began, but don’t
worry about it.
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Follow your radar toward Rogue Ten's
downed speeder. After you cross a deep
crevasse, you'll see three AT-STs to your
left. Charge them one after the other,
saving the one nearest Rogue Ten for last.
If you have advanced blasters, you should
be able to take them all out on the first
pass. Once that’s done, General Rieekan
will cut in again, this time ordering you
to defend the shield generator. Turn to
the left and fly toward a gap between
two mountains.

DEFEND THE GENERATOR FROM IMPERIAL ATTACK

_ BATTLE OF HOTH

Once through the gap, you'll see two AT-
STs dead ahead. Take them out, then turn
to the left. You'll see two AT-ATs and two
AT-STs. Destroy both AT-ATs first, then the
AT-STs. If you face the shield generator,
there should be a hill to your right. Fly
over it to find another AT-AT and an AT-ST
in a narrow canyon. Destroy the AT-AT
and the AT-ST to end the mission.

In.the last segment of ‘the.mission, be sure ta take
out the AT-ATs first. When 70u destroy the AT-STs,
};’ll ~“Idave *sofe ‘wreekag’. behind*1f you
'destrﬂy the AT-STs ﬁrst, you’lFhave to wrap up the
~AT-ATs With your tow cable and dodge the wreckage

“at the same fime.

1GNORE THE TRI]UPEHS

Time is very short, so don’t waste: it goi ng': fter

the stormtroopers If you foll

>
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CHAPTER FIVE

.

5TAR WARS:! ROGUE SRUADRON IS NEARLY OVERFLOWING WITH HIGH-
FLYING GAME PLAY AND EYE-POPPING GRAPHICS, BUT THE DEVELOPERS
MANAGED TO SRUEEZE IN A FEW SECRETS FOR YOUR ENTERTAINMENT.

SECRET CODES

To unlock a secret feature in the game, enter one of the fol-
lowing codes on the Passcodes Screen. If you've entered a
code correctly, you'll hear R2-D2 blip and beep. All codes,
with the exception of TOUGHGUY, MAESTRO and
DIRECTOR, will reset when you shut off your game.

0PTIONS "),

40 - . PASSCODES
2 o

\CHICHE,

@ume ) (O DIRecToR )

This code increases the difficulty level of your game To view all of the game’s cut scenes, enter DIRECTOR,
temporarily. Enemies will be smarter and tougher than then return to the Options Menu. After selecting the
ever before. The Showroom Screen,
effects of the give a thumbs up
code will fade to the At The
when you turn off Movies Option to
your game, SO let the cinematic

don’t be shy about action roll.
trying it out.
Enter CHICKEN as your code to play a minigame that puts you By entering the code that describes Luke Skywalker before
at the controls of an AT-ST. You must destroy all Imperial forces he left his simple farm life to fight for the Rebellion, you'll
in a small area. Use : 1 transform  Luke

from a farmboy to
a cowboy and
give him access to
Han Solo’s inter-
galactic hot rod,
the  Millennium
Falcon, for select
missions.

the Control Stick to
move, press A to
increase speed and
press B to fire.
To move the walk-
er’s head only, hold
Z and use the
Control Stick.

| |_|Jf’ |
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e |
Izal: |
||
=5
{Z ]|
Z0|

110



(Q crennrs )

Using this code will start the credits sequence. You'll
be able to see the names of the fine folks behind Rogue
Squadron without havmg to play all the way through

T T the game. It will
not, however, acti-
vate an end cine-
ma scene.

& YOICE
:Voio Departnent Manag<r Tamhym Natio
Volco ProdKes B DIsK(s!. Dansg 0! el
§ Voice Bilor Coya
< Cavistant Veics Faler iy
Volio Prodxton Copistontor l‘»m m«usu

VDIC}Z CAST

K SKYWALKER  bob e
VKOGI Alﬂ l\lﬁ.’- Rabest 'Mkv
Olnda Ilnw

; HAH&OLV Bl R %
DACD\NIM(N Ihrlvmﬂmm 5
MADINE  Teury MO« t i
2 uommvua o A

(L tcwewe )

To live longer than a cat, or perhaps Yoda, punch in
IGIVEUP. Granting you unlimited lives, the code will
enable you to play each mission as recklessly as
an Ewok on a
speeder bike (and
without the hassle
of being embar-
rassingly furry!).

(L maestRo )

The Star Wars series is famous for its symphonic themes,
and many of them play throughout the game. To sample
the melodies, tune in to the Concert Hall on Option’s
Showroom Screen
after typing MAE-
STRO as vyour
passcode.

_HIDDEN SHIPS AND SECRET CODES

(Q naome )

Without the RADAR code, your ships’ radars won't
depict which blips are at low altitudes and which ones
are at high altitudes. With the code, you'll add depth per-

; ception to vyour
radar as targets
above your ship
will shine brighter
on your scope.

