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Introduction

Attention, soldier!

IeLcome to Terra Hoa: Strike Force Centauri. If you remember your Lessons in the old Terran anquage Latin, you know that
“Terra Nova™ means “New Land.” The Hogs—a purely affactionate term for the Hegemony that should not be used af any official
diplomatic functions inuoluing their representatives -have a deep disdain for such history. But they"re a powerful, imperialistic

force, something the members of Strike Force Centauri must ot forget.

Terra Hova: Strike Force Centauri is the most sophisticated outdoor combat simulator available. There have been plenty of out-
door combat games, but no other game has the wonderfully rolling and breathtaking Landscape that Terra Noua provides. There’s
more to see, more 1o consider, more factics to execute. As a result, you feel Like you're #ere-standing on a planet or planetoid
in the Alpha Centauri sfar system, atop a hill or pressed up against a building, Locking onto an enemy farget, or avoiding an
incoming hail of energy weapons fire. Aind to share in the fun, you can bring along up to three computer-controlled Squadmates

who elp you achieve your mission objectives.

It's a big, dangerous universe, chock full of enemies and alien ferrain, climate, and gravity conditions. Your weapons are sfafe-
of-the-art, and Centauri scientists are always working on new ones. And did | mention the possibility of a Hegemony infiltrator

among the elite ranks of Strike Force Centauri?

You're going fo need help. And you"ve come to the right place.



Basic Training

This book is a complete strategy guide fo Terra Nova: SFC-game basics, notes on what makes the game different, basic Strategy
ideas, and synopses of the game’s features (how to play the game, advanced tactics, mission walkthroughs, efc.).

Chapter 1 provides a more detailed look at the backstory in Terra Nova: Strike Force Centauri. You can skip Chapter 1 if you're inter-
ested in jumping right into the game.

Chapter 2 qives you biographies of all your Strike Force Squadmates, which will help in your squad selection for each mission.

Chapter 3 explains the basics of Strike Force combat. We review basic technology, including descriptions of each PBA model (scout,
standard, heauy), statistics (speed, armor, damage, weapons slots, special capabilities), special strategy notes (which model is
right for which job), weapons (damage, usage, tactical notes), and ASFs (Auxiliary Suit Functions).

Chapter 4 contains a detailed analysis of enemy weapons, PBAs, and vehicles, from the lowly pirates to the Hegemony s most feared
secret weapons. ther vehicles, such as dropships, trucks, and tanks, as well as buildings and turrets, are shown here as well.

Chapter 5 reviews basic PBA skills. including the HUD (Heads Up Display), different views, movement, and suit functions such as
weapons selection, targeting, and firing. This chapter walks you through the two training exercises and the first mission, which pits
Hikola against a small Pirate outpost. The debriefing and mission analysis follow.

Chapter b covers aduanced tactics such as squad combat, maneuers, factics, equipment selection, enemy Artificial Intelligence, and
analysis of enemy-specific strategy. Hidden Surprises in the world of Terra Nova are discussed here, too.

Chapter 7 contains mission walkthroughs, parameters, strategy, and tactics for the rest of Terra Nova. You receive vital mission para-
meters, including optimum personnel, complete Lists of enemies and fargets, terrain notes, tactical notes, precise Strategy, success
criteria, and any unusual hidden features. Strategy is broken info fwo portions: a general strategy for those who want to do some fac-
fical planning on their own, and a more exhaustive walkthrough. The plot and story are revealed here, too.

Chapter 8 covers the random Scenario builder, where you can construct the mission of your choice.

In the 24th century, computers are much easier fo use than they are today. Chapter 9 assumes that you”re probably using 20th-
century technology, and provides any technical notes you need to get the game running on your computer in DOS, Windows 95,
or 0572

Remember: this trategy guide can give you hints, tips, and tactics until you”re blue in the face, but only g can pull the frigger!



Ghapter 1: The Long Trip to Gentauri

The clans of Centauri have a long history of independence—a frontier spirit that dates back to 20th-century Terra. To understand the clans,
you have to look back o Terra, and the origins of the Hegemony.

The Hegemony

The Hegemony is the government that rules most of humanity—in fact, the clans are the only human population not under the autocratic rule
of the Hegemony. Although the clans find the dictatorial rule of the Hegemony antithetical to the human spirit, the Hegemony-or Hogs. as
clansfolk call them-trace their roots back to the Publican movement, a class of humans who have controlled Terran gouernment since the
early 22nd century.

The Publicans themselues constitute a very special social class on Terra. They see themselues as “quides™ for humanity and are exempt
from many of the restrictions placed on all other Terrans. Publicanism arose shortly after the colonization of Luna, the Terran moon.

2046 Colonization of Luna.

2074 Publican class established by U.H.

2076 First tourist arrives on Luna.

2078 Uenus colonization project started.

2084 First colonists arrive on Uenus.

2093 First colonists arrive on Jovian moon lo.

2005 First colonists arrive on Jovian moon Ganymede.

204 Publicans assume Terran rule and disband the U.H.

210 First Public Education Campaign undertaken; Latin and Central America unified

into single entity.

U Second Public Education Campaign launched; Rfrica unified into single entity.
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Third and final Public Education Campaign started; Terra becomes a single
nation with common language and laws. Publican rule of entire planet is
now firmly established. Small armed uprisings against Publican rule occur
regularly, but most of the world"s population is content with its newfound
equality.

Lunar colonies annexed by Terra.

Martian colonies, including Guangzhou Station, annexed by Terra.

Denus Wars begin. Uenusian colonies organize effective resistance against
Terran landings. Bombardment of domes ruled out because of opposition to

genocide in both the Publicans and the peoples of Terra.

Terra establishes first beachhead on Denus, while suffering heavy casual-
ties. Denus Resistance shifts to war of attrition rather than defense.

Terra destroys the dome colony of Jerusalem, resulting in the instant anni-

hilation of 750,000 people. enus capitulates.

Nilitary coup attempt against Publicans thwarted. Resulting purge and
reeducation campaign within military delays planned annexation of Jovian
colonies. Jovian colonies solidify resistance.

Probes sent to Centauri reveal existence of at least one habitable planet.
Interstellar Agreement reached wherein the Hegemony agrees to tolerate
the dissidence of the Jovian colonists, while the colonists agree to relo-
cate to Centauri. The Hegemony assists the Jovian colonists with prepara-
tions for Centauri colonization.

First Centauri colonization ship launched from Ganymede.

Remaining Centauri colonization fleet launched.

Colonization fleet arrives in Centauri.

Annexation treaty between Terra and the remaining Jovian colonists
signed. The eldest third of the colonists are “refired” into comfortable
exile back on Terra, while the remaining colonists are started on Publican
reeducation.

Saturnian colonies absorbed by Terra.

The first seven clans of Centauri established on HewHope.



PALE) Thatcher is first explored.

ALl Thatcher is settled; residents found five new clans.

2180 Clan Stockton begins terraforming Thatcher, utilizing successive plantings of
rapidly maturing and decaying plants that have been genetically engineered fo
survive in Thatcher’s soil and climate, and to release carbon dioxide into the
atmosphere in an effort to aid heat retention on the planet’s surface.

64 (CY D) The Colonization Board-the governing body left over from Jupiter-voluntarily dis-
bands. Replacing it is the Centauri Council, with each of the system’s twelve
clans sending representatives.

The Terran calendar proves unwieldy for most of Centauri, and thus the new Clan
Calendar is implemented. Each Clan Year (CY) equals about 1.15 Terran years.

217 (CY 28) Strike Force lo founded to combat local piracy. Within the next year and a half,
the other eleven clans found their own Strike Forces.

2239 (CY 47) Through the advent of hyperwave technology, the Hegemony and the Centauri
Council establish diplomatic relations and agree to trade guidelines.

2327 (CY 124) Today. Strike Force Centauri founded with the express purpose of organizing the
various clan forces to suppress the growing smuggling trade and to exterminate
pirates and raiders within the Centauri system.

Publicanism is based on the concept of “Universal Equality but Selective Suffrage. ™ The founding principle of the Hegemony is equality for
all citizens. Citizenship is a birthright of Terrans and can be lost only through antisocial behavior. A Terran becomes a citizen at the age of
18 Terran years. Citizenship entails protection and equality under the Laws of the Hegemony.

The problems associated with mob rule in 20th century democracies led the Publican class to abolish democratic rule. That is, ordinary it
izens cannot vote. That right is reserved for a subclass of citizens known as elders, who have served eight four-year terms of public service
and can vote on matters of public policy.



LL CITIZENS ARE REQUIRED T0 ENGAGE IN UNIVERSAL PUBLIC SERVICE. EACH CITIZEN IS TESTED FOR SOGIETAL PRODUCTIVITY APTI-
UDE, AND 15 THEN OFFERED A FOUR-YERR POSITION SOMEWHERE ON TERRA, BASED ON AVAILABILITY OF WORK AND THE CANDIOATE S
PIITODES. THE CANDIORTE MUST ACCEPT OR SUFFER LOSS OF CITIZENSHIP. ERCH CHTIZEN IS PERMITIED T0 DEGLINE ONE TERM OF
UBLIC SERVICE IN HIS OR HER LIFETIME. TWO TERMS OF PUBLIC SERVICE MAY NEVER BE SERVED CONSECUTIVELY IN THE SAME LOCA-
10N, N0 ALL TERRANS INVOLVED IN PUBLIC SERVICE ARE COMPENSATED EQURLLY, REGRROLESS OF THE SERVICE THEY PERFORM—
ALTHOUGH SMALL BONUSES MAY BE GRANTED. IN ADDITION 10 THESE PRIVILEGES AND BENEFITS, ELDERS ARE ALSE GIVEN A PENSION,
ARE PERMITTED 10 VOTE, AND ARE ALLONED 10 MAINTAIN A PEAMANENT HOME.

i
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Terra's entire population is constantly on the move, with individual families never residing in the same Locale for more than four years at a
fime. Publican doctrine requires this plan fo ensure equality and to prevent personal attachment fo any particular Landmass, which might
(ead fo nationalistic sentiment.

ALl Terrans, citizens or not, are entitled to free medical treatment, food, and housing, all provided by the Hegemony. The nature of that
ousing depends on three factors only: Location on the planet, nature of public service, and whether the recipient is a citizen. Dwellings
bary according to the specific Locale, but within a single Locale all dwellings are the same in terms of construction, living Space. and fun-
damental equipment. Non-citizens, called deviants, are required to Live in multi-family dwellings.

The institution of family, and children in particular, is the heart of the Hegemony. Crimes against children are considered the worst trans-
gressions that can be committed. In fact, much of the Hegemony's legal system centers around isolation from family as punishment for
antisocial behavior.

ALl citizens are entitled to marry and conceive children. A family may consist of two adults and two children at any one time. Any excess
children are first offered fo childless couples; if there are none Locally available, the children are then assumed into the Publican class.

Children are educated in Publican schools. The teaching of history, or any Schooling in cultural or ethnic heritage, i considered child
abuse-one of the most serious crimes possible under Hegemony rule.

[HE HEGEMONY OPERATES UNOER A LIMITED MARKET ECONOMY THAT HAS THE HALLMARKS OF NHRT WAS ONCE CALLED “SOCIRLISN™
IN THE 137H AND 20TH GENTURIES. THE MONETRRY SYSTEM 15 BRSED ON R UNIT OF CURRENCY CRLLED R 247211 PROFIT IS STRICTLY
AEGULATED A B PERCENT; THAT 15, NO ENTERPAISE MRY ERRN MORE THAN B PERGENT ABOVE INVESTMENT ON AN ANNUAL BRSIS.
ANY RODITIONRL PROFIT MUST BE TITHED T0 THE HEGEMONY. ALL PROFIT 1S DIVIDED EQURLLY AMONG THE WORKERS OF ANY ENTER-
PRISE AT THE ENO OF EAGH YEAR. IF AN ENTERPRISE FAILS T0 MAKE THE MAXIMUM PROFIT ALLOABLE UNDER THE LAW, 115 WORKERS
END P WITH LESS DISCRETIONARY INCOME THAN THOSE IN BETTER-MANAGED ENTERPRISES.

THERE 15 NO PRIVATE OWNERSHIP OF LAND IN THE HEGEMONY. ALL LAND BELONGS 10 THE STATE AND I3 LERSED T0 THE PEOPLE WHO
LIVE THERE. BANKING, USURY, AND CAPITALISM HAVE ALL BEEN OUTLANED IN THE HEGEMONY, RS HAS THE SELLING OF INSURRNCE.



Deviants

fAiny Terran who is deprived of citizenship is classified as a deviant. Deviants are not permitted to dwell in Terran Society, nor to have any
contact with citizens beyond official contact with the Peace Officers of the Publicans. The deviants call themselves “The Forsaken™ and
are required fo Live in special areas where the Hegemony provides food and communal housing. These ~preserves™ are found on all Terran
continents.

Deviant society is self-governing. The Hegemony merely provides food and housing. ALL other rules concerning Social matters are left fo the
deviants themselves. The only Publican police action is to keep the Deviants on the preserves.

Life in a deviant preserue ranges from relatively peaceful o quite violent, depending on the area and the specific preserve. On some pre-
serues, a number of the residents band together fo protect themselues from their more dangerous fellows. Large infernal areas are con-

trolled by gangs or secret societies, usually Led by the strongest, most vicious sociopath in the group. Life is often nasty, brutish, and
short on a deviant preserve.

One noteworthy aspect of the deviant preserves is the utter absence of children. AL deviants are sterile.

The Publican Glass

The Publican class, created by the United Hations in 2074, is an elite class of public servants with extensive administrative powers and no
political franchise. The idea behind its creation was fo eliminate the corruption and graft that had become synonymous with public adminis-
fration. The Publicans were intended to be career public Servants with no ties to any political interest group. The theory worked well until
the Publicans became a political interest group of their own. By that time, they controlled most of the media and virtually all channels of
distribution of important resources, as well as all of the bureaucracies that implemented public policy. When they determined that it was in
the public interest for them to take ouer the machinery of politics, they did so. Thus was born the Hegemony. Terra has been ruled by the
Publicans since the year 2104.

Publicans do not vote on public issues, but they do set the agenda. There is no true public referendum mechanism in the Hegemony-only the
appearance of one. Citizens and elders may propose matters of Legislation and public concern, but if the Publicans oppose them, they will
never come o a vofe.

—
——
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Publicans have a host of special rights and privileges, including greater shares of housing, food, and consumer goods, miniature com-
munication bio-implants, the right o carry weapons, and better education for their children. Exceptionally gifted children are also

assumed into the Publican class. Note that these gifts are not Limited fo infellectual accomplishments, but also include social inclin-

tions and altruistic tendencies.

Publicans at the highest leuels are permitted to remain in a Single location for their entire Lifetime.

The Planets & Glans

The clans trace their roots back to the Terran nation-States and ethnic groups. Although the Hegemony sees the differences betuween
clans as divisive, the clans celebrate their diversity.

There are several planets in the Centauri system. ALL of the planets figure prominently in the development and posifion of each of the
clans.

fipprosimately the same size as Terra, NewHope is the fourth planet from Centauri. Most of the Surface is covered in water, which for
the most part is brackish due fo high mineral confent. To the original Jovian colonists, NewHope was true to its name-—a very hos-
pitable planet. I1 is the most developed of the Centauri worlds.

NewHope's Landmass is notable for its year-round growing Season and ferfile soil, which has eliminated the need for hydroponics.
There is an abundance of mineral wealth on NewHope, including Several newly discovered minerals. Missing from the mix of known
minerals are most forms of coal (carbon) and diamonds, as well as hydrocarbons and aluminum.

When the Jovian colonists first arrived, they seftled on one of the two equatorial continents, naming it New Amsterdam in honor of
Ruud Feldvaar, the Dutch navigator of the first Landing on NewHope. Since then, the clans have spread out fo three other continents
and several of the Larger islands.

The largest land mass-Saratou—is home fo Clan Petrousk, NewHope's single most populous clan. i Slavic people, the Petrousk clan
fraces its origins back to the ancient Terran nation of Russia. The Petrousk clan is HewHope's most insular family, devoting itself fo
agriculture and animal husbandry. They are ruled by the descendants of founder Dasilye Petrousk, after whom the clan is named. He
holds the Petrousk seat on the Centauri Council and has been known to int at alliance with the Hegemony, believing that such an
alliance would promote growth and industrialization in Centauri.

1 : 4 .
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The continent of Azpeitia stretches some 15,000 kilometers across the temperate zone of NewHope's southern hemisphere. 11 is home
to Clan Urrutria, made up of descendants of the Basques. Clan Urrutria’s Leader, Don Isidro Tain de Aso, is a staunch ally of Clans o
and Ganymede. His distrust of the Hegemony borders on religious 2eal. The Azpeitian Strike Force is second to none, having served
with distinction in numerous raids on pirates and smugglers. Unlike the Petrousks” patrilineal organization, Clan Urrutria is a true
meritocracy—egalitarian and fiercely democratic. Don sidro came to power through his military seruice and his captaincy of the
Second Fleet He was trained as an oceanographer, and his opinions are highly respected in the Centauri Council.

New Amsterdam is home to Clan Felduaar, and is the most cosmopolitan settlement on HewHope. When the colonists first arrived
from lo and Ganymede, a common settlement-Brabant-was established here. As the planet was explored and the various clans took
shape and struck out on their own, Clan Felduaar’s founders remained planted on the New Amsterdam continent.

Due o its central location, Hew Amsterdam is the home of the Centauri Council as well as the trade center of NewHope. Brabant’s
central market district—the Feldmarki-has trade districts for each of Centauri’s twelve clans, as well as a produce and crafts market
where virtually any product manufactured in-system can be found. Since the arrival of the Hegemony trade mission, products from fhe
Sol system now find their way into the Feldmarkt, but they are both Scarce and strictly requlated by the Council. Some smuggled
qoods have appeared here as well, but they are quite rare and exceedingly expensive.

A chain of islands, called the Scatias, have been claimed by Clan Slade, which is of Anglo-Scot and British Commonwealth descent.
Slade is one of the smaller Centauri clans, sparse in both population and influence.

Directly to the south of New Amsterdam Lies Avon, the planet’s second-smallest continent. Due east of Auon is Devon, the bread-
basket of NewHope. Avon and Devon are jointly held by Clan Ganymede, descendants of the original British colony on the Jovian
moon of the same name. Semi-feudal in organization, Clan Ganymede is a bastion of Centauri conservatism, and is the principal ally of
Clan lo. Ganymede’s aristocracy is a family of Lords who preside over ruling Houses.

fluon is ruled with benevolence and equanimity, resulting in perhaps the highest standard of Living in Centauri. But fwo rival Houses
have been locked in a bitter rivalry for nearly two decades over Devon, Stemming from a dispute over the ownership of a parficularly
fertile valley in central Devon.

Militarily, the feud is a nightmare for anyone forced into a position of command ouer Strike Force Ganymede. Ganymede's Leuy rules call
for two Strike Forces, one for Auon and one for Devon. Each of the three grantholders provides 500 soldiers, which are then split info
two Strike Forces of 750 each. For the past 20 years the levy from House Powell has been forced to split its force, joining one half



with the force from Langmere and the other with the Birkenstead force, since it is impossible fo get the Latter two groups fo cooperate
at all, much less serve in the same Strike Force. This has caused resentment among the people of Powell and has drawn them into the
longstanding quarrel.

In the far northwest Lies the rocky confinent of Laconia, home fo Clan Sparta. Headed by grantholder Spyros Katzantinides, Clan
Sparta is perhaps the Least political of the NewHope clans. With a small population eking out a Living on a Somewhat inhospitable
island, Clan Sparta is the only Centauri clan granted an exception to the military levy. Strangely, the few Spartans who do find their
way info military service often prove to be the best soldiers in their unifs.

The third major archipelago on NewHope (the Scotias and the Odessas being the others) is lonia, home fo the influential Clan lo. When
NewHope was first settled, those of North American heritage opted for lonia because of its distance from all other land masses. Clan
lo, 50 named because ifs members are descended from the colony on the moon of the Same name, shares the conseruative leadership
on the Centauri Council with Clan Ganymede, its closest ally.

Clan lo is remarkably self-sufficient. Most of Centauri’s finest engineers hail from lonia, as does the first commander of Strike Force
Centauri, Nikola ap lo.

Thatcher

Thatcher is the fifth world orbiting Centauri, and is approximately 2/3 the size of Terra (8,500 km in diameter). Thatcher is an icy
planet whose climate ranges from cool to utterly inhospitable. But this is changing rapidly. Centauri Scientists haue been engaged in
active terraforming almost since Thatcher was seftled, some 130 Clan years ago. Using genetically engineered, rapidly maturing
plants to reclaim nonviable land and stabilize temperatures, scientists haue been able to make Large areas suitable for human seftle-
ment. The plants used in the reclamation efforts also produce a good deal of carbon dioide, so that global femperatures will rise
eventually.

There is Little coal, aluminum, or hydrocarbons on Thatcher. Iron and copper are quite plentiful, with lesser but still substantial
deposits of gold, titanium, silicon, lead, and zinc. Lesser amounts of most of the other known minerals are present, as well as
deposits of the newly discovered minerals agamemnite, plastite, and tricadmium. There are large amounts of almost pure cryolite as
well.

Thatcher was first explored in the Terran year 2173 (BCY 10), but was judged too harsh for human Life except in the equatorial
regions. It was Slafed as an industrial base by the Centauri Council, which began construction of a shipbuilding base on the Largest
confinent.

In 2180 (BCY 31, Clans Stockfon and Porthos began their terraforming efforts. Labrador, the largest of the three habitable Land masses
on Thatcher, is home to Clans Porthos, Stockton, and Avila.



Clan Porthos has the largest population of the Labrador clans. Ifs clansfolk are scattered throughout the Low hills that characterize the
north of Labrador, with small villages established between the large bays on the north and west coasts. Significant sectors of Clan Porthos”
economy revolue around the harvest and processing of mesmerweed, which is either shipped to NewHope to be mixed with cattle feed or
baled and shipped to Terra and its colonies, where it is highly prized as a narcotic. Human consumption of mesmerweed is prohibited in
Centauri, and all harvests are carefully monitored to prevent the drug from making its way into local markets. Many of the Porthos clans-
folk also earn their Livelihood by hunting and trapping. The pelfs of Thatcher"s wolves and ice bears are both beautiful and very warm, and
are coveted as cloaks both in Centauri and in the colonies of the Hegemony.

Clan Stockton is found in the heart of the extensive plains of central Labrador. The clan traces much of its Lineage back to Australia and
Hew Zealand. It economy is dominated by the administrative class, many of whom work in the Council departments and even in other
clans” ministries.

Clan Avila, descended from Latin and South American ancestors, is Located in the Southern part of Labrador and bases its economy on farm-
ing and fishing. The clan holdings af the South edge of the Labrador plains are home to the second generation of terraforming efforts on
Thatcher.

The island of Namuro is home to Clan Namuro. The island is poor in nafural resources, which has steered the clan toward small industry.
Their major eport is small manufactured goods, usually the mechanical or electromechanical labor-Saving devices found in most Cenfauri
homes. Namuro implements are known for their Superior craftsmanship and are prized throughout Centauri by those who can afford them.

The clan has a very loose clan structure under the leadership of Ayako Yatsuhiro. For the most part it consists of isolated villages Scattered
throughout the hills, often cut off from the rest of Centauri civilization. By declaring more market days and funding an expansion of the
clan’s telecommunications network, Yatsuhiro has been striving fo make her clansfolk less insular, with moderate Success.

The equatorial continent of Uenetia is home o Clan Carpaccio and Carpaccio Station, the only major shipyard in Centauri. Although there is
a port at New Amsterdam on NewHope that has some maintenance and repair facilities, Carpaccio Station handles all major repairs and all
new spacecraft construction. If is the major industry for Clan Carpaccio and has made these descendants of Southern Europeans the richest
clan on Thatcher. Carpaccio Station is Located on the northern coast of Uenetia, right on the shore, because the shipyards require vast quan-
fities of water to maintain the machinery used o build spacefaring vessels.



94ara

Saara is the third planet in the Centauri system and is approrimately the same Size as Terra. If is also completely uninhabitable fo
humans. The planet”s single land mass is covered with tiny silicon beads, chunks of fused silicon, and mica grit to a depth of nearly
three kilometers. The atmosphere is quite thin and somewhat corrosive, with a high nitrogen confent, a tiny amount of oxygen, and
frace amounts of chlorine, ammonia compounds, and methane. In a punctured PBA (Powered Battle Armor) suit, a human might Survive
for 15-20 minutes; without a Suit, he would last about three minutes—hemorchaging and suffering Severe skin ulcerations the whole
fime.

While the core of the planef is uncommonly stable, large portions of the surface are in considerable short-term flux. Infrequent but
exceedingly violent electrical storms create impressive formations of fused silicon—glass—which then shatter in the subsequent tur-
bulence. Initial attempts by the clans to map the planet all ended Largely in frustration-maps based on topological features were use-
less. Furthermore, when it was understood that Saara had Little worthwhile mineral wealth or other natural resources, attempts fo
map the planet were abandoned.

The planet’s water clearly confains some unknown mineral or mineral compound, but the perils of analysis have thus far prevented
the isolation of the mysterious substancels).

Gentauri Minerals and Materials

fgamemnite A brittle, shiny metal, agamemnite’s unique conductive properties make it
the ideal material for construction of pulse instrumentation, a technology
first developed on Jupiter's moons and still unknown to the Hegemony.

Cryolite A malleable, clay-like substance that radiates cold. Used for refrigeration
and food preservation.

Tricadmium A brilliant blue gemstone of remarkable hardness, used in tools and
weapons.
Plastite fAn extremely lightweight yet durable mineral that has a low melting point

and is relatively flexible. Plastite is perhaps the most widely used mater-
ial native to NewHope. Most homes and structures are made of plastite, as
are most containers and simple utensils. Its low melting point makes it
exceptionally easy fo mold and cast, although that also renders it useless
for armor and weaponry. When melted and shaped, plastite takes on the
very deceiving appearance of tempered steel, a quality that might prove
useful to the more subtle and devious of NewHope's military leaders.
Plastite does not conduct electricity, thus making it a fine insulator.
However, it is quite susceptible to heat overload and melts readily. Ho
good way has been found to temper it.



The Present Day

For a Long time, despite their technology, the clans have been scratching out @ meager existence in Centauri. No longer, it seems—
terraforming and increased agricultural technology have made feeding the clans much easier. But with increased prosperity come fwo
threats. The near-term threat is the pirate raiding that has captured experimental grenades made by Clan Pefrousk. Pirate activity has
increased recently, and something has to be done about if.

The second threat is much more subtle. The Hegemony, and their ambassador Creon Pentheus, are now in the Centauri system. The Hegemony
believe that they are the only proper human authority in existence. The clans have become the cause of a great deal of concern among the
Terran elite. The clans have survived, and indeed bequn fo prosper, apart from Terran civilization. A radical element demands immediate
takeover of Cenfauri, but it seems that the majority are in favor of a peaceful relationship. This presents the clans with an opportunity fo
learn more about recent developments on Terra-their knowledge so far has been Limited to what they have monitored from their broadcast
communications. Make no mistake, though-the primary function of a Terran embassy in Centauri will be intelligence gathering, not trade.

There is the distinct possibility in the not-too-distant future that the Hegemony will attempt an annexation of Centauri. Indeed, the
liegemony has annexed every human settlement it has ever dealt with, of which it is quite proud. The Publicans believe they are charged
with the salvation of the human race. The Hogs have Shown a definite willingness fo use excessive force in the past.

Beware of Hegemony propaganda, even within Strike Force Centauri. The Hegemony will be putting on its best face for the citizens of
Centauri. They are a civilization fo whom history is an impolite concept. As such, they will not discuss past policy, only present designs.
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Ghapter 2: Strike Force Gentauri

You, Hikola ap lo, have been promoted fo Lead Strike Force Centauri. Formerly, you serued in Strike Force lo for five years, breaking
all records for strength, stamina, and speed. Despite your youth, you have proven yourself over and over as an extraordinary Soldier—
and more importantly, as a leader .

Although your current duties primarily inuolue the pirate threat, you can be sure that you will be dealing with the Hegemony presence
in Centauri. The soldiers who fight beside you are the best the clans have fo offer. Learn to use them well.

atrike Force Roster

There are twelve squadmates available on Strike Force Centauri. Fach has different strengths and weaknesses according to Specialty-
a5 you might quess, a Weapons specialist should nof screw around with a Demolitions Pack.

Although all the SFC squad members have equal hit points—they all take the same amount of bodily damage before they expire-there
are cerfain Squadmates who cannot die. After all, there’s a traifor in the game, so this traitor cannot die. Hor can the acfors that
appear in the video sequences. If these squadmates reach critical damage in a firefight, they “evac™—which is a nice term for the
emergency evacuation procedure that can be initiated by one of these crifical squadmates. However, keep in mind that if your squad-
mates are injured, they won't be available for your next mission.

The “immortal” squadmates are: Brand, Girraud, Mylonas, McCulloch, Schulyer, Walker, and Ashford. The remaining Squadmates
who start on your squad are: De Fonseca, Ng, Gomez, Rus, and Rossi.

If your squadmates are killed, you'Ll gef replacements from the ranks of Clan Strike Force Soldiers who are waiting for a crack at the
elite SFC. But these replacements are clan SF forces who didn"t make the cut, so don’t get your hopes up.

There are several special classes of which you should be aware. Weapons specialists, Like Hikola and Sarah Ualker, specialize in
combat. Their marksmanship under combat conditions is unequaled. A Repair specialist can make field repairs on PBAs, while an
Electronics specialist can rewire enemy turrets or perform other specialized mission-specific functions. A Demolitions experf can set
charges to destroy buildings or just plant charges to be detonated when the enemy passes over them. A mix of talents will be neces-
sary fo complete most missions successfully.

Following are a brief biographical sketch and a relative rating, from 1-10, of each SFC member and potential member”s skill at
Wweapons, electronics, and demolition. A "0 rating means that the soldier has no skill in that area, while a “10" means they demon-
strate exceptional proficiency.

NOTE: THE NON-PERGENTAGE NUMBERS GIVEN N THIS SECTION ARE THOSE USED BY THE GAME ENGINE AND NERE TRKEN DIRECTLY
FAOM THE GAME FILES. THESE NUMBERS 00 NOT HRVE ANY REAL WORLD ERDIVALENCY—THAT 15, 3500 ONITS OF ARMOR OOESN'T
RANSLATE T0 THICKNESS IN INCHES OR WATTS OF PONER REQUIRED. THE BEST WAY 10 USE THESE NOMBERS IS WITH DTHER NOM-
BERS OF THAT TYPE. FOR EXAMPLE, COMPARE THE ARMOR VALUES OF TWO OPPOSING UNITS—THE HIGHER NUMBER IS THE STONGEST
ARMOR.

