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SECTION |I: GETTING STARTED

Thank you for purchasing the Star Wars™ Galactic Battlegrounds™: Clone
Campaigns™ Expansion Pack for Star Wars™ Galactic Battlegrounds™ Clone
Campaigns brings the world of Star Wars: Episode Il Attack of the Clones to Star
Wars Galactic Battlegrounds, allowing for even more epic battles,

This manual assumes that you are already familiar with Star Wars Galactic
Battlegrounds and specifically explains only the new features of Clone Campaigns.
For more information on Star Wars Galactic Battlegrounds and how to play, please
refer to the game’s original- manual. If you need a refresher, you may also revisit
Attichitcuk’s campaign by clicking on Basic Training on the Main Menu.

SPOILER WARNING

Please note that Star Wars Galactic Battlegrounds: Clone Campaigns is closely
based on the characters, settings, and events seen in the film Star Wars: Episode Il
Attack of the Clones. However, you needn't necessarily be familiar with the film in
order to enjoy Clone Campaigns.

INSTALLING CLONE CAMPAIGNS

You must have Star Wars Galactic Battlegrounds installed on your hard drive
before you can install Star Wars Galactic Battlegrounds: Clone Campaigns. Insert
the Clone Campaigns CD into your CD-ROM or DVD-ROM drive and follow the on-
screen instructions. If the setup process does not begin automatically, please double-
click en "My Computer™ on your desktop then double-click the icon of your CD-ROM
drive. Then double=click on the GBXpack.exe file in the root directory on the CD. If
you experience any other problems, please consult the Readme file on the €D.

WHAT'S NEW

Clone Campaigns introduces the following exciting enhancements and new features
to Star Wars Galactic Battlegrounds:

CIVILISATIONS

Take command of the Galactic Republic or the Confederacy of Independent Systems.
These new civilisations can be pitted against or join forces with any of the original
six civilisations found in Star Wars Galactic Battlegrounds: the Galactic Empire, the
Gungans, the Rebel Alliance, the Royal Naboo, the Trade Federation, and the
Waookiees. For more information about the new civilisations’ uinits and technologies,
refer to Sections Il and IV on pages 9 and 10. For information about their specific
strengths and weaknesses, refer to the Appendix on page 13. For detailed
background on these civilisations, click DataBank on the Main Menu of the game.

UNITS
A-wings, Air Cruisers, controllable Predators, Geonosian Warriors, Jedi Starfighters, Power
Droids, and more. For more information on each of these, refer to Section lll on page 9.

TECHNOLOGIES

A-wing Research, Air Cruiser Boost, Confederacy Alliance, Droid Upgrades, Efficient
Buildings, Superconducting Shields, Strengthened Assembly, Strengthened Super-
structure, Galactic Senate Hub, Geonosian Diligence, Geonosian Engineers, Kaminoan
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Cloners, Kaminoan Refit, Power Core ghielding, Sight Beyond Sight, and Upg raded Med
Draids and mare. For infarmation on these new technologies, see Section IV on page 10.

CAMPAIGNS

Join General Sev'Rance Tann in a campaign involving the Confederacy of Independent
Systems, or General Echuu Shen-lon in the battle for the Galactic Republic in two
new interconnected campaigns. You must complete the Confederacy campaign
before you may attempt the Republic campaign. :

TEANM BONUSES

Each of the eight civilisations now has its own unigue team bonus that applies when
it is allied with another civilisation. For more information on team bonuses, refer to
page 7 or the Appendix on page 13.

FORTRESS BONUSES

The Fortress for each of the eight civilisations now has its own unique bonus,
depending on the civilisation. To see a list of the Fortress bonuses by civilisation, please
refer to either page 7 or the Appendix on page 13.

STAR WARS LOCALES

Conduct battles on newly added Star Wars battlegrounds, such as the resource-rich
moon Aereen, snowy Eredenn, the inhospitable Geonosis, Tatooine’s trade city Mos
Espa, and the voleanic world of Sarapin, For more information on these, please refer
to either page 8, or to the updated DataBank within the game.

INCREASED POPULATION LIMIT .

You may now set standard games and multiplayer games to have a maximum
population limit of 225 or 250, raised from 200 in Star Wars Galactic
Battlegrounds. This enables you to field much larger armies than before.

INDIGENOUS ANIMALS

Be on the lookout for wildlife including the Vaapad, the Orray, the Massiff, the Nexu,
the Reek, the Acklay, and the Sarlacc. Beware, for not all of these are docilel The Con-
federacy may train Reeks, Nexus, and Acklays at its Animal Nurseries for use in combat.

“BLIND RANDOM" MAP OPTION
With this option enabled before a multiplayer match, players will not know the
location of the battle until the match begins.

IMPROVED SPACE COMBAT
Space maps start each player with one Air Transport, allowing for early attacks,
although the Air Transport is slow=moving until Tech-Level 3.

MUSIC
Clone Campaigns features an expanded musical score, with pieces taken from Star
Wars: Episode I,

EXPANDED DATABANK
Learn all about the places and personalities of Clone Campaigns and Star Wars:
Episode Il in the newly expanded DataBank, accessed from the game's Main Menu.

EXPANDED SCENARIO EDITOR

Now you can build your own custom maps with all-new volcanic terrain features like
black ash, lava pools, and lava rivers; new landmarks like Jabba’s palace and the
dreaded Sarlacc pit; and new vehicles like sand skiffs, the Outrider, and Virago.
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Important Notice: Your use of the Scenario Editor is subject to the software license 1o
which yoti agree by using the software, induding, without limitation, all-terms and
conditions pertaining to the use of the Scenario Editor. Among other things, you are entitled
fo create scenarios and custom campaigns for personal recreational use. or-for free
distribution. You are not permitted to sell or commercially distribute any product of the
Scenario Editor; including, without limitation, any scenarios and/or custom campaigns. —

PLAY 5TAR WARS GALACTIC BATTLEGROUNDS

WITH THESE ENHANCEMENTS :

You can revisit the original campaigns of Star Wars Galactic Battlegrounds yet
retain access to the new units, technologies, team bonuses, fortress bonuses, and
other gameplay enhancements found in Clone Campaigns.

