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WARNING: PLEARSE RERAD
BEFORE INSTALLING
OR USING THE SOFTWARE

PHOTOSENSITIVE SEIZURES

A very small percentage of people may possibly experience a seizure
when exposed to certain light patterns, flashing lights or other visual
images that appear in computer software games. [f you, or anyone in
your family, have an epileptic condition, consult your physician before
installing or using the software. Even people who have no history of
seizures or epilepsy may have an undiagnosed condition that can
possibly cause a seizure while viewing a computer software game.
Reported seizures may have a variety of symptoms, including
lightheadedness, altered vision, eye or face twitching, nausea,
headaches, jerking or shaking of arms and legs, disorientation,
confusion, or any involuntary movement or convulsions.

If you experience any of these symptoms, IMMEDIATELY STOP PLAYING
AND CONSULT A DOCTOR. Parents or guardians should watch for or
ask their children if they are having any of the above symptoms -
children and teenagers are reportedly more likely than adults to
experience seizures from viewing computer software games.

INTERNET CONNECTION

AND SYSTEM REQUIREMENTS

Notice: You will need to obtain an Internet connection (through a
computer meeting the minimum system requirements) in order to play
the game associated with this software. If you do not use an Internet
connection, you cannot play the game. Such Internet connection may
require additional fees. You will also need a valid credit card or a paid
game card (if available) to play the game. Additional recurring fees
required to play this game.
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INSTALLATION

To install Star Wars Republic Commando’; insert the Install Disc into
your CD-ROM drive. If you have Autorun enabled, the game’s Launcher
will appear. Click the Install button to install the game onto your
computer. If your computer does not have Autorun enabled, open My
Computer from your Windows desktop and double click on the CD-ROM
drive showing the StarWars Republic Commando’; icon. Double click on

SQUAD CONTROLS
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the program icon to start installing the program. Once started, a series
of onscreen instructions will guide you through the rest of the
installation procedure. If you experience problems with the installation,
click Help on the game’s launcher screen, and then click View Trouble-
shooting Guide. NOTE: We recommend turning off all background
applications and virus scanners before beginning installation.
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»-*'miding ina gunship(amongst the chaos, fire and smoke bloomi

I =
The hot, quick puffs of breath inside your helmet become indisti
distant thumps of the AT-TEs walking above on the surface.

uishable from the

S ago you were
the sky, blaster
fire spraying up geonosis like fountains of coloured light..For mest of your clone
brothers, the su battle was the objective, but you»‘_:; clone commando. You
are now in your element. The walls of the cavern tremble, and orange-red dust floats
down from the ceiling, sprinkling the shoulder plates of your suit. You check the clip
of your DC-17m maoadifiable blaster rifle, and give it a good slap to make sure it's set.
The dull sound echoes and is followed by a faint chittering--an insect-like sound. You
look back and signal your squadmates to hold back and let you remain on point.
They're anxious to get into combat, but the tunnel ahead opens into a chamber, and
you can't see what's there. You're not only the leader, but also the most skilled in
close quarter confrontations. You step into the chamber as the insect sounds rise

to a drowning charus, and skeletakshapgs.oom,o

———

ut of the shadows...
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maAin menu

OPTIONS
Game

Allows you to adjust mouse sensitivity;
HUD, toggle prompt text, adjust difficulty;’

tactical visor mode.
Sound

Here you can adjust various sound settings.

Graphics

Here you can adjust graphics settings for better detail or pe

Controls

This option allows complete customisation of all keys.

PROFILES

Create, delete or switch between different profiles.

EXTRAS

TRANSMISSION

NEW GAME
Launch a new campaign against the
Separatists.

LOAD GAME
Load the game from any previous saves.

CAMPAIGN MAP
Select this to see all completed missions

azd&fe!ay f them if desired.

MULTIPLAYER
Select to ac various multiplayer modes.

For more inft 5ee page 12.

mouse, togg e helmet
ioggle auto 099
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PENETRA
GAMmMeEe sSCReen

1 TARGETING RETICLE: When the reticle
is aimed at a friendly, it will turn green,
and when aimed at an enemy it will turn
red. When aimed at an object that can be

interacted with, it will change into a
context symbol.