ALSD, KEEP 1N MIND THAT SOME NOMBERS ARE RELATED. FOR EXAMPLE, WEAPON STRENGTH DIRECTLY AFFECTS ARMOR STRENGTH.
EACH TIME & EAPON ITS, IT TRKES AWAY A GERTAIN NUMBER OF POINTS FROM 175 TARGET"S ARMOR VALUL.




Hikola, your eyes and ears, is the Leader of Strike Force Centauri, having distinguished himself
during his tour of duty with Strike Force lo. There is a good deal of sibling rivalry between Nikola
and his older brother Brandt, stemming from their parents™ deaths at the hands of pirates. Nikola,
still a boy, picked up his father"s rifle and didn’t stop shooting until he ran out of ammunition.
Brandt, his older brother, did nothing. Hikola™s weapons proficiency is second only to Sarah
Walker's.

Weapons: 9 Electronics: 0 Demolition: 0

Hote that Nikola has slightly different statistics when he’s in the various PBAs he will use during the course of the game. In addition, there
are more systems that are relevant in Nik's PBA, such as Drones, which his squadmates do not have.

ikola in Scout PBA: 2600
Energy Rating: 1000
Energy Recharge: 100
fArmor Regeneration Rate: 45
Hikola in Standard PBA: 3300
Energy Rating: 1100
Energy Recharge: 125

firmor Regeneration Rate: 50




QU

Hikola in Heavy PBA: 4000
Energy Rating: 1250
Energy Recharge: 150
Armor Regeneration Rate: 55
Pilot: 2200
Sensors: 600
Targeting Discrimination: 800
Jump Jet Control: 800
Infrared: 800
Targeting: 800
lideo: 800
Drone: 800
Mikola in Pirate PBA: 2500
Energy Rating: 800
Energy Recharge: 200

fArmor Regeneration Rate: 50
Pilot- 2000

Sensors: 500

Targeting Discrimination: 500
Jump Jet Control: 500
Infrared: 500

Targeting: 500

Uideo: 500

Orone: 500




Nikolas Pirate Weapons

Pulsar
Range: 180m
Damage: 115
Fire Rate: 800
Particle Beam
Range: 120m
Damage: 190
Grenade
Range: 06m
Damage: 225/12m
Fire Rate: 2800
Brandt ap lo

Brandt is the older brother of current SFC squad leader Nikola ap lo. The two served alongside one
another for several years in Strike Force lo, and the fact that both of them rose fo the SFC is testa-
ment to their inborn falent. Brandt"s previous commanders call him moody af times, though dedi-  §
cated and very falented with demolitions.

Weapons: 5 Electronics: Demolitions: §




baspard Girraud

birraud lanquished for nearly a year in a pirate prison in CY 121, and the psychological trauma Left
his Speech patterns in utter disarray. However, his previous commanders in Strike Force Porthos
assert that the nevrological damage is restricted fo his verbal centers, calling him an unparal-
leled electronics genivs. "Gags™ wears an experimental neural-transfer device, which he uses to
compensate for his poor communicative skills.

[leapons: § Electronics: 10 Demolifions: 0

HcCulloch is doubly famous for her objective age and for her unauthorized recon of the Ganymede
smuggler camp during her second year with Strike Force Stockton. Assigned fo a routine patrol,
faggie departed from her assigned route on a hunch and discovered the long-sought Ganymede
smugglers hidden in a narrouw ravine. Nearly fourteen hours Later, she returned with a map of the
samp that was probably more complete than anything the smugglers themselues had. For this she
eceived both a written reprimand and the Devon Medal. Her recon abilities are top-notch.

fcCulloch, nicknamed "Drifter,” is most unusual among Centaurians in that she is one of the orig-
nal Jovian colonists. Her ship went off course and was only discovered in CY 122. She has clear memories of being forced out of the Earth
ustem in AD 2154 (BCY 26 and is outspoken in her hatred of the Hegemony.

Weapons: 6 Electronics: 0 Demolitions: 0

Gassandra Mylonas

Hulonas is one of the best offensive soldiers among the Strike Force technicians-aggressive,
smart, and a damn good shot. Her commander at Strike Force Sparta says, “Both her repair skills
and her aim have been a saving grace more than once.” She is especially sensitive about her
fhroat injury and voice-box amplifier, and was offended rather than amused at being given the
callsign of “Siren." Call her by this name af your peril.

eapons: 6 Electronics: 0 Demolitions: 0




Ernest Schuyler

Ernest “Sky™ Schuyler served for five years in Strike Force Felduaar, and was highly recommended
by Commander Andersen of that unit. Schuyler has an overactive sense of humor, and has received
seueral reprimands for dereliction of duty during his eight ears on the Force. He has shown flash-
s of brilliance with demolitions, however, and either through luck or instinct has played impor-
fant roles in many missions.

Weapons: 4 Electronics: 0 Demolitions: §

Sarah Walker

Walker is simply the best weapons specialist that Centauri has ever seen, and her 98% score on
the Lofton Exercise has never been equaled. Her abilities do not diminish under pressure, either.
She earned her second Centauri Cross during the final raid on the Phelge pirate base, Staying in the
fight fo the end despite two broken Legs. Walker is fough and responsible, and is a real asset o
the Force. She is a top-notch soldier and should be your first choice when arming for a firefight.

Weapons: 10 Electronics: 0 Demolifions: 0

gimon Ashford

Ashford earned his nickname, “Trash Can,” during a raid on one of the Ripken Smuggler outposts

while a member of Strike Force Stockton. To demonstrate his Superior factical position during an

apparent stalemate, he shot and destroyed nine large trash barrels that the pirates were using for
cover, expending only one shot for each.

Weapons: 8 Electronics: 0 Demolitions: 0




Isabella is the veteran mechanic of Strike Force Auila. She is the only remaining technician
in military service who was taught by Dr. Joshua Samuels, the engineer who reinvented on-
the-fly PBA repair techniques. ~0tter™ is probably the best field mechanic alive, and her
ability to perform her duties in the heat of battle has earned her several medals.

eapons: 5 Electronics: 0 Demolitions: 0

Tranh Ng

Tranh ~Slugger™ Ng is one of three demolitions experts with the SFC. His uncanny finesse
with explosives is well-known in Clan Namuro, where for three years he was in charge of
clearing areas for buildings and roadways for the Namuro Expansion. Slugger’s combat
experience has been Light, but his commander at Strike Force Namuro says his demolition
skills are beyond question.

Weapons: 4 Electronics: 0 Oemolitions: 6

Graciela Gomez

Graciela’s nickname, “Angel, " is short for “Angel of Death.” In most combat situations she
Will not leave an enemy wounded; she always finishes the job. She was almast court-
martialed once for ignoring an order to retreat, instead finishing off a band of pirates. Still,
her remarkable accuracy and stamina generally make her a sought-after soldier in combat-
hieauy missions.

Weapons: 9 Electronics: 0 Demolitions: 0




Tatiana Rus

Tatiana “Rusty” Rus grew up on a small farmstead on the northern edge of the Petrousk ferritory,
where she developed her weapons proficiency by shoating crop-eating field rafs with a sleeper
rifle. When she was 18, her parents convinced her fo test for entry into Strike Force Pefrousk,
and Commander Marovich immediately recognized her great potential as a recon specialist. She
joined the SFC after three years there, and has distinquished herself as a loyal and hard-working
soldier.

Weapons: 5 Electronics: 0 Demolitions: 0

Mario Rossi

Mario grew up on Carpaccio Station, and by the age of 14 was on the engineering team there. He
joined Strike Force Carpaccio on his 19th birthday as an electronics expert, where he served for
thirty Terran months before joining the SFC. He has seen Limited action, but seems to be a solid
soldier in all ways. “Radar” is one of the louder and more falkative members of the Force, and is
qenerally well-Liked. Some people find him a qossip, but all agree that he means well.

Weapons: 3 Electronics: 5 Demolitions: 0

Peter DeWitt

“Dagger” Dellitt served for nine years i Strike Force Felduaar before joining the SFC. He partici-
pated in the Porthos Defense of CY 117, where he earned his first Centauri Cross. Dagger is current-
Ly the oldest soldier in the SFC. He's competent in the field, but his speed and stamina are not
what they once were.

Weapons: 8 Electronics: 0 Demolitions: 0




Replacements

These remaining squadmates are replacements for any casualties you may Suffer.

Phil has spent most of his three years with Strike Force Slade assisting in research and development of new explosives. He spends all
of fis free time either experimenting in the ab or cloistered in his room, Studying how fo make a better bomb. His skills in the field
are solid, and e seldom makes mistakes in judgment when planting a charge. Although he's not ane of the better shots in the SFC,
“Mountain™ is both quick and strong.

Weapons: 5
Electronics: 0

Demolitions: 5

Mary Steadman

Mary is one of the least experienced soldiers assigned to the SFC, having served with Strike Force Ganymede for only eleven months.
ewertheless, she is an excellent shot and a fine soldier, earning the New Hope Lance earlier in her career than anyone in the past 25
ears.

Weapons: 8
Electronics: 0

Demotitions: 0




Miscellaneous Reserves

The remaining SFC reserues are mediocre combat specialists compared with the elite SFC, each with a skills rating of:

Weapons: b

Electronics: 0

Demolifions: 0

fiside from their biographies, they are all identical.

Natalia Sedan is considered refined and aristocratic by her squadmates at Strike Force Auila, who speak of her elegant and expensive tastes
in nearly everything. They also speak of her ferocity and finesse in combat, and how she once saved the rest of her squad with a suicidal
yet successful rescue bid. Her commander calls her bright, dependable, and strong.

Fei-Hui Yu earned her Hew Hope Lance on her first mission with Strike Force Hamuro, almost nine years ago. Near death herself, she man-
aged o keep alive two squadmates who were wounded and half-buried beneath an avalanchie until a rescue team arrived three days later.
Her bravery is unquestioned, although her performance Somefimes suffers in hieauy combat situations.

Mayita Perez is most famous for her deciphering of the Phelge pirates” code in her first year with Strike Force Urrutria. Affer weeks of
struggling with the code, Perez consigned herself to a bathtub, where she stayed for 18 hours before cracking the pirates” cypher. Her dash
through the base in hier white towel earned her the nickname of “Ghost.™ This story is typical of her keen wits and hard work. Perez is a
responsible and loyal soldier, with good weapons skill and stamina.

Laima “Bullseye™ Denowich is a superior marksman and one of the more Sought-after soldiers on assault missions. Affer having fought
against the Ganymede smugglers and helping to quash the Uenusian rebellion, she was awarded the Stockton Cluster for her heroic efforts in
the campaign against the Phelge pirates. Despite her quality as a soldier, Laima’s insubordinate attitude has not endeared her to Command,
and has probably cost her a promation or two.

Gina DiSarcina was the oldest member of Strike Force Carpaccio before her transfer to the Centauri team. A well-rounded soldier and career
military woman, she began her career with four years in the Carpaccio Mining Guard, spent two years as an appointed bodyguard fo
Clansman DiSoto, and served seven years with the Carpaccio Strike Force. Her commander there says of her, “Grim, not much personality,
but reliable as hell.”




BE————

finna "Clockwork™ Dorhoefer earned her callsign af Strike Force Felduaar not due to any Kind of strict personal regimen, but
because of her frequent disciplinary Lapses during her first year there. Her frequent flouting of curfew and noise requlations earned
her so many unpleasant predawn cleaning shifts that her fellow soldiers joked she was up early Like clockwork.” A friendly and
popular soldier, ~Clockwork™ more than makes up for her occasional indiscretions with her battlefield savwy.

"Claymore™ Macquarrie was declared "the finest soldier he"d ever witnessed” by her commander of Strike Force Slade. Her quick-
ness and judgment have already become evident in her few assignments with the SFC. Despite her shyness, she has already earned the
respect and friendship of most of the soldiers.

Jennifer Waring was best known in Strike Force lo for being excessively superstitious, and she has broughit most of her eccentrici-
fies with her o the SFC. These include her habit of sleeping with what she claims is a 300-year-old E-bulb beneath her pillow,
which will bring her good uck if it doesn’t break. It was this quirk that earned her the callsign of “Lightbulb.”

Armando Mendez was a six-year veteran of Strike Force Avila. In addition to teaching tactics fo his fellow squadmates, “Duke” was
allowed fo teach fencing and swordfighting classes as official parts of the SFA regimen. He insists that fencings benefits to reflexes
and concentration translate directly to PBA combat.

Hideo lgawa is known as the swordsman of Strike Force Namuro. Among is collection are numerous katana, broadswords, maces,
rapiers, and knives. Moreover, Hideo claims to be proficient in all of them, and seems to be able to back his claim. With more modern
weapons, ~Tornado™ is known as a dependable and dedicated soldier.

Jaime “Feedback™ Fuentes earned his callsign from his early trait of excessive chattiness during missions, a trait that his former
peers in Strike Force Urrutria are glad has vanished. During a raid on a smugglers™ outpost, Jaime had his comm Link open when he
fook a grenade hit to the helmet. The resulting explosion Left fwo squadmates deaf for nearly 24 hours. Jaime is known as an enthusi-
astic soldier.

Oleg Unguarski, standing slightly over 2.1 mefers and weighing almost 136 kilos, actually required a special custom-fitted PBA dur-
ing his four-year stint with Clan Petrousk. e earned his reputation for nearly inhuman strength during a routine defensive operation,
when, having lost his targeting computer and most of his visuals, he charged the last attacking pirate and punchied his fist through his
foe's faceplate.

Teddy Boccabella is the great-grandson of Mia Boccabella, one of the chief engineers who designed the original Carpaccio Station.
Born into a family of engineers, Tedetso rejected his family’s heritage and opted for combat training. e joined Strike Force Carpaccio
at the age of 16, and at the time of his recent promotion to the SFC had logged more combat hours with the Carpaccio force than any
soldier in ifs history.

Pieter "Spider™ van Praaq was considered Strike Force Felduaar”s zookeeper, owning a menagerie of pets including dogs, turtles,
newpigs. and iceflizzies. He says that his nickname does not come from owning any Spiders, but refuses to disclose its true origin.
Pieter is swift under Stress but is sometimes hard to motivate.



Andrew Cameron is known at Strike Force Slade as a relentless tracker of smugglers. His skill at gaining visual IDs of smuggled equipment
and the pun on his Last name have earned him the nickname ~Camera.” Andrew has a reputation as a dedicated soldier when on-duty and &
hard drinker when not.

“Gorgeous George™ Mickelsford is one of the younger soldiers in the SFC. Although still relatively untested, he has performed well in the
field and in numerous training exercises. George has a remarkably inflated ego, which has not made him popular among his fellow soldiers.
He believes his callsign was given to im because of his field skills, but in fact it was due more o his overblown self-image.

Golin: The Prominent Son

During a Later mission, you will need to rescue Clansman Colin, a stranded soldier from Strike Force lo”s Anuil Squad. Once you repair his
PBA, he will join your squad. You'll need to ensure his Safety-he’s the son of a prominent political Leader.

Colin: 1350
Energy Rating: 1000
Energy Recharge: 100
Armor Regeneration Rate: 50
Pilot: 1500
Sensors: 300
Targeting Discrimination: 300

Jump Jet Control: 300



* Chapter 3: Mission and Campaign Briefing

In this chapter you'lL Learn some history, technical details on factical operations, and information on your squad and your opponent.
Consider this your Last safe refuge before we kick you out of the classroom into the real world.

It came as a surprise to the Hegemony that the Centauri colonies were able fo continue technical development apace after relocating
from the Sol system. The original colonists brought tremendous expertise—as well as cannibalized starships and transports—and also
exploited new natural resources fo accelerate the development of industry and research.

They also brought a deep distrust of the Hegemony. We’ve seen what their military can do, and our ancestors uowed never to be
caught unprepared for their numeric superiority and amorality. Thus the clans developed aduanced combat systems, culminating in the
Clan PBA, or Powered Battle Armor, which is much more effective than the Hegemony s Standard issue.

Powered exoskeletons have been used by the military back in the Sol system for Some time now to carry and power heavy weapons
systems. However, clan technology has made vast improvements to the first exoskelefons, and now clan PBAS are Second to none.
Rapid PBA development has led to the creation of the HR-5, the standard-issue Strike Force Centauri PBA, superior even to clan PBAS.
Today, the standard PBA carries an impressive armament and redundant weapons systems, self-sealing and self-repairing armor, sen-
sors, communications, and navigation systems. In addition, the PBA has an all-purpose docking system for ASF (Auxiliary Suit
Function) systems, which can be customized to suit your particular tactical style and/or your mission objective.

With the rapid development of PBA fech, older and obsolete PBAs—obsolete by SFC or Clan Strike Force standards, anyway-have fallen
into the hands of some of the criminal element that seems to be Surviving, even thriving, among the clans: pirates. Pirate PBAs are
generally far inferior to their SFC counterparts. However, a recent rise in pirate activity and pirate PBA firepower has prompted the
formation of SFC, the clans™ elite soldiers, who are equipped with state-of-the-art technology.

The Strike Force Gentauri Armory

You'LL begin your tour of duty with the standard KR-5 PBA with aser, multipulsar, and smoke grenade weapons systems and the
dynamo and jump jet ASF. Your first two certification missions, which are discussed in the next chapter, will take you through your
basic suit functions.

fiere's a List of keyboard commands for all PBAs. Note that your mission may require you to use different PBAS, or even enemy units
for infilfration missions, so keep in mind that each PBA has different capabilities.



PBA Keyboard Commands

Movement
W/ Run forward
i/ Turn left
S Walk forward
0/ Turn right
[ Sidestep left
( Sidestep right
1/ Move backwards
Space bar Activate jump jets

Keys can be held down fogether to combine effects. For example, pressing L and A will cause you fo moue forward diagonally to the left.
The most effective maneuver is Aaunding, which involues a minute burst of jump jet thrust with each step. To do this, hold down the Shift
ke plus the movement key. You'LL cover a Lot of ground quickly. and you can scale hills without being weighed down by gravity.

COMBAT T1P- BOUNDING CAN GET YOU INTD AND OUT OF FIREFIGHTS DICKLY, AND GAN KEEP YOU 00T OF THE RANGE OF THE PIRAIEY
WERPONS WHILE LEAVING THEM WITHIN YOUR RANGE, S0 GET USED T0 USING THIS FEATURE.

You can crouch by pressing the apostrophe (") key. This will make you a harder target fo hif. Pressing another movement key causes you fo
sfand.




You will also want fo Lok around wherever you go. You can use the keyboard or the numeric keypad for this. Turning your head
allows you to see, aim, and fire at targefs more quickly than turning your whole body; similarly, you can move in one direction and
fire in another af the Same time.

Looking Around
Ror Look up
Qord Look Left
For$ Recenter
Eorb Look right
Jor? Look down
Weapons Selection

The Heads-Up Display (HUD in your PBA is fully interactive; you'Ll put the KR-5 through two Simulated runs Later, and we’LL point out
the various HUD features. Still. as with any other well-designed hardware interface, there’s more than one way of doing things.

.

COMBAT HINT: STHAT YOUR MISSION WITh THE LONGEST-RANGE WERPON SELECTED AND POWERED p.

A PBA has four available weapons slots, and you can select any of the four weapons (particularly bulky Systems may take up two
slots) by pressing 1-4 on the numeric keypad.

Your PBA's targeting and tracking system is capable of tracking targets within sensor range. You can cycle through targets by using
Tor [ (from left to right) and Y or ] (from right fo left).

You can toggle the full screen mode by pressing G; pressing the Tab key toggles the NFDs on and off. Pressing | toggles Infrared
Uision. Your helmet optics can zoom in and out with the equal (<) and hyphen (<) keys.

Multi-Function Displays

Your elmet has three Multi-Function Displays (MFDs), which can be confiqured to display a Staggering amount of tactical data,
depending on your preference.



COMBAT TIP: USE THE FULL-SCREEN MODE ANO LERVE THE MEDS TOGGLED DFF DURING A FIREFIGHT S0 YO CAN SEE YOUR ENEMIES.

You can cycle through the displays in the left MFD (which include Communications and Squadmate Status) with the ( or O key.

The center MFD contains location data and defaults fo a mission map display; you can recenter the map to your position by pressing the
key. If you press B, all three displays create a virtual 360-degree “padlock ™ view of your tactical situation—useful if you're ambushed or
caught by surprise. The M key brings up a full-screen map, and if your MFDs are active, the middle MFD becomes your actual view.

Here are several commands fo modify the map display:

i FQ brings up the names of your Squadmates next to their map markers.

# F10 displays sensor ranges—the Larger circle detects any active target (such as a moving PBR), while the smaller circle is a
proximity sensor, capable of detecting any object, even powered-down PBAs.

| F11 shows the effective range of your currently Selected weapon.

| F12 toggles mission information, which Labels landmarks supplied by SFC infelligence.

| You can zoom in on the map by using the period and comma keys.

The right MFD keys into your suit"s weapons, drones, and ASF systems. figain, weapons selection is accomplished through keys 1-4. You
can bring up your ASF control screen by pressing the 5 key. The right MFD can be cycled with the 0 key.

fis squad Leader, you have a PBA that is equipped with three Surveillance drones. Click on the MFD drone Launch display to Launch the drone:
you can specify a target on the drone map for the drone to patrol, but you can also use your keyboard to control the drone’s movement. The
drone’s field of vision will appear in the MFD. and the drone will patrol any area you select on the drone map.




F3 SQUAD INFO .

Fi0 SEMSOR RANGES

F11 HEAPON RAMGES
% F12 MISSION INFO

PIRNTE WAYSTHTZON

*
“PICHUN POINT

old down Ctrl and use a movement key to move the drone in the desired direction:

1 Ctrl+Pg Up causes the drone to gain alfitude.
1 Ctrl+Pg Dn causes the drone to descend.

1 Ctrl+Home brings the drone back to your PBA.

COMBAT TI: USE DRONES 10 SCOUT OUT ARERS YOU SUSPECT MAY CONCERL ENEMIES. THE DRONE MAY BE DESTROYED. BUT YOU'LL KNOW
THE ENEMY"S LOCATION. USING  ORONE INCRERSES YOUR EFFECTIVE SENSOR RRNGE INMEDIRTELY.

When you've finished your mission, you'll need fo call your dropship. If you"ve finished all your mission objectives, the dropship will
automatically fly to the dustoff point. Or you can call the dropship manually by pressing Enter if you just decide to furn tail and run.



Communications

The reason you have squadmates is that no one soldier—or even four individual Soldiers-can accomplish what a well-trained squad working
fogether can do. You'lL need fo stay in touch with your squad fo issue orders.

The Left MFD is used for your communications Screen and also Lets you check your squadmates™ status and the views from their
viewscreens. To establish communications with a particular squadmate or open a channel fo your entire squad, either click on the command
menu appearing in the Left MFD or press the appropriate function keys. Remember, your squadmates are trained to follow your orders with-
out question if at all possible.

When you open communications with your squadmates, F1 issues movement commands. A submenu appears:
[ 1] F1 orders your squadmate(s) to move o a specified location.
[ ] F2 orders your squadmate(s) to follow you-the default order.
[ ] F3 orders your squadmate(s) fo stop.
[ F4 issues an order to go o the nav point.
F2 issues formation commands. The subsequent submenu offers these options:

1] 1 tells your squad fo rush.
1 F2 issues an order for an aggressive attack-the default order.

] F3 is an order for a cautious aduance, which means your squadmate(s) can engage the enemy, but if fighting gets foo intense,
they must fall back.

[ 1] F4 orders your squadmate(s) to take cover.
5 signals a refreat.
[ 1] F6 orders your squad fo assume battle formation around you.

[ ] F7 orders your squadmate(s) to hold present position, even if engaged.



F3 issues engagement orders. These submenu choices follow:
i F1 orders your squadmate(s) to attack your target-you must have a target Lock first, however.
1 F2 directs the squad fo attack the target you've designated on the map.
1 F3 is the default orderfire af will at any enemy encountered.
1 F4 tells your squadmate(s) to return fire only if fired upon first-a good command for Stealth missions.
1 5 orders your squadmate(s) to cease fire until given another combat order.
F4 directs your squadmate(s) to use their ASFs, which may be essential fo your mission success, with this submenu:
1 F1 orders the squadmate(s) to use the ASF at will-the default order.
I F2 issues the order to not use the ASF.
1 F3 orders your squadmate(s) to use the ASF immediately.

£S5 qives special orders (although not all squadmates have special functions available). For example, if you have a demolitions expert
along, you'll be able to give these commands:

i FI places charges at the point you specify on the map (choose the fuse of the charges fo set).

[ | F2 detonates charges (choose the fuse color corresponding to the set charges).

[} F3 places charges on mission target. If there’s a specific farget to destroy as part of your mission objectives, this
command Sends your demolitions expert 10 it.

i Other special orders include rewiring, reconnaissance, or repair, depending on the specialist.
b closes communications.

There are also communications hotkeys, which send orders to the entire squad. Here's a List:

flt+f Aogressive attack
flt+C Find cover

ALtD Cautious advance
ALt Assume formation



ALt+H Hold fire

Alt+N Follow me

Alt+N G0 fo nav point
flt+P Go o pickup point
Alt+R Retreat

ALt$ Status check
Alt+T Attack my target

otrike force Gentauri Powered Battle Armor

SFC PBAs represent the height of clan technology, superior even to the individual Clan Strike Force armament. Because the newly formed SFC
is just getting underway, clan scientists and engineers are in the process of rolling out new PBAs, weapons, and other assorted equipment.
Until then, a standard set of armament and peripherals of destruction are available for your killing pleasure.

ALL PBAs are equipped with a regenerating armor system, which uses a combination of polymers and resins to seal breaches in the armor
until full repair can be performed back at the SFC base. However, the systems in a PBA-weapons, sensors, jump jets—are nof self-repairing.
If you have a repair specialist in your squad, he or she will be able to repair a limited number of PBA systems with the PBA repair
equipment.

Each PBA is equipped with a dual sensor system. The energy sensor has a Longer range and detects active fargets. Therefore, inactive
fargets—including enemy units—will not be picked up on your energy sensors. Your proximity sensor has a more limited range but picks up
all objects within its range, including inactive enemies.

War has been based on visual confact since the dawn of recorded history. With Limited Sensor ranges and enemies with sensor/stealth
capabilities, you will come to rely on visual contact. A standard PBA can go to 38 magnification without Loss of resolution, and also comes
equipped with an infrared viewing system for use at night or in inclement weather. But the PBA also has a Sophisticated navigation system,




with a downloaded tactical map, virtual na points, and a comm system that keeps track of your squadmates and their location and .
status. You can even download their visual images info your display System. L

Each PBA suit comes with slots for various weapons. The KR-5 Standard Suit comes with four weapons slots; the basic weapons sys-
fems fake up one slot each, and more sophisticated systems take up fwo. I1"s always wise to take along redundant weapons systems
in case one of them is damaged beyond repair while you're still in a hot zone.

0f course, each PBA has room for an ASF package and jump jets, all powered by a cold fusion reactor. Fach subsystem has its own
armor rating-for example, the pilot armor measures the protection to the PBA occupant provided by that PBA.

otandard Suit

Speed: 50 kph Energy Rating: 1100
Sensors: 180m/90m (energy/proximity sensors) Energy Recharge: 125
isuals: 3K Armor Regeneration Rate: 50
Weapons Slots: 4 Pilot: 2000

Jot Efficiency: Medium Sensors: 370

firmor Ualue: 3500 Target Discrimination: 370

Jump Jet Controls: 370



The KR-5 is Strike Force Centauri’s standard-issue PBA. It"s an excellent all-purpose PBA for missions that don't inuolue heavy assaults or
require maimum stealth. The ¥R-5 has good speed and mobility, and can carry heavy firepower into the field. This PBA"s armor rating is
also more than respectable, easily outclassing any pirate you might encounter.

Only a handful of weapons systems are available to the SFC af the beginning of the campaign, but our researchers are constantly developing
new ordnance. Remember, range for projectile weapons is calculated af one standard Earth gravity; Soldiers should expect increased range
on planets with lower gravities.

Multipulsar

Range: 126m
Damage: 60
firm Slofs: 1
Reload/Recharge Rate: 400

The multipulsar fires pulsed blasts of charged subatomic particles in five discrete beams of energy, increasing the probability of a hit. This
Wweapon's damage potential is low, but it boasts a fairly quick recharge rate and excellent range. You should be able fo take a vantage point
and open fire on enemies before they can get you in their range.



laser

Damage: 45
firm Slots: 1

Reload/Recharge Rate: 100

This energy weapon focuses coherent Light through Clan Slade’s MacClemens-3 Lens system. If has a considerably Shorter effective
range than the multipulsar, but it"s capable of continuous fire, making it a good weapon in closer engagements.

Smoke Grenade

Range: 72m .

Range: 102m

Damage: None

firm Slots: |

Grenades: 40

Reload/ Recharge Rate: 400



The smoke grenade is a purely defensive weapon. It explodes on impact and releases a smoke made up of refractive, opaque, and ablative
materials that make it, for all intents and purposes, a complete barrier o energy beam weapons.

Drone

The drone is a reconnaissance tool that sends a live video feed from its position to the PBA. As squad Leader, your PBA is equipped with three
drones. fls you might quess, they are very vulnerable to enemy weapons fire. It's also Likely that enemies have their own drones.

Orone Armor Rating: 100

Auxiliary Suit Functions

PBAs are designed so that they can be customized for different mission profiles through ASFs, or Auxiliary Suit Functions. These units allow
specialists to carry their fools of the trade onfo the field.




Dynamo

The dynamo is a portable cold fusion energy source designed to Supplement your PBA's reactor. It doubles your PBA"s recharge rate-a
boon when you're using Some of the more energy-intensive weapons being developed for and/or adapted to SFC PBAS.

Jump Jet Booster

This tri-chamber fuel-transfer system doubles the fuel efficiency of your jump jets. This is a good unit o take on reconnaissance mis-
sions Where you may need fo beat & hasty refreat.

PBA Repair Pack

Only a repair specialist can carry this unit, which allows for field repairs fo damaged PBA systems. finy Squad anticipating a heauy
firefight should bring along a repair specialist and a repair pack.



Demolitions Pack

Rffectionately called "Hell"s Purse™ by demolitions experts (the only soldiers qualified to use the demolitions pack), this package contains
explosives and detonators. While it can be used to destroy Structures, a wily SFC commander might also use these explosives to create a
nasty surprise for pursuing enemies.