STAR WARS GALACTIC
BATTLEGROUNDS CHANGES

Clone Campaigns includes a number of enhancements and modifications to the
original Star Wars Galactic Battlegrounds civilisations, units, and technologies:

UnNIT CHANGES

ADVANCED FIGHTERS: Advanced Fighters now do less damage to Anti-Air Destroyers
-and Anti-Air Mohiles.

ADVANCED MOUNTED TROOPERS: They move faster and gain additional DuraArmor.
ANTI-AIR MOBILES: Anti-Air Mobiles are cheaper and build time is reduced.
ANTI-AIR TROOPERS: Anti-Air Troopers/Heavy Anti-Air Troopers move faster
ARTILLERY: Artillery and Heavy Artillery cause less damage to Mechs.

CARGO HOVERCRAFT: These are now cheaper and faster to produce

BOMBER AIRCRAFT: All Bomber units-have had their build times reduced.

BOUNTY HUNTERS: They now do less damage versus Jedi.

DESTROYERS DROIDS: Destroyers Droids do less damage against buildings.
FIGHTER AIRCRAFT: All Fighters now deal less damage to Assault Mechs.
FIGHTERS: Fighters do less damage to workers.

GALACTIC EMPIRE AIR: Galactic Empire air units now cost 5 percent less than other
civs' and now build at normal speed.

GALACTIC EMPIRE TROOPER RECRUIT: Their attack rating has been raised.
GRENADE TROOPERS: Grenade Troopers do more damage to Heavy Weapons.
JEDI/SITH MASTERS: They now automatically regenerate their health at a steady
rate, as well as having additional hit points.

MEDICS: They are now built faster and have additional hit points.

MOUNTED TROOPERS: They now cause more damage to Turrets and Walls, have
more Armour, and are more effective against Jedi/Sith units—particularly against
JedifSith Knights and Jedi Padawans/Sith Apprentices. However, Mounted Troopers
are now less effective against Assault Mechs.
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PROBOT: The Galactic Empire Probot has increased line of sight, speed,-and reduced build time.

ROYAL CRUSADERS: The Royal Naboo's unigue units now move faster, are cheaper to
produce, and cause more damage to Turrets and Walls.

SEA TRANSPORTS: Sea transports carry 10 units by default.
— SHIELD GENERATORS: The Heavy Fambaa Shield Generator is faster.
- SPACE MAP AIR TRANSPORTS: In space, Air Transports move more slowly in Tech Levels

1and 2.
STRIKE MECHS: Strike Mechs now do more damage fo workers.
UTILITY TRAWLERS: Utility Trawlers cost less.

TECHNOLODGY CHANGES

The following technologies have changed in the following ways since Star Wars Galactic
Battlegrounds:

ADVANCED FLIGHT SCHOOL: Now increases fighter and bomber line of sight by +1 and
costs less to research.

ADVANCED SCANNING: Now increases the line of sight of all ships by +2 and costs less
to research.

BERSERKER JETPACKS: The Wookiees' unigque technology now costs less to research.
DEXTERITY: The research time for this ability has been decreased.
EFFICIENT MANUFACTURING: Wookiees lose the Efficient Manufacturing tech upgrade:

FLIGHT SCHOOL: Now increases fighter and bomber line of sight by +1 and costs less to
research.

- FOREST VISION: The Wookiee unigue tech, Forest Vision, costs more and-adds only +1
range to Heavy Weapons instead of +2.

~ HEAVY-DUTY CARBON EXTRACTOR: The Trade Federation now has the opportunity to
—research this technology.

HEAVY MOUNTED TROOPER/ADVANCED MOUNTED TROOPER: Both research upgrades
for Mounted Trooper units are now cheaper.

JEDI/SITH AGILITY: This Jedi/Sith ability is now cheaper to research.
JEDI/SITH CONCENTRATION: This Jedi/Sith ability is now cheaper to research.
JEDI/SITH MEDITATION: This Jedi/Sith ability is now cheaper to research.
JEDI/SITH MIND TRICK: This Jedi/Sith ability is now cheaper to research.
JEDI/SITH PERCEPTION: This Jedi/Sith ability is now cheaper to research.
LIGHTER ARMOUR: The research time for this technology was decreased.

NEIMOIDIAN ENDORSEMENT: The Trade Federation’'s unigue tech, Neimoidian
Endorsement, costs less.

SHIELDING: This Royal Naboo technology has been removed, but now, the Royal Naboo's
Elite Royal Crusader units gain shielding automatically when upgraded from standard
Royal Crusaders:
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SHIP UPGRADES: The following ship upgrades are cheaper: Heavy Anti-Air Destroyer,
Advanced Cruiser, Heavy Destroyer, Redoubled Efforts and Advanced Propulsion.

TAXATION: The research time for this technology was decreased.

TOUGHER ARMOUR: The Rebel Alliance’s unique technology now costs more to research-
WALKER RESEARCH: The Galactic Empire’s unique technology grants its AT-AT

Assault Mechs the ability to fire upon air targets as well as ground targets, in
addition to reducing the AT-AT's minimum effective range.

OTHER CHANGES
These are other miscellaneotis changes since Star Wars Galactic Battlegrounds:
ANIMAL NURSERY: Animal Nurseries now generate food 30 percent faster than
before. Furthermore, they provide the same flow of food whether or not they are
within range of a Power Core {or Power Droid). However, research conducted at the
Aniral Nursery will still be slowed if the structure is unpowered. Additionally, the hit
points of Animal Nurseries are lowered.

ANIMAL TRANSPORT: Banthas and nerfs can. now be loaded into Air and Sea Transports.
ANTI-AIR TURRETS: Increase the cost to-150 ore and 20 carbon.

FORTRESSES: At Tech Level 4, Fortresses gain an additional bonus ta their anti-air
attack. However, they no longer have the abllrty to detect invisible units. Also, each
civilisation's Fortress now-has its ewn unique bonus. Refer to Section Il on the
following page or the Appendix on page 13 for further details.