(@ nieovp )

To fly the ship that Kasan Moor once piloted, enter
TIEDUP after you've typed in FARMBOQY. On select mis-
sions, you'll be able to fly a TIE intercepter. To access it,
push Up on the
Control Stick when
youre on the
Millennium  Falcon
in the Hangar.

(& Toushsuy )

Outfitting your ships with all of the Imperial technology
power-ups, TOUGHGUY will save the upgrades to all
files on your Game Pak. To remove the Imperial tech-
nology from your
ships, you must
erase the file you
want purged of
upgrades.
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CHAPTER FIVE

THE ARMADA OF SHIPS AVAILABLE WHEN YOU START THE GAME IS5 IMPRES-
SIVE ENOUWGH, BUT ANY SFPACE COWBOY WORTH HIS SALT HAS ALWAYS
YEARNED TO JOCKEY THE MILLENNIUM FALCON. |IF YOU WANT A REAL
CHALLENGE, THOUGH, SLIP INTO A TIE INTERCEPTOR AND TAKE A TASTE
OF THE DARK SIDE.

Winning medals in the regular stages unlocks hidden stages, and win-
ning medals in the hidden stages unlocks hidden ships. Win bronze
medals in all the hidden stages to activate the Millennium Falcon and
earn all silver medals to activate the TIE interceptor. You can use these
ships in any of the regular stages except those that feature the speeder.

If you win all gold medals in the hidden stages, you [l be able to select oI 7 ?
any ship in any regular, non-speeder stage. iy Bé’gsﬂolvﬁl‘?mé}zﬂix:g”

(Q) MILLENNIM FALCON )

The Falcon is a hot rod, but it’s a big hot rod. If a mission calls
for precision flying in tight spaces, go for something smaller.
The Falcon’s blaster bolts offer an
auto-targeting feature that lets
you fly in one direction while
firing in another.

SELECT YOUR CRAFT

PRESS @ FOR CRAFY I[“I PIIOX

MILLENNIUN FALCON

SECONDARY WEAPOR: SEEKER TORPESOES

SELECT U CAAFT (@ T TEReEpTOR )

FOR CRAFT DESCRIPIION

The TIE interceptor is one of the fastest starfighters in the galaxy,
and its quad lasers pack quite a punch. It has no shields, so it
doesn’'t seem particularly suited
to many of Rogue Squadron’s
extended combat missions. If it's
challenge you crave, however, you

TIE INTERCEPIOR: should give this deadly beauty a try.

SICOXDARY WEAPOK: KONE

/Wl/l/lﬁ’lf 6’1%‘7' \ @ i )

This option gives you the freedom to choose any ship in almost
all of the regular stages. It isn’t available for the speeder missions

'HH“Y WIAPOX: .
BEFERSE: ADYANCED SRITLD because most ShIpS lack tow
X cables and would take too long to
destroy any AT-ATs. AT-ATs are
vulnerable to blasters, but it would

o5 ¢ k h i
4”51/5// AT Mos\ [/Sl[y ! take over 100 shots to bring one

PRESS @ FOX LEVEL DESCRIPTION | dOWn.
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When playmg hIS favorlte Nlntendo games, even a brash young

farm boy from Tatgoine could use extra help from something -
besides the Force. He could subscribe to Nintendo Power magazine
and he/d receive a full year's worth of the best gam-

for only $19.95*
ing magazine on Earth (maybe even on Tatooine). You can do the
'same! Just pick up the nearest telephone and dial 1-800-255- 3700. Be

sure to ask for offer #4068 and we’ll send you a Star Wars: Rogue
m ASK Fﬂﬂ UFFER #4068 Mlll GET A FREE ROGUE -
SUUADRI]N T-SHIRT. WITH \‘llllﬂ PAID SUBSBRI’PTIBN

Squadron T-shlrt

uluul
15 allow 4-6 waeks for ¢ 1y, Merthandiseolter good while”
supplies Jast VISA or Master¢ard uupu «with plnuu Ondlers only
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Stnke back at the Empire with the help of Nmtendo
Power's official Star Wars’: Rogue Squadron™ Player's
Guide. Written with help from insiders at LucasArts and
lucnsfllm the Rogue Squadron Player's Guide comes
' straight from the pros ot Nintendo and #2%5

 flies straight into the Empire. Learn the most devustutmg
| dogfighting strategies, most efficient flight paths and best
sharpshooting tactics to keep the Rebellion strong.

—

“BRIEFING

OVER 20 3-D CcOLOR
MAPS CHARTING THE ‘
EMPIRE’S EVERY MOVE

SECRET PASSCODES REVEALING
BONUS LEVELS AND HIDDEN SHIPS

STRATEGIES FOR SCORING GOLD MEDALS |

{’loi)ina[uﬁ\{ )

AND ELUSIVE IMPERIAL I5CIWER'I.JF'S

0

-

DETAILED DIAGRAMS FOR A BEHIND-THE- a
>

SBENES LOOK AT THE STAR WARS VEHICLES :
"

(U.S. $11/CANADA $15.50 !z
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