Demolitions, small: 400/12m

Demolitions, reqular: 900/36m

Newly Developed/Converted Clan Technology

There are a number of weapons systems currently in development, in addition to the technologies being ported to the new PBAS used by
Strike Force Centauri.

This aduance briefing will bring you up to speed on the Latest clan developments, as well as the latest intelligence on pirate and Hegemony
fechnology.




Powered Battle Armor

Scout Suit

Speed: 60 kph
Sensors: 240m/100m
lisuals: 48

Weapons Slots: 2

Jump Jet Efficiency: High
frmor Dalues: 3000
Energy Rating: 1000
Energy Recharge: 100
fAirmor Regeneration Rate: 45
Pilot: 2000
Sensors: 300
Target Discrimination: 300

Jump Jet Control: 300



The AR-6 Scout Suit is designed for stealth and reconnaissance, and as such should not be taken into heavy combat against other PBAs.
Its sensory and visual capabilities are unmatched, and it"s smaller, sleeker, and faster than any other PBA. But this suit has Less armor,
slower recharge rates, and only fwo weapons slofs.

Heavy Suit

Speed: 40 kph
Sensors: 180m/90m
Disuals: 3
Weapons Slots: 4

Jump Jet Efficiency: Low



frmor Ualues: 4500
Energy Rating: 1250
Energy Recharge: 150
Armor Regeneration Rate: 55
Pilot: 2000
Sensors: 400
Target Discrimination: 400
Jump Jet Control: 400

The -1 is a battlefield juggernaut with the highest possible armor rating and the fastest armor regeneration rate. I's not as mobile
as the other fwo SFC PBAs, but it can withstand tremendous punishment. For full assaults, your weapons experts should use the
#R-7"s extra protection fo waste your opponent.

Projectile Weapons

EM Emitter

fange: 160m
Damage: EM field (70m effective radius)
firm Slots: 1
Grenades: 30

Reload/Recharge Rate: 300



Fired Like reqular grenades, EM grenades create a broad-ranqe electrical field disturbance, which show up as a green flash on your PBA map
display. finy PBAs caught in the blast become much more visible to your longer-range sensors. The EM field is not detectable by enemy
PBAs. so they don't know that they have the equivalent of a Large neon “Shoot me”™ sign aboue their helmets. The EM emitter is especially
useful in stealth missions where you need to avoid contact with the enemy.

Grenade Launcher

Range: 06m

Damage: 500/18m

firm Slots: |

Grenades: 15

Reload Recharge Rate: Slow

The grenade Launcher fires a fist-sized projectile of poly-synazine explosive with a Feldvaar detonator. It has a respectable damage rafing
and range, and a large blast radius.




Thermal Disruptor

Range: 102m
Damage: 200
firm Slots: |
Reload/Recharge Rate: 600

The thermal disruptor uses an infrared microwave beam. It doesn't damage armor, but if can zap a PBA"s inhabifant Like a potato in an
old-fashioned microwave oven.

Missile Launcher

i

Range: 160m

Damage: 1200/2Im

firm Slots: 2

Hissiles: 15

Reload/Recharge Rate: 1000

This unit Launches chemical-fuel rockets tipped with high-density Petrousk charges, combined with Clan Porthos” computer-guidance

circuitry. The final self-quided missile packs a considerable wallop. The reload time is the slowest of all projectile weapons and the
launcher is quite bulky, taking up two slots. Still, the Large blast radius, long range, and heauy damage make this a formidable weapon.



Range: 150m

Damage: 40

firm Slots: 1

No. of Shats: 300

Reload/Recharge Time: 150

The railgun fires a magnetic casing through a Superconductive barrel, transforming the projectile fo a near-plasma state. The resulting

impact causes Little physical damage to a PBA but impairs its self-repair capability.

M-B (Magnetic-Ballistic) Cannon

Range: 270/360m
Damage: 3200/24m




B

frm Slots: 2
Ho. of Shots: 5/10
Reload/ Recharge Time: 4500/4000

flso known as the “mailbox cannon,” this is @ magnetic induction Launch system with a chemical fuel engine that propels an over-
sized explosive over a great distance. Mo other PBR-mounted weapon can cause this much damage. The M-B cannon can only be used in
a Heavy Suit, and can take out three or four fargets with a Single salo.

The accelerated version appears only in the Last mission of the game.
Other ifems have explosive damage foo:

Demolitions, small: 400/12m

Demolitions, reqular: 900/36m

Fuel tank explosion: 100/21m

Energy Weapons

lonic Fusion Rifle

Range: 60m
Damage: 160
firm Slots: 1
Reload/ Recharge Rate: 150



The ionic fusion rifle is Clan Carpaccios latest experiment with particle weaponry. Its damage potential is considerably high for a beam
Weapon, as is its energy requirement. However, its range is Less than that of most weapons in its class. This unit is a good substitute for
the Laser as a close-quarters weapon, with considerably more bite.

Particle Beam

Range: 180m
Damage: 250
firm Slots: |
Reload/Recharge Rate: 800

This weapon fires a Stream of charged electromagnetic particles. A particle beam causes more damage than a laser and has much greater
range, but is Less energy-efficient. The SFC particle beam is much Stronger than its pirate counterpart. This is one of the best all-around
Weapons.




SIR Mark IV

Range: 30m
Damage: 425
firm Slots: |
Reload/Recharge Rate: 1000

Built by Clan Ganymede"s Sull Island Research (SIR), the Mark [U discharger emits a cone pattern of ion Streams in a small radius.
Hearly all conductive targets within its area of effect suffer extreme electrical damage. Note that the emissions from this system are
not selective, so dont fire this weapon near any friendly units.

Auxiliary Suit Functions

Autodoc

This module uses auto-injection and IU hookups to augment the human body"s natural repair system. Through both painkillers and syn-
thetic adrenaline, the autodoc provides a boost of bodily stamina, enabling the suit operator to function effectively after receiving
bodily injury. Users typically report exhaustion after the chemical effects wear off.



Universal Backup

This unit combines a specialized multifunction computer, a nanotech rabotics system, and an electromalleable plastic conuector. It fakes over for
the first PBA system destroyed in combat and duplicates its functions. This should be your default ASF selection in most cases.

EMP Dampener

The EMP dampener combines polymer shielding and active electronics to “smother™ a certain percentage of PBA electromagnetic emissions. With 4
smaller emission field strength, an SFC PBA is harder to detect on an enemy’s Sensors and may be outright invisible af long ranges.

Mine Layer

The mine Layer ASF drops a series of small, highly explosive shaped charges that are invisible to enemy Sensors. Proximity sensors defonate the
charge when an enemy farget comes within a one-meter range. The mines contain special circuitry so that SFC PBAS do not set off the charges.

Damage: 3500/24m



P

Personal Shield

i combination plastite and energy-defense system, the personal shield augments the PBAs armor to protect its wearer from damage.
However, it runs on its own Limited power supply and should be used sparingly. This is another favorite unit fo take as your
default ASF.

Autoturret

The autoturret is a self-contained, self-firing weapon that is carried as an ASF. When placed in a stationary Location, its farget-
discrimination circuitry is activated and it opens fire with ifs light Laser af any enemy farget that comes within range. It has Limited
armor and a small self-contained energy supply.

Explod-0-Drone

This ASF pack is a drone with a pressure-sensitive detonator and a small Petrousk explosive charge. Send the drone towards an enemy
farget and it explodes on impact, causing heavy damage.

frmor Rating: 100
Damage: 2800/36m



Ghapter 4: Enemy Technology

Knowing your own SFC"s weapons and technology is important. However, knowing your enemy’s weapons and fechnology is uifal. This
chapter details the forces you'(l face and the technologies they (L use against you.

Pirates

Pirate PBAs are made from cast-off parts, black-market components, and salvaged or obsolete PBA/exoskeleton technology. They are formi-
dable opponents to the regular militia, but not to Someone in an SFC PBA. However, they re dangerous in numbers now that the Hegemony
have been supplying parts and equipment to them, and they may have a few weapons not yet available to SFC PBA. And when you face
pirates and pirate captains, make sure you fake out the captains first-they re tougher than their bandif lackeys.

Pirate: 500

Energy Rating: 1000
Energy Recharge: 100

Armor Regeneration Rate: 20



Pilot: 275
Sensors: 30
Target Discrimination: 30

Jump Jet Control: 30

Pirate Captain: 650

Energy Rating: 1000

Energy Recharge: 100
fArmor Regeneration Rate: 25
Pilat: 375

Sensors: 50

Target Discrimination: 50

Jump Jet Control: 50

G PR



Pirate Weapons

Pirate weaponry is inferior to SFC weaponry by a wide margin. But take care, because the pirates will gain the use of their second-rate
particle beams before similar weapons can be adapted to your new PBAs.

Light Pulsar
Damage: 140

Range: 90m
Fire Rate: 600

Heavy Pulsar
Damage: 255

Range: 120m
Fire Rate: 900

Particle Beam
Damage: 225

Range: 120m
Fire Rate: 800

Grenade
Damage: 200/12m

Range: 150m
Fire Rate: 3000




The Hegemany

Hegemony PBA fechnology ags behind that of the clans. but not by foo much. They are considerably superior to the pirate rabble and have
superior manufacturing capabilities. In addition, their Scientists haue Living weapons that are anathema fo clan morality.

atinger Class PBA | .

The Hegemony has three classes of PBAs, just as the Centauri do. The Lightest and quickest is the Stinger Class. Like the Centauri
Scout, it has an extended sensor range and greater speed at the expense of reduced armor and energy shielding. Most Stingers are
armed only with Light Lasers, but a few carry modified armor-penetrating microwave generators. Forfunately, Hogs using this Last
Weapon must stop moving and recharge for several seconds between uses, making them easy targefs.

Stinger Armor Rating: 750

Energy Rating: 1000

Energy Recharge: 100
Armor Regeneration Rate: 30
Pilot: 400

Sensors: 100

Target Discrimination: 100

Jump Jet Controls: 100



Assault Glass PBA

The most commonly used Hegemony PBA i the Assault Class. Typically armed with medium-intensity Lasers, the Assault Class PBA is
a poor man’s Centauri Standard.

fissault Armor Rating: 900
Energy Rating: 1000
Energy Recharge: 100
Armor Regeneration Rate: 35
Pilat: 500
Sensors: 125
Target Discrimination: 125

Jump Jet Controls: 125



Juggernaut Glass PBA

The Juggernau is the Hog"s heauy suit. These suits are solidly built and can carry some formideble weaponry. Most Carry argon-
suspension Lasers and Low-capacity grenade launchers, and some are armed with medium-range missile launchers. Despite their
slouwness, ey pose a greater threat than anything we've seen from the Hogs so far.

Juggernaut Armor Rating: 1200
Energy Rating: 1000
Energy Recharge: 100

e - k. . . ir

Armor Regeneration Rate: 40
Pilot: 600

Sensors: 150

Target Discrimination: 150

Jump Jet Controls: 150



The Hegemony has combined sophisticated cloning techniques and aduanced cybernetics o produce tough, fearless warriors. These
cubernetic clones have been given specially moified PBAs. They are considered vile abominations by the clans.

Clone, Mark |

This s the Hegemony's first attempt at creating a genetically engineered warrior. Qur scientists suggest that EMP grenades may be the
best weapons to use against them.

Clone Mark | Armor: 1200

Energy Rating: 1000

Energy Recharge: 100

Armor Regeneration Rate: 40
Pilot: 650

Sensors: 179

Target Discrimination: 175
Jump Jet Control: 175




e

Clone, Mark Il

Ths is an improved breed of Clone, faster and more heauily armed than the preious qeneration. The creators of this Living weapon
have also corrected the biggest design flaw in the Mark I~the Mark Il is heavily shielded against electromagnetic radiation

(lone Mark I1 rmor: 1600 e
Energy Rating: 1000 .
Energy Recharge: 100 | e
frmor Regeneration Rate: 45 .
Pilot: 800

Sensors: 200

Target Discrimination: 200

Jump Jet Control: 200




Glone, Mark 1ll

The Mark Il Clone is the most powerful PBA the Hegemony has ever used. and is the first enemy that begins to rival an SFC PBA head-fo-
head. At Least one Mark 11l Clone has been armed with a devastating plasma weapon, a fechnology beyond anything we have developed.

Clone Mark I11 frmor: 2000
Energy Rating: 1000
Energy Recharge: 100
fAirmor Regeneration Rate: 50
Pilot: 950
Sensors: 250
Target Discrimination: 250

Jump Jet Control: 250



Hegemony PBA Weapons

These weapons are similar fo clan weaponry, but are less effective.

Particle Beam
Damage: 225

Range: 120m
Fire Rate: 800

Heavy Particle Beam
Damage: 37

Range: 120m
Fire Rate: 900

.

Railgun
Damage: 60
Range: 300m
Fire Rate: 400
EM Grenade Launcher

Damage: 70/15m
Range: 60m
Fire Rate: 1350



Grenade

Damage: 250/12m
Range: 60m
Fire Rate: 2600

Missile Launcher
Damage: 500/18m

Range: 300m
Fire Rate: 3400

Heavy Grenade
Damage: 400/15m

Range: 60m
Fire Rate: 3000

Heavy Missile Launcher
Damage: 850/18m

Range: 300m
Fire Rate: 3500



Artillery Shell
Damage: 9000/16m

Range: 3000m
Fire Rate: 3400

Thermal Disruptor

Damage: 120
Range: 60m
Fire Rate: 1000

light Pulsar
Damage: 150
Range: 120m
Fire Rate: 600
Heavy TriPulsar

Damage: 150 per beam (43)
Range: 120m
Fire Rate: 600




Hegemony Vehicles

This Large and powerful war machine operates without a human controller, using instead a remarkable artificial infelligence program.
It is highly resistant o Laser fire, being shielded with an agamemnite alloy similar to that used in Centauri PBAS.

Mech Biped frmor: 3000
Energy Rating: 1000
Energy Recharge: 100
Armor Regeneration Rate: 50
Pilot- 650
Sensors: 223
Target Discrimination: 225

Jump Jet Control: 225




Light Tank

The Light tank is a fully automated uehicle, running on a simple but effective battle program. It is capable of crossing uneven ferrain af a
moderate speed, and can moue extremely quickly on roads. A rotating top-mounted turcet fires low-intensity Laser bolts and cold fusion
charges.

fiog Light Tank Armor: 3000
Pilot: 1000

Sensors: 160




Standard Tank

The standard tank i an unmanned all-ferrain attack vehicle. Although it"s noticeably slower than its lighter counferpart, if makes up for
this deficiency with its firepower and armor. Armament may vary.

Hog Standard Tank Armor: 4000
Pilot: 1250

Sensors: 300




Heavy Tank

Capable of heauy demolition and assault attacks, this slow-moving attack juggernaut is the most dangerous of Hegemany vehicles.
Its turret-mounted armament can crush anything that stands in its way.

Hog Heavy Tank frmor: 5000

Pilot: 1500

Sensors: 400




Miscellaneous Vehicle Statistics
Pirate/Centauri/Hegemony Truck Armor: 100071500

Harvester Armor (if encountered damaged): 9000 (3000)

Artillery: 6000
Bulldozer: 3000
Earth Mover: 3000
Oropship: 6000
Space Cruiser: 6000
Space Carrier: 6000
Scout Ship: 6000
Cruiser: 6000
Cargo Ship: 12000
Rttack Ship: 6000
Sonny’s Ship: 6000




Spy Probe

Like the SFC drone, the spy probe tracks its designated target and then returns to its launcher immediately thereafter.

Spy Probe frmor: 300




Hunter Probe

The hunter probe Serves as a remote-controlled killing machine. It irst tracks its target and then fires on it from varying distances
and vantage points.

Hunter Probe: 300




Bomber Probe

Like the SFC Explod-0-Drone, the bomber probe is constructed for one purpose: demolition. Its speed and turning radius are average,
and its offensive capabilities are provided by a Store of bomblets, Like miniature grenades, that can be Launched at targets. The force
shock is a product of Clan Petrousk.

Bomber Probe: 400




Swooper Probe

The swooper probe first tracks its target and then dives to the proper atfack attifude. Once committed fo a dive, it does not break flight. At
the base of the dive, it fires on the target until the time trough of the dive is reached.

Swooper Probe: 350




Ghapter d: Training Exercises

The Strike Force Centauri Powered Battle Armor is the Latest in PBA technology. Therefore, even though Nikola ap lo is the Leader
of the SFC, he still needs to run through a basic maneuvering/weapons certification test before he-you-can begin the current

four of duty.

You start the game in your quarters. Feel free to move the cursor over the computer terminal to brush up on SFC personnel, PBA,
weapons, ASFs, etc. You'll also want to check back here after each mission for the Latest news.

When you"re done, move the cursor to the door. The words “Exit Room™ appear below the image, so left-click on the exit.

You end up in the hallway. The leftmost Tram door eads back to your quarters, while the middle door Leads to the briefing room.
(lick on the middLe door and you’Ll begin your PBA certification.




This training mission starts at a small fraining facility. You begin inside a small square area marked off by a yellow and black Line. Walk
around inside the bos, and when you’re ready to begin, leave the marked-off area.

This is a good time to go through the PBA Heads-Up Display, or HUD.

¢oom out Compass bar
Status bars
Infrared .
. Jump jet control
foom in
Cursor
Uiew screen
Mission time : ? Rrmor status
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The PBA model A-5 is a sophisticated piece of hardware, and it"s designed to deliver a great deal of information fo you with a minimum of incon-
venience. In combat, inconuenience can often mean death.

You sfar facing east. Perhaps the most important thing to keep in mind is your ituational awareness. You need fo consfantly be aware of the
situation you're in, including your bearings, what direction you're facing, what terrain surrounds you, where your enemies are, what their
firepower and armor rating is, where your squadmates are, what condition theyre in-in effect, everything that"s going on around you.



fit the top of the Screen is a compass bar. The yellow brackets show what direction you're facing. Presently, the letter “E™ is
directly between the brackets, meaning you're facing due east.

Directly below the compass bar are your sfatus bars. The red bar indicates your health, and the green bar represents the energy
capacitor charge of your PBA. As you use more of your suit’s functions, Like weapons and movement, youll drain your charge faster
than your PBA"s cold fusion plant can restore it.

Directly below your status bar is your main viewscreen. This isn’t an actual window, but rather a digifal image transmitted by your
suit’s cameras. Susfain too much suit damage and you'LL notice your video image begin fo suffer. You can Switch fo a full-screen
mode by pressing the G key. (The full-screen mode is disabled in the first fwo training missions.)

Directly below the viewscreen is a Little icon showing which weapon you"ve readied and powered up to go. In this case, you have the
laser armed and ready. Click on this screen to cycle through your weapons. Active elements of the display, Like buttons and toggles,
have an online help function. Leave the cursor on the button and a Little description of the button paps up.

fit the top-left corner of the viewscreen are three icons. The ™+ and ™" icons zoom your views in and out when you click on them.
The third icon Switches on your infrared viewing system-helpful during night missions or in inclement weather.

fit the top-right corner of the viewscreen is the jump jet control. Use this for Short hops from place to place.
Two LED displays to the left and the right of the view screen display the mission time and the ambient temperature, respectively.

fit the bottom of the screen are the PBA"s multi-function displays, or MFDS. There are three displays, which can be toggled on and off
in full-screen mode by pressing Tab.

The Left MFD displays the Status of your Squadmates. There are four buttons around this MFD, Labeled COMM, STAT. DIEW, and MAP.
COMM brings up the communications menu for your squadmates. You can then issue orders to your Squadmates by using the function
keys.

fit the bottom-right corner, STAT shows the status of selected squadmates. You can see their health and armor status at a glance and
issue orders accordingly. During your training exercises you have no squadmates. (But you will come to rely on them in the future...)
DIEW shows the camera view of the selected squadmate, while MAP displays the selected Squadmate’s position on the map.

To the Left of the MFD are two Little icons. The blue icon brings up the target camera, while the red icon calls the dropship. The farget
camera displays an image of the object targeted by your fargeting system. The dropship is called fo refrieve you after mission
completion.

The middLe MFD can display the communications menu, but normally displays the immediate ouerhead map. You are represented by a
white icon with a small Line pointing in the direction you’re facing. Squadmates are blue, yellow, and orange, na points are purple,
objects that you are Locked onto are green, and enemy units are red. There are four buttons below the MFD. The first button on the left



is the 360-degree view. The next recenters the map on you, the third button brings up the full-screen map, and the Last button zooms in on
the map view. If you bring your cursor to the map and hold down the right mouse button, you can scroll around the map. Left-clicking on
the map creates a virtual nau marker for your internal PBA navigation system, but more on that Later.

Your right MFD shows the status of your suit’s critical systems. Right now, it shows the Laser and its operational stafe. Click on this MFD
fo cycle through to the next PBA weapons system. There are four buttons surrounding this MFD. WEAPON brings up the weapons display-this
is the default setting for this MFD. STATUS brings up a display of your suit"s Stafus and power plant output. A.S.F. shows your PBA’S ausil
iary suit function—for the training mission, you'LL see that your PBA is equipped with a dynamo. DRONE Launches one of your suit's auto-
mated recon drones. Click on DRONE to find out how many drones you hae left, and click on the MFD itself o launch it. The MFD then
receives a Live video feed from the drone.

The armor status indicator fells you how much of your suit”s armor is intact. s you take damage, the bars disappear and the armor display
turns from green fo yellow to red. When the armor is destroyed, the segment furns black.

Finally, use your cursor to achieve target Lock by moving it over an object and right-clicking on if. More on that Later. Right now you need
fo et familiar with the controls of your PBA. There’s no time fo sit around and ponder your classroom Lessons with enemies trying to open
up your PBA Like a can of Thatcher sardines.

You can use the arrow keys fo move around, but the keyboard controls are probably easier: U to move forward, A and D fo turn left and
right, S to walk forward, ¢ and C to sidestep left and right, and  to move backwards.

There are several means of controlling your PBA. but using the keyboard for movement and the mouse for targefing seems to work best. If
you cross the yelloweblack Line, you'LL get a message to proceed to the firing range. Place a nau marker there by Looking af your middle
MED. A purple box indicates the firing range area. Left-click on that box with your cursor.



R display pops up. telting you that you've just placed a irtual nau marker, which shows up on your display as a yellow pyramid. .
Your compass now has a purple hash mark indicating the general direction of the na marker. (Squadmates appear as blue, yellow,

and orange hash marks and enemies show up as red hash marks.J Turn until this purple hash mark is directly in the middle of the yel-
Low bracket and move forward. You can see the pyramid on your display, hovering over a slightly raised platform.
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CLimb on top of the platform and you receiue another message from your instructor. Test-fire each weapon in your PBA. Fire by moving
Your cursor from the control area of your display to the uiewing area. The cursor qoes from red to green. To fire, Left-click when the
cursor is green. The laser can be fired in  continuous beam by holding down your Left mouse button. How switch weapons by either
clicking on the weapons status icon or the right MFD. Fire away! Notice that the multipulsar fires several beams. increasing your
chances of a hit. Unlike the Laser, the multipulsar is a pulse weapon, which means there’s a slight recharge time between blasts.
Other weapons can be fired continuously with no perceptible recharge time, such as the railgun and ionic fusion rifle. Grenades can be
Launched three in a row, after which there’s a pause while the Launcher loads the next three.




There are two crates in front of you. Moue your cursor over one of the crates and right-click to lock onto the target.
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The display changes—the target is Surrounded by green bars, indicating its armor Level, and below the target is a status bar showing its
overall condition. Displayed to the right is the name of the farget, its distance in meters, and your Locking status.

Now fire. Note that when you're Locked on, your cursor doesn't have to be directly on the targetit just has to be close by. Fire away at the
first crate, but use a different weapon to destroy the second crate. When you”ve destroyed both crates, phase 1 of the cerfification missions
ends and a mission debriefing Screen appears.
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Each button on this debriefing Screen has a purpose, which will become more meaningful as you enter hot combat zones. The button
that reads N. ap lo: OK brings up a status display for you and your entire PBA. Total Kills measures the kill tally for you and your
squad. Time gives you a brief mission summary. This screen also tells you what mission objectives you have accomplistied. Click on
the Exit button fo eave this screen and return to your quarters.

Back at your quarters, you can click on the top of your bookshielf to SAUE/LOAD a game. Do so, and then Save this game by selecting
one of the unused slofs with your cursor and left-clicking on it. You are prompted to give a description, So enter something Like train-
ing 1. Moue the cursor to the bottom of the Screen so the display reads DONE and Left-click to return to your quarters. Leave your
quarters and reenter the base to return to Mission Briefing. You may want o check out the kill board in the main hallway and see how
your comrades are doing against the Hegemony.

Maneuvering and Shooting

OPERATION CADMIUM




Hote that there are four categories of configurable options under each team member”s name: Suit Type, Left Arm Weapons Slots, Right Arm
Weapons Slots, and ASF. You can also review personnel and examine suit specs, weapon specs, and ASF specs. There are also fwo buttons
o repeat the video or text briefing, in case your short-term memory fails you.

Click on each weapons slot to select the weapons system for that slot. The KR-5 Standard Suit is the only available PBA for this mission,
and each arm can carry no more than two weapons systems. Right now the only fwo available are the Laser and multipulsar. There's
weapons redundancy not because you can fire all four weapons af once, but because weapons systems can become damaged and inoperative.
find without weapons, you're just a Sardine can waiting o be peeled open. Though the laser and multipulsar dont do a whole Lot of damage,
that"s all you have for now. The KR-5 is new, and our engineers are working fo adapt weapons systems o if as quickly as possible.

The ASF is the autoturret, and this button is red because this particular ASF selection is mandatory for mission Success.

When you're ready to begin, click on Outfit Complete fo Start the mission. This time you’re actually going fo jump, landing Somewhere
north of the training base. Move your cursor fo the middle MFD, hold down the right mouse button, and drag your mouse to move the map o
the south. Left-click your mouse over the Entry area to place a nav marker there, and moue out. Remember, watch your compass bar o see
which direction you Should move to get to your nav marker.

Remember, your weapons are still powered down to Simulation Level, so you won't be able to destroy anything, including the wildlife.
Move to the Entry naw marker and you get a message telling you to Launch a drone and move it to the Location marked Combat Area.

Click on the right MFD button marked DRONE. You can select a destination on the right MFD drone map for the drone, S0 go ahead and left-
click on the Combat Area. The drone goes fo the area and makes a circular patrol of the Location until you recall it. You can also manually
control the drone by using Ctrl and the arrow keys (or W, A, D and K. Note that the Combat Area is a walled-off location with automated
furrets.

Recall the drone by clicking on the Recall button in the right MFD.

Proceed o the Staging Area. Place a Na Marker there and head fowards it. A wall stands in the way. To get over if, you"ll need fo use your
jump jets. Press the space bar to jump into the air. The jump jets are not directional, So you need to have some momentum in the direction
You"re jumping. In other words, gef a running Start. Moue toward the wall by pressing and holding the up-arrow or W key, then press the
space bar-but don't hold it down for more than a half-second. If you et too high into the air, your forward momentum will carry you over
the entire staging area.
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otice that the furrets Lock on fo you and fire as you approach. Hows a good time for an important esson: Know your weapons. '
Bt a distance of 112 meters or So, you remain out of turret range-but the turrets are also outside your Laser range. Switch fo the
multipulsar, lock onfo the furret from a safe distance, and start firing. The damage is Simulated, but when the bar below the Locked
farget turns red, the turret is deactivated.
The building to the south is where you need to plant your PBA"s ASF-the autoturret. Lock onto the training base building and et
close. within 30 mefers or so. Click on the right MFD"s ASF button to bring up the ASF control screen. Click on the Drop Turret button
and watch the autoturret raze the building.

Now the dropship arrives to pick you up. Create a naw marker on the map position marked “Pickup Point™ and head there. You'll need
your jump jets to Leap over the walls.

Rter the briefing you're returned fo your quarters to wait for your first real mission with Strike Force Centauri. Your personal termi-
nal should be blinking, indicating that you have new mail. Make Sure you read it.... And don't forget to Save your game between
missions!




Mission 1: Nikola vs. The Pirates

Operation Gannonball

You receive your first briefing from MacPherson. This is a starter mission, so you'll find the opposition relatively Light.

Pirates have been plaguing the clans recently, and the Latest threat is a small string of pirate outposts near Engle Steading. From these
Launching areas, pirates have been attacking the food production facilities—farms-in the area. The drop-off point is south of the pirate
station.
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Opponents: 3 pirates armed with Light asers.
Hission Objective: Kill all pirates.

Your default suit confiquration is fine. The new addition from your certification exercises is the smoke grenade, which is merely a
defensive measure against beam weapons. You get some parting advice from your Commanding Officer. When you”re ready fo jump into
the fray, click on Qutfit Complete.

You land just to the southeast of the pirate waystation. Switch to your multipulsar weapon by clicking on the weapons icon just
below your viewscreen, and place a naw marker at the pirate waystation by Left-clicking on that area on the map.

Strategy and Solutions

Press the F10 key to activate the sensor range display on your middle MFD. This shows you the effective sensor range of your suit.
Scout PBAs have a greater sensor range, but thats anather mission.

Go o the crest of the hill. Look down at the pirate building and zoom in by clicking on the ™+ icon at the top-left corner of the
screen. You may need o ook down by pressing the U key. There are three pirates in PBA patrolling the area around the building, but
you can see only fwo of them right now. These are your targets.




Lock onto them from a distance by moving your green cursor oer them and right-clicking. Target information should appear on your HUD.
Only then should you move into Multipulsar range. Zoom back out and switch to full-screen mode before you engage in combat.

Remember that before you fire, you need to place your cursor near-but not necessarily on top of-your farget. When you open fire with your
Left mouse button, the pirates move in on your position. Retreat back over the hill and wait for their assault, using the trees for cover.
When you"re looking up the hill, make Sure to adjust your head angle by pressing the R key.

When they get within 100 meters, switch to your Laser by clicking on the weapons icon or the weapons display in the right MFD. Then open
fire by pressing the left mouse button. Watch the green brackets around and the health bar near each pirate. Hold down your Laser and main-
tain continuous fire. Pirate PBA technology is far inferior to that of the SFC, but these guys can be dangerous in large numbers. Your ¢ and C
keys are especially useful because your opponents don't have great aim. Keep moving so they can’t get a good target Lock on you.

fifter you're done with the pirate patrols, finish off the pirate building. This is optional, but it sure is fun.

When you're done, click on the dropship icon to the Left of the Left MFD. Choose option F1 to summon the dropship. You can either press the
FI key or simply move your cursor over the message and left-click. The dropship is on its way.