GALACTIC EMPIRE TEAM BONUS: Changed to 10 percent cheaper Mech upgrades,
5 percent cheaper Air units.

GARRISONING: All Troop Centre units and Jedi/Sith garrisoned in Command Centres,
Fartresses, or Turrets now increase the firepower of these structures.

GUNGAN REGENERATION: Gungan structures, being biological in nature, now have
the innate ahrilty 1o slowly regenerate. Any damage inflicted on any Gungan
structure will automatically heal over time.

HOLOCRONS: All civilisations now gain an increased flow of nova crystals from captured
Holocrons. The Royal Naboo and
the Republic receive an additional
bonus to this resource flow, Click on
your Jedi/Sith Temple to see the
Nova Trickle Rate when Holocrons
are garrisoned.

LIGHT TURRETS: Cost increased
to 125 ore and 25 carbon.

LIGHT WALLS: The cost of Light
Walls has been decreased,

ORE BONUS: Gungans get a 10
percent ore bonus in Tech Level 3.
TURRETS: All defensive Turrets
have had their build times and
cost have increased.




SECTION 1l: ABOUT THE
NEW FEATURES

Some of the new features introduced in Section | are explained at greater length here.

CAMPAIGNS
This expansion pack features two new campaigns—one for the Confederacy and one
for the Republic—each consisting of seven linked scenarios. Chronologically, the events
of the Confederacy campaign: lead to the events of the Republic campaign, and as
such, you mustcomplete the campaigns in sequence,

To play the new campaigns, click Single Player on the Main Menu, click Episode Il
Campaigns, and then click which campaign you wish to play. The Republic campaign
will remain locked until you've finished all the missions in the Confederacy campaign. '
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TEAM BONUSES |
Each of the civilisations in Clone Campaigns automatically gains.a unique bonus when
it is allied with-another civilisation. These team bonuses are shared; meaning both
teams gain one another's bonuses for the duration of their alliance. The specific
bonuses for each civilisation are as follows:

CONFEDERACY: Cargo Hovercraft return 25 percent more nova crystals per trip
than normal.
GALACTIC EMPIRE: Mech Factory units move 10 percent faster than normal.

GUNGANS: Shipyard cost reduced by 15 percent from normal, Shield Generator cost
- reduced by 10 percent from normal,

REBEL ALLIANCE: Maximum yield of food coming frem Farms is increased by 35,

REPUBLIC: Medics heal units twice as fast as normal; Jedi move 10 percent faster than
normal.

-ROYAL NABOO: Air Cruiser speed increased by 10 percent.
- TRADE FEDERATION: Heavy \Weapons units move 15 percent faster than normal,
VWOOKIEES: Troopers gain +2 line of sight.

- FORTRESS BONUSES

- At Tech Level 3, each civilisation gains the ability to construct its own Fortress, a sturdy i

= structure that boasts a powerful defence, lets the civilisation build its own unigue unit,

~and unlocks a number of new technologies. In Clone Campaigns, each civilisation’s
Fortress also has one or more unique properties. The specific Fortress bonuses are as
follows:

CONFEDERACY: Fortresses have their garrison capacity increased from 20 to 25. o
GALACTIC EMPIRE: Fortresses build 10 percent faster than normal. :
GUNGANS: Fortresses are cheaper than normal: 500 ore, down from 550 ore, |
REBEL ALLIANCE: Fortresses get a +1 bonus te range, search radius, and line of sight,
REPUBLIC: Fortresses heal garrisoned units 33 percent faster than normal. '1
ROYAL NABOO: Increased damage against WMechs and Heavy Weapons.




TRADE FEDERATION: Fortresses gain +3 range to anti-air attacks.

WOOKIEES: Fortresses gain a +5 bonus to line of sight, and a +3 bonus to attack
against Ships.

STAR WARS LOCALES
A number of authentic new Star Wars locales have been added in Clone Campaigns,
letting you wage battle on some of Star Wars' most enigmatic worlds.

AEREEN _ _
Aereen is one of the moons of Krant, a planet filled with verdant forests and
cauntless species of colourful foliage, Aereen is almost the opposite—this dusty
_p!anetoid has few ob\nous landmarks on its surface However b'eneath that surface

'establlshed a mini ng colany to e:qlioli Aereen's untapped natural resources.

EREDENN

Eredenn is the fourth planet in its star system, and is mostly covered in snow and ice.
et this inconspicuous world is allegedly home to a hidden Republic base, which is
rumoured to be conducting highly classified, highly important weapons
experiments. Beware of what you might discover on Eredenn.

GEONOSIS : :
Geonosis is a rocky, barren planet. However, untold millions of its resident
Geonosians work tirelessly beneath its surface, constructing the battle droids used
by the Trade Federation and'later the Confederacy. The Geonosians” strict society and
tireless culture makes them well adapted to their cruel-planet, and makes them
dangerous oppohents to any would-be foe.

MOS ESPA
| = Mos Espa is a trade city on the sand-covered Tatooine, a seemingly insignificant
“ “planet that's a for gamblers and criminals. Filled with countless denizens
from all acrass the galaxy, Mos Espa was also home to the young Anakin Skywalker,

‘and is a popular setting for the dangerous sport of Podracing.
actic Empire. Though this planet’s extremely hot

oF ﬁund forces, control of Sarapin’s natural resources
would be beneficial to any civilisation. Use extreme caution on Sarapin—its lava
rivers are impassable, its lava pools will damage any units that cross over them, and
the indigenous Vaapad also poses a considerable threat.

TATOOINE

Tatooine is a desert world lacking much in the way of civilised culture or social graces.

