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INTRODUCTION

Rebel pilots, report to duty! It's time to suit up, strap in, and fiy off as a pilot in
Rogue Sguadron™, the Alliance’s most elite group of fighter pilats. When the
mission is tough and the outlook is grim, Rogue Squadron is the team responsible

for making sure the balance of power doesn't forever sway in favour of the Empire.

With epic space battles that span the universe, Star Wars™ Rogue Squadron™

Il: Rogue Leader™ takes you into the heart of Imperial territory, including into
the trenches of the Death Star, near an Imperial Star Destroyer, and across
Bespin's Cloud City. You'll also be asked to defend important Rebel convoys and
putposts on planets such as Hoth.

Flying alongside the other Rogue Squadron members, It's up to you to act as
their Rogue Leader and show the path to victory, one laser blast at a time, Good
luck. May the Force be with you.

YOUR NINTENDO GAMECUBE
CONTROLLER AND ACCESSORIES

Controller

Before playing, plug your Controller into the first Controller socket on the far-left
side of the front of the NINTENDD GAMECUBE.

When turning the NINTENDO GAMECUBE power ON, do not move the Control
Stick from its neutral position on the Controller.

The Control Stick is a precision instrument. Make sure not to spill liquids or place

any foreign objects into it.

Rogue Leader also supports NINTENDO GAMECUBE Memory Cards and requires
three blocks of memory to save up to five games. It is strongly advised that you
insert a NINTENDO GAMECUBE Memaory Card so you can save your progress.
Insert a NINTENDO GAMECUBE Memory Card into the far left NINTENDOD
GAMECUBE Memory Card slot on the front of the NINTENDO GAMECUBE unit
hefore powering ON the system. Make sure the NINTENDO GAMECUBE is turned
OFF when inserting or removing accessories.

Please refer to the NINTENDO GAMECUBE instruction booklet for directions on
how to format and erase Memory Card files.

L Bution R Button

Control Stick

X Button

A Bufton

B Button

START / PAUSE

Button

Control Pad C Stick

L BUTTON: Press to slow the speed of your craft. Press and click while turning
Lo make a tighter quick turn. To turn tighter, press and click the R and L Buttons
while turning.
CONTROL STICK: Steering of your ship.
CONTROL PAD: Use to communicate with alies and wingmates. If display 1s not on-
screen, hit any direction on the Control Pad to bring it up. Once activated, controls are:
LP: Form on my wing .
LEFT/RIGHT:  Different attack commands, depending on the mission
DOWN; Tell your Wingmates to flee

Note: If you have an R2 unit on board, an R2 cross appears in the upper-
left corner when R2's health is low. When it appears, hit any direction on
the Control Pad to have the R2 unit heal your ship one last time.

START/PALSE: Pause game and bring up Mission Objectives and game options.

C-STICK: If in cockpit mode, use the C-Stick to look around the cockpit, If the
targeting computer is called up, this button will allow you to target specific ships
(only useful if you have the Advanced Targeting Computer Upgrade. See more
information on page 17). In the default camera view, the C-Stick can be used to
mave the camera. Pull back on the stick to pull back the camera; push in to bring
in camera; move it left or mght to view the sides of your ship.



B BUTTON: Press to fire your secondary weapon. If your ship is also equipped with
an ion cannaon, hold and release this button to fire the on cannan.

A BUTTON: Press to fire your primary weapon, Hold the A Button down to fire
continually.

X BUTTON: Toggle between Chase Camera and Cockpit View.

Y BUTTON: Call up targeting computer. You must hold down the button to keep
targeting computer up.

7 BUTTON: Rall ship. Press and hold this button while moving the Control Stick
left or right to roll.

R BUTTON: Increase your ship's speed. If you are flying the X-wing or B-wing,
pressing and clicking this button will close the ship's S-fails.

Note: For the X-wing and B-wing, both of which have S-foil wings, after

speeding up you need to open the wings again in order to fire weapons.
You can do this by hitting A, clicking L, or R. Buttons.

GETTING STARTED

——

To start playing Rogue Leader, first make sure that your NINTENDO GAMECUBE
i5 turned OFF. Insert the NINTENDO GAMECUBE Game Disc into the NINTENDO
GAMECUBE. Press the Power button to turn ON the deck.