Go to the dropstiip pick-up ocation. When it arrives, open a communications channel with it by clicking on the icon fo the Left of the left
MFD. Click on Open Hatch or press F2. When the hatch opens, the mission ends and you”re refurned to the briefing Screen. Make sure you
check your briefing reports here.

Congratulations. You've just taken one small step on the Main Street of Hell.




Ghapter 6; Advanced Tactical Ops

This is the aduanced factics chapter, where you’LL reap the benefit of hundreds of hours of gameplay and insight Learned the hard
way. The best squadmates, weapons, strategies. and ways of exploiting the game’s artificial infelligence are what you'lL find here
as well as tips to get you through tough Situations.

The most important thing you'Ll need fo learn is how to control your PBA. To help you to do that, we’re going fo provide you with a

full chart of keyboard commands. Some commands will require a mouse, but you'LL need complete mastery of the keyboard. ‘I =

KBYIIIIHI'II Gommand Ghart
Options Screen 0
Hovement W/ Run forward
i/ Turn Left
S Walk forward
0/ Turn right
{ Sidestep left
( Sidestep right
i/ Move backwards
Space bar Activate jump jets
Bounding Shift+[movement key]
Crouch '
Looking around f/8 Look up
04 Look left
F/§ Recenter
E/b Look right
I/2 Look down
Weapons Selection 1234
Cycle Targets It From left to right
¥/] From right fo left
Full screen mode 6
Infravision: |
Loom [n/Qut: +-
MFD Toggle: Tab




Multi-Function Displays
Cuycle through Left MFD (Squadmates) (/9

F1-Movement H Move to a specified location
F2 Follow you
F3 Stop
F4 G0 fo the nav point
F2-Formation Fl Rush
F Aggressive attack
¥ (autious advance
F4 Take cover
£5 Retreat
tb Assume battle formation around you
F Hold present position
F3-Engagement F Attack your target
F2 Attack the farget designated on the map
F3 Fire at will
F4 Return fire if fired upon first
FS Cease fire
F4-ASF use H Use ASF af will
F 0o not use the ASF
B3 Use the ASF immediately
F5-Special orders H Place charges (demolitions)
F Detonate charges (demolifions)
B3 Place charges on mission target (demolitions)

Fb—Close communications




Center MFD .
Recenter the map on you i .
360° view B

Full-screen map H
Display squadmate names on map i

Displays sensor ranges F10

Display selected weapon's range H1

Toggle Mission Information F12 -
Loom in/out on the map >(< .
Bight MFD .
Cycle through right MFD )0

Drone control Ctrl+[movement key] o
Cause the drone to gain altitude Ctrl+Pg Up .
(ause the drone to descend Ctrl+Pg Dn

Recall the drone to your PBA Ctrl+Home .

Gommunications Hotkeys

flt+A Aogressive attack
flt+C Find cover

flt+D (autious advance
flt+F Assume formation
Alt+H Hold fire

flt+M Follow me

ALt+H Go fo nav point
fl+P G0 to pickup point
flt+R Retreat

Alt+S Status check

LT Attack my target




oteps to Victory

There are always many different paths to victory, and the most obuious is to outqun your opponent. But since the SFC is relatively small in
comparison with your enemies, you will need to think strategically.

You can adjust Terra Houa's difficulty Level from the Options screen by pressing 0. If you play af any Level higher than the default setting,
don’t expect to just wade into a melee and Surive.

Difficulty levels affect several factors, Like your enemies” accuracy. The higher the difficulty level, the more accurate the enemies get. The
Lower the number for accuracy and fire rate, the better their aim becomes and the faster they fire.

Level Level Level Level Level
1 2 ] 4 5
Enemy accuracy 140 100 10 50 30
Enemy weapon damage 60 100 140 175 200
Nikola's fire rate 120 10 100 05 00
Enemy fire rate 140 100 (! 50 i
Enemy armor i 100 100 100 110
Enemy hit points 0 100 100 100 120
Energy recharge 100 100 100 100 00
Squadmate armor 100 100 100 130 180
Squadmate HPs 100 100 100 130 180

In the higher levels, your Squadmates” armor and hit points are adjusted up to help them better survive. Their
accuracy remains unaffected, however.




There are many different mission fypes requiring careful thought as to tactics, equipment, and squadmates. These are the mission
fypes you will encounter:

Mass killing Kill all enemies

Assault Hit a target (Like a base)
Survive Get out alive!

Defense Save target

Retrieval Capture target unharmed
Two-part assault Two targets
Reconnaissance Espionage

Repair and rescue Self-explanatory

Garry a Big Stick

Terra Noua gives you a huge selection of weapons and options, but your PBA only has 4 weapons slots. You can easily run out of
ammunifion or fake damage o your weapons systems. Not all weapons and ASFs are created equal. Here's the lowdown.

Multipulsar

ou definifely want fo confiqure your squad with multipulsars early on. This weapon has  Long range and a wide Spread compared fo
fhe Laser.

laser

The laser should be used when you get in a knife fight, or combat at close range. Its continuous fire allows you to pick apart enemies
easily just by olding down the trigger. But when you get a grenade Launcher and master the sidestep, you’ll probably stop relying on
fhie Laser so much.

Thermal Disruptor

Sounds good in theory, but this weapon isn"t particularly useful compared to weapons Like the particle beam.



|onic Fusion Rifle

Hot a bad weapon, but its Limited range makes it a backup to the particle beam, af best.

COMBAT TIP THE FUSION RIFLE 1S EFFECTIVE AGAINST DRONES.

Mine Layers

If you have a mission such as destroying trucks, this weapon is okay.

Particle Beam

This is the favorite of 2dth-century killers. Range, punch, Limitless ammo-should be a default selection on your PBAs. And your squad-
mate’s PBAs, too.

oIR Mark IV

Limited range. Still, if you get jumped by a mob of unfriendlies, one of these will clear the room.

amoke Grenade

About as useful as a Christmas tree ornament. Wait until you get explosive grenades before you take along  launcher.

Electromagnetic (EM) Grenade

These are pretty useless oo, except in missions where you need fo auoid the enemy at all costs. Remember that the EM grenade must
explode within the range of your energy sensors (the oufer circle).




Grenade

Mow we're falking. Take two of these along and arm your Squadmates accordingly to wreak some havoc. Just remember that all
explosion damage is maximum at ground zero, dissipating to zero damage at the blast radius.

Missile Launcher

The missile Launcher has excellent range and does a Lot of damage. The short answer: When in doubt, take one along.

The railgun is a decent weapon and can be useful when you're refreating and you need fo conserve energy for the jumpjets.

Magnetic-Ballistic (MB) Cannon

Thisis the real deal. capable of inflicting a fremendous amount of damage on the enemy. The MB cannon appears Late in the game, but
it's worth the wait.

COMBAT TIP: THE MB CANNON CAN TRKE OUT THREE T0 FOUR TRRGETS AT ONCE IF YOU PLACE YOUR SHOT WEL.

COMBAT TI: TRY THESE WERPONS CONFIGURATIONS: GRENADE, PARTICLE BEAM, AND S MARK IV, OR MISSILE LAUNCHER, PARTICLE
BEAM, AND GRENADE OR ARILGON.

Miscellaneous Equipment and ASFs

fou can't just leap in, blasting away, and expect to survive. I1's irresponsible to yourself and to your teammates. The following
items will aid in the formation of your battle Strategies.

Orones

Best used for recon. You can also use them at the end of a mission to Scour the area for the Last few enemies. The Life you save might
be your own.



Dynamo

This is useful af the beginning of the game, but should be replaced when you have more powerful ASFS Later in the campaign,

Jump Jet Booster

Hot necessary unless you expect to do a lof of refreating!

Repair Pack

If you bring along a repair specialist who's carrying one of these, you won't need fo bring a universal backup.

Demolitions Pack

i demolitions specialist with one of these can destroy buildings and lay makeshift mines for your opponent.

Autodoe

Since there is no medic, the autodoc can be very useful when you experience casualties.

Universal Backup

Uery useful, second only o the personal shield. This will replace any item that"s demaged in combat.

EMP Dampener

Probably a good choice for missions involuing Stealth. Otherwise, you won't need it



Mine lﬂ!ﬁl‘
Useful, but it's a one-shot deal, and enemies can detonate them from a distance. Use an autoturret instead.

Personal Shield

Mumber T with a bullet (Literally) for the 10th week in  row, the personal shield is one of the best—if not #he best-ASFs you can fake
along.

Autoturret

Looks spiffy and can slow down and/or damage enemies that are chasing you. A squad equipped with autoturrets can plant enough
firepower to raze a fown.

STRATEGY TP GIVE YOUR SOURDMRTES THE ORDER 10 USE THEIR ASFS AT WILL, AND THEY L DROP RUTOTURRETS IF THEY AE GETTING
POUNOED.

Explod-0-Drone

These pack a wallop and can really annoy your opponent.

Some PBA advice: In the second half of the game, when things get tough, always take the heavy
PBA suit-even if you bring a recon specialist, outfit him or her with a heavy suit. Its extra pro-
tection will come in handy.

Play Hard-to-Get

Using a PBA in combat is Like swimming with sharks-you"ve got to keep mawing or die. To come out of a battle in one piece, you'll
need your PBA’s ability fo bound, fly, and shoot .

Bounding means taking a running Leap for each step and hitting the jump jet control very quickly. It's faster than running, without
Wwasting energy on your jump jets. Plus, the faster you moue, the harder you are to hit. (0f course, it"s also harder for youto hit your
farget if you’re jumping around. .. but that"s your job, isn’t it?)

Be careful when bounding-you can accidenfally charge ahead of your squadmates. Don't wander info a fire zone and get your butt
kicked while waiting for your squad to catch up.




Although jump jets are crucial for moing quickly, remember that they aren"t directional. You'LL need o take a running jump in the direction
you're headed. Try bounding forward, then hitting the jump jets—you'LL sail and keep your forward momenfum. 0f course, you'll need to
saue your energy if you want to stay airborne, because jump jets use up a Lot of juice.

COMBT TIP: F YOU KEEP MOVING, YOU'LL AVOID THE GRENADES AND EXPLOSIVE WERPONS RAINING DOWN ON YOU. THE FARTHER ANAY YOU
ARE EAOM THE BLAST, THE LESS DAMAGE YOU'LL TAKE.

When you're i the air you’re not only hard to hit, but you're in a good position to hit back. Look down and fire away! Projectile firearms
are good air-fo-ground weapons because your effective range is increased-you can hit any target you can see, even if your PBA targeting
system says it's out of range.

You can’t really tail enemies because they can turn quickly, but you can surprise them. In fact, the game’s artificial infelligence fas bult
in a surprise factor of between .5 and 3.0 seconds. You need to make sure that you use your PBA"s zoom function o teke a good look
around. Infrared vision makes a PBA stand out: movement should also draw your atfention. 20th-century fighter pilots had a Saying: ~Lose
sight, Lose the fight.  You need fo maintain Situational awareness—know what"s going on around you all the time.

Jump jets provide a very effective “hasty retreat™by getting a bounding start and hitting the jump jefs. you can move quickly out of a fire-
fight. The games Al keeps the enemy on the ground: even your squadmates can't follow you when you're bounding.

Get Organized

You need fo pick your weapons carefully, but it doesn’t end there. You should arrange them in such a way that you can jump from weapon fo
weapon when you press the 1 through 4 keys, always aware of which weapon you're about to use. You don’t want fo press 4, thinking it
will bring up the rapid-firing Laser, and instead have fo wait for your grenade launchier fo activate.

If you rely on your mouse for control, clicking on the weapons icon will cycle through the weapons sequentially. It makes sense to arrange
your weapons So that you moue from your appetizer to the main course. Your first weapon should be long-range, Like the multipulsar. Your
ekt weapon might be your main course, Like the grenade auncher or the Laser. As the enemy approaches, a simple click brings up the next
logical weapon.

You should also bring along the right squadmates for the job at hand. As a rule, consider faking as many weapons specialists as possible.
Sarah Walker is an excellent shot and is always the best choice if available (sometimes other squadmates are on assignment of injured from
a previous sortie, and therefore not available). The main hall at the SFC base has a kill board: get a feel for your squadmates” arious com-
bat abilities.

——



Electronics specialists are only good for missions Like repairing a telescope or helping to reactivate a malfunctioning PBA. On the
other hand, demolitions experts are good for a number of reasons—they can demalish fargets quickly, and they can mine roads.

H repair expert isn't a bad choice either. That way you can use an autodoc at any time and have your PBA repair specialist fi Up your
armor.

COMBAT T1P: RUTODAGS AAE USEFUL WAEN YO RE GETTING POUNDED—PRESS & A FEN TIMES WHILE YOU A RUNNING AWAY AND
VOU'LL GET SOME MORE T POINTS.

WWhen your squadmates reach critical damage they “evac, ” activating emergency jets in their PBAS that Launch them well clear of the
combat. This fiction is necessary because there are certain characters who cannot die; if they are “immartal,” they are deemed fo
have survived evac. If not, they die. fither way, they’re out of the combat. Remember that if you want to masimize your prestige you
can fake these “immortals,” but they can get hurt and be unavailable for the next mission.

Generally your squadmates are very good about following orders, but they sometimes get too enthusiastic and engage 100 many ene-
mies af once. |1 helps to giue them personal shields or autodocs and order them to use their ASFs at will. Or better yet, give them
careful commands o withdraw or hold their position S0 you can assess your next move.

Attack

One of the prime tactics you’LL need to Learn is how to snipe at your enemies with the particle beam. This is the weapon of choice at
fougher Leels because of ts long range and damage potential. As the enemy gets closer, you can keep pounding them and switch fo
another weapon, Like the grenade or missile launcher. (The particle beam is not as effective on airborne fargets, However )

This is what makes the multipulsar very effectiue early on in the game-it has much Longer range than the Laser. Pirates and pirate
captains are easy fargets.

Haneuvering is a key tactic in the game. Try this factic: Leap into the air with your jump jets, use the I key to look down, and open
fire on a targeted enemy or lob grenades down on their unsuspecting helmets. This is a very effective maneuser because your enemies
fend fo stay on the ground. Your main airborne threats are the armed drones.

STAATEGY 11D BE CAREFUL NOT T0 INFLICT “FRIENDLY FIRE" ON YOUR SUURDMATES. YOU START 00T I FORMATION: 1F YOU AN
INT BATTLE WHILE ¥ FORMATION, YOUR SOURDMATES WILL IT YOU FROM BEHIND OR AUN IN FRONT OF YOU WHILE YOU FIRE GIvE
[HEM AN ENGRGEMENT ORDER FIRST!

Don’t just back up to retreat-if you get stuck on a tree, you will stop moving and get pounded by your pursuing enemy. The best way
fo retreat is o back up and sidestep at the same time.

fnd use cover! While you're running, trees can be effective, although they tend to get uaporized by weapons fire. Try to avoid using
buildings and ships for cover, because weapons fire seems 1o be able to pass through the sides of these objects. Hills are the best.




Ducking behind hilltops gives you a chance to reload your grenade launcher(s), and the enemies don’t jump jet very often fo get a Line of
sight on you.

Oon't be afraid to try some unorthodox maneuvers or approachies fo a mission. For example, you may want fo take the Long way around fo
gef fo a less hieavily quarded side of an enemy base. It fakes patience, but it’s often worth if.

If you jump over enemies, they "l stop because you”re moving in another direction—as they furn around, pound them. Or if you need to
retreat, turn a bit to the Left or right of your enemy, bound, then jump-jef as fast as you can. Your enemy will be stuck in a turn. When you
land, start bounding as if your life depended on it. Because it does.

COMBRT TIP: 00 A7 USE GRENRDES IN TREES! ONLY /727 CAN PREVENT FOREST FIRES . . . AND SEVERE PERSONAL INJURY.

If you have a number of targets close by and you don't have a farget Lock, you'LL miss most of the time. So whatever you do, esfablish a
farget lock as soon s possible! The only exceptions o this rule are weapons with ranged damage, Like grenades and missiles. Uisually Ling
up a moving farget and lead it out-that is, fire in front of it so that it runs into the projectile.

Strafing, or moving Side fo Side, is another vital factic. Master it. Try Sidestepping and bounding by pressing Shift+Z+D at the same time.
You'll bound Left while turning right (toward your opponent). 0f course, you’lL want to open fire while moving; your target will find it hard
fo get a bead on you.

Bait and Switch

fAnything can happen in a firefight between your squad and three or four enemies; you run the risk of friendly-fire casualties, and things can
get out of hand at the higher difficulty Levels. So you need to Learn how fo bait one or fwo enemies to attack you, take care of them, and
retreat to Lef your armor regenerate. You can then go on and take on the next round of enemies.

This tactic is especially useful on solo missions. You cant just run in and take on five or Six enemies by yourself, so Learn fo Stay on the
periphery and draw out one or two foes af a time. The game becomes a Lot more fun at higher difficulty levels, although World War is a
challenge for anyone.




Boss Everyone Around

fgain, at easier Levels, you don't need to give your squadmates much direction. Just make sure they take the right tools for the job.
Try outfitting them with fwo or three grenade launchers—SFC Launchers can fire saluos of three grenades in rapid succession, which
can destroy most foes in the first half of the game.

But you will want to give your squadmates the command to break formation as Soon as possible. Otherwise their tight formation
around you will Lead fo friendly grenade or missile fire. Try giving an Aqgressive or Cautious Rttack command as soon as you Land.

COMBAT 11D TRY GIVING YOUR SQUADS AUTOTURRETS AND THE COMMAND 10 USE THEM AT WILL. THE AUTOTURRETS CAN REALLY
INCRERSE YOUR FIREPONER AND/OR AID DENOLITIONS.

Rssigning the right ASF is as imporfant to yourself as to your squad. When the autodoc, universal backup. and personal shield become

vailable, fake them. After the better ASFs materialize, you'LL want to bring along a repair specialist for any field repairs. Repair spe-

clalists are more useful than the universal backup because your squadmate can i weapons, whereas the ASF only repairs suit func-
tions.

If you take repair specialists. keep them out of the fray-their fighting skills are probably not very good. Give them sniping weapons,
Like the particle beam, so they can participate in a fight from a safe distance.

Remember, factics for each mission will depend on your terrain, goals, missions, and, of course, opponents. There's no one right
way to do anything. For example, some players prefer to place soldiers around a target and then close in, and some Like fo have
everyone chiarge in as a group. The toughest missions are when soldiers can't be lured away because they’re defending Something.
This requires some innouative tactics and sharpshooting.

COMBAT TIP: THE EASIEST WAY 10 GET LINE OF SIGHT ON AN ENEMY 15 10 JUNP JET.

Enemy fil is relatively simple. The enemy can fiqure out whether they're outnumbered. If they have Superior numbers, they will rush
you. But if they re outnumbered, they may run, try o hide, or rush you anyway. As you can see, communication among your enemies
15 relatively Limited. Still, they fry to run toward your Last-known location based on their sensors or visual confirmation. If you're
not there, they do one of three things: quess where you are and follow, moue in Some random direction, or return to their original
position.

Your squadmates haue better Al. If you retreat, they try fo follow you. Exploit their Al by giving orders Like "hold position and open
fire at any enemy that comes in range.”

ombine this with unusual tactics. For example. if you need to send a Squadmate into an area to set demolitions charges, try pelting
the area with smoke grenades first. Then use missile weapons for approaching enemies, who will find their own energy weapons use
less.




Prestige

Prestige is very imporfant in Terra Nova. You start with a base prestige of 10 points, and each mission adds or subtracts from this fotal.

Primary mission objective completed +0
Secondary objective completed +2
Tertiary objective completed +h
Each easy/very easy opponent killed by player 4
Each average/tough enemy killed +
Each very tough enemy killed +]
Each enemy killed by Squadmate +]
Finished mission in less than “par” time +]
Each squadmate unconscious af end of mission -b
Each dead squadmate -0

In addition, each mission has a perfect score-all objectives completed and all enemies killed by the player in less than the “par™ fime.
Prestige is then awarded as follows:

Player’s Score

05-100% of max score 45
85-04% +
15-64% +J
65-74% +
55-64% +
45-54% 0
35-44% |
25-34% -2
Below 24% -3



Medals are awarded throughout the game: .
| Lenfauri (ross. warded for being wounded in action and still completing the mission. This will probably be your first .
medal!
1 Porthos Staff. Awarded if youre wounded in action and perform exceptionally. .
| Dewon Medal for Ualor. Rwarded for conspicuous excellence in completing mission objectives. |
| Venetia Star. Rwarded for consistently low squad injuries and casualties. .
] Wew Hope Lance. For service above and beyond the call of duty. Rwarded if Hik saves all of Maggie’s family.
| Thatcher Aegis. Thatcher"s above-and-beyond. Awarded if the Heg satellite and cannon are taken out. .
fi Stockton Cluster. Awarded for consistently outstanding performance that acts as an example. .

Gheats

There are no cheats in this game. The developers decided to avoid the Doom approach o Shorfcuts. There /s at least ane Faster egg,
though...




Ghapter 7: The Missions

This chapter provides a complete mission breakdown for Terra Noua. For each mission there’s a complete List of enemies, a tactical map
with enemies highlighted. strategies, recommended squadmates and equipment, new technology introductions, and backstory-just about
everything you need fo win.

NOTE: THE GAME'S INTERNL MISSION # 15 GIVEN N PARENTHESES NEXT T0 THE SEQUENTIRL MISSION NOMBER. MISSION LOITORS
AND UTILITIES MAY MAKE USE OF THIS NUMBER IN THE FUTURE.

L N T | I R S L 1 RN

Story: Your infroduction to Strike Force Centauri is a Litte awkuward-your brother plays a practical joke on you, felling you that Commander ‘_
MacPherson is to megt you in The Wreck. a bar in the old wreckage of a fransport ship. Sky Schuyler impersonates MacPherson and orders =
you fo drop and give him 20 push-ups. You follow orders and do So~just in fime for the real HacPherson o come in.

Mission briefing: This mission is straightforward and easy; you're to fake out pirate Seniries and the Looking tower.

3 pirates:
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate particle beam
Pirate pulsar

Pirate operations post




Mission Summary:
Pirates-3
Uehicles-0
Rircraft-0
Installations-1
Weapons-0

Recommended configuration: Just you, with multipulsar, Laser, multipulsar, Laser, and dynamo.

*IRIRATE HAYSTATION

i
~PICHUF POINT
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You'lL see the waystation when you drop. Head straight for the pirate waystation; when you crest the hill, about 135-140 meters
from the waystation, you’ll see two sentries—use your PBA"s zoom capabilities if need be. Switch to your multipulsar and start sip-
ing at them. As they approach and open fire, start backing down the hill and wait for them to crest: open fire with your multipulsar
again and finish them off.

The sole remaining pirate shiouldn t be much of a problem. Use the multipulsar again to finish off the waystation while you have the
chance. You can also try circling around the waystation and atfacking from the north-that way you only have one pirate to engage
first, before the other two attack you. The hills around the waystation provide good vantage points.

Go to the pickup point when you”ve finished here.




Story: You're examining your PBA when Maggie McCulloch interrupts you and asks about your pirate raid. You fell her about pirates attacking
your farm when you were 10, illing your parents and forcing you and your older brother Brandt to watch. You picked up your father's rifle
and emptied it info the pirates. Maggie makes a remark about her son being 10, and then Brandt comes barging in. Sibling rivalry and the
resulting fension are interrupted by MacPherson’s call fo briefing.

Mission Briefing: Pirates have taken the Cameron locks. You and Uatker are to refake the tocks as a show of SFC force. Do not damage the
£argo or Ships.

13 pirates:
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate particle beam
Pirate pulsar

4 Buildings af the Cameron Locks facility
Barge
¢ Pirate Lookout stations

IR



Mission Summary:
PBAs-13
Pirates-13
Uehicles—0
Rircraft-0
Installations—(
Weapons-0

Recommended configuration: You and Walker, both with the default loadout of Laser, multipulsar, Laser, multipulsar, and dynamo.

(==
11118111
1-=2

ibout 170 meters to the E/SE of your drop point is one of the twa pirate lookout towers. Approach it and lock onto one of the two
pirates quarding the fower. Gef if within range of your multipulsars, jump into the air, and open fire. You should be able to Soften one
of them up before they charge you and Walker. The two of you should easily take care of these two sentries.

finother tower is to the NZHE of your drop point, with another two pirate Sentries. Use the same tactic o snipe off each sentry.

fipproach the locks. Three more pirates are waiting on the east lock, but as you approach that Lock from the south, your vantage point
at the top of the hill should give Walker an excellent position to pick them off. Two pirates are on the east lock, and should be easy
pickings for you.

COMBAT TI0- WAIT A BIT BETWEEN ENGRGEMENTS S0 YOUR ARMOR CAN REGENERATE.

Send a drone to the Little peninsula just north of the station area to See what”s waiting for you: the Last three pirates are in this area.
Move in and use the multipulsar to finish them off.




Story: The troops are concerned about MacPherson’s dealings with Heg Ambassador Pentheus. Brandt continues o antagonize you. The bar-
tender makes an offhand comment about the Petrousk grenades, and you' re immediately Suspicious.

Mission Briefing: This is a Scouting mission, and you will be expected fo get in and ouf without-being defected. You need fo scout out the
pirate base and get a target lock on crates:with-the.Clan Petrousk seal. Then get to the pickup point & So0n as-passible.

New technology: Scout suit, EM emitter

Pirate: 0 pirates
Pilot Strength: 100 Pilot Strength: 100
Armor %: 100 Armor %: 100
Energy %: 100 Energy %: 100
Power %: 100 Power %: 100
Cooling %: 100 Cooting %: 100
JJet Fuel: 100 Jdet Fuel: 100
JJet Thrust %: 100 Jdet Thrust%: 100
Weapons: Weapans:
Pirate pulsar Pirate particte beam

Pirate grenade Pirate pulsar




Pirate
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:

Pirate pulsar

Pirate storage facility
Pirate depot

Pirate tower

Pirate depot

Pirate operations post
Pirate barracks

Hission Summary:
PBfis-11
Pirates-11
Uehicles-0
Rircraft-0
Installations-6
Weapons-0

. ) . :

Recommended confiuration: Just you in a scout suit, with an EM emitter and multipulSar.




Take the path outlined on the map from position 1 to 5., where you should have a good antage point. Press F10 o get your sensor radius, and
fire the EM emitter ahead of you to Scan for enemies. You must auoid detection to get a maximum rating on this mission!

The crates are in the middLe of the pirate depot, S0 you may not actually have LOS (Line of sight), but your targeting computer should pick
them up. Try right-clicking around the base; you should be able to get a target Lock on the crates from your position here.

MINIMAL OBJECTIVE: GET ID LOCK ON STOLEM BETROVSH
CRATES COAFLETE

EXFECTED DEJECTIVE: AYOID DETECTION: INCOMFLETE

: ﬂ;lcn*c
152 H

LOCKED FE3)

- @

TARGET CAHERA ' EM EMITTER
‘ L.
4 -
1007
.5+ AMAD COUNT = 36

Be careful, because a patrol is just out of sensor ranqe to the east (but within visual range; use your infrared sight). After that, start jump-
ing to the pickup point, and your dropship should be waiting.




>

Mission Briefing: You need fo intercept the pirate convoy transporfing the Petrousk grenades and stop the trucks before they get fo the
spaceport af Sestao. Deal with the armed escort first, then use the terrain to gef ahead of the frucks.

5 pirates
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate particle beam
Pirate pulsar

Pirate
Pilot Strength: 60
Armor %: 60
Energy %: 60
Power %: 60
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate pulsar
Pirate pulsar

Pirate
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:
Pirate pulsar
Pirate pulsar

Pirate
Pilot Strength: 40
firmor %: 50
Energy %: 70
Power %: 50
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate particle beam
Pirate pulsar

Pirate

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooting %: 100
Jdet Fuel: 100
Jdet Thrust %: 100
Weapons:
Pirate particle heam
Pirate pulsar

Pirate

Pilot Strength 75

firmor %: 75

Energy %: 65

Power %: 55

(ooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Pirate particle beam
Pirate pulsar




10 Captains
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Pirate pulsar
Pirate grenade
Pirate particle beam

4 pirates
Pilot Strength: 100
Armor %: 100
Energy %: 100

Pirate hovercraft
Energy %: 100
Power %: 100
fArmor %: 100
Weapons: Hone

Pirate truck
Energy %: 100
Power %: 100
fArmor %: 100
Weapons: None

Pirate truck
Energy %: 100
Power %: 100
firmor %: 100
Weapons: None

Pirate transport
Energy %: 100
Power %: 100
Armor %: 100
Weapons: Hone

Pirate transport
Energy %: 100
Power %: 100
Armor %: 100
Weapons: None

Mission Summary:
PBAs—23
Pirates-13
Captains-10
Uehicles-3
Pirate trucks—2
Pirate hovercraft-1
Rircraft-2
Pirate transports—2
Installations—0
Weapons-0



Recommended confiquration: You and Walker, both with multipulsar, Laser, multipulsar, Laser, and dynamo.

-INTERCERT
POINT

—
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~PICKUF POINT
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The road around the intercept point runs between hills, so you can use the terrain to gain Some good Sniper views of the pirate escort.

There are fwo pirates af point A, on your way to the intercept point. They should be easy fo pick off. There are also five pirates where
the road turns west, to the south of the infercept point. These pirates need to be eliminated next.

The convoy comes from the north, accompanied by ik pirate PBAS in various States of repair. Try positioning Walker on the other side
of the road 5o that when the conuoy comes you can hit the trailing pirates. Once you hit the pirates, fake a few seconds to regroup.
You need fo stop the conuoy by Killing the fiue pirates at the bend in the road, but you should be able to catch up with the convoy in
no time. Use the multipulsar at Long range when engaging the second group of pirates. Make sure that you're locked onto 4 fargef when
firing, and when your target expires, switch targets ASAP and continue blasting away.

Step in front of the conuoy or run into the lead truck, and it Stops after its escort expires. Your mission is accomplistied. You can
check out the spaceport if you ike, but be aware that it’s crawling with pirate captains, and you'Ll have a hell of a time taking them
all out. But if your armor is in good enough condition, and Walker is in good enough Shape, you can try positioning her af a Static
location o fire af the captains. They defend the transports and dont come charging after you.




Story: Maggie tells you about her kids: it turns out she was caught in hibernation on an errant transporf during the original exodus from
Jupiter, and is actually 232 Terran years old. Pirates raided the stray transport module and kidnapped her children. Her story touches you,
and you vow to help her find her family.

Mission Briefing: Pirates have blockaded Uetter Steading, and it's up to the SFC fo rescue the Steading and its ammunition factary.