It is ruled by the Hutts, a greedy and merciless clan that's responsible for Tatooine's

deservedly uncouth reputation. Even Tatooine's indigenous residents, the scavenging Jawas

and the ill-tempered Tusken Raiders, give the planet a decidedly unfriendly demeanor.
For more information on any of these worlds, please refer to the DataBank within

the game.
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EXPANDED DATABANK
The DataBank now includes new or updated information on Star Wars heroes and

villains such as Obi-Wan Kenobi, Darth Vader, Padmé Amidala, Count Dooku, Mace

Windu, Echuu Shen-Jon, and Sev'Rance Tann. It also includes updates on- unit types

including new aircraft such as Air Cruisers and A-wings; and new support units such
as Power Droids. You will also find new or updated information en the worlds of

Geonosis, Tatooine, Eredenn, Alaris Prime, Sarapin Krant, Coruscant, and on the
Kaer Orbital Platform. Finally, there is an extensive Episode Il Political Briefing
document available, as well as new or updated information on the Trade Federation,
the Republic, and the Confederacy.

SECTION Ili: UNITS

Clone Campaigns introduces a number of new units, both for the new Republic and

“Confederacy civilisations and also for the returning six civilisations from Star Wars

Galactic Battlegrounds.

s A-Wing (Rebel Alliance Only)

i A hit-and-fade fighter exclusively available to the Rebel Alliance, the A-
i; wing can be built in Tech Level 4 once the Rebels have researched the
!L. | technology to do so. A-wings lack the thicker armour plating of their X-

mese.  WiNg cousins, but are specialised in their ability to execute extremely
ALLIAMCE . . o
fast surgical strikes against key ground targets.
Created at: Air Base

Air Cruiser

In Tech Level 4, each civilisation gains access to its own Air Cruiser,
which is similar to an Assault Mech in its destructive potential. Air
Cruiser weapons have tremendous range and are extremely powerful
both against structures and against massed groups of ground units,
which will suffer grievous injury from the blast: However, Air Cruisers
fire slowly, move slowly, are expensive, and are vulnerable to - air-to-air attacks o

TRADE
FEDERATION

to anti-air attacks from the ground. They must be carefuﬂy arded. They can
effectively clear the path for your other air units, particularly because they can
destroy any Anti-Air Turrets from out of the Anti-Air Turrets range.

Created at! Fortress

Controllable Predsators: Nexu, Reek,
and Acklay (Confederacy Only)
The Confederacy has the unique ability to use its Animal
Nurseries not just for food production, but also as a
conreneracy  training ground for various predatory beasts, which are
tamed and can then be deployed in battle. Three
different predators are available. Two of them become available in
| Tech Level 3: The Nexu, which is effective against the worker units of
I f | opposing civilisations; and the Reek, which is effective against Turrets
conreoemacy aNd against structures in general. In Tech Level 4, the Confederacy
can also produce the Acklay, a lumbering creature that can be highly
effective against Troopers.
Created at: Animal Nursery




Power Droid

InTech Level 2, civilisations gain access to a Power Droid, a slow-moving unit
that functions as a mobile Power Core. Power Droids have no offensive
capabilities. They also-have less range than a standard Power Core, and are
considerably less resistant to damage, so their strength and purpose lies in
their ability to meve—as well as in theit relatively low cost. Power Droids
may be enhanced through some of the new technologies available from Power Cores at
later Tech Levels.

Created at: Power Core

GaALADTIED
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[\, = Geonosian Warrior & Elite Geonosian Warrior

i . (Confederacy Only)

;  Geonosian Warriors are- members of the soldier caste of the species that

L 4 teems beneath the surface of the planet Geonosis, These winged Troopers

conrenemany  Can engage both ground and air forces in close combat, although their
strength lies in defeating other Troopers. Only the Confederacy has access

1o these unigue insect-like units.

Created at: Fortress:

r._ii Jedi Starfighter & Advanced Jedi

'.!'1&\_ Starfighter (Republic Only] _

&\ Unique to the Republic; Jedi starfighters are primarily spying/sneak attack

{ J units, These fast-moving aircraft piloted by highly trained Jedi Knights have

reeusue — a slow fire rate, and a delay before firing, but they fire a homing torpedo.
They can-be susceptible to conversion by opposing Jedi/Sith Masters—but

only if the opposing civilisation has researched the Force Influence ability. Advanced Jedi

starfighters can benefit from several upgrades including the Jedi Mind Trick, Sight Beyond

Sight, and Shields. The most important upgrade is the Mind Trick, which gives the craft

its stealth capability.

Created at: Fortress

| Sentry Buoy

¢ A fixed water-based observation striicture that provides advanced warning
| of nearby enemy activity. Sentry Buoys are excellent for detecting stealth
| units, like Jedi and submerged sea units. Sentry Buoys do not havean attack
and are built by a Utility Trawler.

SECTION IV: TECHNOLOGIES

The new Republic and Confederacy civilisations bring with them their own unique
technologies. However, the other civilisations will have access to various new technolegies
of their own. All the new technologies in Clone Campaigns are listed here, sorted by the
structure responsible for researching them.

AR BAsSE TECHNOLOGIES
Twao unigue new technologies are available at the Air Base:

mm A-Wing Research [(Rebel Alliance Only)
==l This Tech Level 4 technology allows the Rebels to begin manufacturing their
A-wing strike fighters,
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Air Cruiser Boost (Republic Only)

Air Cruisers are powerful, but slow. The Republic has developed technology
to mitigate this shartcoming ta some extent, allowing its Air Cruisers to fly
slightly faster than before,

ANIMAL NURSERY TECHNOLOGY
The Republic gains an exclusive Animal Nursery technology:

=, Kaminoan Refit (Republic Only]
% In Tech Level 4, the Republic can enhance its Animal Nurseries using the
Kaminoan Refit, which makes them generate food 20 percent more quickly,

CovmmanND CENTRE TECHNOLOGIES
The two new civilisations each have a unique Command Centre technology:

LTI

i Geonosian Diligence [Confederacy Only)

Geonosian Diligence is a Tech Level 4 technology that makes Confederacy
I workers even more versatile, increasing their work rate by 10 percent and
upgrading their attack power both against Troopers-and also against
structures and defensive Turrets,

Upgraded Med Droids (Republic Only)

3! To support the Republic’s powerful Troopers and Jedi, it developed
Upgraded Med Droid technology, which makes Medics move 20 percent
faster and also makes them 20 percent more efficient at healing injured
E forces. This is a Tech Level 4 upgrade.