2 MESSAGE: Pops up giving instructions
for how to perform actions or objectives.

3 SHIELD: Your personal shield absorbs
damage and recharges over time.

4 HEALTH: If you take damage while the
shield is depleted, your health will
decrease, and change from green to red.
Health can be replenished by using Bacta
stations [see page 101.

TOTALAAMMO IN WEAPON: The

displayed on the weapon indicates your total ammo for that weapon.
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6 AMMO IN CLIP: The coloured light bar depletes as you use ammo, to give a quick-
glance reference to ammo remaining in the current clip.

7 DETONATOR: The symbol indicates what type of detonator you have equipped,
and the number above it is how many you have left.

8 SQUAD ICONS: These icons represent the status of each squadmate. The
number on top designates their clone identification number. The coloured circle
indicates their health state: Green for healthy, yellow or orange for damaged, and
red for incapacitated. A small arrow rotates around the coloured circle, indicating
what direction each squad member is in relation to you. The border around the icon
will highlight if you point your reticle at a squadmate to help you keep track of where
each member is. The corners of the icon will flash whenever a member is talking.
The icon also displays a symbol depending on the action a squad member is
performing, such as a Manoeuvre or healing.

9 TACTICAL MODE INDICATOR: This rotating icon indicates that Tactical Visor
Mode is active.

10 TACTICAL COLOUR INDICATORS: When you aim at a sguad member theL bari l

change to his colour to give a quick reference for who ’y'iar‘e looking at.
11 SQUAD POSITION INDICATORS: - If a squad member'is not visible to you; t,g

indicators appear to show if they are located to your Ieyt_ﬂrr‘lght ‘f;' w

PAUSE SCREEN

following options:

QUICK SAVE: Creates a quick save file,
separate from Auto-saves or manual
saves. There is only one Quick Save file,
so use the Save Game option to save in
multiple slots. Pressing F5 also performs
Quick Save.

SAVE GAME=E]
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Press ESC to pause. Here you hamAmEs [F KE\.(:i :
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SECURE T

QUICK LOAD: Loads a quick save file. Pressing F9 also performs Quick Load.
RESUME GAME: Exit pause mode.
TART LEVEL: Start the current level from the beginning.

SAVE GAME: Save the game to a slot. Multiple saves can be created.
LOAD GAME: Load any type of saved game.

OPTIONS: Access all options available from the main menu.

END MISSION: End the mission and return to the main menu.

QUIT PROGRAM: Quits game completely.
-

{Press & o crigatE
{OBOR BREACH MANELVER

SQUAD CcommAnNDS
The key to a clope commandg’s success is
tight suad COQ dination. Although you are

MARKER HOLOGRAM

Certain positions are marked with clone .commando holograms. If you point at one
of these markers and presmthe appropriate memberls! will take up
position there and perform a special task. For example, you may need Scorch to set
up demolitions on a target, or the entire squad to perform a door breach
manoeuvre. Text will appear at the top of the screen explaining what action will be
performed at the marker. When a member is performing an action, his squad icon
will change to represent the action, and a timer will appear above the icon if the
action requires time to per'form

NOTE: You can activate , manoeuvres yourself by standing near the object,
pointing at it [ awexenits generally safer and more
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ENGAGE TARGET [F KEY] SQUAD AND PLAY LTH

When aiming at an enemy, press the F key to tell all squad members to concentrate You and your squad are not dead until the entire p is downed. You may revive
fire on that target. Once a target is engaged, its remaining health will display. The your downed squadmates by standing near thém and painting at them while holding
enemy will also show up as a red “ghost” image through solid abjects, so you can down the USE key. Aiming at a downed squadmate and tapping the USE key from
track their movements even behind cover. afar orders squad members tp:"evive_ each ather.

you are incapacitated yourself, you will have menu options te order them to come
vive you as well. If not in mthey will come to your aid automatically. They

SEARCH AND DESTROY [F1 KEY]

Command the squad to move aggressively toward objectives, attacking all enemiesa. .
along the way. The squad members.will stop and wait if they get too far ahead
you. If you activate a manoeuvre, one or more of the squad members will follow that )
newly issued command while the rest will stay in Search and Destroy mode. This "\Kﬂl

your second chance at s so keep the Ithy at all costs.

a nearby bacta dispenser and step close and hold down the USE key to
arge your-health der a squadmate to do the same while standing at a
stance and tapping the USE key as you would with other Manoeuvres.