If you do not have a NINTENDO GAMECUBE Memory Card inserted into the
NINTENDO GAMECUBE, a screen will appear and warn that you will not be able to
save your progress, While you can play Rogue Leader without a NINTENDO
GAMECUBE Memaory Card, we strongly advise that you use one. If a NINTENDO
GAMECUBE Memory Card is inserted, this warning screen will not appear.

Before long the game's title screen will appear with two choices: START and
OPTIONS.

Use your Control Stick to highlight START, and then press the R Button. This
sends you to the Select Game Screen. (If you first want to adjust the game's
options, see "The Options Screen” on page 7).

Note: As a general rule, navigate through menus in Rogue Leader by
pressing the A Button to move you forward and confirm a selection, the
B Button moves you back and cancels a selection.

Selecting or

Creating a Game

If you haven't previously
played Rogue Leader, you will
first need to set up your
saved game. The game will
default to NINTENDO
GAMECUBE Memary Card slot
A. If no memory card is
detected, the game will
search NINTENDO GAMECUBE
Memory Card Slot B.
Whichever location you have your memory card inserted is where the game will
establish a save file and continue to update your progress. Rogue Leader has
room for five saved games, all of which only take up a total of three blocks of
memory on your NINTENDO GAMECUBE Memory Card. Press the A Button to set
up your first saved game slot, (If you have previously played Rogue Leader, you
can move between your saved games pressing left and right on the Control Stick
and then pressing A Button to select the saved game you want to play). Saved
games in Rogue Leader record your mission progress and tech upgrades, as well
as medals/points earned and special features/bonuses that have been unlocked.

If you are setting up a new game, you will be required to select a three-letter
name for your game. Press the Control Stick left and right to scroll between the
letters. Once a letter is selected and begins to rotate, press the A Button to
choose it. If you make a mistake, press the B Button to erase the last letter
selected. After choosing three letters, you will be asked to confirm your game
name. Press A Button to confirm and begin the game or press rght on the
Contral Stick and then A Button if you wish to cancel this game.

Erasing a Saved Game
If you choose to delete a TN AT
saved game, you can also do F£d J\
this from the Select Game -
goreen. Move to Control
atick left or mght. to find the
game you want to erase,
Then press down on the
Control Stick and highlight
ERASE GAME. Press the A
Button and confirm that you
wish to delete the game by BACK
pressing A Button again.

ERASE (AMI




_ o This is a screen that will become
SELECT MISSION very familiar to you. When you
s ok first start the game you will be

LSy able to select between two
_ ‘ ' o missions: Tatoaine Training and
- Sl ' Death Star Attack. Press left or
3 : right: an the Control Stick to
-ﬁ?"- -'ﬁt‘ scroll between missions. Rogue
% - Leader requires that you
DEATHSIARATIACK complete ﬁﬂssiuns sequentially,
meaning that you must complete
a specific mission before being
able to move onto the next one. That being said, you can of course replay missions
you have already completed. As you scroll through the missions, any medals you
have earned for the currently selected mission are displayed. For more information
on medals, see Medals and Bonus Missions on page 18),

Note: After completing a missian your progress is automatically saved,
assuming you have a Memory Card in the system.

You will be automatically briefed on the mission as you highlight the particular level.
Once you have found the mission you want to play, press R Button to select it

Next, a ship display will come up to illustrate which ships are available on the
selected mission, Green ships are those that are currently available in the
Hangar. Red ships are those that can eventually be used on the selected missian,
but only after they have been unlocked on subsequent missions. After viewing the
ship display screen, press the R Button to move to the Hangar or the B Button to
revert back to the mission select screen,

Note: Since there is only one ship in the Training Mission, if you select
this mission you will move directly into training and not visit the Hangar.
See below for more information on the Training Mission.

Training Mission

If you are interested in learning the basics of Rogue Leader, the Tatooine Training
mission is a good place to familiarise yourself with the game's fight controls and
interface. The only ship you can fly on this mission is the T-16 Skyhopper,
equipped with laser blasters. While training, various objectives are displayed on
the Pause Menu, accessible by pressing the Start Button. To activate training
objectives throughout the level, simply fly through the fioating Rebel Alliance icon.