Ty

FORTRESS TECHNOLOGY
The Republic has a unique option for its Fortresses:

Galactic Senate Hub (Republic Only)

| In Tech Level 4, the Republic may bolster its Fortress structures with the
Galactic Senate Hub, which gives Fortresses greater range, fine of sight,
and attack power against Troopers, Mechs, Heavy Weapons and Aircraft.

HEAvY WEAPONS FACTORY TECHNOLOGIES

Anti-Air Retrofitc

Civilisations that do not specialise in powerful air forces have developed
this technology to help them defend against air attacks. This Tech Level 4
technology gives additional range and line of sight to Anti-Air Mobiles and
Destroyers, as well as increasing their attack against Air Cruisers.

| Geonosian Engineers (Confederacy Only)

This technology bolsters its Heavy Weapons units, improving their
movement speed by 10 percent and improving their rate of fire,
Geonosian Engineers may be researched at the Heavwy Weapons Factory in
Tech Level 4.

== : = ——
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JEDI TEMPLE TECHNOLOGY
The Jedi of the Republic may learn this powerful ability:

Sight Beyond Sight (Republic Only]

Unigue to the Jedi serving the Republic, thie Sight Beyond Sight ability enables
£ Jedi to gain precognitive sight and pass the knowledge of their surroundings
along to Troopers. This ability can beresearched in Tech Level 4.

PowER CORE TECHNOLOGIES ‘
Power Core technologies are new to Star Wars Clone Campaigns. There are three ‘
of them:

Efficient Buildings

In-Tech Level 4, you may research Efficient Buildings at your Power Cores,
which causes powered buildings to operate more efficiently than before.
Construction of units; research of new technology, and other such actions
will be conducted faster once Efficient Buildings has been researched.

Power Core Shielding
This Tech Level 4 enhancement grants Power Core structures a self-contained
shielding system, making Powwer Cores much more damage-resistant,

2 Strengthened Assembly

| This Tech Level 3 technology makes your Power Cores considerably
*tougher, rendering them much more difficult to destroy. Strengthened
Assembly also makes all of your Power Droids more durable. '

REseARcH CENTRE TECHNOLOGY
The Confederacy gains an exclusive Research Centre technology:

Droid Upgrades (Confederacy Only)

This Research Centre technology enhances the Confederacy’s Droid
i Trooper units in two ways: It grants them more hit points so that they can
withstand more damage, and also increases their damage output.

SHIELD GENERATOR TECHNOLDGIES
Shield Generator technologies are new to Clone Campaigns. There are two available:

Superconducting Shields

This Tech Level 3 technology, available at your Shield Generator structures,
makes them more efficient than before by decreasing shield recharge
times for units and structures within range. Furthermare, the Super-
conducting Shields technology increases the time it takes for the effect of shielding
to wear off on units that move beyond the range of a Shield Generator,

Strengthened Superstructure
Available at Shield Generators, the Strengthened Superstructure
technology makes these defensive structures harder to destroy.




SPACEPORT TECHNOLOGY
The Confederacy gains this unique technology te enhance its trade:

Confederacy Alliance (Confederacy Only)

The Confederacy Alliance serves to increase the durability of its Spaceport as
well as of its Cargo Hovercraft, Cargo Hovercraftare also made faster, and will
be able to move 10 percent more quickly than before.

WAR CENTRE TECHNOLOGY
The Republic gains a unique new War Centre technology.

Kaminoan Cloners (Republic Unly]
The Republic has developed this Tech Level 4 technology to improve
4 &l Trooper production, allowing Laser Troopers to be generated 50 percent
~faster than before. Available at the War Centre, this technology also makes
the Troopers themselves more efficient by improving their rate of fire.

APPENDIX

CIVILISATION ATTRIBUTES

What follows is a concise summary of all eight civilisations' respective strengths
and distinguishing characteristics.

Confederacy of Independent Systems

Strongest Units Troopers and Mechs
Unigue Units Geonosian Warrior-{Air-Unit), Controllable Predators (Animal
Nursery)

Unigue Technologies  Geonosian Diligence (Command Centre)
Confederacy Alliance (Spaceport)
Droid Upgrades (Research Centre)
Geonaosian Ehgmeers (Heavy Weapaons Factory)
Civilisation Bonuses  Workers gain Basic Training upgrade automatically. Predators can
be produced at the Animal Nursery.

Fortress Bonus Fortresses have their garrison capacity increased from 20 to 25,
“Team Bonus Cargo Hovercraft return 25 percent more nova crystals per trip.

Galactic Empire
Strongest Units Mechs and Troopers
Unigue Unit Darl Trooper (Trooper)
Unigue Technologies Walker Research {Mech Factory)
Altered Bargains {Spaceport)
Civilisation Bonuses  Aircraft cost 5 percent less. Upgrades to Heawy
~— Mechs are 10 percent less expensive than othercivs’.
Fortress Bonus — Fortresses build 10 percent faster than normal.
Team Bonus —Mech Factory units move 10 percent faster,
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Gungans : -
Strongest Units Ships and Mechs :
Notable Weaknesses  Ajrcraft take S percent fonger to build and-are 5 percent more
=————wipiietiarmem————— =
Unigue Unit Fambaa Shield Generator (Mech)
Unigue Technologies Creature Training (Heavy Weapons Factory)
Creature Armour-(Mech Factory}
FarSeeln Binoculars {Troop Centre)
Faster Growth Chambers (War Centre)
Civilisation Bonuses  Gungans can build Undenwater Prefab Shelters. Gungan structures
regenerate-any sustained damage. Workers have a +10 percent
Ore Mining bonus in Tech Level 3.
Fortress Bonus Fortresses are cheaper: 500 ore.
Team Bonuses Shipyard cost reduced by 15 percent; Shield Generator cost
reduced by 10 percent.