:'Squad members do many things on their own. They will not only revive each
FORM-UP [F2 KEY] athe %ﬁ atlcany if not engaged in combat, they will also seek aut bacta stations
and precharge their healthl. Watch their squad icons to see what they are up to.

behaviour is also the default if you have not given previous comifrands. ,

Command all squad members who have not been assigned to a marker to
immediately come to you and form-up behind you. They will follow with you on point
until given further orders.

VISOR MODES

Each commando is outfltted W|th a visor that alds in assessmg combat situations

SECURE AREA [F3 KEY]
Command the squad to move/fight to where your reticle is aimed. A circular symbol
appears near the desired area. The squad will stay in that area until you |ssue
another command.

CANCEL VMIANOEUVRE Fa K
Cancels all assigned manoeuvres, making squa,d :
NOTE: The squad will automatically-leave Manoeuvre po
that Manoeuvre is no longer needed for the sitlation.

nmands.
ithaut your order if

are off s reen. A white shimmer
is items that cah bg.pick

reticle is pointed
. appears to draw your
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CKk manceuvig ® T T seARCH AND D
LOWEIGHT MODE to the base after a short period of time if '
Switching to low light mode can help you an opposing member does not pick it up.
see in darker areas, however tactical Each capture scores a point. The team
visor elements are deactivated. with the maost points at the end of the time
X limit, or the team that reaches the kil limit
SAVING g first, wins. This mode requires at least
The game creates auto-saves when you two players before the match. can begin.
reach certain areas within a level. You can ASSAULT: Each round consists ofyone

also - the oxme at_any_time by team attacking while the other defends,
- performmg a Quick Save [F5 key] Ol by_ p and then the defenders get a chance to

going to the.pause screen and using one , attack. The att begln with a flag in
Ofiese optioas: their base in their object i

QUICK SAVE: Creates a quick save file, separate from Auto-saves or manual saves. ~flag into the o
There is only one Quick Save file, so use the ﬁve Game option to save in multiple . es two points: ! must
slots. Pressing F5 also performs QuickSave. = vent_the att; from bringing the
- inside their base. Iré the ﬂag is
pped, it automa.[iacallly turns to the
. I-Tfackers base -after a short period of
time. If the defenders managed to prevent
"‘attace‘;r‘s from burning. the flag into their base for the entire time limit, they
e one paint.. Both teams get to attack in a round, with the winner determined
afer all rounds are completed This mode requires at least two players before the
tch can begin. — S

MULTIPLAYER GAIN

There are four game types availabl

.

LTIPLAYER MENU
h re setral tions available when selecting Multiplayer from the Main Menu.

.- ‘ : , /II\ITEI‘-INET
CAPTURE THE FLAG: The object is to grab the flag from the opposing team's base :

and return it to your team’s base. For a capture to count, your team'’s flag must be
in your base. If a team'’s flag is dropped on the ground, a member-ef.that tearfﬁ!ﬂ'[sz__
touch it to instantly send it back to tWI@WIMIfauwmatmally return

te Game

s allows you to hostgyour own game and alsn ustomise the following settings:
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Game Type: Choose from the four game types.
Server Name: Create your own name for the server.

Map List: All maps are selected by default. This means that after each match is
completed, the next map in a list will be played. Maps can be removed from the
Selected list, in which case they will showup in the Available list.

Settings: Allows you to adjust various settings depending'on the game type:
Time Limit: Set the time length of the mateh.

Score Limit: The first player or team to reach this score automatically wins.
Maximum Players: Limit the number of players that can enter the game.
Game Speed: The speed of the action can be sped up or slowed down. \
Respawn Delay: How long a player must wait to respawn after being killed

Dedicated Server: Toggle this on to run in dedicated server mode. The maximum
number of players is increased when running a dedlcal;ed server, although the

host cannat play at the same time. R .’