Note: Since the Training
SELECT CRAFT Mission is open ended, it's up
s (o oA sescmTion to you when you want to exit
' the level and move onto the
Death Star Attack mission.
When you are finished with
your training, hit Start/Pause to
bring up the Pause Menu.
X-W mr, Then use the Control Stick to
SN A warar e et select End Training and press
' the A Button. Confirm that you
want to end training by
pressing the A Button again.
The Hangar
After selecting any mission (with the exception of training), you will be taken to
the Hangar. This is where you select which ship to fly in the game. You control
your character in the Hangar by moving the Control Stick. To view the Hangar
through the eyes of your character, hit the X Button and use the C-Stick to look
around. Note that you can't move the character's position when in this mode,
Press the K Button again to exit first-person mode. If you are interested in a
descrption of a certain spacecraft, press the Y Button whie lookng at it.

There may be a vanety of ships in the Hangar, but not all of them will be available to fty,
If & ship is currently not ready to be flown on the selected mission, you will hear a
huzzer when you try to select: it. (These are likaly ships that were marked as red on the
mission select screen). If a ship is avalable, walk up to it and press the R Button to select
it. You will immediately get into the craft and fly out of the Hangar. Therefore, make sure
you know which craft you want to fly before you hit the R Button to begin the game.

THE OPTIONS SCREEN

The main title screen allows you access to a menu that helps in customising
various aspects of Rogue Leader.

If you wish to do this, use the

Control Stick to select Options on || OPTIONS * emm
the Main Menu and then press i !
. : PASSCODES 1
Lhe n_E-uLLnn_ to bring up the \ D e ST
following option menus. VIDEO SETTINGS

SOUND SETTINGS
SPECIL FEATURES

Note: Throughout the option
menus, use the Control Stick
to select between menu
options by pressing up or
down. Press the A Button o
go to a sub-menu or confirm
a selection. The B button reverts you back to the previous menu option,
(The "Back” option at the bottom of any menu has the same functionality.)

% A




Rogue Leaders

Select this link with the A Button to display a list of the top 10 players, which
mission they are currently on, and how many bronze, silver and gold medals they
have received. As you play through the game your scores on the NINTENDO
GAMECUBE Memaory Card will be compared to this default top 10 list; if your
score is good enough, you will be added to the list.

Passcodes

If you have a special code for Rogue Leader this is the place to enter it. Press
left or right on the Control Stick to scroll through letters. Press the R Button to
insert a letter and the B Button to erasedetters. When finished entering the
code, press down on the Control Stick £o highlight Enter Code and press the A
Button. If you have entered a correct code you will hear & confirmation sound.

Game Settings e -. : - |

To further enhance the Ilunullmhr mﬁznuﬁlr }tuu ean ELIELEIITIISE the
fulluwmg gmiay details. == =
Note: Eﬁrﬂfi these options you cﬂﬂmiethmr settings by mgnmng
rhemm#ﬁén pressing the A Euttaﬂ nrmw the Control Stick left ﬂrngﬁt

EDW kU'Eﬁ-EWfT CH: This option mﬁﬁﬁnar|ly to gameplay with I:I'-ter
airspeeder where you have to take down AT-ATs. If this option is turned o, ﬁl&
game will automatically switch you mlrnfﬁnﬁplt mode when 1_.ruu wﬂfﬁa hBEE
samﬂ&ﬁ@ﬂw mnde g s
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AUTO ROLL: Tuba&m#'_ _'.' ntation %ﬁm#@mﬁwu on
your craft will &L 8 wwmwmn if you take your hands
off the Cantrol Stick or centre it for & mmnt '&ENHQ thwfam on is
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AUTO LEVEL: Similar to Auto HDII EﬁTS ﬂﬁﬁ? #tlirnad on, vertically levels your craft

to the horizon if you take your hands off the Control Stick or centre it for a moment.

CROSS HAIRS: Togale geme's targeting cross hairs on or off. Default is on.

RUMBLE: Turn the game's rumble effect on or off.

RESTORE DEFAULT SETTINGS: If you would like to restore the default game settings,
select this opton and confirm you want to reset these options.