Hew technology: Grenade launcher

I1 pirates 2 (aptains
Pilot Strength: 100 Pilot Strength: 100
Armor %: 100 femor %: 100
Energy %: 100 Energy %: 100
Power %: 100 Power %: 100
Cooling %: 100 Cooling %; 100
JJet Fuel: 100 Jdet Fuel: 100
JJet Thrust %: 100 JJet Thrust %: 100
Weapons: (eapons:
Pirate particle beam Pirate pulsar
Pirate pulsar Pirate particle beam
Pirate particle beam




Pirate
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate pulsar
Pirate pulsar

Pirate hovercraft
Energy %: 100
Power %: 100
fArmor %: 100
Weapons: None

Centauri transport
Energy %: 100
Power %: 100
fArmor %: 100
Weapons: None

Centauri transport
Energy %: 100
Power %: 100
fAirmor %: 100
Weapons: Hone

Mission Summary:
PBAs-14
Pirates-12
(aptains—2
Uehicles-1
Pirate hovercraft-1
Rircraft-2
Centauri fransports—2
Installations—3
Ueapons-0




Recommended confiquration: You, Walker, and Ashford; multipulsar, grenade Launcher, Laser, grenade launcher, and dynamo for the enfire
squad.

ELOCKADE

*

There are two pirates at the pickup point. The other 12 are scaftered throughout the blockade area. You can take care of the fwo pirates your-
self. Send your squadmates around the blockade to the area just east of the blockaded region.

Position yourself along the roadway fo the west of the blockaded area. When you're in position, give the command o your squadmates fo
moue in. s they engage the enemy, use your grenade Launchers to Lay down a barrage of suppressing fire. That should clean up the mess
quickly.

You can also opt fo charge in from the west as a group. Just keep your squad spread out side-by-side. The combined fire from your squad's
multipulsars and grenade launchers should devastate the opposition. Remember, there's often more than one way fo skin a cat...

i~
—
——
-t




OPERATI
EAGLE'S

ON
RO0ST>

Mission Briefing: This is the assault on the pirate base. There are sentries surrounding the base, which should be taken out before you
enfer the base. Take out the pirates and the buildings, then head to the pickup point.

Hew technology: Universal backup

b pirates { pirates 2 pirafes

Pilof Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate pulsar
Pirate particle beam

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate heavy pulsar
Pirate particle beam

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdef Fuel: 100
Jdet Thrust %: 100
Weapons:

Pirate pulsar

Pirate grenade

: 3 L .




Pirate

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:

Pirate pulsar

Pirate pulsar

Pirate

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Pirate particle beam

Pirate truck

Energy %: 100
Power %: 100
firmor %: 100
Weapons: Hone

Captain

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100

Captain

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Weapons: Weapons:
Pirate particle beam Pirate pulsar
Pirate pulsar Pirate particle beam
Pirate particle beam

Pirate storage facility

Pirate depot

Pirate fower

Pirate depot

Pirate operations post
Pirate barracks

Turret
Turret

Hegemony landing pad

Mission Summary:

PBAs-14
Pirates-12
(aptains—2
Uehicles-1
Pirate truck-1
Rircraft-0
Installations-{
Weapons-0




Recommended configuration: You, Walker, and Aishford, all with Laser, multipulsar, two grenade Launchers, and universal backup.

~PICEUP
POINT

When you Land, give orders o each squaddie individually to use ASFs af will. That way your squad will be able to repair their suit
systems if they get banged up foo quickly.

R pirate truck comes from the south. You should circle the base and destroy any Sentries you come across before you assault the base
itself. Once you open fire on the base from a stand-off disfance-about 100 meters-more pirates will emerge. Stay out of their range
and use your grenade launcher fo pelt them before they get a bead on you. This mission is Straightforward and fairly easy.




Story: You're discussing the pirates with MacPherson, and you remark that they’re tougher than any pirates you'e ever encountered. You're
interrupted by Ambassador Pentheus, and MacPherson reveals that they ve found Hegemony equipment at the pirate base. Creon assures him
that there is no Hegemony action planned in the Centauri system, even as a Starship moves foward them in space, unknown to the SFC.

Mission Briefing: Strike Force lo's Anvil Squad has a downed soldier, Colin, in a damaged PBA. It's up fo you fo reach him, repair his PBA,
and make it to the dropship before the pirates find him.

Strike Force lo/Colin Captain 5 pirates
Pilot Strength: 67 Pilot Strength: 100 Pilot Strength: 100
Armor %: 17 fArmor %: 100 firmor %: 100
Energy %: 86 Energy %: 100 Energy %: 100
Power %: 91 Power %: 100 Power %: 100
Cooling %: 84 Cooling %: 100 Cooling %: 100
Jdet Fuel: 87 JJet Fuel: 100 JJet Fuel: 100
Jdet Thrust %: 19 JJet Thrust %: 100 JJet Thrust %: 100
Weapons: eapons: Weapons:
Laser Pirate heavy pulsar Pirate particle beam
Particle beam Pirate particle beam Pirate pulsar

Smoke grenade

|
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Pirate

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate grenade
Pirate particle beam

Pirate

Pilof Strength: 100
firmor %: 100
Enerqy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Pirate pulsar

Pirate grenade

Pirate

Pilof Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Pirate pulsar

Pirate pulsar

2 (aptains

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate heavy pulsar
Pirate particle beam

Captain

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Pirate grenade

Pirate pulsar

Pirate

Pilot Strength: 100
rmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Pirate pulsar

Smoke grenade

(aptain

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate heauy pulsar
Pirate pulsar

Pirate

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Pirate grenade

Pirate pulsar

3 (aptains

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Pirate pulsar

Pirate grenade

Pirate particle beam




3 spy drones
Hegemony encampment
Pirate operations post
Pirate lookout Station
Pirate fower

Mission Summary:
PBAs-1
Pirates-10
(aptains-B
Colin-1
Uehicles-0
Rircraft-3
Spy drones-3
Insfallations—4
Weapons-0

Recommended configuration: You, De Fonseca, and Rossi, all with Laser, multipulsar, two grenade Launchers, and universal backup. (De
Fonseca also carries the PBA repair pack ]

SEARCH REGION

~PICEUR
POINT




Make a beeline to the search area and Colin’s position-you’LL encounter drones and at Least one squad of pirates Looking for Colin and
his PBA.

It's raining, so switch o full screen and infrared display with masimum z00m o you can spot Colin’s PBA from a distance. Watch for
drones and destroy them if they get within range. Otherwise, press on.

Colin is located in the search area:
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First, have your repair specialist repair the PBA. Then use your electronics specialist o reboot the PBA. While rebooting the PBA,
hae your repair specialist repair any suits that ook damage in your Scrum against the pirates.

You can hear your dropship aborting after taking fire from pirates waiting at the pickup site. After you repair the PBA. order Colin to
stay behind as the three of you moe ahead. After a few hundred meters, order Colin to follow you. This way your squad can engage
the pirates and eliminate some opponents before Colin enters the battle.

You can take your two squadmetes and comb the countryside Looking for additional pirates to kill (to raise your prestige), uf kegp
(olin out of the fray-if he dies, your mission is 4 failure.




Mission Briefing: Intelligence has located the Petrousk grenades on a transport at a small port facility. Destroy the transpart, then the

pirates and the base if at all possible.

New technology: Railgun

2 (aptains
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooting %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate pulsar
Pirate particle beam

2 pirates
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate qrenade
Pirate particle beam

2 (aptains

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons: ,
Pirate fieany pulsar
Pirate-particle beam

{ pirates
Pilot Strength: 100
frmor %x100
trergy %100
Pouser %: 100
Cooting %: 100
et Fuel: 100
et Thrust %: 100
{Uleapons:
Pirate pulsar
Pirate grenade

4-pirates

Pilot Strength; 100
firmor %: 100
tnergy %: 100
Power %: 100
(aoting %:-100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Pirate pulsar
Pirate particle baam

3 Captains

Pitot Strength 100
firmor %100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuet; 100
Jet Thrust %; 100
Weapons:

Pirate pulsar

Pirate grenade

Pirate-particle beam



Weapons: None Installations-14
Weapons-0

Recommended configuration: You. Brandt, Walker, and Gomez, all in standard PBAS—no recon is necessary here. Two grenade Launch
ers. mulfiputsar, railgun (for low-enerqy situations), and universal backup.

Pirate Pirate tower .
Pilof Strength: 100 3 pirate storage facilities L
firmor %: 100 3 pirate fowers .
Energy %: 100 Pirate depot
Power %: 100 Pirate operations post "
Cooling %: 100 ¢ pirate lookout stations
JJet Fuel: 100 Bridge
JJet Thrust %: 100 2 turrefs
Weapons: - X

Pirate heauy pulsar Mission Summary '
Pirate particle beam PBAs-16
Pirates-{ i

Pirate transport Captains—7
Energy %: 100 Uehicles-0
Power %: 100 Rircraft-1 |
Armor %: 100 Pirate transport-1 .
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Time is of the essence. Head down the road and eliminate the two furrets guarding the bridge. Crest the ill, open fire on the furrets, and
then back off so the furrets don't get a bead on your position. Give all your squaddies the Use ASF at Will command and a Cautious Attack
instruction.

You crest a hilltop that Leads down to the base—keep your squad befind you with a Stay af Location command. Affer you engage the first
group of enemies and finish them off, target the transport immediately and moue in. Open fire immediately when you get within range,
destroy the ship, and retreat. You should be able to frag the ship before the pirates close in on you. Your squad can then take out the pirates
as they charge your position. Soften up the approaching squad with a salvo of three grenades and multipulsar fire (back up or strafe while
firing), and send in your squad to rush the base and mop up any laggards.

Once again, the pickup site has  few more pirates to take care of. Before heading back to the pickup site, make sure you aftend fo every-
one’s PBAs. Repair all systems and e ready to finish off the Last three pirates—easy pickings with your grenade Launcher.

COBAT 11D S THE APPAOPRINTE WEAPON FOR THE SITURTION AT HAND. HIS MAY SEEM OBVIDUS, BUT MANY TIMES IT°S EASY 10 JUST
USE THE WERPON YOU HRVE SELECTED, EVEN IF 7°S NOT THE BEST ONE FOR THE J08. FOR INSTANCE, TRY USING  MISSILE LAUNCHER T 30
METERS—NOT ONLY WILL YOU TAKE SOME DAMAGE YOURSELE, BUT CHRNCES ARE YOU'LL HAVE A COMRADE NERR GROUND R0, YOUR TEA
MEMBERS MAY EVEN TUBN AGAINST YOU FOR I, INSTERD, YOU SHOULD USE WERPONS LIKE THE IONIC FUSION RIFLE R THE PARTICLE BEAM
FOR “CLOSE ENCOUNTERS."




Story: You learn how Siren ot her uoice box-pirates cut her thrdat ot tokeep fier-quiet when-she was young. Gags demonstrates fis
ability to transfer memories, and you experience Cassandra’s ordeal. Meaniuhile. the barfender eshibifs aknotledge of Eartfy drinks:
The suspense mounts...

Mission Briefing: Pirates have been terrorizing water Lanes, and Habe established hidden bases on the istands in'a Hew Hope fiver.
Convoys arrive to deliver supplies to the bandits, and they gather: Yol a Wwait for ell fhe pirates to gather to'pick up Supplies and

kill alL of them at once, or you can destroy the conoy earty, thenhét:thie bandits down one by one. The Latter is the less dangeralis”
option.

Hew technology: EM dampener

4 pirates 2 (aptains 5 Captains
Pilot Strength: 100 Pitof Strength: 100 Pitot Strength: 100
Armor %: 100 Armor %: 100 Armor %: 100
Energy %: 100 Energy %: 100 Energy %: 100
Power %: 100 Pouwer %: 100 Pouwer %: 100
Cooling %: 100 Cooling %: 100 Cooling %: 100
JJet Fuel: 100 Jdet Fuel: 100 Jdet Fuel: 100
JJet Thrust %: 100 Jlet Theust %: 100 et Thrust %: 100
Weapons: leapons: Weapons:
Pirate pulsar Pigate-hieavy pulsar Pirate grenade
Pirate particle beam Picate parficle beam Pirate pulsar
Pirate grenade Pirate particte beam



Pirate

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Pirate hieauy pulsar
Pirate particle beam

Pirate
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate grenade
Pirate particle beam
Pirate pulsar

Pirate

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Pirate particle beam
Pirate heauy pulsar
Pirate grenade

Captain
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate grenade
Pirate pulsar

Captain

Pilat Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooting %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate particle beam
Pirate pulsar

Pirate

Pilot Strength: 100
frmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Pirate grenade

Pirate pulsar




(apfain

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate heavy pulsar
Pirate particle beam

Pirate truck

Energy %: 100
Power %: 100
Armor %: 100
Weapons: Hone

Pirate truck

Energy %: 100
Power %: 100
fAirmor %: 100
Weapons: Hone

Pirate hovercraft
Energy %: 100
Power %: 100
firmor %: 100
Weapons: Hone

3 pirate Lookout stations

Mission Summary:
PBAs-16
Pirates-B
(aptains-10
Uehicles-3
Pirate-trucks—2
Pirate-hovercraft-1
Rircraft-0
Installations-3
Weapons—0

Recommended configuration: You, McCulloch, Ashford, and Gomez, all in standard suits. Two grenade launchers, multipulsar, railgun,
and universal backups.




O the game’s tougher Levels, go and knock off the conuoy first. Head right for the road and destroy the trucks and the escorting PBAs. Then
qive orders fo stop and et everyone’s armor regenerafe. Use the ASFs now, if need be.

Head fo the meeting area. Give a Cautious Rttack order and use your zoom to find the pirate Lookout fowers. Do some of your own island-
hopping. Clean up the islands one by one, but make sure you visually inspect each island before moing to it. Wading through the water is
qoing o slow you down, S0 try using jump jets to hop from island fo island.

If you' re feeling ambitious, have your squad take position on the north cliff facing the meeting point, issue a Squad-wide hold-fire order,
and wait for the trucks to arrive. When the pirates join the party, unleash your grenades and order your squad to open fire. Be prepared fo
retreat as the pirates cross the Little inlet and attack your position. If you choose a recon specialist, s/he will give you betfer warning of
incoming enemies.



Mission Briefing: SFC Intelligence has traced the pirate activity 46 Fhis:basesstou’re fo.go:in and get a target Lock on any buildings o

items you see. Take out any unfriendlies-at your discretion, of course:

Heg Assault PBA
Pilot Strength: 100
rmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %: 100
Weapons:

Heg pulsar

5 Captains

Pilot Strengthy 10
Armor %: 100
Enerqy %: 100
Power %: 100
Coobing %100
JderFuel: 100
JJet Thrust-: 100
Weapons:

Pirate pulsar

Pirate grenade

Pirate particle beam

2 Heg fissault PBAs

Pilot.Strength: 100
firmor % 100
tnergy %: 100
Power % 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %; 100
lleapans:
Heq pulsar
Heq grenade Launcher
Heg particle beam




2 Heg Stinger PBAs
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heq pulsar
Heq qrenade launcher

2 Heg Stinger PBAS
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Ueapons:
Heg particle beam
Heg pulsar

Heg Stinger PBA
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heg particle beam

2 Heg Stinger PBAs
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Heg particle beam

17 pirates
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate particle beam
Pirate pulsar

2 Hegemony Supply posts
Hegemony command fower
Hegemony encampment
Hegemony command fower

4 Hegemony Storage facilities



Mission Summary:
PBAs-31
Hieg Stinger PBAS-/
Heg Assault PBAs—3
Pirates-16
(aptains-5
Uehicles-0
ircraft-0
Insfallations—0
Weapons-0

Recommended configuration: You, Gomez, Walker, and Brandt, all in Standard PBAS. Two grenade Launchers, railgun, and multipulsar.

Hiead toward the presumed Location radius directly. On the other side of the ridge. you encounter two patrols of two pirates each. Give
your team a Cautious Aduance order and use your multipulsar or railqun fo pick them off at a distance. Save your grenades for Later, and
qgive your squad the order to use their ASFs at will.

Have your three squadmates wait below the Lip of the gorge where the hidden base is. When you approach the Lip, you draw out pirates
who will rush you. Launch a saluo of three grenades, switch fo the railgun, and start retreating while firing. Retreat towards your squad
and give them the order to attack. After you take care of the Swarm of pirates, enter the chasm. But watch for the pirates on the other
side of the chasm above.

Target-lock one of the buildings. It"s Hegemony! Level the base and return to the dropship.



Story: You tell MacPherson that the base was stocked with iegemony equipment, just in time fo be inferrupted by the Hog ambassador’s
vid-call. Penthieus reveals that he has betrayed MacPherson’s confidences in the past, and that the Hegemony-will conguer-Centauci.and the e

(lans. You vow revenge.

ission Briefing: Defend an agamemaite mine. Watch for artillery and try fo disable the froops without harming the cannon. The most

important thing is o Save the mine.

Hew technology: Heavy suit, particle beam

Heg Assault PBA 5 Heg Assault PBAs b e Stinger PBAs
Pilat Strength: 100 Pilat Strength: 100 Pilat Strength: 100 i
frmor %: 100 frmor %: 100 Rrmor %: 100 3
Energy %: 100 Energy %: 100 Energy %: 100 3
Power %: 100 Power %: 100 Power %: 100 ?
Cooling %: 100 Cooting %: 100 Cooling %: 100 |
JJet Fuel: 100 JJef Fuel; 100 JJetFuel: 100
JJet Thrust %: 100 JJet Thrust %: 100 JJet Theust %: 100
eapons: eapons: leapons:

Heg particle beam fleq putsar Heg pulsar
Heg pulsar fleg particle beam Heg particle-beam
Heg qrenade Launcher




Artillery cannon Mine
Energy %: 100 ¢ pirate fowers
Power %: 100 Pirate storage facility
fArmor %: 100
UWeapons: Hone Mission Summary:
PBAs-12
4 Hornet drones Heg Stinger PBAs-6
Energy %: 100 Heg Assault PBAs-b
Power %: 60 Uehicles-1
Armor %: 100 Artillery cannon-1
eapons: Rircraft-4
Heg pulsar Hornet drones—4
Installations—4
Weapons—0

Recommended configuration: Take along as many weapons specialists as you can, such as Ashford and Gomez, and a repair specialist
if necessary. utfit each of them with a heavy PBA equipped with railgun, particle beam, fwo grenade launchers, and a universal
backup.
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fis you can see, enemies come from all directions. Move aggressively fo the base. While your crew takes on the drones (the railgun is

an excellent weapon against them), Lok north for the first wave of Heg PBAS. Long-distance sniping and quick squad fire should fin-
ish this group just in time for another group fo arrive from the east. Watch the close-guarters combat here because your grenades
could injure you and your squad. s Soon as you mop up here, move east off the road (a bit to the South) so you can circle around the

incoming artillery canon and take on the demolition Hogs with your grenades. A few grenades and rapid-fire railgun shots should keep

fhiem on the ropes as your squad finishes things off.




Story: Schuyler tries to charm Walker once again, with the same results. You confront Brandt about his disappearances, suspicious of
possible Hegemony infiltration.

Mission Briefing: Go repair the felescope!

Omicron telescope
Power structure

3 observatory buildings
Power structure

Mission Summary:
PBAs-0
Uehicles-0
Rircraft-0
Installations-b
Weapons-0

Ho opponents on this mission-it"s meant o build some fension. Gags gets injured on this-ang, ‘and the mission is aborted:

\.Ht‘.\;}}_




Mission Briefing: You're being sent back to finish the job, this time with the right equipment.

New fechinology: Autodoc

Heg Assault PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:
Heg Tripulsar
Heg particle beam

3 eq Juggernaut PBAs
Pilot Strength: 100
Rrmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Heg Tripulsar

Heg grenade Launcher

Heg particle beam

3 Heg Stinger PBAs

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Ueapons:
Heq particte beam
Heg putsar

Heg Assault PBA

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %100
Cooling % 100
JJet Fuel: 100
JletThrust %: 100
Weapons:

fleq heavy particle beam

Heg-particle beam

2 Heg Assault PBAs

PilotStrength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel 100
JJet Theust %; 100
Wleapons:
Heg particle beam
Heq polsar

2 Heg fAssault PAAs

Pilot Strength: 100
frmor % 100
Energy %7 100
Power %:100
{aating %: 100
Jlet Fuel: 100
Jdet Thrust %: 100
Weapons:

Heg grenade launcher

Heg particle beam




4 Hornet drones Mission Summary:

Energy %: 100 PBAs-12
Power %: 100 Heg Stinger PBAs-3
Armor %: 100 Heg Assault PBAs-b
eapons: Heg Juggernaut PBAs-3
Heg pulsar Uehicles-0
Rircraft-4
Damaged telescope Hornet drones—4
 power structures Installations-b
3 obseruatory buildings UWeapons-0

Recommended confiquration: Bring along De Fonseca, who gets three railguns and a grenade auncher. ALso fake Gomez and Giraud, who
each get two Launchers, particle beam, and railgun. Autodocs and heauy PBAs for all.
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Send your squad fo wait at the Southern part of the base, and climb onto the northern wall. Start shoating at the incoming PBA from the
H/NE while your squad takes care of the drones.

A heauy force comes in from the east, o if you can finish off the drones and the first wave of PBAS, you'(L have some fime to clean up.
Make sure that you heal up and use your repair specialist to patch up your squad's PBAs. A heaier force of PBAS is approaching from the
E/NE, and will come through the main gate or over the wall. Leave your squad in the base (Stay At Location) and uenture out o get some
early shots at the approaching enemies. When they come within range, fall back and keep firing. Use your grenades, but don't waste them
while the enemy is out of range.




Story: Walker, in a secret communication with her Councilwoman, reueals that her Clan entered into a freaty with the Acid Hand Pirates
that allowed the pirates to take McCulloch"s family in exchange for vital food Shipments during a famine. You-walk-in, -and-Walker storms  §

ouf.

¢ Heg Stinger PBAs
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Hleq grenade launcher
fleg particle beam

3 Heg Assault PBAs
Pilot Strength: 100
Armor %: 10072 5%
Energy %: J0 0
Power %: 106
Cooling %100
Jet Fuel: 100
JJet Thgst % 100
lDeapansess:

" Heg potsar
fleg particle beam




2 Heg Juggernaut PBAs
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heg grenade launcher
Heg particle beam

6 Heg Assault PBAs
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Hleg pulsar
Heg grenade Launcher
Heq particle beam

3 Heg Stinger PBAs
Pilot Strength: 100
fAirmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Heg particle beam

4 Hegemony Supply posts
4 Hegemony towers

20 fuel pods

4 furrets

Mission Summary:
PBAs-16
Heg Stinger PBAs-6
Heg Assault PBAs-B
Heg Juggernaut PBAs-2
Uehicles-0
Rircraft-0
Installations-32
Weapons-0




Recommended configuration: You, Walker, Ashford, and Mylonas, all in heavy suits. Two grenade Launchers, particle beam, railqun,
and autodoc.
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Take on the fwo western fields first. They have the fewest quards. Shoot tanks at Long range with your particle beam. Circle around
fo the south, then moue west.

Rfter you take out the two western fuel depots, send your squad fo the pickup point. Use your particle beam to destroy fuel from a
distance, and keep your squad near you and out of a firefight on the base grounds, where reinforcements can pour in from the other
fields. Snipe off barrels of fuel until you get the “main mission accomplished” message, then run back to the dropship.

COMBAT TI: FOR LONG-RRNGE SHOTS, THE MISSILE LAUNCHER AND PARTICLE BERM ARE BOTH EXCELLENT WERPONS. AT THE LRTER
STAGES OF THE GAME, THE MB CANNON AND MB ACGELERRTOR ARE VERY PONERFUL LONG-RANGE WEAPONS BUT THEY HRVE LITTLE
ANMONITION. SAVE THOSE WEHPONS FOR THE HEAYY TANKS AND BIPED MECHS THAT YOU ENCOUNTER DURING THE LATER PARTS OF
[HE GAME AND USE YOUR SECONDARY WEAPONRY FOR DEFERTING ENEMY PBAS. ON SOLO MISSIONS, THE SIR MARK IV 13 AN
EXCELLENT CLOSE-RANGE WERPON THRT INFLICTS DAMAGE OVER R WIDE ARER, I0EAL FOR TAKING ON GROUPS OF PBAS. BE AWARE
HAT THES WERAPON OOESN'T OISCRIMINATE BETWEEN THE ENEMY'S TRODPS AND YOURS, S0 IT'S BEST 10 SAVE THIS WERPON FOR
SOLD MISSIONS.

k
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Mission Briefing: R group of Hegemony troops has raided Bishop Steading. Evict the unwanted tenants.

Hew technology: Thermal disruptor

Heg Assault PBA fleq Assault PBA 2 Heg Assault PBAs

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg particle beam
Heg grenade Launcher
Heg thermal disruptor

Heg Stinger PBA
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Heg particle beam

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
leq grenade Launcher
Heq grenade Launcher
Heg pulsar

fleq Assault PBA
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %; 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
fleg particle beam

Pilot Strength: 100
frmor %. 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Heg qrenade Launcher
Hieq particle beam

Heg Assault PBA

Pilot Strength: 100
Armor %: 100
Enerqy %; 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
et Thrust %: 100
Weapons:
Heg pulsar
Heg heavy particle beam



3 Heg Assault PBAS
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Heg grenade launcher

3 Hieg Stinger PBAs
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Heq particle beam

Heg Assault PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Heg grenade launcher
Hieg particle beam

2 (lone Mark Is
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile Launcher
Heg Tripulsar
Hleg grenade launcher

{ Bishop Steading residences

Bishop Steading granary

3 Bishop Steading industrial buildings

3 Bishop Steading warehouses

12 Bishop Steading commercial buildings
¢ Bishop Steading storage facilities

2 Bishop Steading offices

Bishop Steading apartments

Bishop Steading silo

Mission Summary:
PBAs-16
Heg Stinger PBAs-4
Heg Assault PBAs-10
(lone Mark Is—2
ehicles-0
Rircraft-0
Installations-31
Weapons-0




Recommended configuration: fis many weapons specialists as possible, and then a repair specialist like Mylonas. ALL in heavies, with two
grenade Launchers, railqun, and particle beam, with avtodocs.

The town’s swarming with Hogs, as well as the first clones you've encountered. You may want to use your drones and zoom sights fo spot
the enemy. Circle the town’s perimeter to the south and pick off quards, working your way in. The Hogs eventually come o you.

The key to this mission is o draw as many of the Hogs away from the fown as possible, keeping your squad on a tight Leash and repairing
yourself betuween encounters. Make sure the squad doesn’t engage the enemy before you're ready (fhat is. before you see the enemy). Give
them a Cautious Advance order and tell them to follow you.
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Story: The SFC is celebrating their victory over the clones when Sonny, the bartender, suggests that EM grenades could confusse the
clones” internal comm system. You're grateful for the aduice, but even more curious about how the hell Saamyknotws this:..

Mission Briefing: It becomes clear that the Bishop Steading raid was a cover for the Hegemony's true/purpose=the kidnapping and
removal of clan scientists working on a new ASF. Your job is to Stop the convoy by destroying its escarts:

il
'

5 Heg Juggernaut PBAS Heg Juggernaut PBA 4 Heg Juggernaut PBAS
Pilot Strength: 100 Pilot Strength: 100 Pilot Strength: 100
Armor %: 100 Armor %: 100 Armor %: J00
Energy %: 100 Energy %: 100 Energy%:/100
Power %: 100 Power %: 100 Power %: 100
Cooling %: 100 Cooling %: 100 {ooling %: 100
JJet Fuel: 100 JJet Fuel 408 Jdet Fuel: 100
JJet Thrust %: 100 JJet Thrust %100 et Throst-%: 160
Weapons: Weapons: Weapons:

Heg Tripulsar e featy-particte beam Heg grenade launcher
Heq grenade launcher Heg grenade:tauncher Heg pulsar

Heg particle beam Heq parficte beam Heq particle beam




Heg Juggernaut PBA

Pilot Strength: 100

fAirmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg pulsar
Heg grenade Launcher
Heg particle beam
Smoke grenade

Heg Juggernaut PBA

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg grenade launcher
Heg pulsar
Heg parficle beam
Heg particle beam

Heg Juggernaut PBA
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg railqun
Heg grenade Launcher
Heg pulsar
Heg particle beam

Heg Juggernaut PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Heg grenade Launcher

e Juggernaut PBA

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg grenade launcher
Heq heauy particle beam
Heg particle beam

2 Heg Rssault PBAs

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100-
Jdet Thrust %: 100
Weapons:
Heg pulsar
Heg particle beam




3 Heg Assault PBAs
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Hieq grenade launcher
fieq particle beam

feq Assault PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:
Heg railqun
Hieg grenade Launcher
Hleq particle beam

¢ Hegemony trucks

3 Light tanks
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Heg particle beam
Heg railqun

2 light tanks
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg pulsar
Pirate grenade

Light tank
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Hieq heauy particle beam
Heg Tripulsar

Hunter drone
Energy %: 100
Power %: 100
firmor %: 100
Weapons:
Heg railgun

Hunter drone
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg railqun




2 Hegemony encampments

Mission Summary:
PBfis-21
Heg Assault PBAs-6
Heg Juggernaut PBAS-15
Uehicles-8
Hegemony trucks—2
Light fanks-b
fircraft-2
Hunter drones—2
Installations—2
Weapons-0

Recommended configuration: Take along weapons specialists, Like Gomez and Walker, and a repair specialist Like Mylonas. ALL in heavies
with two grenade Launchers, particle beam, and railgun, with an autodoc ASF. Equip yourself with an EM grenade system so you can stun
the clones and send your squad a Rush the Enemy order.

Head south as fast as possible, and have your squad follow. Use your particle beams, then moue in on the Hogs with your grenades. They're
grouped closely fogether, so a few grenades should do a Lot of good. The Hog base is crawling with bad quys. o take care not fo let the
frucks get anywhere near the base. You might want to try Leaping over the Hogs and trucks to draw off some of the Hogs fire and catch
them between you and the squad in a pincer formation.



Mission Briefing: Your squad needs to protect a fruck shipment of military tech. Hogs haue Somefiow gotten word of the shipment, so
expect a heavy assault.