Friendly Fire: In team games, friendly fire can be set tcrno damage or a percent-
age of normal damage.

Auto-balance Teams: Turning this on forces players to ]0|n the team with fewer
numbers.

Rounds Per Map [Assault Onlyl: Set the number of rounds in an Assault match.

Time Per Round [Assault Onlyl: Set the time limit that the attacking team has to
bring their flag into the opponents’ base.

3§ .
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Join Game 2

1 SERVER LIST: Click on the categories at
the top to sort the list of serverz.

2 KEY: Displays Friendly Fire and
Dedicated sett;h\gs for the selected server. If
Friendly Fire is enabled, the percentage of
damage is.displayed under Value. Also
under Value, a~0 is displayed for non-
dedicated servers, and-a 1 is displayed for
dedicated servers.

v
AME 5:a== BEATHS PING

o e

3 PLAYER LIST: Shows names and stats of players currently on the selected server.

4 REFRESH: Click this to refresh the Server List and Player List.

VALUE

5 SPECTATE: Click on this to join a gamg as a “ghost,” aIlowmg you to fly around the
arena and observe the game.

4

/
6 JOIN: Select a server from the list and click on this to join. You can then choose
to spectate, choose a team,.or-allow the game to auto select a team for you.

FILTER: when connecting through the Internet, this option appears in the lower left
corner-of the screen. Clicking on this takes you to the filters screen, which allows
you to only show games based on the following criteria:

SHOW FULL SERVERS: Toggle this to display servers that are already at the
maximum number of players.

SHOW EMPTY SERVERS: Toggle this to display servers that have no players.

SHBW ONLY DEDICATED SERVERS: Toggle this to display only servers that are
running in dedicated mode [which allows a higher maximum number of players].

ALLOW FRIENDLY FIRE: Toggle this to only show servers with or without Friendly
Fire enabled.

GAME TYPE: Toggle this to only sb,pw §er‘vars of a particular game type.




CONNECTTO IP
If you know the IP address of a specific server, you can enter it here to join directly.

CUSTOMISE

Select this to customise the look of your character in all multiplayer games. You can
customise one look for a Commando, and one look for a Trandoshan. \When joining
multiplayer games one of the two looks will be used depending on the team yau join.
To save a look, click on Apply.

PROFILES
Select this to access all saved profiles.

|
s,

.

are TO INFILT

MULTIPLAYER PAUSE SCREeENn
RETURN TO GAME: Unpause.

ENTER SPECTATOR: Turns you into a
“ghost,” allowing you to fly around the arena
and observe the game. However, in a
Deathmatch game, a kill will be subtracted
from your score when you return.

OPTIONS: Access various game options.
DISCONNECT: Leave the match.

+
Wmmmmmmh

QUIT PROGRAM: Exit the game.

NOTE: You may also toggle spectator mode by pressing the F8 key at any time in a
multiplayer match.




WERAPONS
The standard issue weaponry for all Republic Commandos is the DC-17m
Modifiable Blaster Rifle. The rifle is a special model based on one of the finest
mass-produced weapons in the civilised sectors of the galaxy, the DC-15 clone
trooper rifle. The Republic took core elements of the DC-15 and adapted it to allow
for in-combat adaptability.

RIFLE ADAPTABILITY

Republic Commandos are flexible, adaptable, forward thinking, modular, and
dynamic. They are able to accomplish many different tasks and are trained to
succeed in almost any situation. This mentality is carried into their equipment as
well. Weapons are no different. Just as the Commando himself must be able to
adapt quickly, so must his weapon. Rather than equipping him with multiple pieces
of bulky hardware, his standard issue weapon has been modified and updated to
allow a number of attachments.

C-17m Modifiable Blaster Rifle

The standard issue rifle-class weapon for the Commando
division of the Republic Army is as versatile as it is powerful;
this weapon provides the edge the Commandos need to
‘overcome their enemies.

Sniper Attachment

This attachment, complete with scope, will turn the DC-17m
into a long-range stealth weapon. Zooming into the target
and firing will take out most targets in one shot. The e
projectiles for this mode are primarily energy-based, but =
they also have a metallic core for each bullet which provides
an almost instantaneous travel time in a straight line. This \ /
attachment allows for long range combat, but is slow to fire

and carries a limited clip for the metal cores, so occasional

reloads are necessary.