Sound Settings

A number of these options involve volume sliders. In order to manipulate the
sliders, highlight an option by pressing the & Button. Then press the Control Stick
left. or right to push the slider in a certain direction, When the volume is set
where you want it to be, press the R Button to lock in the setting.

MUSIC VOLUME: Select this option to adjust the level of the music that plays
during the game and in the menu 51.rst::'.rr+1t

SOUND FX "-"DLLIME. Manipulate thﬁahmuf the game's sound effects.

__...

SPEECH vmuyf Adjust the, umme #ﬁ&&hﬂemﬁrﬁu hear thrnugimut the game.

e
3

STEREO: foggle between smﬁm&ﬂm-'ﬁ” g Using the A Button ithe

Control Stick. Rogue Leader supports five channel Dolby* Surround Pro Lagic 1!
If your TV or stereo system is napm of surround sound, setting this eption to
Stergo wii@sﬂ allow for Surround sound. If you have a Dolby Eurruuﬂﬁﬁ'ﬂ Logic
I symmlﬁcally please select ‘Fa’fﬂﬂa Mﬁde" on your receiver. '-ji':-_.'

..,_-_. -_.,.
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PLAYING THE GAME

Gameplay in Rogue Leader is straightforward thanks to an on-screen interface
that guides you toward your goals and provides important information on the
status of your ship.

In-Game Display:
COMMUNICATIONS DISPLAY 30 HADAR DISPLAY

DAMAGE INDICATOR WEAPONS INDICATORS

COMMUNICATIONS DISPLAY

These are the current commands available to assign to your wingmen, ground
troops, or B2 unit. Press the Control Pad to bring up this display if it is not
active,

3D RADAR DISPLAY

This display indicates your current position (both height and distance) relative to
targets and other ohjects in a level. The orange, pie-shaped wedge indicates
where the craft should fly in order to satisfy the next mission objective. In order
to fly toward the objective, orent your craft so the orange wedge 1s in the 12
o'clock position. As you get closer to the target, this pie-wedge will widen and
eventually fade as you fly over or under the target in guestion. Targets above you
will appear as dots on the radar with lines extending below them; targets below
you will appear as dots with lines above them.

The radar display also indicates other ships and objects in your vicinity, Hed icons
indicate enemy crafts; green symbols show alles. If a blue dot appears it signals a
special craft or item.

| -10- i =

Note: If you play in the cockpit view (toggled by pressing the X Button),
this radar display is shown as part of the ship’s cockpit.

DAMAGE INDICATOR

This 15 a visual indicator of your ship's health. A green circle is full strength;
yellow is partial strength; red indicates extensive damage. The X-wing and Y-wing
have HZ2 units that can repair damage.

Note: After your ship crashes or is destroyed, the number of ships you
have left in the game will be shown for a brief period of ime either in the
bottom left corner or in the cockpit display.

WEAPONS INDICATORS

The yellow line that traces the perimeter of the square represents the degree of
charge on your laser cannons. The charge line begins in the bottom-right corner
of the sguare and traces around the square until the cannons are fully charged.
While you can continually fire the cannons, if you wait and charge them up they
will be more powerful. For example, in the X-wing, if you wait for the cannons to
fully charge you can fire all four at the same time. With no charge, only one of
the four cannons on the X-wing fires at a time.

The number of secondary weapons available is also listed in this display. If an ion
cannon is availlable and charged, the bottom-left corner of the display will turn blue.

Targeting Computer

At any point during the game you can call up Rogue Leader’s targeting computer
by pressing the ¥ Button. (When the ¥ Button is released the targeting computer
disappears). The targeting computer overlays the cockpit view and allows you to
guickly and easily see enemy targets, even if they are obscured behind larger
objects. Objects that appear in lavender are enemy targets; objects in yellow are
high priorty and mission critical.

Note: Switching Crafts. At
various points during the
game you will have the option
of changing crafts during a
mission. To do this, fly your
current ship over the rotating
Rebel Alliance icon in a
mission and slow down by
clicking the L Button,




The Pause Menu

At any point during the game you can press the Start/Pause Button to bring up
the Pause Menu. In addition to stopping the game, this menu provides important
information about the current status of your mission. Namely, all the major
mission objectives are displayed here. If an objective has been completed, the text
will be green and a green checkmark will appear. Incomplete objectives are
displayed in yellow text.