Rebel Alliance
Strongest Units. Ajrand Troopers
Unigue Units Airspeeder {(Air Unit), A-Wing (Air Unit)
Unique Technologies Tougher Armour (War Centre}
— A-Wing Research (Air Base)
Civilisation Bonuses  Carrying capacity of farming workers is +1 _greater than normal.
: Jedi units are less expensive than normal--

Fortress Bonuses: Fortresses get a +1 bonus to range, search radius, and line
of sight.
Team Bonus Maximum yield of Farms is increased by +35 faod.-
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Republic
~Strongest Units Jedi and Troopers =
Unigue Unit Jedi Starfighter {Air Unit}

Unique Technologies  Air Cruiser Boost {Air Base)
Karminoan Refit {Animal Mursery)
Upgraded Med Droids (Command Centrej
Galactic Senate Hub (Fortress)
Sight Beyond Sight {Jedi Temple), Kaminean Cloner (War Centre)
Civilisation Bonuses  Prefab Shelters add +6 to population, rather than the normal +5.
‘Captured Holocrons generate nova crystals faster than normal.
Jedi-units are less expensive than normal, and Jedi Temples are fess
= = — expensive than for any other civilisation.
— Fortress Bonus Fortresses heal garrisoned units 33 percent faster than normal.
Team Bonuses ‘Med Droids heal units twice as fast: Jedi move 10 percent faster.

Royal Naboo

‘Strongest Units Air-and Jedi :

Unigue Unit Royal Crusader {(Mounted Trooper)

Unique Technologies Advanced Engines {(Alr Base)
Battle Armour (Fortress), Taxation (Fortress)

Civilisation Bonuses  Workers mine nova crystals 10 percent faster than normal.
Captured Holocrons generate nova crystals faster than normal.
Jedi units are less expensive than normal,

Fortress Bonus Increased damage against Mechs and Heavy Weapons.

Team Bonus Alr Cruiser speed _|n_creased by 10 percent.

Trade Federation
— Strongest Units Mechs and Ships
Notable Weaknesses Trade Federation starts with 25 less carbon and its workers collect
carbon 20 percent slower than normal. Aircraft take 5 percent
= = —longer to build and cost 5 percent more than normal.——
Unigue Unit Destroyer Droid (Mech)
Unique Technologies Fusion Extractor (Ore Processing Centre)
Insider Trading (Spaceport)
Market Control {Spaceport)
Neimoidian Endorsement {Spaceport)

Civilisation Bonus  The Trade Federation has no need for Prefab Shelters.
- Fortress Bonus Fortresses gain +3 range to anti-air attacks.

Team Bonus Heavy Weapons units-move 15 percent faster,

Woaookiees

Strongest Units Troopers and Air

Unigue Unit Berserker (Melee Trooper)

Unique Technologies  Self Regeneration (Command Centre)
Jetpacks (Fortress)
Forest Vision {Heavy Weapons Factory)
Wookiee Ingenuity (Mech Factory)

Civilisation Bonus At Tech Level 3 and again at Tech Level 4, workers collect carbon 5
= z ~ percent faster than normal.
Fortress Bonuses Fortresses gain a +5 bonus to line of sight, and a +3 bonus fo
= attack against-Ships.
Team Bonus Troopers gain +2 line-of sight. =
Ve =
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CUSTOMER SUPPORT

Before contacting customer support, please consult the technical help file. It contains the
answers to sore of our most frequently asked questions and may quickly and easily provide
asolution to your difficulty. i after reviewing the technical help file you-are still experiencing
problems, please feel free to contact us through any of the online services listed.

In order to assist us when dealing with your difficulty, please have the following
information ready when you call or attach it to your email to support@activision.co.uk.

1. Complete product title.

2. Exact error message reported (if any) and a brief description of the problem.

3. A copy of your Direct X Diagnostics report. To access this go to Start —> Run and type
dxdiag c\dxdiag.txt and press ENTER, The report will be found in your My Computer
C: drive.

If you are experiencing difficulty with the multiplayer or enline portion of the product,
please assist us by having the following additional information ready when you call,

If you are using a modem:

1. What kind of modem is on-each end (brand, model, speed, internal or external)?

2. Do you have mare than one modem?

3. On which port is each configured?

4. Does Hyperterminal (or any other terminal program) work with your modem? This is
an easy way to test whether or not your modem is configured correctly.

5. At what speed are you connecting?

6. Have you made sure data compression, error detection, and flow control is turned OFF?

Refer to your modem's manual to do this,

If using an external modem:
1. What kind of serial card is being used?
2-Do you have a seven-wire serial cable?

If you are on a LAN:

1. Can you see other computers on the network?

2. What is your network configuration?

3. What brand of network card do you have?

4. What network software are you running? What version number?

Online Services with Activision Forums, E-Mail and File Library Support

For support via the web please visit http:/mww.activision.com/support or e-mail
support@activision.co.uk
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CUSTOMER AND TECHNICAL SUPPORT IN
- EUROPE

For Customer Support you can contact Activision in the UK on +44 {0)8705 143 525 between
_the hours of 8.00am and 7.00pm (UK time} Monday to Friday with the exception of holidays.

For Technical Support, please contact: -+ 44 (0)870 2412148 between the hours of 8:00am
and 7:00pm (UK time) Monday to Friday and Saturdays 8:00am to 5:00pm with the
exceptions of holidays.

Your calls may be monitored
For Technical Shppnrt 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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SOFTWARE LICENSE AGREEMENT

MEORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW,
"PROGRANY' INCLUDES THE SOFTWARE INCLUDED WATH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED
MATERIALS, AMD ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS
OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, INSTALLING, ANDIOR USING THE PROGRAN, YOU
ACCEPT THE TERMS OF THES LICENSE WITH-ACTIVISION INC. (ACTIVISION').

UMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to install and use

one-capy of this Program solely and exclusively fior your personal use. All rights not specifically aranted under this

Agroement ars reserved by Activision. This Progran is licensed. not sald. Your license confers no title or ownership in this

Program and should not be construed as a sale of any rights in-this Program,

CWNERSHIE All title, awnership rights and intellectual sroperty rights in and to this Progran and any and all copies thereof

{including but not limited to any titles, computer code, themes, objects, characters, character names, storiss, dialog, catch’

phrases, [ocations, concepts, artwork, animation, sounds, musical compositions, audio-visual effects, methods of aperation.

mioral nights, any related documentation, and “applets’ incorporated inta this Program]-are owned: by Activision or its

licensors. This Program 15 protected “by the copyright laws of the United States, international copyright treaties and

conventions and other laws. This Program-contains certain licensed materials and Activision's licensors: may protect-their

nghts in the suent of any violation of this Agreemient.

YOU SHALL NOT: :

+Exploit this Program or any of its parts commercially, indading but not limited to use ata cyber cafe; computer gaming
centre-or-any other boration-based site. Activision may offer a separate Site License Agreement ta pesmit you to-make
this Program avaifable for commercial use; see the contact information below. E

+  Use this Program, or permit use of this Program, an more than ans computer, computer terminal, or warkstation at the

sarme time

+  Make copies of this Program or any part thereof, or make copies of the materials accompanying this Program.

< Copy this Progam onto a hard drive or oiher slorage deﬁice,'.yuu st ru this Pragram from the included CO-ROM
{although this Program itself may automatically copy a portian of this Program anto your hard drive during installation
in order to run more eﬁ'ic?_rer!tly}.

+ Use the program, or permit ise of this Progran, in & network, multi-user Affangement o remale access arangement,
including any online use, except as othenaise explicitly provided by this Program.

+—Sell, rent, Jease, license, distribute or otherwise transter this Program;-or ary copies of this Program;, without the express
[atior written consent of Activision.

»— Reverse engineer, denve source code, modify, decompile, disassemble, or create derivative works of this Program, in
whole orin-part, :

+ Remove, disable or cifcumvent any proprietary notices or labels contained on or within the Program.

= Export or re-export this Program-or any copy or adaptation in violation of any applicable laws or regulations, By using
this Program you are warranting that you-are not a "oreign person,” as defined by LLS. covernment regulations, or
undar-the conteol of a foreigh person.

PROGRAM UTILITIES. This Program contains certain design, programming and pmcessmg utilities, tools: assets and
oither resources { ‘Program Utilities') for use with this Frogram that allow you to create customized new game levels and
other refated game materials for personal use in connaction with the Pragram (“New Game Materials's, The usé of the
Pragram Utilities is subjeet 1o the following sdditional license restrictions:

* You agree that. as a conditionto-your using the Program Utilities. you will not use or allow third parties to use the
Progeam Litilities and the New Game Matenals created by you for-any commercial purpeses, including but not Timited
te selling, renting, leasing, licensing, distributing: or otherwise transfening the owneship of such Mew Game Materials,
whether on a stand alone hasis or packaged n combination with the New Game Materials created by others, through
any-and all distribution channels, including, without limitation, retail sales and on-ine electronic destribution: You agree
not to solicit, initiate or encourage any proposat or offer from any person of entity to create any New Game Materials
for commercial distribution: You agree to promptly inform Activision in writing of any instances of your receipt of any
such proposal-or offer.

I you dacide to make available the use of the New Game Matenals created by you 1o other gamers, you agree to do
so solely withoot charge.

+ New Garme faterlals shall not contain maodifications to any COM, EXE or DLL files o ta any uthér exseutable Fraduet files.

- New Game Materials may be ereated only if such New Game Materfals can be used exclusively in combination with the

retail version of the Progrant:- New Game Materials may not be designed to be used as a stand-alone product,
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= New Game Matenals must not contain any illegal, obscene or defamatory materials, materials that infringe-rights of privacy
and publicity of third parties or (without appropriate irrevocable ficenses granted specifically for that purpose) any trademarks,

: : yright-protected works or-other properties of third: parties,

—+ All New Game Matenials mist contain prominent identificatian at least in any-an-line description and with reasonable duration

E on- the opening screen; (a) the name and- E-mail address of the New Game Materials' creator(s} and (b} the words “THIS

MATERIAL 15 NOT MADE OR SUPPORTED BY ACTIVISION.”

+— New Game Materials- may not modify any-DRS or other resource files,

+ By distributing or permitting the distnbution of any New Game Materials, alt creators or owners af any trademark, copyright,
or-ather right, title or interest therein grant 1o Lucasirts Entertainment Company LLC an irrevocable, perpetual, royalty-free;
sublicensable right o distribute the Mew Game Material by any means lwhether now known or hersafter invented), and to
create and distribute by any means (iwhether now known or hereafter invented) dervative works thereof, and to charge for
thie disteibution of such New Garme Matersls orsuch derivative werk, with ne shligation to-account torany creators oF swners:

—of the New Game Materials in any manner.