Anti-Armour Attachment

This single shot attachmen : [ arheﬁd,that is
intended for use again Ped units. Each shot expends
the attachment and another’ must be added. A-Gemmando

can only carry a very limited quantity of these due to their
size. They can be used an infantry, but are less effective in
that situation.
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DETONATORS

Thermal Detonator

Standard thrown explosive. Once thrown, the detonator will explode after a small
amount of time. There is also a chance that it will explode on contact. Concussive
area effect.

EC Detonator

The skill mechanic for the EC (Electro-static charge) detonator is the same as the
Thermal, but the ECD shock that is expended produces an area effect that affects
all electronic entities in the area. Highly effective against droids.

Sonic Detonator

The Geonosians developed this biotech detonator. It can stick to surfaces. It is triggered
on proximity once deployed. It has a fairﬁar‘g’e area effect. Sonies do have a limited
life span, however, and will explode after a small amounﬂ

-

Flashbug Detonator 0
These detonators blind biological enemies anitun them 80 the squad can finish
L ) . v ~

the job. 4

MELEE ATTACK 0y

All Commandos have an extending blade attached to one forearm-of the suit. Press
the E key to perform a quick stab with the blagdes\\Vhile you.must be extremely
close, it usually results in instant death for the t ; y weapons can also

be used as a melee “club.”

adipeinied
k=" cia
= s 3

! engagements, it=ean=cut through-personal shields, but is fot
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DESTROY SUPPLY !‘ /

SECONDARY WEAPONS
In addition to the DC-17m Secondary \Weapo
only carry one Secondary \Weapon at a time. a new one replaces the last.
Run over a weapon of the same type you are alfeady carrying to replenish ammo.
Here are just a few of the weap@fs you may find:

found on the field. You may

DC-15s Side Arm Blaster 5

The BlasTech-DC-15s Side -Arm Blasten, is
Commando’s standard issue secondary:sides
for close quarter combat Situations or when
the Self-Charging Dynamic Energy Cell keeps the DC-15s
constantly recharged at a slow but steady '
weapon at all tifmes. e

Accelerated Charg Pgaﬁ”ﬁle epeater Gun

Specially ma fac red | “Arakyd Industries, the ACP
Repeater Gun is' the stendard weapBinfof the Trandoshan
Mercenary group. Used for medium_to short distance

especially effective against droids.
iee H‘aster 4

&tbr "W@Wﬁmnma
Waokiee crafters individually manufactire each*Beweaster.and
no two Bowcasters are exactly alike: However, -ammunition
clips are all uniform and interchangeable?ef&n different
Bowcasters. A scope on the Bowcaster allows’it te:be a sniper
gun that features a disintegrating, energy-sheathed, physical
bolt that can impale targets at great distances. Tﬁr?y'ounds
are necessary to enable this impaler bolt. % N




GEONQSIANS
The Geonosians have an intricate colonial
hive and a caste-based social system.
The Warrior and Elite caste members
protect the hive from intruders and will
swarm and kill anything that comes into
their lair. They rule with savage authority
while the rest of the masses labour in
immense industrial operations. Known
throughout the galaxy for their grim
excellence in design and production, the
Geonosians manufacture battle droids
and related units.

HANS

oshans are a reptilian, warlike
es that have a practice of enslaving
ookiees. They value the act of hunting
and incoﬁ‘por‘ate hunting rituals into
almost evé_ry.faspect of their lives. There
are several classes of Trandoshans that
typically raid Kashyyyk, for slaving and
pirate raids on space vessels.

THE TRADE FEDERATION
The Trade Federation is the lynchpin
organisation of the Separatist Movement.
Their wealthy war chests allow them to
build endless armies of battle droids.
With the help of the Geonosian industrial
machine, the Trade Federation supplies
the Separatists with battle drojds
battle droids, droidekas
spider droids, and the dre
MagnaGuards.