The options on the Pause Menu are to Continue the Game, Abort the Mission, Adjust
the Game Settings, and Adjust the Sound Settings. See the Section on the Options
Screen (page 7) for more information on Game Settings and Sound Settings.

End-of-Mission Statistics and Scoring

When you successfully

complete a mission or reach a DEATH STAR ATTACK
Game Over state, Rogue __ MISSION COMPLETE
Leader will bring up a L4
statistics screen to show fml o e

your performance on the i scus

mission in question. This Lhves et

"
TR Contey @ P

screen s particularly

important because it helps
you understand where you
need to improve to earn e v

additional medals that give
you points needed to unlock
bonus missions and secrets. (See Medals and Bonus Missions on page 18 for
more information).

The Statistics Screen shows your performance for the following categories, along
with the base numbers required by the game to award you a medal. (If you finish
a mission and earn no medal or a bronze or silver medal, the screen wil show the
numbers required to eamn the next medal);

* TIME — How long you spent in the mission,

* KILLS - The number of enemies and obstacles you destroyed.

» ACCURACY — How many of your shots hit targets.

« FRIENDLIES LOST - How many have died in the course of the mission.

« [IVES LOST — How many lives you have lost,

» TARGETING COMPUTER EFFICIENCY — A percentage number that reflects how
often you relied on the targeting computer for help. The more you use your
targeting computer, both in terms frequency and duration, the lower your
efficiency; the larger the number the better,

What If You Go Down During a Mission?

The dogfighting in Rogue Leader is tough. The game gives you three ships to
start. If your ship gets shot down or destroyed during a mission, the game will

-1 2.

automatically restart your ship near to where you met your untimely demise. The
number of ships you have left will be displayed for a brief period of time in the
lower-left hand corner of the screen after you restart with a new ship. (If you
are playing the game in the cockpit view, this data will appear on the console).

If you run out of ships, your game will be over and your current statistics for the
mission will be displayed. (For more information on Statistics, see End-of-Mission
Statistics and Scoring on page 12), After reaching the Game Over state, you can
replay the current mission as many times as you want by choosing it on the Mission
Selection Screen, but the game will set you back at the very start of the mission,

PLAYER CRAFT

One of the most exciting aspects of Rogue Leader is the opportunity to pilot a
wide variety of ships during the game. Here are the primary ships you will fly in

the game... although there may be a few surprises along the way as welll

X-Wing

With its unigue double-layered
wings (known as S5-foils), the
X-wing is one of the most
recognisable ships in the

Star Wars universe. A versatile
and robust ship, the X-wing
features a reinforced titanium
alloy hull and high-powered shield
generators, not to mention an
on-board R2 unit for repairs.

In combat, the ship's S-foils are open to give the ship greater manoeuverability. If
you chick the R Button to speed up the X-wing, these foils will close. In order to beain
firing the laser cannans again you will have to click the L or R Buttons, or hit the A
or B Buttons to reopen the S-foils.

PRIMARY WEAPON: Four laser cannons

SECONDARY WEAPON: Proton torpedoes
A limited number are available per ship. The proton-scatteringeneoy
warhead inflicts heavier damage than an ordinary torpedo.

-]



Part highter and part bomber, the

Y-wing is the precursor to the X-wing. It
may not be as manoeuverable as the X-
wing, but it makes up for this imitation
by having an impressive arsenal, including
proton bombs and the powerful ion
cannon. Its proton bombs make it the
ideal craft to use for any ground-based
missions where the goal is to bomb
surface targets. The Y-wing also includes
an B2 unit to help repair the ship when it
gets damaged.

PRIMARY WEAPON: Two laser cannans

SECONDARY WEAPON: Proton bombs

These bombs will recharge over time. They have a large blast
radius, but beware: they can damage your own craft if you drop
them too low to the ground.

Note: To use the proton bombs, press the B Button twice, If you are in the
default chase camera view, the first press of the B Button will reorient
the camera so you can see the ground. The second press will launch a
proton bomb. Hit the A Button when you are finished releasing bombs.