CTIVISION LiMmiTED S0O-DAY WARRANTY
vision warrants to the orginal consumer purchaser of this computer software protlluci thit the re'cérd‘lng rnediurn on w'hld}
the software program is recorded will be free from defects in material and warkmanship for 53 days from the date of purchase.
— | the recording mediumis found defective within 90 days of original purchase, ACTIVISION agrees to replace, free of charge, any
= duct discovered to be defective within such period upon receipt at its Factory Serice Centre of the praduct, postage pald with
pmof af date of purchase, as long as the program i still being manufactured by ACTIVISION: Tn the event that the program s no
— longer available, ACTIVISION retains-the right to substitute a similar pmduct of equal or greater value.
warranty-is fimited to the recording medium containing the software program originatly provided by ACTIASION and'is not
applicable to normal waar and tear. This warranty shall not be applicabile and shall e void if the defect has ariser throsgh abuse,
= “mistreatment, or neglect: Any implied warranties applicable to this product are limited to the 80-day period described above.
== KCE’TAS SET FORTH ABOVE, THIS WARRANTY 1540 HEUOFE ALL OTHER VWARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR
MAPLED, H"IG.UDING ANY WARRANTY. OF MER(HANTABEIJT‘I‘ OR FITNESS FOR- A PARTICULAR- PURPOSE, AND MO OTHER
PR_‘E_SEHTATION OR CLAIMS CF ANY KIND SHALL BE BINDING __DN QB DBLIGATE ACTIVISION. N HO-EVENT WILL ACTIVISION BE
LIABLE FOR SPECIAL, INCIDENTAL, DR CONSEQUENTIAL DAMAGE RESULTING FROM POSSESSION, USE OR MALFUNCTION-OF THIS
IDUCT, INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY LAV, DAMAGES FOR PERSONAL INIURY, EVER IF
ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DIAMAGES, SOME STATES DO NOT ALLOW LIMTATIONS BN HOW LONG
AN IMPLIED WARRANTY LASTS ANDYOR-THE EXCLUSICHN OF UIMITATION OF INCIDENTAL OR CONSEQUENTIAL DANAGES, 50 THE
— ABOVE LINITATIGNS ANDIOR EXCEUSION OR LIMTATION OF LIABILITY MAY NOTAPPLY. TO YOU. THIS WIARRANTY GIVES YOU SPECIFIC
—LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO: STATE,
“When-returning merchandise for replacement ploase send the original product disks only in protective packaging and Include:
1. A photocopy of your dated sales receipt
— 2. Your name and return-address, typed or cleary printed
35 A brief note describing the defect, the problem{s) you encountered and the system on which yoo are ranning the prodict
& Ifyou are returning the product after the 90-day weranty period, but within one year after the date of pirchase, please inchide
& chegie or mnn'ey order for 510 U.S. or £10.00 for Europe currency per CD-replacement
- Note: Certified mall is recommended.
=0 Eurppe send to:
“MWARRANTY REPLACEMENTS
ACTIVISION (UK)-Ltdl., Parliament House, St Laurence Way, Slough, Berkshire, SL1 2BW. United Kingdom.
~ Disc Replacement: +44 (018705 143 525
LINITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION 8 LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES
-~ RESULTING FROM - POSSESSION, ~USE OR MALFUNCTION- OF THE PROGRAM, INCIUDING DAMAGES TO PROPERTY, LOSS OF
GOODWILL, COMPUTER FAILURE OR MALFUNCTEON AND, TO THE EXTENT PERMITIED BY LAW, DAMAGES FOR PERSONAL
INIRIRIES, EVEN IF ACTIVISION HAS BEEN AGVISED OF THE POSSIBILITY OF SUCH BAMAGES -ACTIVISION'S LIABILITY SHALL NOT
EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM.-SOME STATES/COUNTRIES DO NOT ALLOW
EIMITATIONS 0N HOW LONG AN IMPLIED WARRANTY LASTS AMDIOR THE EXCLUSION OR LIMITATHON OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AMD/OR EXCLUSION OR LINMITATION OF LIABILITY MAY NOT APPLY TO
NOU, THIS WARRANTY: GIVES YOU SPECIFIC LEGAL RIGHTS, AND-YOU MAY HAVE OTHER RIGHTS WHICH MARY FROM JURISDICTION
TOJURISDICTION,
TERRMNATION. Without prejudice to any ather rights of Acivision. this Agreement will terminate automatically if you fail to-tomply
Wit its-terms and conditions: In such event, you-must destroy 3l copies of this Program and alt of its component parts.
S GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed emisél:.' at prvate-expense and
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areprovided a5 ‘Commercial Computer Software® or ‘restrieted computer-software Use, duplication o disclosure by the U5,
Government or a U.5 Government subcontractor is subject to-the restrictions set farth in- subparagraph {c)(1)i) of the Rights in
Technical- Data and Compiter Software clauses-in DFARS 2522277013 or a5 set forth in sisbparagraph u:m] and {2} af the
Commercial Computer Software Restricted Rights elauses at FAR-51.227-19, as applicable. The Cnmra:wr#Manu{anurer is
Bctiasion, Inc., 3100 Ccean Park Soulwar\:l Santa Manica, {”alnlumla 80405,

INJUNCTION  Becalise Sctivision would be {rreparahly damaged if the terms-of this Agreement were not spec:lnr,a!l.y enforced, yoli
-agree-that Activision shall be antitied, wnimut bond; ather security or-proof of damages to apprnp;rate aquitable remiaclies with
respectto breaches of this Agrwmerrh in-addition to such other remedies as Activision may otherwise have under applicable faws,
tNDEMMIT\f You ag;egm rndamnlfy, defend and hold-Actvision, its partriers, affiliates, contractors, officers, directors, employees
ant agents harmless from all darmages, fosses and expenses arsing diectly or indirectly from your acts and omissions 1o act i
using the _Prbduct pursiant to the terms of this Agicement E
MISCELLANEOUS: This Atreement represents 1he complete agreement concarning this license between the parties and supersedes
all-prior agreements and representations between-them, It may be amended only by & writing executed by both parties. Hany
provision of this Agreement is held to be unenforceable for any reason; sich provision shafl be reformed otily 1o the extent
nietessary 10 make it enforceable and the- semaining provisions of this Sgresment shall not be affected. This Agreemeant shal e
construad-under Califormia-taw-as-such faw is applied to agreements between California residents entered into “and to be
perlormed within California; except as govemed ki federal law and you consent Lo the sxelisive jirsdiction of the state and
federal courts in Los Angeles, California:

IT-you have-any. questions concerfing this licerise, you may contact Activision at 3100 Gcean Park Boulevard, Santa Monica,
Californiz 80405, (310} 255-2000, Attn. Blsingss and Legal Affairs, legali@activision com.
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Make your moves at lightspeed in the new Star
Wars Trading Card Game. Three different arenas
command your attention as you direct the action
using characters, weapons and ships from the
Star Wars: Attack af the Lones movie.

Bern Support U BBLET ZESES

Official Star Wars Web Site
wWww.starwars.com

B 2002 Lucushim Lud. & TM. AR righas ressned. =

The Wiznrds of the Constjogo 3 s,

registered trademark of Wizards of the Coast, Ine -%_j
A4 Hushra Group Company.
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Official Star Wars Galactic Battlegrounds
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