Hew technology: Mine Layer 3 Heg Assault PBAs 2 Heg Assault PBAs
Pilot Strength- 100 Pilot Strength- 100
5 Heg Stinger PBAs Armor %: 100 Armor %: 100
Pilot Strength: 100 Energy %: 100 Energy %: 100
Armor %: 100 Power %: 100 Power %: 100
Energy %: 100 Cooling %: 100 Cooting %: 100
Power %: 100 et Fuel: 100 JJet Fuel: 100
Cooling %: 100 JJet Theust % 100 JJet Thrust %: 100
JJet Fuel: 100 Weapons: Weapons:
JJet Thrust %: 100 Heg pulsar Heg pulsar
Weapons: Hieg grenade Launcher fleg particle beam
Heg particle beam Heg particle beam
Heg pulsar




Heg Assault PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg railqun
Heg grenade Launcher
Heg particle beam

Heg Juggernaut PBA

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

eapons:
Heg grenade Launcher
Heg particle beam

Heq Juggernaut PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg grenade launcher
Heg pulsar
Heg particle beam

Heg Juggernaut PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heg particle beam

Heg Juggernaut PBA

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile launcher
Heg particle beam

Heg Juggernaut PBA

Pilot Strength: 100
fAirmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heg grenade Launcher
Heg particle beam




fleg Juggernaut PBA

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Hieq heavy particle beam
Hieq qrenade Launcher
Heg particle beam

2 (lone Mark Is

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
fieq heavy particle beam
Heq grenade launcher
Heg Tripulsar
Hieg missile launcher

Centauri truck
b swooper drones
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Heg particle beam

Mission Summary:
PBAs-10
Heg Stinger PBAs-5
Heg Assault PBAs-6
e Juggernaut PBAs-b
(lone Mark Is—2
Uehicles-1
Centauri trucks-1
Rircraft-6
Swooper drones—b
Installations-1
Weapons—0




Recommended configuration: You, Ashford, Gomez, and Mylonas in heavy suits. Two grenade Launchers, railgun, particle beam, and
autodocs.

Head down the right fork and keep moving-the truck has been faken by the Hogs and they re moing it out of the area. Move as fast as you
can. You come across two fleging stragglers—they’LL have their backs turned to you and are basically there fo slow you down. If you let the
fruck get too far, you'LL have to watch for swooper drones. Send your forces against the guards escorting the frucks.

You should be able to pick off a few of the escorts before they reach the drones, though. Destroy them with your particle beam, but don't
slow down-so0n you'LL be in range of the main party. Shoot them from behind, and use a grenade or two (being careful not fo target and/or
destroy the truck). Then fall back when they turn and charge you. After you finish them off (again, don't worry about the Swoopers), the
truck turns around and heads for the drop point. Get ahead of it if possible, because there is one last band of Hog PBAs waiting for you.
Three grenades and they should be just about toasted.




OWER>

Story: The SFC thinks there’s a traitor in the ranks. A captured clone is being kept on Life support in hopes that it can tell them some-
thing. Walker turns off the clone’s life support, mentioning Something about “her mission.” Tensions continue to run high.

Mission Briefing: This is a solo mission. You're to take out a Hog surveillance station on a moon.

Clone Mark | ¢ (lone Mark Is b Heg Juggernaut PBAS

Pilof Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Hieq heavy particle beam
lieq missile launcher
Heg Tripulsar

Pitat Strength- 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

Jlet-Fuel: 100

JJet Thrust %: 100

Weapons:
Heq heauy particle beam
Hieq grenade Launcher
feg Tripulsar

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Lt fuel: 100
et Theust %: 100
Weapons:
fieq Tripulsar
fieg qrenade Launcher
- Heg particle beam

o
.
.




2 Heg Assault PBAs 3 Heg Stinger PBAs Hegemony telescope

Pilot Strength: 100 Pilot Strength: 100 2 heavy turrets
frmor %: 100 Armor %: 100 y |
Energy %: 100 Energy %: 100 Mission Summary:
Power %: 100 Power %: 100 Heg Stinger PBAs-3
Cooling %: 100 Cooling %: 100 Heg Assault PBAs-2
JJet Fuel: 100 JJet Fuel: 100 Heg Juggernaut PBAs-b
JJet Thrust %: 100 JJet Thrust %: 100 (lone Mark Is-3
Weapons: Weapons: Uehicles-0

Heg pulsar Heg pulsar Rircraft-0

Heg particle beam Heg particle beam Insfallations—3

eapons-0

Recommended configuration: The usual for you, Walker, Gomez, and Mylonas. Heauy PBA. twin grenades. particle beam, and a thermal dis-
ruptor or railgun, mine Layer for you, and autodocs for everyone else.

i
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Keep your squad back (Stay in Position order), approach the Hog facility, and farget the turret. Get within P range and open fire fo
draw out the clones. Turn your particle beam on them and Lead them into your squad’s fire. Drop a mine or fwo as you back up to your
squad. Make sure you keep your demolitions expert out of the main fight, because you need him to destroy the felescope.

Rfter you've destroyed most of the patrols, take Walker and your repair Specialist into the telescope area to mop up the other furret
and any remaining Hogs.

otice that some of these Hogs are carrying missile launchers, so refreating and laying a good minefield in their path is a good factic.
Rfter everything is clear, order your demolitions expert to torch the telescope.




Mission Briefing: This is a solo mission-a Simple recon to 1D some trucks.

(lone Mark IIl 2 Clone Mark Is (lone Mark Is

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooting %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg grenade Launcher
Heg Tripulsar

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heavy particle beam
Heg grenade (auncher
Heg Tripulsar
Heg thermal disruptar

Pilat Strength: 100

firmor %; 100

Enerqy %: 100

Power %: 100

Cooting %: 100

Jdet Fuel: 100

JJet Thust %: 100

Weapons:
Heg railqu
Heq thermal discptor
Heg heauygarticle beam
Heg Tripulsar




(lone Mark |

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg thermal disruptor
Heg heavy particle beam
Heg Tripulsar

¢ Heg Juggernaut PBAs

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Hleg grenade launcher
Heg particle beam

Heg Juggernaut PBA

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Weapons: Weapons: Weapons:
fieq heavy grenade tieq heavy particle beam Heq thermal disruptor
fieq heavy particle beam Heg Tripulsar Heg grenade Launcher
Heg Tripulsar Heg railqun Heg Tripulsar
Hleq grenade launcher Hieq missile launcher

5 Heg Juggernaut PBAs
fieq Juggernaut PBA Pilot Strength: 100 Heq Juggernaut PBA
Pilof Strength: 100 Armor %: 100 Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg railqun
Heg thermal disruptor
Hieg heavy particle beam
Heg missile launcher




Heg Juggernaut PBA 4 Hunter drones

Pilot Strength: 100 Energy %: 100
fArmor %: 100 Power %: 100
Energy %: 100 Armor %: 100
Power %: 100 Weapons:
Cooling %: 100 Heg railqun
JJet Fuel: 100
JJet Thrust %: 100 Hegemony control station
Weapons: 2 Hegemony towers

Heg railqun 5 Hegemony munitions fowers

Heg thermal disruptor -

Heg Tripulsar Mlssmpnﬂggm]n?]aru:

Heg heauy particle beam fyTe—

Heg Juggernaut PBA Clone Mark Is—4

Pilot Strength: 100 Clone Mark Ills-1
fArmor %: 100 Uehicles-0
Energy %: 100 Rircraft-4
Power %: 100 Hunter drones—4
Cooling %: 100 Insfallations-{
JJet Fuel: 100 Weapons-0
JJet Thrust %: 100
Weapons:

Heg grenade Launcher

Heg heauy particle beam

Heg thermal disruptor

Heg railqun




Recommended configuration: Heavy Suit, fwo grenade Launchers, particle beam, railgun, and autodoc.

This mission furns info a prison break when your dropship is ambushed and you're taken prisoner. Your buddies at SFC come fo the
rescue and spring you, but now your suit is damaged, and you”re smack dab in the middle of  Hog facility.

Order your squad to head to the pickup point. Run and jump-jet over the walls. Schuyler dies, and there’s nothing you can do about
it.... Your squad consists of other “Immortals, ™ so don’t worry if they evac—just get out of there.
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Stary: Seems Like Ashford thinks you're the traitor, Everyone else s at Schuyler”s funeral. Aind it seems that Watker and Haggie are heading
for a confrontation.

Mission Briefing: You're fo destroy a Heg station designed to probe for natural resources. This is a Solo mission-slip past the patrols, flash
the station, and get the hell out.

Heg Stinger PBA Heg Stinger PBA 4 Heg fAssault PBAS
Pilot Strength: 100 Pilot Strength: 100 Pilot-Strength: 100
firmor %: 100 firmor %: 100 Armor %: 100
Energy %: 100 Energy %: 100 Energy %: 100
Power %: 100 Power %: 100 Power %: 100
Cooling %: 100 Cooling %: 100 Caoling %: 100
JJet Fuel: 100 JJet Fuel: 100 Jdet Fuel: 100
JJet Thrust %: 100 JJet Thrust %: 100 JJet Thrust %: 100
Weapons: Weapons: Weapons:
Heg pulsar Heg particle beam Heg grenade launcher
Heg particle beam Heg pulsar Heg pulsar
Heg grenade Launcher Heq particle beam




fieg Assault PBA Heg Assault PBA
Pilot Strength: 100 Pilot Strength: 100
Armor %: 100 Armor %: 100
Energy %: 100 Energy %: 100
Power %: 100 Power %: 100
Cooling %: 100 Cooling %: 100
JJet Fuel: 100 JJet Fuel: 100
JJet Thrust %: 100 JJet Thrust %: 100
Weapons: Weapons:
Heg grenade Launcher fieq heavy parficle beam
Heg pulsar Heg pulsar
Heg thermal disruptor
Heg Assault PBA

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

3 Heg Assault PBAs
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100

Ueapons: JJet Thrust %: 100
tie thermal disruptor Weapons:
Heg pulsar Heg pulsar
Hleq particle beam Heg particle beam
fieq Assault PBA Heg Assault PBA

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Weapons: Weapons:
Heg heavy particle beam Heg heawy particle beam
Heg particle beam Heg pulsar

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

fieq qrenade Launcher




2 Swooper drones Mission Summary:

Energy %: 100 PBAs-14
Power %: 100 Heg Stinger PBAs—2
Armor %: 100 Heg Assault PBAs-12 |
Weapons: Uehicles-0 i
Heg particle beam Rircraft-2 |
Swooper drones—2 |
Heﬂemﬂﬂlj sensor station Installations=3
¢ furrets Ueapons-0

Recommended configuration: Standard suit, railgun, 2 particle beams, grenade Launcher, and EM dampener.

“PICKUR
POINT

v

This mission is actually quite easy if you approach the sensor station from the west side of the area, up in the hills. Switch your EN damp-
ener on and make your way fo the hills, giving the perimeter of the Hog base a wide berth. When you climb the hills, you can pick off the
turrets with the particle beam and destroy the drones with your railqun. When that"s done, and you’ve finished off any PBAS foolish enough
f0 engage you from your sniper’s nest above the Hog installation (remember that the altitude gives your grenade Launcher extra rangel), far-
et the sensor and fire away. You may need to jump into the air to get a clear shot. Finish it off and make your way fo the dropskip. This
mission is pretty easy.




Hission Briefing: Take a squad and get an 10 lack on Supplies in a small Heg base. Go over the hills north of your drop-off paiat:
because the passes are quarded.

Hew technology: Missile Launcher (at last!)

Heq Assault PBA 2 Heg Rssault PBAs 2 Heg Assault PBAs

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg thermal disruptor
Heq particle beam
Heq grenade Launcher

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust-%:A00
Weapons:
Heg putSar
Heq parficte beam

Pilot Strength: 100
Armor %: 100
Energy %: J00
Power %7100
Cooling - 100
HleiFuel: 100
et Thest %: 100
(Ueapons:
tieq pulsar
fieq particle-beam
ffeq grenade Lauacher

E: i




Heg Assault PBA

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg thermal disruptor
Heg particle beam
Heg pulsar

Heg Stinger PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Heg particle beam

Heg Juggernaut PBA

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heavy particle beam
Heg pulsar
Heg thermal disruptor

Heg Juggernaut PBA
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Heg Tripulsar
Heg pulsar
Heg grenade Launcher

Heg Juggernaut PBA
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg grenade Launcher
Heg pulsar

Heg thermal disruptor

2 Clone Mark Is
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Heg hieavy particle beam

Heg pulsar
Heg particle beam

Clone Mark |

Pilat Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg missile launcher
Heg Tripulsar

Clone Mark |

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg heauy particle beam
Heg Tripulsar
Heg missile launcher

Clone Mark |

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg grenade launcher
Heg Tripulsar




Clone Mark |
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heq grenade launcher

Mech biped

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg Tripulsar
Heg grenade launcher
Heq particle beam
Heg pulsar

Mech biped

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Weapons:

Heg heavy particle beam

Heg missile launcher
Heg pulsar

Mech biped
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile launcher
Heg pulsar
Heg particle beam

Light tank
Energy %: 100
Power %: 100
Rrmor %: 100
Weapons:
Heg pulsar
Heg railgun

Light fank
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg particle beam
Heg pulsar

3 Hornet drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:

Heg pulsar

Hegemony supply post
2 Hegemony Landing pads

Mission Summary:
PBAs-10
Heg Stinger PBAs-1
Heq Assault PBAs-b
Heg Juggernaut PBAs-3
Clone Mark Is—5
Mech bipeds-3
Uehicles—2
Light tanks—2
Rircraft-3
Hornet drones-3
Installations-3
eapons-0




Recommended configuration: The squad is set. Take everyon in heauies. with a particle beam, railgun, and missile launcher for you and
Rshford. Thermal, grenades, railgun, and particle beams for Gags and Maggie. Autodocs for all!

+PICKUP —=—
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You're immediately ambushed by a small group of Hogs~use your missile Launcher and particle beam to finish them off. uer the crest of the
hill you See mech bipeds, Light fanks, and a swarm of Hogs waiting fo ambush you-not the Lightly guarded station you expected. Getan (D
lock on any building, and you get the signal that the mission is aborfed. Head right back fo the dropship.

You can use your missile Launcher to rain destruction on them from aboue, to soften them up before they come charging after you. It's fun fo
watch the missile’s arc and explosion. .. and the scattered PBA parts.




Mission Briefing: Clansman Petrousk’s transport has been shot down, and the SFC has to find the transport and protect it from Hogs.

Heq Assault PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
fieq particle beam

2 Heg Assault PBAS
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
tieg pulsar
Heg particle beam
Heg grenade Launcher

Heq Juggernaut PBA

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 166

Cooling %: 140

JJet Fuel 100

JJet Thrust %100

eapons:
Hieg missile tauncher
fleg thiecmal disruptar
Hieq particle beam

Heg Juggernaut PBA

Pilot Streagth: 100

Armor %: 100

Energy %: 100

Power%: 100

Cooting % 100

JJet-Fuel: 100

JJet Thrust%: 100

Weapons:
Heq thermal disruptar
Heg qrenade launcher
Heg particle beam
Heg pulsar




Heg Juggernaut PBA

Pilot Strength: 100

fAirmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg thermal disruptor
Heg parficle beam
Heg grenade launcher

Heg Juggernaut PBA

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg grenade Launcher
Heg heauy particle beam
Heg pulsar
Heg particle beam

2 (lone Mark Is

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

eapons:
Heg heavy particle beam
Heg grenade auncher
Heg Tripulsar
Heg thermal disruptor

4 Spy drones

4 Hornet drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:

Heg pulsar

Bomber drone
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg grenade Launcher

2 Hunter drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:

Heg railqun

Centauri fransport
Energy %: 100
Power %: 100
Armor %: 100
Weapons: None

Mission Summary
PBAs-0
Heg Assault PBAs-3
Heg Juggernaut PBAs—4
Clone Mark -2
Uehicles-0
Rircraft-12
Hornet drones—4
Spy drones—4
Hunter drones—2
Bomber drones-1
Centauri transport-1
Installations-0
Weapons-0



Recommended configuration: Bring along all the weapons specialists and a repair specialist, all in heavy suits. Weapons specialists .
should have a missile launcher, Laser, and particle beam. The repair specialist should have grenade Launchier, thermal disruptor, parti- ‘
cle beam, and railgun. Take the trusty autodocs.

abled ship, which is Located on the perimeter of the circle in the northwest corner. Leave a few mines northwest and northeast of the

Have your squad sfay to the left side of the search circle and move up. They take out incoming drones as you bound fowards the dis-
ship for the oncoming PBAS. Stay clear of that area, because drones can defonate the mines. .

Your immediate problem is the drones that attack you, especially the bomber drones. Use your Laser and wipe out the drones as soon
as possible. When the Hogs come from northeast of the ship, use the missile Launcher to hit them from a distance. fnother group
comes from the south, but your squad should be able fo take care of them. Be careful not fo use your missiles when there are friend-
Lies in the target zone.




o

Story: When you threaten to throw Brandt off the squad for his mysterious'disappearances; Brandt fellSyou.that he’s been performing the
Yuric Kai, the fonian life memory rituel, o atone far-his.Lack of actio hemyour parents were Kilied Y0u watch-in disbelief as Brandt
stalks off. Then, as he enters MacPherson’s office; e arriles just it e to see fis commanding officer die from slow poisoning

Mission Briefing: Sarah Walker is giving the briafing a0y, a'!idis sefding you to.destroy the minerals harvester iujth 3 Speciol dentonium
explosive module. It's easy o use and is an ASFLSHit the factory; e the explosive. and run-

Hew technology: Dentonium module

2 (lone Mark Is $Heg Juggernaut PBAs 3 Heg-Assautt PBAS
Pilot Strength: 100 Pilof Strengfhe. 10D Pilot Steengsh 100
firmor %: 100 firmor %: 100 firmor %< 100
Energy %: 100 Energy %: 100 Energy %: 100
Power %: 100 Power %: 100 Podser % 100
Cooling %: 100 Cooling %: 100 (ooting %: 100
JJet Fuel: 100 JJet Fuel: 100 Jef Fuel: 100
JJet Thrust %: 100 JJet Thrust %100 Jdet Thrust %2100
eapons: Weapons: Weapons:
Heg heavy particle beam Heg Triputsar Heg-potSar
Heg grenade Launcher Heg grenade [auncher Hieq particte beam
Heg Tripulsar Heg particte beam Harvester

Heg thermal disruptor




3 Hornet drones Mission Summary:
Energy %: 100 PBAs-17
Power %: 100 Heg Assault PBAs-3
firmor %: 100 Heg Juggernaut PBAs-9
Weapons: Clone Mark Is-5
Heg pulsar Uehicles-1
Harvester-1
3 Bomber drones Rircraft-6
Energy %: 100 Hornet drones-3
Power %: 100 Bomber drones-3
Armor %: 100 Installations-0
Weapons: Weapons-0
Heg grenade launcher

Recommended configuration: ALL weapons specialists in heavy PBAS, with a particle beam, laser, and missile Launchers. Autodocs
should be the ASF unless you want to equip one or fwo squaddies with the mine layer—order them to retreat and they (L drop mines for
the incoming Hegemony squads fo discover.

Use the Lasers on the drones when you Start moving toward the harvester, which is quarded by Hog PBAS and clones. A patrol will come
from the east, so have your missile launcher ready.

Once you pick off the Hogs with your missile launcher and particle beam, the mission is quite easy. Time your jump over the
installation—just as you pass over the top, press 5 fo leave the module and hit the ground running. The flash fells you the installation’s
history.



find don't forget to enjoy the beautiful Saaran clouds...

Mission Briefing: Walker is now commander. This is a solo drop. You'musf infercepfa Hog courier fo Clansman Archer o prevent ircher
from negotiating his own peace with the Hogs. The courier”s truck is going thraugh Devon ravines, so just knock off the truck”s quards and

the truck will stop.

Hew technology: Personal shield

Clone Mark I1
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg missile launcher
Heg railqun
Heg Tripulsar

(lonesMark:ti

Pilof Strength: 100
frmor %: 100
toergy %: 100
PUHJBI %: 100
Cooting % 100
Jet Fuel: 160
JJet Thrust%: 100
Weapons:

Heq qrenade [auncher

Hegailgun

Heg putsar

(tone Mark I

“Pitot Strength: 100

ik 100

- Hriesgy % 100

Power %: 100

Cooting %< 100

Jdatbee 100

JJet Thrst :100

Jeapons:
Heg missite Launcher
g Ttipulsar
Heggeenade Launcher




Clone Mark Il
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heq Heavy grenade

3 Heg Juggernaut PBAs
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Heg Tripulsar

Heg grenade launcher

Heg particle beam

2 Heg Assault PBAs

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
e grenade Launcher
Heg particle beam

Mission Summary:

PBAs-0

Heg Assault PBAs-2
Heg Juggernaut PBAs-3
Clone Mark Ils—4
Uehicles-0

Rircraft-0
Installations—0
Weapons-0




Recommended configuration: Heauy suit, missile launcher, particle beam, railqun, and personal shield.

F=31
I

The ravines are crawling with Hogs. As soon as they jump you, an unidentified aircraft strafes them with pinpoint precision. The mission is
aborted, so head to the pickup point.

You still have to fight your way past the Hogs near the pickup point, so ready your missile Launcher and fire away. Use your personal shield
and back into the ravines for cover when they come at you. Fighting your way out should be easy if you use the now-Cclear eastern ravines
fo hit and run with the Hogs in the area around the pickup. You can back up and turn into the intersections while firing af pursuing PBAS and
Clones.

COMBAT TIP: TRY T0 FIND ENEMY TRO0PS BEFORE THEY SPOT YOU, AND USE LONG-AANGE WEAPONRY 10 INFLICT OAMAGE BEFORE THEY CAN
REACT. ENEMY TROOPS OFTEN IGNORE WERPONS FIRE IF THEY CANNOT DETECT YOUR PBA WITH THEIR SENSORS. USE ORONES REGULARLY 10
BET & QUICK SENSOR SCAN OF THE ARER. DRONES CAN DETECT ENEMY TRODPS AT A GREATER DISTRNGE THAN YOUR PSR CAN, S0 LAUNCH
ONE ANO SEOUT THE ARER. ONCE YOU'VE USED YOUR SENSORS 10 SPOT THE ENEWY, TURN AROUND 10 FRCE THEM AND VISURLLY L00M I.
TRO0PS THAT YOU MAY NOT SEE AT STANDARD Z00M RATES CAN OFTEN BE SEEN T 2X OR 3X LOOM RATES. USE MOUNTAINS OR HILLS FOR
COVER AS YOU COME INTO FIRING ARNGE, AND IF YO HAVE AN EM ORMPENER, USE T




Story: Everyone’s caught Sonny sneaking back into the base. Even though it was Sonny in the fighter that saued you, the-SFE perSonmel
belieue fim to be the traitor. Sonny claims he’s been getting information from the Hogs. Gags™ memory pralie confirms-SonRy’ S Stor=
he was a crack Hog fighter pilot who fled because he didn"t believe in the Hog philosophy. That meang;thiere’s Stitt-a traitor-in-your
midst.

Mission Briefing: You and the squad must go in and Level & Heg military communications insfallation. The'SFC. expects hidden quards,
Destroy the equipment quickly before reinforcements arrive-you have ten minutes or the dropship Leaves without you. There's a heauy
iog encampment to the southwest of the facility, so move quickly or you”ll be Left behind.

Hew technology: lonic fusion rifle Hieq Juggernaut PBA 0 Heg Juggernaut PBAS
Pilot Strength: 100 Pilgt Strength: 100
Heg Juggernaut PBA Armor %: 100 . Armors: 100
Pilot Strength: 100 Energy %100 Energy %: 100
Armor %: 100 Power %100 ,' Power %: 100
Energy %: 100 Cooling %: 108 ' Caoling %- 100
Power %: 100 “ et FuelHA0R At Fuel-100
Cooling %: 100 et Thetsy 40D et Thrust %: 100
JJet Fuel: 100 eaponi: {55 Higapons;
JJgt Thrust %: 100 Heg great (aunchpr Heg Fripulsar
Weapons: | Heg putSer SN feq grenade launctier
Heg heavy particle beam Hegpachicle beam Heg parficle beam
Heg thermal disruptor

fleg particle beam




¢ Heg Juggernaut PBAs
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heg grenade launcher
Heg missile launcher

Clone Mark |

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg grenade launcher
Heg Tripulsar
Heg thermal disruptor

b Clone Mark Ils
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile Launcher
Heg railgun
Heg thermal disruptor

4 Clone Mark ls

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

eapons:
Heg missile Launcher
Heg railqun
Heg thermal disruptor
Heg pulsar

2 Clone Mark lls

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg missile Launcher
Heg railgun
Heg grenade Launcher
Heg pulsar

3 Clone Mark Ils

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile Launcher
Heg railgun
Heg grenade Launcher
Heg pulsar



3 mech bipeds

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Hieq qrenade Launcher
Heg heavy particle beam
Heg Tripulsar

4 bulldozers
4 Hegemony trucks

¢ heavy fanks
Energy %: 100
Power %: 100
fArmor %: 100
leapons:
Hieg heavy missile
Heg heavy parficle beam

3 earth movers

Hornet drone
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Heg pulsar

5 Bomber drones
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Heg grenade launcher

3 Hunter drones
Energy %: 100
Power %: 100
Armor %: 100
Weapons:

Heg railqun

Hegemony encampment
2 fuel pods

Mission Summary:
PBAs-32
Heg Juggernaut PBAs-13
(lone Mark Is-1
(lone Mark I1s-15
Mech bipeds-3
Uehicles-12
Hegemony trucks—4
Heavy tanks—2
Bulldozers-3
Earth movers—3
ircraft-0
Hornet drones-1
Hunter drones—3
Bomber drones-5
Installations—3
Weapons-0




Recommended configuration: Take weapons experts, each with a particle beam, onic fusion rifle. missile launchers, and personal hield.
Mylonas isn"t a bad choice for this mission if you don't have any weapons specialists available.

This mission is easy fo complete, but it isn’t as simple to get all the quards. There are some bulldozers outside the walls, so destroy them
00, The other PBAS are to the N/NW, moving west. Once you finish them, the mission is complete, but more clones (Mark ls) and Heg PBAs
dog you. Your missiles and particle beam should be more than enough to keep them at bay.
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OPERATION
GOLD WAR >

Mission Briefing: Put on a pirate PBA, infiltrate the pirate base solo, and fap into their communications systems with a descrambler.

It should take about a minute to complete.the data fransfer:

2 (aptains 11 pirafes
Pilof Strength: 100 Pilot Sirenqth: 100
Armor %: 100 firmor %: 100
Enerqy %: 100 Energy %: 100
Power %: 100 Power %: 100
Cooling %: 100 Cooting %: 100
JJet Fuel: 100 JJet Fuel: 100
JJet Thrust % 100 JJet Theust %: 100
eapons: lleapons:
Pirate-pilsar Pirate particle beam
Pirate grenade Pirdte pulsar

Pirate particle beam

Pirate
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Pirate heavy pulsar
Pirate pulsar




Pirate barracks Mission Summary:

Pirate fower PBAs-14

Pirate depot Pirates-12

3 observatory buildings (aptains—2

Pirate lookout stations Uehicles-0

2 turrefs Rircraft-0
Installations-B
Weapons-0

Recommended confiquration: Preset.

Il
]

You're dropped to the south of a major river. Circle around to the south side of the base. IS pretty mountainous there, so the going will be
slow.

Once in the base, move to the pirate relay tations fo the west of the base. Begin your data transfer, and keep a sharp eye on the two enemy
PBAs walking around the base. They still think you’re friendly, so don’t start the firefight just yet. Just as you complete the dafa transfer,
an alarm klaxon sounds. Get out of the base ASAP!

Head for your dropship Landing point, to the east of the base on the north side of the river. If you stop fo fight, you'(l be up against two
PBAs and a turret. Normally, that might not be such a problem, but you're in a pirate PBA, so you can’t stand up to these guys for Long.
Your best option is to just run as fast as you can to the dropship.

iy
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Story: SFC has discovered the traitor—it"s Ashford. His delusions of purity Led him to the Hegemony. But rather than Submit to cap-
fure, Ashford throws himself off the SFC base. His reminder about the Hegemony pulse cannon eaves the SEC-euen more shaken.

Mission Briefing: The Hogs have established a satellite blockade over Thatcher. They e finished a pulse cannon on Karros, before they
use it on the SFC base. But you have to reprogram the control center before you can use the pulse cannon to destroy the Heg satellite.
Make sure the cannon IS destroyed.

Hew technology: Autoturrets (fook them Long enough—you used them in your Traininqmissinﬂ%ﬂ w

Clone Mark I Clone Mark | 0 Elone Hark |
Pilot Strength: 100 Pilot Strength: 100 wot . Pilot Sirength: 100
Armor %: 100 Armor %: 100 & frmor %: 100
Energy %: 100 Energy %: 100 L tergy %: 100
Power %: 100 Power %: 100 N Power %:.100
Cooling %: 100 Cooling %: 100 Caoling %o: 100
JJet Fuel: 100 JJet Fuel: 100 JJat Fuel: 100
JJet Thrust %: 100 JJet Thrust %: 100 0Jet Theust %: 160
Weapons: Weapons: : Weapans:
Hieq missile launcher Heg railqun : Heg raitgun
Heg railqun Heq heavy particle beam - fieq Teipulsar

Heg Tripulsar Heg particle beam Heg-particle beam




Clone Mark |
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg railqun
Heq heay particle beam

Clone Mark |
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg missile Launcher
Heg pulsar
Heg railqun

Clone Mark |
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:
Heg heavy grenade
Heg Tripulsar
Heg pulsar
Heg particle beam

Clone Mark |
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:
Heg missile Launcher
Heg pulsar
Heg grenade Launcher

Heg Juggernaut PBA

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg Tripulsar
Heg particle beam

Heg Juggernaut PBA

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg grenade Launcher
Heg pulsar




Heg Juggernaut PBA
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Hieq heauy particle beam
tieq pulsar

Hieq Juggernaut PBA
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg grenade launcher
Heg pulsar
Heg particle beam

Clone Mark Il

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg pulsar
Heq grenade Launcher
Heq heavy particle beam

Clone Mark Il
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile launcher
Heg railqun
Heg heavy particle beam

(lone Mark Il
Pilot Strength: 100
fAirmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg missile Launcher
Heg railqun
Heg parficle beam

Clone Mark I1
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile launcher
Heg railqun
Heg pulsar

Clone Mark Il
Pilot Strength: 100
frmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile launcher
Heg railqun
Heg pulsar

Clone Mark Il

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

eapons:
Heg missile launcher
Heg railqun
Heg heavy particle beam
Heg heavy particle beam

3 Bomber drones
Energy %: 100
Power %: 100
firmor %: 100
Weapons:
Heg grenade Launcher

6 Hornet drones
Energy %: 100
Power %: 100
Armor %: 100
Weapons:

Heg pulsar




Hegemony fower Mission Summary:

3 Hegemony encampments PBAs-17

b Hegemony storage facilities Heg Juggernaut PBAs-4

b Hegemony supply posts Clone Mark Is-b

4 Hegemony command fowers Clone Mark Ils-7

Hegemony control station Uehicles-0

5 Hegemony munitions fowers Rircraft-{

¢ Hegemony command fowers Hornet drones-b

Hegemony pulse cannon Bomber drones-3
Installations-30
Weapons-0

Recommended configuration: You, Brandt, Gags, and Gomez. Heay suits. Weapons specialists: missile Launcher, Laser (for the drones), par-
ticle beam, and personal shield. Everyone else: particle beam, Laser, ionic fusion rifle, grenade launcher, aufoturrets (for retreats).