It you are in cockpit mode, pressing the B Button will bring up the
bombing targeting computer, which gives you a topographical view of the
ground below you. Press the B Buttan to release a bomb in this view or
press the A Button to leave this mode.

oPECIAL WEAPON: lon cannon. You have unlimited use of this powerful weapon,
alithough it does require time to charge. Hold down the B Button to charge the
ian cannon. It will be fired when you release the B Button. The ion cannon uses
blue blasts of ionised energy, which overload and fuse the circuits of ship
weapons, shields and engines, effectively knocking them out of action and
destroying smaller targets

A-Wing

By far the fastest starfighter in the Rebel
Aliance, the A-wing is quick and agile in
everything it does. It features a imited nitro
boost that allows it to get speed bursts when you
chck the R Button. The A-wing has unlimited nitrg
boosts, although the boost does take time to
recharge. While the A-wang has an impressive
arsenal, its major weakness is the fact that its
shields are relatively weak and its hull is easily
pierced by blaster fire

PRIMARY WEAPON: Two laser cannons

-14-

SECONDARY WEAPON: Concussion missiles
A limited number are available per ship. Although not as powerful as proton

torpedoes, when this projectile hits a target it
creates powerful shock waves that penetrate even
the heaviest armour, Concussion missiles are
effective against both ground and air targets.

B-Wing

SECONDARY WEAPON: Proton torpedoes

A limited number are available per ship, See the X-wing proton
torpedo description on page 13 for more informatian.

Built by the Rebel Alliance primarily
as @ vessel designed to engage
Imperial capital ships, the B-wing's
unique shape makes it stand out
compared to the other Rebel ships.
While it shares the same basic
weapon setup as the X-wing, it has
one important addition: double ion
cannons. With powerful shields and
the ability to close its S-foils to
speed up—click the R Button to do
so—the ships major disadvantage is
that its shape sometimes makes it
harder to manoeuver,

PRIMARY WEAPON: Three laser
cannans

SPECIAL WEAPON: Two ion cannons (mounted together)

You have unlimited usage of these ion cannons, although they do require time to
charge. Hold down the B Button to charge the ion cannons. It will be fired when
you release the B Button. See the ion cannon description in the Y-wing section

on page 14 for more information,

-1 5



Airspeeder

Officially known as the Incom T-47,
this ship is famous for its unigue
towing cable which can be put to use
to take down Imperial AT-ATs. The
airspeeder is limited to relatively low
altitudes and can’t perform advanced
manoeuvres such as rolls, but it is
fast and small, making it hard for
enemy troops to hit it with any
precision. That's a good thing,
because the airspeeder lacks any
strong shields for protection.

PRIMARY WEAPON: Two laser cannons

SECONDARY WEAPON: Tow cable
When you fly near an AT-AT, press
the B Button to release the tow
cable. If you are in cockpit mode
you will automatically switch to the
chase camera view. Circle the AT-
AT with the airspeeder so the tow
cable wraps around the AT-AT's
legs. The game will eventually take
over and shows the AT-AT's
destruction once it is sufficiently

wrapped in the flexisteel tow cable.

POWER-UPS: TECH UPGRADES

———

As you progress through the game you will have the opportunity to acquire
technical upgrades for your ships. While these upgrades aren't required to finish
the game, having them will certainly give you the upper hand.

The upgrades are placed throughout the entire game and might well appear with
little or no warning. When you spot what might be an upgrade, fly your ship near
the location. Once you fly through the icon, the game will notify you if you acquire
a tech upgrade. Note that upgrades are not immediately available. In order to use
an upgrade you must complete the mission on which you obtain it; the upgrade
will then become available on the next and all future missions you play.
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aome upgrades are only for specific ships, while others will work no matter which
ship you fly. It is important to note that the upgrades are permanent; you never
lose them once you acquire them and finish the mission. Thus, acquiring ane
upgrade does not cancel previous upgrades.

Known Tech Upgrades:
ADVANCED LASERS: Acquiring this upgrade will improve the power of your laser
cannons so they do more damage to enemy craft. This upgrade applies to all the ships.

ADVANCED PROTON TORPEDOES: If you find this upgrade, it will make the X-wing and
B-wing's proton torpedoes more powerful,

ADVANCED CONCUSSION MISSILES: The A-wing's concussion missiles become
maore powerful with this upgrade.

ADOVANCED PROTON BOMBS: Proton bombs on the Y-wing are even more deadly
if you find this upgrade.