J
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GLOBAL CUSTOMER SUPPORT

CUSTOMER AND TECHNICAL

SUPPORT IN NORTH AMERICA

LucasArts has set up a variety of services to provide you with information regarding our programs,
hints, gameplay assistance, and technical support.

WHERE TO FIND US ONLINE

You can visit the LucasArts Web site at www.lucasarts.com. From there you can access the Support
area where you will have the option to receive online technical support through Yoda's Help Desk,
browse technical documents, or leave a message for an online representative.The Support section of
the LucasArts Web site also features community based Technical Support Forums where you can find
the latest game support information, discuss technical issues and obtain assistance from other users.

YODA'S HELP DESK

We are proud to feature Yoda's Help Desk, an interactive knowledge base, which is available in the
Support section of the LucasArts \Web site at http://support.lucasarts.com. Yoda's Help Desk offers
solutions to technical issues based on information you provide. Visitors to Yoda's Help Desk will be
able to receive technical support 24 hours a day, seven days a week. If Yoda's Help Desk is unable to
provide you with a solution to your problem, you will be given the option to submit an e-mail message
to an online representative.

TECHNICAL SUPPORT

When contacting Technical Support via e-mail, please have the following information available:
computer brand and model, processor type and speed, video card, sound card, CD-ROM/ DVD-ROM
drive brand and model, and amount of RAM. Also, make sure to include the title and version of the
game, and a detailed description of the problem.

TECHNICAL SUPPORT MAILING ADDRESS
LucasArts, a division of Lucasfilm Ltd.

P.0. Box 29908

San Francisco, CA 94129

Attn.: Product Support

LUCASARTS COVIPANY STORE
You can also visit our secure online store at http://store.lucasarts.com. The Company Store offers a
complete selection of LucasArts games, hint books and logo gear.

CUSTOMER AND TECHNICAL

SUPPORT IN EUROPE

Online Services with Activision Forums, E-Mail and File Library Support \We advise for cost efficiency
that you use our online web support.

WEB SUPPORT

http://www.activision.com/support

Our support section of the web has the mast up-to-date information available. We update the support
pages daily so please check here first for any solutions that you require. This service is available 24
hours a day, 7 days a week and offers a fully comprehensive list of known issues as well as providing
the latest updates/patches.

EMAIL SUPPORT

If you require email support on a specific issue not covered by our website, please contact:
support@activision.co.uk

NOTE: Internet/e-mail support is handled in English only.

PHONE SUPPORT

For any other issues not covered by our web or email support, you can contact Activision's phone
support in the UK on + 44 (01870 241 2148 between the hours of 8.00am and 7.00pm (UK time)
Monday to Friday with the exception of holidays. Local rates apply. Your calls may be monitored

NOTE: Please do not contact Customer Support for hints/codes/cheats; only technical issues.

CUSTOMER AND TECHNICAL
SUPPORT IN AUSTRALIA

CUSTOMER AND TECHNICAL SUPPORT
Online Services with Activision Forums, E-Mail and File Library Support
\We advise for cost efficiency that you use our online web support.

WEB SUPPORT

http://www.activision.com/support

Our support section of the web has the most up-to-date information available. \We update the support
pages daily so please check here first for any solutions that you require. This service is available 24
hours a day, 7 days a week and offers a fully comprehensive list of known issues as well as providing
the latest updates/patches. For all other issues not listed at http://www.activision.com/support
Please email lucasarts@activision.com.au

TECHNICAL SUPPORT IN AUSTRALIA
In Australia, for Technical Support, Hints and Tips, please call 1902 263 555. Calls are charged at
$2.48 (inc.GST) per minute. In NZ for Technical Support, please call 0800 160 110.

E-REG FOR AUSTRALIAN CUSTOMERS

Do you want to receive news on new games and special offers for Activision customers? Register On-
line at http://ereg.activision.com.au Complete the registration form & help us keep you informed about
Activision games. You will be notified of upcoming releases & special offers. Note: Activision Asia-Pacific
is committed to safeguarding the privacy of information entrusted to it. Accordingly, Activision complies
with all relevant legislation concerning the collection, use, security and disclosure of personal
information. For Technical Support and Customer Service in areas not listed, please contact your local
distributor or Activision via online. (Please note the online support is available in English only).
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