SCANTROL STATION
Fj!rul".l CANNON

“PICKUP
POINT

)




You"re dropped near the southeast corner of the base. Head northwest with your goggles at maximum zoom. Hear the southeast corner,
there’s a munitions tower and a Heg Juggernaut PBA. The tower is no threat, but the two Hog PBAS are. Lock onto the PBA and close in
fo about 180 meters or so. Launch two missiles—and that should be the end of that.

Move west along the south wall, heading for the entrance on the west side of the base. A Heg Juggernaut PBA jumps over the wall and
attacks you. He should be easy to take out. Continue along the wall and a half-dozen or So drones pop up over your heads. These are
relatively simple fo destroy, but they re packing some serious firepower, so Kill them quickly.

On the west side of the base is another hotspot—knock the turrets down and retreat when the PBAS jump over the wall and attack. Use
your missiles fo clear the air and eave autoturrets to soften up the opponents. You can also have Gags rewire the turrets.

Make sure you protect your demolitions expert!

Jump over the inner wall of the base, and tell your electronics expert to fire the cannon. Once it fires and the satellite blows up,
send your explosives quys fo destroy the cannon and the control station.

Make sure you kill the Hogs, group by group. before you go in.

Along the west wall, two turrets are stationed near the entrance to the base. Deploy Several autoturrets near this area, because
you're about to be swarmed by six to eight enemy MK 11 clones and heavy PBAs. Once they v been dispatched, go into the base and
head for the north side. Three pairs of clones and heavy PBAS engage you, but they come af you in waves, and you should be able fo
kill them without taking too much damage. Several Bomber drones attack from the north side of the base, but they should be easy fo
kill as well.

Go o the pickup point, detonate the charges, and call the dropship.




Mission Briefing: Destroy an abandoned Centauri weapons facility that the Hogs are trying to bring back online.

4 Clone Mark IIs
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile launcher
Heg railqun
Heg thermal disruptor

Heg Juggernaut PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heg grenade Launcher
Heg particle beam

3 Heg Juggernaut PBAs

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heg grenade’tauncher
Hleq'particte beam

2 Clone Mark {s

Pilot:Strength: 100

firmor %100

Energy 4100

Power %: 100

[Uﬂliﬂq %100

Jdat Fuel 100

Jat thrdst%. 100

{llpapons:
g fieally-particle beam
e grenade Launcher
Heq IriputSar
Heguthermal disuptor

e b’(" Y
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Clone Mark |
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:
Heg grenade launcher
Heg railqun
Heg Tripulsar
Heq thermal disruptor

4 Heg Juggernaut PBAS
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Ueapons:
Heg Tripulsar
Heg grenade launcher
lie particle beam

Clone Mark |

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg hieavy particle beam
Heg grenade launcher
Heg Tripulsar
Heg thermal disruptor

Clone Mark Il

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg missile launcher
Heg railqun
Heg thermal disruptor
Heg pulsar

Heg fissault PBA
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg pulsar
Hieq grenade Launcher
Hieq particle beam

Medium tank
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg Tripulsar
Heg railqun

Medium tank
Energy %: 100
Power %: 100
firmor %: 100
Weapons:
Heq heavy particle beam
Heq grenade launcher

Light fank
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Hleq heavy particle beam
Heg Tripulsar

2 Swooper drones
Energy %: 100
Power %: 100
firmor %: 100
Weapons:
Heg particle beam

4 Bomber drone
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Hleq qrenade Launcher

5 research buildings

Mission Summary:
PBAs-18
Heg Assault PBAs-1
Hieq Juggernaut PBAs-B
Clone Mark Is—4
Clone Mark Ils-5
Uehicles-3
Light tanks-1
Medium fanks—2
Rircraft-6
Bomber drones—4
Swooper drones—2
Installations-5
Weapons-0

.




Recommended confiquration: Take weapons experts, each in a heauy suit with missile launcher, ionic fusion rifle, particle beam, and auto-
furrets. Also bring a demolitions expert in a heauy suit with grenade, Laser, particle beam, and ionic fusion rifle.

e o =
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You Land o the northeast of the base. As your commander indicated, your maps are virtually worthless because the base has shifted com-
pletely away from where they indicate. Head west around the mountain directly fo the south of your position, and you should soon see the
base. It"s crawling with troops. Several PBAS are waiting for you to the north, south, and east of the base, along with numerous bomber
drones. There are also  couple of fanks on the compound. Be careful of them, because they re prefty powerful.

Approach the western wall, drop autoturrets, and use the missile Launcher to knock out the tanks. Destroy the buildings-you can do that
from a distance-and head for pickup.




Mission Briefing: Your squad needs fo escort trucks from iegler Steading to'a Spacepor-for offuiorld fransport: Mee the'canuoy and

make sure you don't Lose anyone,

Hew technology: SIR Marki

Clone Mark 11

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg-Heabiy grenade
teg putsar
Heg:particte beam

Clane Mark H

Pitor Sirength:. 100
Aemor %100
thecoy %100
Potwer %: 100
Cooting %: 100
Jdot Fuel:100
Jet-Theust % 100
(Ueapons:
Heg Heavy qrenade
fleg pulser

Clone Mark |
Pilot Strength- 100
firmor %100
Energy/%: 100
Power %: 100
(ooling %: 100
JJet Fuel 100
Jdet Thrust %: 100
eapons:
Heg railqun
fleg Hieavy particle beam
Heg Tripulsar
Heq grenade {aunchier




(lone Mark |

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg Heauy missile
Heg particle beam
Heg pulsar

Heg Juggernaut PBA
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg heavy particle beam
Heg pulsar

Heg Juggernaut PBA

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg heavy particle beam
Heq thermal disruptor
Heg pulsar

Heg Juggernaut PBA
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg railqun
Heg heauy particle beam

Heq Juggernaut PBA

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg grenade Launcher
Heg particle beam
Heg Tripulsar

2 mech bipeds

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg qrenade launcher
Heg heauy particle beam
Heg Tripulsar




5 Centauri trucks

Light tank
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Heg particle beam
Heg railgun

4 Hunter drones
Energy %: 100
Power %: 100
firmor %: 100
Weapons:

Heg railqun

Recommended configuration: Take as many weapons experts as possible. Outfit them in heavy suits. Give one weapons expert a SIR Mark I
and missile Launchers. The others should have no explosive weapons, because they are there to quard the ships. Autoturrets for all.

4 Swooper drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg particle beam

3 Centauri transport
Energy %: 100
Power %: 100
firmor %: 100
Ueapons: None

Mission Summary:
PBAs-10
Heq Juggernaut PBAs—4
Clone Mark Is-2
Clone Mark l1s-2
Mech bipeds-2
Uehicles-6
Centauri trucks-5
Light tanks-1
Rircraft-11
Hunter drones—4
Swooper drones—4
Centauri transports-3
Installations—0
Weapons—0
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The conuoy is moving pretty fast up the road, and they will be ambushed at fwo points. The first ambush will occur at the northern inter-
section.  tank and si PBAS will attempt to destroy af Least one of the trucks as they pass by. The other occurs near the spaceport, and
consists of drones, a half-dozen PBAs, and two mech bipeds. Send your three team members to the spaceport. They (L tie up the enemy
forces when they appear there. Meanwhile, head north along the road. As you get close to the northern intersection, drop six to eight of
your autoturrets near the road. Switch weapons to your SIR Mark I and charge the enemy. Don't stick around foo long. Once the Last truck
passes, retreat up the road along with it. Your autoturrets will soften up or even destroy your pursuers. Once you're sure fhat the enemy
has been eliminated, head for the spaceport at max speed-your three friends need some help. Keep an eye on the conuoy, and watch for any
PBAs that you may have missed back af the first ambush. You need fo wait after all the trucks get there, so send your guys south fo finish
off a few drones there.

You can’t Lose any spacecraft or more than fwo of the frucks. Send them south of the spaceport as soon as you're dropping, and profect the
trucks yourself. Watch the mech biped and drones—if you”re not careful. the drones will fake out spacecraft. Rush back to the spaceporf fo
help after you clear out the T-intersection patrol coming from the east. When drones appear, don't stop fo fight. Just drop a few autotur-
rets, hit the T intersection, make a right, drop more autoturrets, and fire three missiles at the oncoming tank and PBRs. Use grenades/mis-
sile launchers on the foot patrol there.

Leave two at the eastern end of the spaceport, and one weapons expert south of the spaceport (with SIR Mark IU and missile launcher).
hen they arrive, tell them to use their ASFs o mine the area with autoturrets. Give them the order fo remain af their Location, and they L
take care of the drones. When the red blips appear on their map, send the two weapons experts fo take hem on.




Mission Briefing: You need fo destroy a bridge o prevent mech bipeds from reaching a blockaded convoy.

2 Heg Stinger PBAS
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg particle beam
Heq pulsar

fleg Assault PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Hieg grenade launcher
fleq thermal disruptor

Heg Assault PBA
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg railqun
Heg pulsar
Hieq grenade Launcher

Clone Mark |
Pilot Strength: 100
fAirmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile launcher

Heg heavy particle beam

Heg Tripulsar

(lone Mark |

Pilot Strength- 100

Armor %; 100

Energy%: 100

Power %: 100

Cooling %: 100

Jdet Fuel: 100

Jdat Thrust %: 100

{lleapons:
fieq grenade Launcher
Heg heavy particle beam
Heq pulsar
teg-particle beam

Mech biped

ilot Strength: 100

firmor %: 100

Energy % 100

Power %: 100

Cooting %: 100

et Fuel: 100

Jdet Theust %: 100

eapons:
fleg missile launcher
fleg-hieavy particle beam
feq thermal disruptor

.




Mech biped

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg thermal disruptor
Heg particle beam

Mech biped

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg grenade Launcher
Heg particle beam
Heg Tripulsar

Mech biped
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg railgun
e heavy particle beam
Heg Tripulsar

3 mech bipeds

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg grenade auncher
Heg heauy particle beam
Heg Tripulsar

Mech biped

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg grenade launcher
Heg thermal disruptor
Heg Tripulsar

Light fank
Energy %: 100
Power %: 100
firmor %: 100
Weapons:
Heg pulsar
Heg railqun

Light fank
Energy %: 100
Power %: 100
firmor %: 100
Weapons:
Heg Tripulsar
Heg particle beam

2 heavy tanks
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Heg Heauy missile
Heg missile Launcher

b Centauri trucks

2 Hornet drones
Energy %: 100
Power %: 100
firmor %: 100
Weapons:

Heg pulsar

2 Bomber drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg qrenade Launcher

¢ Hunter drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg railgun

2 research buildings
Bridge




Hission Summary:
PBAs-14
Heg Stinger PBAs—2
Heg Assault PBAs—2
Clone Mark Is—2
Mech bipeds-8
Uehicles-10
Centauri trucks-b
Light tanks—2
fieavy tanks—2
Rircraft-5
Hornet drones—2
Hunter drones—2
Bomber drones—2
Installations-3
Weapons-0

Recommended configuration: You, fwo weapons experts, and Brandt. One weapons expert should have a SIR Mark 1U and missile
launcher, the other a missile launcher, particle beam, and ionic fusion rifle. ALL weapons experts should have autaturrets. Brandt
should also be in a heavy suit with a missile launcher, particle beam, and ionic fusion rifle.
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Send the demolitions quy immediately, before you even set douwn. Rush to the andslide where the trucks are, and before you Land, send the
demo quy fo blow the bridge. (If he has problems surwiving the trip, assign a weapons expert to follow im.J You and two others should
bound to the Landslide. Kill the enemies before they reach the trucks af the Landslide. Grenades and missile launchers! Particle beam or ion
fusion rifle. Then take care of the trucks by staying ahead of them for the additional Heg patrols.
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Story: Sarah reveals that her mother knew about Maggie’s family"s abduction. She promises fo qo after the pirates now that she’s the
captain. Sarah’s whining about her mommy"s order impresses Maggie not at all.

Mission Briefing: Go Liberate Maggie™s family. They re being kept in a farmhouse. Destroy all Heg and pirate forces.

¢ (lone Mark | Clone Mark | Clone Mark |

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Hleq heavy particle beam
Heg grenade launcher
Heg Tripulsar
Heg thermal disruptor

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Hleg particle beam
Heg grenade launcher

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:
Heg Tripulsar
Heg thermal disruptor
Heg grenade Launcher




Clone Mark | (lone Mark I Clone Mark II

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg grenade launcher
Heg Tripulsar
Heg thermal disruptor

Clone Mark |

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile Launcher
Heg pulsar
Heg particle beam

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg grenade launcher
Heg Tripulsar
Heg thermal disruptor
Heg particle beam

Clone Mark I1

Pilat Strength: 100

frmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg qrenade Launcher
Heg pulsar

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg thermal disruptor
Heg grenade launcher
Heg particle beam
Heg pulsar

Heg Juggernaut PBA

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg thermal disruptor
Heg pulsar
Heg particle beam




Clone Mark II

Pilof Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile Launcher
Heg railqun
Heg thermal disruptor

Clone Mark |

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heavy particle beam
Heg grenade launcher
Heg Tripulsar
Heq thermal disruptor

Heavy tank
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg Heavy missile
Heg missile Launcher

Farmhouse

2 granaries

¢ Hegemony supply posts
Shed

Mission Summary:
PBAs-15
e Juggernaut PBAs-2
Clone Mark Is-7
Clone Mark lls-b
Uehicles-1
Heauy tanks-1
Rircraft-0
Insfallations-B
Weapons-0




Recommended configuration: Take as many weapons experts as possible, and give them all heavy PBAS with autoturrets, particle beam,
ionic fusion rifle, and missile launcher.

* . :'
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IPIEHUF
POINT

Charge at the farmhouse and Lay most of your autoturrets around the building. You're attacked by three groups of enemy PBAs, most of them
demolitions experts, coming from the north and northeast. Kill them quickly or the farmhouse may be destroyed. If you move quickly, this
mission is easy.




MISSI0
32[ey

V=

Mission Briefing: Get to the communications control center to broadcast a sensor-jamming signal. You want to get an electronics expert
o the control, and then send a demo team into the communications fower itself. Destroy the control center afterwards, if you can.

- ! |
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Clone Mark II Clone Mark Il Mech biped
Pilot Strength: 100 Pilot Strength: 100 Pilot Strength: 100
Armor %: 100 Armor %: 100 Armor %: 100
Energy %: 100 Energy %: 100 Energy %: 100
Power %: 100 Power %: 100 Power %: 100
Cooling %: 100 Cooling %: 100 Cooling %: 100
JJet Fuel: 100 JJet Fuel: 100 JJet Fuel: 100
Jdet Thrust %: 100 JJet Thrust %: 100 JJet Thrust %: 100
Weapons: Ueapons: Weapons:
Heg Heavy grenade Heq grenade launcher Heg heauy particle beam
Hleg pulsar Heg Tripulsar Heg railqun
Heg thermal disruptor Hieq heavy particle beam Heg thermal disruptor

Heg pulsar Heq grenade launcher




Mech biped

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg missile Launcher
Heg grenade Launcher
Heg railgun
Heg thermal disruptor

Mech biped

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg missile launcher
Heq heauy particle beam
Heg pulsar

Clone Mark Il

Pilat Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg grenade launcher
Heg heauy particle beam
Heg pulsar
Heg railqun

Clone Mark |

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg missile Launcher
Heg thermal disruptor
Heg railgun

Clone Mark |

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooting %; 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg Tripulsar
Heg grenade Launcher
Heg missile Launcher

Clone Mark |

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %: 100
Weapons:

Heg missile auncher

Heg Tripulsar

Heg pulsar




3 Clone Mark Is

Clone Mark | Clone Mark 11

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Weapons: Weapons: Ueapons:
Heg pulsar Heg hieavy particle beam Heg heavy particle beam
Heq grenade Launcher Heg thermal disruptor Heg grenade Launcher
Hieq heavy particle beam Hieq grenade Launcher Heg Tripulsar
Heg railgun Heg thermal disruptor
Clone Mark |
Pilot Strength: 100 Clone Mark | 2 Heg Juggernaut PBAs

firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Enerqy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100

Pilot Strength: 100
frmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100

firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100

Weapons: JJet Thrust %: 100 JJet Thrust %: 100
Heg heavy particle beam Ueapons: Weapons:
Heg grenade Launcher Heg hieavy particle beam Heg Tripulsar
Heg Tripulsar Heg grenade Launcher Heg grenade launcher
Heq thermal disruptor Heg Tripulsar Heg particle beam
Heg thermal disruptor L
Clone Mark I1f egemony communications fower
Pilot Strength: 100 2 (lone Mark lIs Hegemony encampment
Armor %: 100 Pilot Strength: 100 Hegemony landing pad

Hegemony control station

Mission Summary:

PBAs-21
Heq Juggernaut PBAs-2
Clone Mark Is-8

Weapons: JJet Theust %: 100

Heq Heavy grenade Weapons: Clone Mark IIs—6

Heg heauy particle beam Heg missile Launcher Clone Mark Ills-2

Heg missile Launcher Heg railgun Mech biped-3

Heg railgun Heg thermal disruptor Ughicles-0
Rircraft-0
Installations—4
Weapons-0

.




Recommended configuration: Bring a SIR Mark 1U, particle beam, and grenade launcher for yourself. Gassard gets 2 grenade launchers, rail-
qun, and particle beam. Brandt gets ionic fusion rifle, particle beam, grenade launcher, and railgun. Walker gets missile launcher, grenade
Launcher, and parficle beam. Dress everyone up in heavy suits with personal shields, and bring an EM dampener for yourself.

» t-PICKEUP
POINT
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Take out the control sfation-you see it as you drop. Dispatch the quard there. Get Gags o frob the station, then blow it up.

The communications tower is a fough farget. It's heavily protected by three squads in PBA battle armor. Two of those squads contain mech
bipeds and PBAs. while the Last is composed of MK 11 clones. Your drop-off point is to the south of the control station. Head west along the
ridgeLine until your troops are due south of the station. Turn on your EM dampener, and order your troops to remain in place. Pop up over the
ridgeLing and z0om in on the Station. There are three PBA units defending the station, and they should be pretty close fogether. Two missiles
should kill or severely damage most of those units. At that point, it should be simple to dispatch the others.

Send your electronics expert in to reprogram the communications fower, and head north. Your best bet is fo Leapfrog your way up the moun-
tain. Tell your troops fo remain here (F4, then F1, then F3), turn on your EM dampener, and scout ahead 100 meters or so. Use the zoom fea-
fure fo scout the terrain.

You should spot the first squad of enemy troops about three-fourths of the way up the mountain. A mech biped is with them. Tell your
froops to follow you, and Lock onto the mech. If you've remained undetected, you should be able fo kill the mech before if can react and
come after you. Once the mech is gone, the remaining PBAS should be easy fo kill. Head for the mountain and Launch a drone when you
arrive. The other two groups of PBAs should be visible af that point, and you’LL need to destroy them. Demolish the fower, and you should
be done.



OPERATION
CALAIS >

Story: The SFC has received an emergency communication from Sarah"s mother—Carpaccio Station has been taken by the Hogs. She
apologizes for her treaty with the pirates before the signal goes dead. ..

Mission Briefing: Time fo retake MacDonell Station. Sarah aduises that you take out the corner furrets before proceeding-the base is
crawling with Hogs.

Hew technology: Magnetic-ballistic cannon

HINT: KEEP THE M CANNON FOR YOURSELF BECAUSE OF THE DANGER OF FRIENDLY FIAE!

Clone Mark | (lone Mark | (lone Mark |

Pilot Strength: 100 Pilot Strength: 100 Pilot Strength: 100

Armor %: 100 firmor %: 100 Armor %: 100

Energy %: 100 Energy %: 100 Energy %: 100

Power %: 100 Power %: 100 Power %: 100

Cooling %: 100 Cooling %: 100 Cooling %: 100

JJet Fuel: 100 JJet Fuel: 100 JJet Fuel: 100

JJet Thrust %: 100 JJet Thrust %: 100 Jdet Thrust %: 100

Weapons: Weapons: Weapons:
Heq heauy particle beam fleg Heavy missile Heg missile launcher
Heq grenade Launcher Heg Tripulsar Hieq heavy grenade
Heg Tripulsar Heg hieauy particle beam Heg heauy particle beam

Heg thermal disruptor Heg thermal disruptor Heg railqun




Mech biped

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg grenade auncher
Heq heavy particle beam
Heg Tripulsar

(lone Mark II
Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile Launcher
Heg railqun
Heg pulsar
Heg thermal disruptor

Clone Mark II
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile auncher
Heg railqun
Heg particle beam

3 (lone Mark Ills

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heq Heavy grenade
Heg hieavy particle beam
Heg missile launcher
Heg railqun

Clone Mark Il

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg Heavy grenade
Heg Tripulsar
Heg grenade Launcher
Heg railgun

Clone Mark I

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg grenade Launcher
Heg Tripulsar
Heg missile auncher
Heg railqun

4 qun towers

3 Hegemony Landing pads
Hegemony encampment
Hegemony storage facility



Mission Summary:
PBAs-11
Clone Mark Is-3
Clone Mark lls-2
Clone Mark lls-5
Mech bipeds-1
Uehicles—0
Rircraft-0
Installations-{
Weapons-0

Recommended configuration: Take three demolitions quys, if you can. Take a heavy suit, the MB cannon, particle beam, and ionic
fusion rifle for yourself. Your squad gets personal shields and heauy suits, with missile launcher/particle beam/ionic fusion rifles. If
you only have two demo experts, take along another weapons expert.
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fis soon as you sfart dropping, Send one demo expert out fo each of the three towers (southeast, southwest, and northwest). If you have
two, send them to the southeast and southwest fowers af once, and send your weapons quy to the Southeast tower to assist and defend.
Take the northuwest fower next, and provide Some cover because it"s well guarded.

This base is heavily defended. You should approach the south wall and lay down autoturrets. The enemy is no match for the MB cannon.
Three Heg clones approach from the eastern side of the base as you come within range of the base. They are heavily armed, so try fo kill
them quickly.

Throughiout the mission, groups of three or four PBAS appear af various parts of the base. Once the mission is complete, send your troops to
the pickup point, and cover their withdrawal.



Mission Briefing: You need fo flash the Heg cloning facility on Saara. You can take demalitions expers, or you can fry using an electronics
expert 1o fry the cloning machines by setting up a feedback Loop.

Hew techinology: Explod-o-drone

COMBAT TI: YOU MIGHT WANT T0 60 FIND THE ONLY ERSTER £G5 AEPORTED IN THE GAME—A GROUP OF ERSIER ISLAND HEADS.

Clone Mark II

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg missile Launcher
Heg heavy particle beam
Heg thermal disruptor
Heg railqun

Clone Mark Il

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg heavy particle beam
Heg railqun
Heg thermal disruptor

(lone Mark |
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heq grenade Launcher
Heg Tripulsar
Heg missile launcher




(lone Mark Il

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heq heavy particle beam
lieg missile launcher

Clone Mark Ill

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Heauy missile
Heg grenade launcher
Heg railgun
lieq heavy particle beam

Clone Mark 11l

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg missile launcher
Heg Tripulsar
Heg pulsar
Hieq heavy particle beam

(lone Mark 11

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
lieg Heavy grenade
Heg Tripulsar
Heg heauy particle beam
Heg railgun

Mech biped

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile launcher
Heg thermal disruptor
Heg railqun
Heg Tripulsar

Mech biped

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg heauy particle beam
Heg Tripulser
Heg grenade Launcher

Mech biped

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heq heauy particle beam
Heg grenade Launcher
Heg thermal disruptor

Mech biped

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg Tripulsar
tieq heauy particle beam
Heg grenade auncher
Heg railqun

Clone Mark Il

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg Tripulsar
Heg hieavy particle beam
Heg grenade Launcher
Heg thermal disruptor
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Clone Mark Il

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
lieg missile launcher
Heg thermal disruptor
Heq heay particle beam
Heg pulsar

Clone Mark II

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:

Heg railgun

Heg thermal disruptor

Heg Tripulsar

Clone Mark Il

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile launcher
Heg pulsar
Heg railqun
Heg thermal disruptor

Clone Mark Il

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:

Heq heauy particle beam

Heg Tripulsar

Heg railqun

Clone Mark Il

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg railqun
Heg thermal disruptor
Heg grenade launcher

Heg Juggernaut PBA

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Tripulsar
Heg heavy particle beam
Heq grenade launcher
Heg railgun




2 Heq Juggernaut PBAs

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg Tripulsar
Heg grenade Launcher
Heq particle beam

Clone Mark |

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heavy particle beam
Heg grenade launcher
Heg Tripulsar
Heq thermal disruptor

Heavy tank

Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Heg Heavy missile
Heg Heaby missile

4 Bomber drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Hieq grenade launcher

4 Hunter drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:

Heg railqun

3 cloning domes
Hegemony control Station
Hegemony observation post

Mission Summary:
PBAs-21
Heg Juggernaut PBAs-3
Clone Mark Is-2
Clone Mark IIs-9
Clone Mark I11s-3
Mech bipeds—4
Uehicles-1
Heauy tanks-1
Rircraft-8
Hunter drones—4
Bomber drones—4
Installations—5
Weapons—0




Recommended configuration: Take Gags and some weapons specialists, in case the control station is destroyed. Heauy suts. MB cannons for
110 weapons experts, including you, and a missile launcher for the third weapons squaddie. Gags should be heavily armed-give him the SIR
Mark 11, ionic fusion rifle, and the particle beam, as well as aufoturrets.

-PICEUP
POINT

-;'-" " 8
i + " FCLONING
ACILITY -
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fRCONTROL
STATION

1L

Make your way off the road fo the control station, and fend off the drones en route. The control sfation is quarded by two mech bipeds. @
heauy tank, and clones. Use the MB cannon shell to destroy the Large vehicles (one each should do the trick), and then pick off the clones
with your particle beam.

Be careful not fo destroy the control center. If you do, you'LL need to take out the domes yourself. s soon as you destroy the control cen-
ter, clones pour out of the facility, so hightail it to the pickup point fo the norfhuwest!




Mission Briefing: The Hogs are trying fo transport what"s left of their cloning tech offworld. Your job is to intercept the trucks before

the conuoy reaches the bridge, where forces wait to rendezuous with the conuoy.

(lone Mark |

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg grenade launcher
Heg thermal disruptor
Heg Tripulsar
Heg particle beam

Clone Mark |

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg thermal disruptor
Heg railgun
Heq grenade Launcher
Heg Tripulsar

(lone Mark |

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

(Uedpons:
Heg Tripulsar
fleg grenade launcher
Heg heauy particle beam
Heg thermal disruptor




Clone Mark |

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg grenade Launcher
Heg Tripulsar
Heg thermal disruptor

Clone Mark 11

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg railqun
Heg heauy particle beam
Heg thermal disruptor

Clone Mark Il
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heq heavy grenade
Heg railqun
Heg Tripulsar
Heg thermal disruptor

Clone Mark 11

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Heg hieavy missile
Heg heauy particle beam
Heg Tripulsar
Heg thermal disruptor

Mech biped

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg railqun
Heg heavy particle beam
Heg Tripulsar
Heg qrenade Launcher

Mech biped

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

Jdet Fuel: 100

JJet Thrust %: 100

Weapons:
Heq qrenade launcher
Heg missile Launcher
Heg thermal disruptor
Heg railqun




Mech biped

Pilot Strength: 100

Rrmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
feq heavy particle beam
Heg Tripulsar
Heg thermal disruptor
Heg railgun

Mech biped
Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
Jdet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg railqun
Heg thermal disruptor
Hieq qrenade auncher

3 (lone Mark Ils

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg missile launcher
Heg railqun
Heg thermal disruptor
Heg pulsar

4 (lone Mark llls

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heq Heauy grenade
Heg heavy particle beam
Heg missile launcher
Heg railqun

4 (lone Mark Ills

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heq Heavy grenade
Heg missile Launcher
Hieq missile Launcher
Heg railqun

(lone Mark Ill

Pilot Strength: 100

firmor %: 100

Enerqy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Ueapons:
Heq qrenade launcher
Heq heavy particle beam
Hleg missile launcher
Heg railqun

2 Clone Mark Ills
Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heq heavy grenade

Heg heavy particle beam

Heg missile launcher
Heg railqun

b Hegemony trucks
Energy %: 100
Power %: 100
Armor %: 100
Weapons: None

4 Hunter drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:

Heg railqun

3 Bomber drones
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg grenade launcher

4 pirate transports
Bridge
4 obelisks




Mission Summary:
PBAs-25
Clone Mark Is—4
Clone Mark Ils-5
(lone Mark Ills-11
Mech bipeds—4
Uehicles-b
egemony trucks—b
Rircraft-11
Hunter drones—4
Bomber drones-3
Pirate transports—4
Installations—5
Weapons-0

Recommended configuration: The default confiquration is fine, as Long as you have a missile launcher or an MB cannon for the force around
the bridge.

-INTERCERT

A

~FICKUP
FOINT

This is a welcome change from these Last few missions. Your dropship deposits you to the east of the ravine. Head fo the interception point, and
arm your missile launcher or MB cannon. Zoom in on the road, and Look toward the north. Once the trucks are in range, fire two missiles at each,
which should take them out. Rfter all the trucks are dispatched, jump into the ravine and head north. Engage the escorting PBA from Long range, and
make your way south. You're ambushed near your pickup point by three PBAS. so be on the Lookout. Call for evacuation, and the mission is over.



OPERATION
IGEPICK »

Mission Briefing: You need o take Brandt and Rossi to recover Sonny’s old Heg Scout ship. You need it for fhe access codes that will
allow a dropship near Carpaccio Station. Auoid combat if at all possible.