AOVANCED SHIELDS: The ultimate defensive upgrade, advanced shields affects all
ships and improves the strength of your shields. If found, the shield-strength
display in the lower-left corner of the screen will be tinted blue to indicate that
your shields are as strong as they can be.

oEEKER PROTON TORPEDOES: This upgrade makes the proton torpedoes on the
X-wing and B-wing lock onto enemies once fired.

SEEKER CONCUSSION MISSILES: The A-wing gets its own set of heat-seeking
concussion missiles that can lock onto enemy targets after being fired,

ADVANCED TARGETING COMPUTER: This upgrade further improves the targeting
computer, activated by pressing the ¥ Button. Without the upgrade you have to
hold down the ¥ Button to keep the computer an screen, but this upgrade allows
the computer to be permanently toggled on or off during the game. (Remember:
Using the targeting computer too liberally will hinder your ability to receive medals).

With this upgrade installed, the C-Stick can be moved while in targeting computer
mode to highlight specific enemy ships you'd like wingmates to attack. After
highlighting ships through the targeting computer, use the regular Control Pad
commands to order your wingmates to attack those specific targets.
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MEDALS AND BONUS MISSIONS

BRONZE MEDAL SILVER MEDAL GOLD MEDAL
3 POINTS b POINTS TOTAL 10 POINTS TOTAL

Rogue Leader includes an extensive set of bonus missions and special surprises
that can be unlocked by only the most skilled pilots. Completing a mission is one
thing, but earning one of the prized honus medals is something else. At the end
of each mission you will be shown a statistics screen that indicates your skill in
the game versus what is needed to earn a bonus medal, Watch out how accurate
you are in shooting, how long you take to finish a mission, and how often you use
the targeting computer—all these factors and others affect whether you are
awarded a medal. (For more information on this statistics screen, see End-of-
Mission Statistics and Scoring on page 12).

You can replay a mission as many times as you want in an attempt to earn a
better medal, but you only receive points the first time you earn each grade of
medal. For instance, if you first earn a bronze medal, you receive three points. If
you replay a mission and then get a silver medal, you receive three additional
points for a total of six points on the mission.

The points associated with these

medals can be used to unlock

special bonus missions not
m— W normally available to players.

S Al R Unlocking each bonus mission
Caorowm costs a number of points. To
ST £X P see which bonus missions are

available, go to the Mission

Selection Screen. If you earn at

least a bronze medal on certain

regular missions, an option will
appear to unlock certain bonus
missions. If @ bonus mission is available, you can see it by pressing up on the

Control Stick while viewing the associated regular game mission

< DEATH STAR ESCAPE

Each bonus mission requires a certain number of points to unlock it. After
selecting & bonus mission, your current point tally is displayed along with the cost
of unlocking the mission. If you have enough points, you can press the R Button
to cash in your points and play the bonus mission in question. Please note that
there is no way to undo your bonus mission selection, so choose wisely how to
spend those hard-earned points.
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While bonus missions present exciting new locations and challenges, they also
might provide an opportunity to unlock even more secrets, including specials
ships and surprises.

SPECIAL FLIGHT TIPS

While Rogue Leader features a variety of ships, missions, enemies and

locations, there are a few tips that are sure to be of help, no matter where
you are in the game.

® Although it goes without saying, remember to save at least one

torpedo for the Death Star trench run.

® Take the time to let your primary weapaons fully charge before firing. It's

tempting to hold the R Button for continuous fire, but fully charged weapons
will actually save you time in the long run because they are more powerful
and accurate. Plus, consider this: your hit accuracy is an important determinant
of which medal is awarded at the end of a mission,

® [earn to use your wingmates effectively. Besides listening to what they say,

Issuing the right commands at the right time can help you survive heated
battles.

® Vary your ship's speed when someone is on your tail by using the L and R

Buttons. Also consider using quick turms to get enemies off your tail.

® Pay attention to the strengths and weaknesses of each craft. Some missions

will be much easier to complete with one ship as compared to another.

® The AT-Als have armour that is too strong to be penetrated by laser cannons.

Don't try to shoot them, but nstead use the tow cable on the speeder to
take them down.

® Play different missions at different times of the day.
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