Mech biped Mach biped 2 (lone Mark 11
Pilot Strength: 100 Pilot Strength: 100 Pilot Strength: 100
Armor %: 100 Armor %: 100 firmor %; 100
Energy %: 100 Energy %: 100 Energy %: 100
Power %: 100 Power %: 100 Power %: 100
Cooling %: 100 Cooling %: 100 Cooling %: 100
JJet Fuel: 100 Jdet Fuel: 100 JJet Fuel: 100
JJet Thrust %: 100 JJet Thrust %: 100 Jdet Thrust %: 100
Weapons: Weapons: {lleapons:
Heg heavy particle beam Heg missile Launcher Heq missile Launcher
Heg thermal disruptor Heg railqun Heg Tripulsar

Heg railqun




Clone Mark Il

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy grenade
Heg grenade launcher
Heg thermal disruptor
Heg heavy particle beam

2 Clone Mark Ils

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:
Hieg heauy particle beam
Heg railqun
Heg thermal disruptor

(lone Mark I

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg grenade Launcher
Heg heavy particle beam

Clone Mark III

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg thermal disruptor
Heg railqun
Hleg heauy particle beam
Heg grenade launcher

Clone Mark 11

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

Jdet Thrust %: 100

Weapons:
Hieq missile launcher
Heg thermal disruptor
Heq heauy particle beam
Heg Tripulsar

Clone Mark 11

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg hieavy particle beam
Heg railgun
Heq missile launcher
Heg hieavy particle beam




(lone Mark 11

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heq Heavy grenade
Heg thermal disruptor
Heg thermal disruptor

Clone Mark Il

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJef Fuel: 100

JJet Thrust %: 100

Weapons:
Heg thermal disruptor
Heg heavy particle beam
Heg Tripulsar

(lone Mark Ill

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heavy missile
Heg heavy particle beam
Heg Tripulsar

(lone Mark IIl

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg heavy missile
Heg Tripulsar
Heg heavy particle beam

Clone Mark IIl

Pilot Strength: 100
firmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
Weapons:
Heg heavy missile
Heg Tripulsar
Heg thermal disruptor

(lone Mark IIl

Pilot Strength: 100
fArmor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg grenade launcher
Heg Tripulsar

Heauy fank
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:

Heg heauy particle beam

Pirate heauy pulsar

Light fank
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Pirate heavy pulsar
Heg pulsar

Heavy tank
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg Tripulsar
Pirate heavy pulsar

Medium tank
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Heg pulsar
Heg railqun

Heauy tank
Energy %: 100
Power %: 100
Armor %: 100
Weapons:

Heg heay particle beam

Heg particle beam




Heavy tank
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Hleg EM emitter
Pirate heavy pulsar

Light tank
Energy %: 100
Power %: 100
fArmor %: 100
Weapons:
Heg Tripulsar
Heg particle beam

Medium tank
Energy %: 100
Power %: 100
firmor %: 100
eapons:
Heg pulsar
Heg railqun

Sonny’s scout craft

4 Hegemony Storage facilifies
3 Hegemony domes

iegemony encampment

¢ Hegemony command fowers
Hegemony Landing pad

Mission Summary:
PBAs-17
Clone Mark I1s-6
Clone Mark I11s-9
Mech bipeds—2
Uehicles-8
Light tanks—2
Medium tanks—2
Heavy fanks—4
Rircraft-1
Scout craft-1
Installations-11
Weapons-0




Recommended configuration: The most important thing here is fo keep the explosive weapons away from Brandt and Rossi.

=51
LCI ]
=

Watch out for the game’s Al-make sure you give Brandt and Rossi Hold Fire orders so they don’t charge after the enemy and get them-
selues killed. Also. don't give them explosive weapons because they tend fo shoo them foo close to hills. Keep your weapons spe-
cialist away from the other fwo.

Circle to the south and moue up through the crevasse—the ship is just to the north, which will prevent detection until the ship takes
off. Or you might prefer to hit the forces in the west area of the search region and clear if ouf. That way your dropship can arrive and
find more than your damp bloodstains in the snow. This is  tough mission, mainly due to the poor visibility. Conserve your jump fuel,
because your heavy armor uses it up quickly and there are a Lot of mountains o cross.

You'll encounter many groups of PBAs, tanks, and mechs, so keep a sharp eye out.

Once you find the scout ship, send your electronics expert in to repair it and fly it out. Be especially careful not to let your troops get
killed. Each and every one of them is essential to completion of this mission.

i
i




A
LUTE ZERD »

T10
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Story: This is it.

Mission Briefing: Carpaccio Station is the site where the Hogs are refitfing their fransports as warships. You need fo destroy the enfire
station by flashing the fuel dome, and Brandt is the man for the job.

New Tech: MB accelerator cannon

Clone Mark 11 (lone Mark 1l Clone Mark 11

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
eapons:
Heg grenade Launcher
Heg Tripulsar
Heg missile Launcher
Heg railgun

Pitot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
Jdet Thrust %: 100
eapons:
Hieg hieavy particle beam
Hle railqun
Heq grenade launcher
fleg railqun

Pilot Strength: 100

rmor %: 100

Energy %: 100

Power %: 100

(ooling %; 100

Jdet Fuel: 100

Jdet Thrust %: 100

Weapons:
Hleq heavy grenade
Hleg heauy particle beam
Heg missile launcher
Heg railqun



Clone Mark Il

Pilot Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg thermal disruptor
Heg missile auncher
Heg railqun

Mech biped

Pilot Strength: 100

Rrmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heq grenade Launcher
Heg heauy particle beam
Heg Tripulsar

(Lone Mark Il

Pilat Strength: 100

Armor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
feq heavy qrenade
Heg heavy particle beam
Heg missile launcher
Heg railgun

Clone Mark |

Pilot Strength: 100

firmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Heg heauy particle beam
Heg qrenade Launcher
Heg Tripulsar
Heq thermal disruptor

4 (lone Mark lls

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile Launcher
Heg railqun
Heg thermal disruptor

Clone Mark Il

Pilot Strength: 100

fArmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:

. Heg heavy particle beam

Heg Tripulsar
Heg thermal disruptor

(lone Mark Il

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg railqun
Heg grenade Launcher
Hleg thermal disruptor

(lone Mark Il

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooting %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg Heauy grenade
Heg railgun
Heg heavy particle beam
Heg Tripulsar

2 Clone Mark ls

Pilot Strength: 100
Armor %: 100
Energy %: 100
Power %: 100
Cooling %: 100
JJet Fuel: 100
JJet Thrust %: 100
Weapons:
Heg missile Launcher
Heg railgun
Heg thermal disruptor
Heg pulsar




¢ (lone Mark Is

Pilot Strength: 100

fAirmor %: 100

Energy %: 100

Power %: 100

Cooling %: 100

JJet Fuel: 100

JJet Thrust %: 100

Weapons:
Hieq heay particle beam
Heg grenade auncher
Heg Tripulsar
Heg thermal disruptor

Heauy tank
Energy %: 100
Power %: 100
Armor %: 100
Weapons:
Hleg heauy particle beam
Heg particle beam

iegemony shuttle
Hegemony cruiser
High-pressure fuel dome
Hegemony command tower
iegemony supply post

2 Hegemony landing pads
b Heavy turrefs

b Turrefs

Hegemony fouwer

Mission Summary:
PBAs-16
Clone Mark Is-3
Clone Mark 1s-9
Clone Mark 155
Mech bipeds-1
Uehicles-1
Heavy fanks-1
Rircraft-2
Hegemony cruisers-]
Hegemony shuttles-I
Installations—18
Weapons-0



Recommended configuration: There are Several ways to win this mission. Ideally, you want fo take along Brandt and fwo weapons
specialists, and outfit everyane (including yourself) with two MB accelerators and personal shields. Or if you want fo be a little
more creative, you could take Brandt, Gags, and a weapons specialist. Try keeping a close-guarters weapon, Like a SIR Mark 1, for
yourself.

~PICKUP
FOINT

& G,
" *pUEL DOME

Congratulations! This is the toughest mission SFC has ever faced.

There are two ways fo win this mission: brute force and tactics. If you choose to use brute force, you will have to destroy the tur-
rets on the corner with the MB accelerator. The factical approach means you’lL need to order Gags fo hold fire and move to the furret.
When it's in his sensor range, order him to reprogram each turret on the four corners of the base, which will cause some havoc
inside.

Brandt has the special dentonium module. If you don’t reprogram the furrets, order Brandt fo hang back and you can blaze in with two
weapons specialists and take on the turrets, mech biped. and clones as fast as possible. When you pass the gate, order Brandt fo
come in and set the charge while the three of you occupy the forces. Remember, if you're carrying two MB accelerators, fire and then
switch 1o the nest weapon to fire again without the long reload. When Brandt gives the signal. order everyone fo refreat and head fo
the pickup point. This is the preferred method at higher difficulty Levels.

If you don't bring the weapons specialists, you’LL want o take a more factical approach-rewire the furrets on the perimeter (or at
least the northeast and northwest turrets), and they'LL start firing on evergthing in the base. The corner furrefs have long range.
Remember, though, that there s a clone factory steadily producing units, so you'lL need fo make haste.




Ghapter 8: Random Scenario Builder

Atthough the Terra Hoa campaign against the Hegemony is great fun, sometimes you just want to get in and start shooting. The Random
Scenario Builder on the main game Screen is just the ficket.

Random Scenario Builder

You can select the map of the battle area from 15 different maps not in the game. Click on the title bar under Map Selection to see an entire
List of battlefield maps, or click on the arrow buttons on either end of the title bar to page through the various maps.

There are three scenarios under Mission Objectives:
1 Murderous Rage. Kill everyone. Enemies are placed in groups, randomly ocated around the map.

| Detend Target. You and your squad are dropped on the target, a floating red cross, which you have to defend. Enemies are on
different patrol points and are attempting fo destroy the object. Tuwo enemy groups ignore you and go after the farget

i Jake Jut Target. The shoe’s on the other foot, because nouw yaw have to fake out the farget.




You can set the gravity setting anywhere from 22 Earth gravities 1o 3.8, along with weather conditions (clear, rain, or snow). .
With a .22 gravity, your missiles fly forever: with a 3.8 gravity, the missiles plummet right in front of you. -

You can customize the enemies you face, too, choosing from a complete roster of armed Hegemony and pirate forces. You can choose
their firepower levels or customize your foes with Heg and SFC weapons.

Customizing the enemy s easy. Click on the enemy’s weapon slot and then click on the chart of available weapons.

Outfit Enemy We

Available Weapons

You can select the number of squadmates and outfit them from a complete weapons and ASF List. Like the main game, you can also
select the difficulty level.

The real fun of the game comes with some of the cheats available in the RSB. Here are some of the more enjoyable cheats:

[ | Instant Relaad Ho reload time, so you can fake an MB accelerator cannon and fire continuously, raining shells on the
enemy. The instant reload option also works with energy weapons.

| Unlimited Ammo. You'\l want this option if you engage the Instant Reload cheat. The result is a bottomless pit of
carnage.

[ | Extra Player Speed. You'lL be able to 200m around with amazing Speed.



Other cheats are:

| Invulnerability. Of course, it isn"t much fun o sit there and take unlimited amounts of punishment without flinching. ..
is it?

| Infinite Sensors. Displays all enemies on the map as red blips.

| [lueless. Turns off your enemies” arfificial infelligence.

| Armorless Enemies. Ho armor, no regeneration—not much of a challenge.

The fun part is setting up different missions. Arm your opponents heaily, take a scout suit, and give yourself extra player speed. Then see
how Long you can survive. Or try a Take Out Target mission. Try giving yourself a few puny weapons to give you Some incentive fo auoid any
unpleasant encounters.

You can esperiment with different factics, too-Like faking demolitions specialists or using mine layers to set up a big defensive field, and
then trying to Lure enemies info demo charges or minefields.

[1P CRERTING ENEMIES DSING STRANGE COMBINATIONS, LIKE A URONE WITH i SIh MARK IV OR MB ACCELERRTOR, CAN SPICE THINGS up!




Ghapter 9: Siren’s Setup

SFC member Cassandra Mylonas doesn’t have to deal with Windows, IRQs, and DMA Settings when she patches PBAS in the battlefield.
Then again, you don't have to go through your CONFIG. SYS file with  Hegemony Juggernaut Class PBA bearing down on you, either. So
here are some tips to help you get Terra Nova up and running faster than a Scout PBA who’s being chased by a Clone Mark I rewwing up o
Hegemony heavy missile saluo.

Terra Hova uses a sophisticated three-dimensional graphics engine that supports several defail Levels af fwo resolutions:
| 320200 for slower machines (Pentium 60 Mhz)
| 320400 (for Pentium 90 Mhz or better)

If you don"t have the minimum hardware configuration recommended, that doesn’t mean you won't be able fo run the game. A fast 486
DK4/100 machine should be able to handle Terra Nova as well as a P60, and you might get by with a 486042766 or a 4860R4/75.
Frame rate will suffer, and much depends on your folerance level.

The phrase "Drag The Brick™ on the Terra Hova credits screen is an inside joke-not some clue to a secret
cheat or Easter eqg. When | visited LGT, the development pit was littered with red foam bricks.

Minimum System Requirements
I B PCor100% compatil

' :

| Pentium 60 Mhz or better processor
| BMB RAM
i Double-speed CD-ROM drive (300K/sec transfer rate)

R Hard drive with 42 MB of uncompressed space available

| UESH Local Bus (ULB) or PCI video

1 MS-005 5.0 or Later

1 100% Microsoft-compatible mouse and driver 8.2 or better

i Sound card (SoundBlaster or 100% compatible, Grais, Roland, or Ensonig); AWDE-32 sounds the best



Joystick

There is unofficial support for a joystick. so you can get one to work with the game. Just edit the TN.CFG file (in the LGLASS directory on

your boot drive, in all probability) to read

JOYSTICK n

where » is one of four possible values:

0 for a Standard joystick
| for the CH Products FlightStick Pro
2 for the ThrustMaster FCS stick

3 for the default, no joystick

While playing, the controls are as follows:

Button 1 fires at mouse cursor
Button 2 fires jump jefs
Button 3 recenters head

Hat switch-head twists, allowing you fo look around

Press Alt+J to recenter the joystick



VR Headsets

A crop of virtual reality headsets have hit the market, and Looking Glass has included unofficial UR headset support. Because the dis-
play on  headset relies on a 180, 000-pisel LCD, the resolution Leaves a bit fo be desired. ALso be aware that you may experience dis-
orientation and vertigo while using these devices.

Make sure you furn on your headset before you start Terra Noua. To activate headset support, af the > promp fype the following
Line:

tn +vr

Torra Noua will try o autodetect the headset for you. If you prefer fo specify the headsef, type

tn +eyeglass

for support of the Dirtual i.0 headset. ther headsets are supported by the following switches:
+vEx Forte UFK-1

+cmaxx (ybermax

With the default mode, the direction you turn your head furns your PBA-press the F key to recenter pitch and heading. More aduanced
users will want o add the switch +neck fo make the head-tracking mimic someane actually looking around, Like the RFU/QE keys in
the game.

forums

| ested the game originally on a P30 at Looking Glass, and played the beta and final versions on a recently built-up Pentium 133 Mhe,
with 24M RAM. The game ran fairly smoothly even with maimum detail and 3205400 resolution. There is no support for 3-0 graph-
ics accelerator cards in the game.

(Dhile the game was stable in this case, the huge number of possible system configurations out there might reveal a bug that Looking

Glass didn’t find. You'LL be able to post messages and read other gamers” posts on the Looking Glass forum on CompuSerue. Just type
60 GAMAPUB for LGT"s forum. Action gamers might want fo chieck out the Action Games forum on CIS (GO ACTION) for discussion about
qame hints.

You can also reach Looking Glass Technology s forum on AOL by using the keyword Looking Glass, ™ or visit the company s home
page at:

http://www. lglass. com



Hardware

A fast computer is always beneficial. Even as P5-150 and 166 Mhz machines are coming out, P133s are dropping in price. | pulled out my
P100 motherboard and dropped in & Micronics M54Hi and a P133 CPU, which made a noticeable speed improvement. In addition fo the Intel
Triton PCI chipset, the Micronics motherboard also supports Mode 4 Enhanced IDE hard drive Support for faster data transfer. Terra Nova is
happiest on a P30 or better, with 12MB or more of RAM. Looking Glass games always push the edge of computing Speed.

Getting Performance Boosts from 4865

If you have a slow computer, you can do a few upgrades to keep your head above water for a Little while. 4860%/2-86 owners can buy an
83 Mha Pentium Ouerdrive processor for a speed boost or for Local bus video, while upgrading a 32-bit video card to a b4-bit accelerator.
Experienced users may want to perform a motherboard upgrade Like | did, and save all their old components Like hard drives and C0-ROM
drives. It's cheaper than buying the Latest P133 or P166 system.

Graphics Accelerator Video Gards

You will want a fast graphics card, too. A whole crop of 3-D cards are coming to market, but few games support them yet. Windows 95
Direct3D drivers should help, but don’t expect that until mid-1996. | use a Hercules Stingray/64 Pro ideo, which is one of the fastest D0
cards and a healthy Windows performer to boot. WWhatever card you use, make Sure that you have the Latest drivers. I'm Lucky o use a big
20-inch Sony Trinitron-based monitor; you should try a 17-inch non-interlaced monitor with a dot pitch of .28 or Lower.

Although a wavetable sound card is not necessary, it is highly recommended. Terra Noua Supports the General MIDI standard. Older Sound
cards, Like the SoundBlaster 16, generate music through FM synthesis. Uavetable music uses real digitized instrument samples. | use a
SoundBlaster AWUE32 Plug and Play Soundcard with a Roland SoundCanvas daughterboard-the Roland cards have the best-sounding instrument
samples, bar none.

You should try using a 3-D sound processor Like the NuReality SRS, which opens up the sonic soundstage-when you're being buzzed by
drones, you’Ll hear them move around you. And get a speaker system with a subwoofer—1 use the Bose Acoustimass Speakers (Multimedia
Worldmagazine recently gave the Bose top honors), and the explosions rumble my whole desk and chair.




Faster GO-ROM Drives

R fast CD-ROM drive always helps. Some of the new 81 drives have been shown to be inferior in performance fo the better 6x and
even 4« drives. You have several choices for excellent & and b drives. NEC sells an external 4K 7 CD-ROM changer for a bif more
than you would pay for a reqular 4 single-CD-ROM drive, as well as a bx CD-ROM. Make sure that there is a separate audio cable from
your (D-ROM drive to your sound card (not the ribbon cable!) to hear Redbook audio (Like music on a regular CD played through your
C0-ROM drive). Terra Houa does not use Redbook audio for its music, but many games do.

Get Comfortable

Pick a nice mouse and joystick for your system. | prefer an ergonomically shaped mouse Like the Logitech MouseMan. Try the Logitech
Cordless MouseMan fo keep your desk free of clutter. CH Products and Thrustmaster also make uery nice joysticks that can take the
pounding most gamers dish out.

doftware Requirements

Almost every program foday, Windows or DOS, requires at Least B megabytes of RAM. The original design of the first 1BM PCs only
used the "real mode™ of the Intel 8088 CPU. which could only address a megabyte of RAM. MS-DOS divided your whopping 1 M8 of
system memory into (auw or conventional memary and Aigh or upper memory. The first 640KB is low memory, while 640KB fo 1024KB
is high memory. Anything aboue 1 megabyte is referred to as exfended memary. This is frue under D0S 6. today (and PC DOS 1.,
which should not be confused with MS-00S 7.0, even when CPUS have the capability to address many megabytes of system AR,

The first way around this roadblock was through the use of  memory manager, which allowed access o extended memory. It loaded
certain programs, Like DOS, and drivers, Like your mouse driver, into high memory, which freed low memory for the main program. A
memory manager swapped out “pages” of conventional memory with memory beyond 1 B, or extended memory. Now, however,
most games use DOS4GL, a DOS extender, which opens up the addressing power of the 32-bit CPUS. Now your computer can read your
entire memory without the 1 MB barrier. MS-DOS comes with EMM386.ERE, but other third-party memory managers, Like Helix's
Hetroom, are much more effective.

This means that you don’t need as much free conuentional memory fo run Terra Nowa, but you also don’t want your memory manager—
Like EMM386. ERE-to be active either.




Greating a Boot Disk

You can create a boot disk for a minimal configuration to play Terra Noua. The process of creating a boot disk is easy. Place a blank disk in
your computer's A: drive. At the c:> prompt, fype

FORMAT A: /S

and press Enter. Then switch to drive A by typing

A:

and pressing Enter. Then fype

EDIT CONFIG.SYS
and press Enter. If you are using PC DOS, use that operating System's editing program (E.EKE).

Your exact confiquration will vary s to your PATH statement and CD-ROM drivers. Make Sure you use the appropriate lines from your regular
CONFIG. SYS file in your boot disk CONFIG.SYS. Here's my “clean” boot configuration for my homebuilt P133 with an AWE32 Plug and Play
sound card and Adaptec 2940 SCSI adapter:

[CONFIG.SYS]
DEVICE=E:\PLUGPLAY\DRIVERS\DOS\DWCFGMG.SYS /file
DEVICE=C:\DOS\HIMEM.SYS

DOS=HIGH

DEVICE=E:\AWE32\DRV\CSP.SYS /UNIT=0 /BLASTER=A:220
BUFFERS=30,0

FILES=40

DOS=UMB

LASTDRIVE=z

FCBS=4,0

DEVICE=C:\SCSI\ASPI8D0S.SYS /D
DEVICE=C:\SCSI\ASPICD.SYS /D:ASPICDO
Stacks=9,256

SHELL=C:\COMMMAND.COM C:\ /P




Repeat the same process to create an AUTOEREC. BAT file. Type

EDIT AUTOEXEC.BAT

and press Enter. The AUTOEREC. BAT file should Look Like this:

[AUTOEXEC.BAT]

C:\SCSI\MSCDEX.EXE /D:ASPICD® /L:S /M:12 C:\WINDOWS\SMARTDRV.EXE 2048 d /U /V
SET SOUND=E:\AWE32

SET BLASTER=A220 I5 D1 H5 P330 E620 T6
SET MIDI=SYNTH:1 MAP:E MODE:0
E:\AWE32\DIAGNOSE /S

E:\AWE32\AWEUTIL /S

E:\AWE32\MIXERSET /P /Q

SET TEMP=C:\DOS

SET WIN$=C:\WINDOWS

SET LMOUSE=C: \LMOUSE
PATH=C:\DOS;C: \WINDOWS;E: \HERCULES) ;%PATH%
@CcLs

@ECHO OFF

C:\LMOUSE \MOUSE . EXE

SET GSFONTS=C:\GSFONTS

PROMPT $p$g

If your game hangs, try running Terra Nova without the SmartDrive disk cache. Just put a REM in front of the SMARTORU. EXE Line in
your AUTOEREC.BAT file.

Mutiple Boot Configurations

Microsoft DOS 6.0 and higher supports multiple boot configurations, enabling you to choose which confiquration you want when you
boot your computer. See your D0S manual or the DOS online help (type HELP at a DOS prompt) for more information.

NOTE: USERS OF 00S PRIDR 10 6.0 CAN USE R VARIETY OF SHAREWARE PRODUCTS 10 ACCOMPLISH THE SAME THING—A MENU Of
BO0T OPTIONS. CHEGK DUT YOUR FRYORITE ONLINE SERVICE FOR APPLICABLE PROGRAMS.




Windows 3.1x/Windows 3%

Terra Houa is far too resource-intensive to run under Windows 3.%, and is not a native Windows 95 application. You will have to boot fo
MS-00S 7.0 to run Terra Noua (and many other DOS games) if youre running Windows 95. Terra Noua runs well under Windows 95, but
Looking Glass cannot quarantee performance. You can Select the option fo resfart the computer in MS-D0S mode (Select Start, Shut Down,
and click on Restart the Computer in MS-D0S Mode). But there is a much more elegant solution to managing your Windows 95 setup-
especially if you play many DOS games. Boot Manager 05 Uersion 1.3a is a utility that allows you to configure your Windows 95 boot
options from within Windows 95.

The boot options are stored in the MSDOS. SYS file in the root folder of your boot drive. You can change your configuration to boot to a previ
ous version of an operating system, if you still have it on your hard drive, or o boot to MS-DOS 7.0, the operating system under Windows
05. Windows 95 was supposed to do away with the DOS/Windows dichotomy, but it didn’t: DOS and Windows are better infegrated, but are
still separate.

Boot Manager 95 allows you to change only the boot options. The paths should neer need to be changed, and the feature will Aaf be added
fo the range of options supplied by Boot Manager 95 unless a significant number of users request it

Get Boot Manager u. 1.3a from the CompuServe Windows Shareware forum (GO WINSHARE) and Look for file BTMGRI3a.2IP or search for the
keywords BOOT MANAGER.




05/2 Warp

IBM"s operating system is a true 32-bit 08, unlike Windows 85, and provides many technical aduantages over Windows 05, including
D0S compatibility. But unfortunately for IBN, Windouws 95 has stolen much of the potential market for 0372, and few game develop-
ers are testing and developing with 05/2 compatibility in mind. 0572 does provide DOS compatibility, so you may be able fo creafe &
Uirtual D0S Machine session on your system (don't try this with less than 16M RAM) that will run Terra Hova, but the game may nof
run properly under 0S/2. Keep in mind that Looking Glass does not claim that Terra Houa will run on 03/2. The following M set-
tings run other DOS games and may be helpful in running Terra Noua on 0372, but they are not the default UDM settings for 05/2. You
may want to set up a new femplate for game seftings.

05/2 Warp settings:

DOS_FULL_SCREEN ON
AUDIO_ADAPTER_SHARING ON
COM_DIRECT_ACCESS OFF
COM_HOLD OFF
COM_RECEIVE_BUFFER_FLUSH NONE
COM_SELECT ALL
DOS_AUTOEXEC C:\AUTOEXEC.BAT
DOS_BACKGROUND_EXECUTION OFF
DOS_BREAK OFF
DOS_DEVICE

DOS_FCBS 16
DOS_FCBS_KEEP 8
DOS_FILES 50
DOS_HIGH ON
DOS_LASTDRIVE z
DOS_RMSIZE 640
DOS_SHELL C:\0S2\MDOS\COMMAND.COM D:\0S2\MDOS
DOS_STARTUP_DRIVE

DOS_UMB OFF
DOS_VERSION (setting provided by 0S/2)
DPMI_DOS_API ENABLED
DPMI_MEMORY_LIMIT 32
DPMI_NETWORK_BUFF_SIZE 8
EMS_FRAME_LOCATION AUTO
EMS_HIGH_OS_MAP_REGION 0
EMS_LOW_0S_MAP_REGION 384
EMS_MEMORY_LIMIT 2048
HW_NOSOUND OFF
HW_ROM_TO_RAM ON
HW_TIMER ON
IDLE_SECONDS 10
IDLE_SENSITIVITY 100
INT_DURING_IO ON




KBD_ALTHOME_BYPASS
KBD_BUFFER_EXTEND
KBD_CTRL_BYPASS
KBD_RATE_LOCK
MEM_EXCLUDE_REGIONS
MEM_INCLUDE_REGIONS
MOUSE_EXCLUSIVE_ACCESS
PRINT_SEPARATE_OUTPUT
PRINT_TIMEOUT
SESSION_PRIORITY

VIDEO 8514_XGA_OITRAP
VIDEO_FASTPASTE
VIDEO_MODE_RESTRICTION
VIDEO ONDEMAND_MEMORY
VIDEO_RETRACE_EMULATION
VIDEO_ROM_EMULATION
VIDEO_SWITCH_NOTIFICATION
VIDEO WINDOW_REFRESH
XMS_HANDLES
XMS_MEMORY_LIMIT
XMS_MINIMUM_HMA

ON

ON

NONE

OFF
AQ0Q-C7FF

OFF
ON
15
1
ON
ON
NONE
ON
OFF
OFF
OFF

49
10240




Appendix
Unit Statistics

The following fable gives you an overview of the strengths and proficiencies of each of the squad members and enemies in Terra
Nova. These values were taken directly out of the game and are relative to each other. In other words, there are no real-time
values that can be associated with them.

For example, Clone |'s armor recharges at a rate of 40. This means that the game adds 40 points to Clane |"s armor for every
recharge cycle. On slower computers, that armor will recharge at a slower rate.

The best way to use this fable is to compare numbers with each other. For example, when you know you'LL be facing a Lot of
enemies with armor values in the 3000 range, you'LL probably want to suit yourself up in KR-5 armor (armor = 3300).

lE!IEIIl]:

Friend/Foe The description of the unit.

fArmor Dalue The strength of the unit"s armor.

Pilot Strength Generally, the pilot"s ability to hold it all fogether in battle. The higher the number, the
better the pilots performance.

Sensor Strength The range of the units sensors, in game units.

Jump Jet Controls The ability of the pilot fo effectively use his/her jump jets. The higher the number, the
better the pilot can use the jets.

Targeting The fargeting ability of the unit. The Larger the number, the better the unit can frack (and
hitl] its target.

Energy Rating The amount of energy the unit has to devote to armor, weapons, regeneration
systems, efc.

Energy Recharge The rate at which a unit can replenish energy. The higher the number the faster the
recharge rate.

frmor Regen The rate a unit can regenerate armor. The higher the number, the faster the regenera-

tion rafe.




Awmon Piuor INSOR  Jume Ja Eveasy  Ewency Aion

Erewn/ Fi 11 aroiGe  Omowerh  Cowmos  TuGrree  Rawe Bocwssr  Resw
iR-5 3500 2000 310 310 310 1100 125 50
AR-6 3000 2000 300 300 300 1000 100 45
HR-7 4500 2000 400 400 400 1250 150 5
Hikola in AR-b 2600 Q00 800 800 800 1000 100 45
Nikola in HR-5 3300 2000 800 800 800 1100 125 50
Nikola in A-7 4000 200 800 800 800 1250 4 150 55
Nikola in Pirate PBR 2500 2000 500 500 500 800 200 50
Colin/ SF lo 1350 1500 300 300 300 1000 100 50
Pirate 500 25 30 i 30 1000 100 il
Pirate Captain 650 315 50 50 50 1000 100 A
Heg Stinger PBA 750 400 100 100 100 1000 100 30
Heg Assault PBA 900 500 125 125 125 1000 100 3
leg Juggernaut PBA 1200 600 150 150 150 1000 100 40
Clone | 1200 650 175 175 175 1000 100 40
Clone || 1600 800 200 200 200 1000 100 4
Clone Il 2000 050 &0 250 250 1000 100 50
Mech Biped 3000 650 J2A) JA) 2% 1000 100 50
Mech Rat 300

Heg Light Tank 3000 1000 160

Heg Standard Tank 4000 1250 300

Heg Heauy Tank 5000 1500 400
Spy/ Hunter Probe 300
Bomber Probe 400
Swooper Probe 350

T
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