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Gitar Control Umverse hme Line
2115 Humans meet the their first alien race, the Chenjesu.

2116-2134 Humans join the Chenjesu and many other races in the Alliance of Free Stars
to battle the Ur-Quan Kzer-Za and their Hierarchy of Battle Thralls. There were many great
battles among the stars. (1)

2134 Humans find the Precursor factory in a cave on Vela 2. The planet is cut off from
Earth by the advance of the Hierarchy.

2135-2143 Humans on Vela 2 rename it Unzervalt and build a colony. The Captain is born
on Unzervalt. Unknown to the colonists on Unzervalt, Earth falls to the Ur-Quan Hierarchy.

2144-2155 Colonists discover that the young Captain is the only person who can interface
with Precursor computers. The Captain activates the Precursor factory and it builds the first
Precursor vessel. The Alliance forces fall to the Hierarchy.

2155 The Captain flies the Precursor vessel to Earth and discovers that is has been
conquered and put under a Slave Shield by the Hierarchy.

2156-2158 The Captain uses the Precursor vessel to regain contact with friendly alien
allies, establish the New Alliance of Free Stars, and battle the forces of the Hierarchy. (2)

2158 The Captain sacrifices the Precursor vessel to destroy the ancient battle platform
called Sa-Matra and defeat the Hierarchy. During the destruction, the Captain has vision of a
potential future where all sentient life in the galaxy dies screaming. The images are so
horrible, the Captain’s mind shuts them out. The Captain retreats from public life.

2159-2166 Earth mothballs much of its fleet and builds the giant battleship Galacticus
using many Precursor technologies. After the war there are incidents among the various
races, including a little publicized skirmish over Unzervalt. (3)

2166 After the skirmish at Unzervalt, the Captain returns to public life, leading a mission to
study the Precursor remains on Unzervalt.

2167-2170 Skirmishes among the races continues. The New Alliance of Free Stars
weakens.

2170 Inter-dimensional fatigue causes Hyper Space travel to collapse. All transportation
between the stars ceases. Many Precursor technologies (Shiva Furnaces, Hellbore Cannons,
etc.) stop functioning. The Galacticus is lost and presumed destroyed. The Captain regains
the memory of the vision. Study shows the vision occurs near the galactic core in the unex-
plored Kessari Quadrant.

2171-2177 The Captain uses the Precursor artifacts on Unzervalt to build a Warp Bubble
Transport system that can travel between the stars without using Hyper Space. The Captain
builds a new Precursor colony vessel to carry the Warp Bubble Transport system. Without
Hyper Space travel, the New Alliance collapses.

Page 3

Star Control~ 3



2177 The Captain contacts the League races and informs them of the potential destruction
of all sentient life. The Captain is sure it is connected to the collapse of Hyper Space and
wants all races — Alliance, neutral, and ex-Hierarchy — to join into a League of Sentient
Races to investigate. The Captain offers to command a mission to “follow the arrow of the
Rainbow Worlds toward the Kessari Quadrant at the center of the galaxy. There we can halt
the interdimensional fatigue, restore Hyper Space, and prevent the destruction of all sentient
life.” As the Captain is the only one with a ship that can move between the stars, the
League forms to support the mission.

2178 The Captain uses the Warp Bubble Transport system in a one-time supercharged
mode to "thrust” each colonization group from the League’'s home quadrant to the Kessari
Quadrant. Because of the instability of the supercharged mode, no one can know which
colony group will end up at which star. Because of the great distances involved, the mission
will be cut off from communications with the home quadrant. The exploration and coloniza-
tion mission to the Kessari Quadrant begins. (4)

Endnotes:

1 The time covered in the Star Control™game.

2 The time covered in the Star Control [I™game.

3 The time covered in the Star Control: Interbellum novel.
4 The time covered in the Star Control 3™ game.

The preceding text was excerpted with permission from Encyclopedia StarCon ©2178,
HeroBooks Publishing, Inc. Information in this document is subject to change without
notice.
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PRIORITY BLPFHA ONE. CRPTRIN'S IMISSION BRIEFNG LERGLE OF
SEITIENT RBLCES EXPLORABTION B8N0 (OLOma8 nan mussian m 1HE
KESS5HRI DURORABNT

Wi | e knowl edge of the Captain's mssion is w de-spread, the m ssion
obj ectives have not yet been divulged to the general public. The
Captain may not discuss any conponent of this docunment w th outside
sources. Acceptance of this mssion inplies conpliance wth Star
Control authority. If the Captain fails to conformto the strictures
of this mssion guideline, he agrees to return to the hone quadrant,
relinquish control of his Colony ship, and accept punishnent as speci -
fied in Star Control disciplinary guidelines.
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COMVAND AUTHORI TY: You are in command of the exploration and

coloni zation mssion fromthe League of Sentient Races to the unex-

pl ored Kessari Quadrant. Al League ships, colonies, and resources are
under your control.

BACKGROUND: Utilizing the Precursor Warp Bubble Transport systemin a
one-time, supercharged node, colonization groups from 11 League races
were "thrust" fromthe League's hone quadrant to the Kessari Quadrant
near the galactic core.

RESCURCES: You have a single Precursor colony vessel wth a Warp

Bubbl e Transport system This is the only League ship that can travel
between the stars. The colony vessel can transport a fleet of up to 25
shi ps between the stars. If this ship is destroyed, your m ssion has
fail ed.

Your Precursor vessel is equipped with an Interconferencing and

Moni toring system known as |COM This systemw |l nonitor and transmt
all inportant League intelligence and can assist you in planning
League operations. Consult | COM frequently.

Each of the League races has a colony group with a snmall nunber of
ships already in the Kessari Quadrant. Your colony vessel carries
Col ony Landing Pods that can create additional colonies or dig sites
for excavating Precursor artifacts.

Your Tech Teans will continuously take sensor readi ngs and coll ect
unusual objects, both in space and on the ground. Tech Teans w |l ana-
lyze what they find and report when they have significant findings.

Because of the great distances involved, there can be no comuni ca-
tions between your mssion and the honme quadrant. Due to interference
from lInter-D nensional Fatigue, your star map may be inconpl ete.

The Kessari Quadrant will certainly contain new alien races that my
hel p or hinder your m ssion.
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PRI MARY M SSI ON GOALS:
* Find the cause of Inter-D nensional Fatigue, and reverse it to
restore Hyper Space travel

» Make sure the vision where "all sentient life in the galaxy dies
scream ng" does not cone to pass.

SECONDARY QOALS:

» Explore the Kessari Quadrant.

* Colonize worlds in the Kessari Quadrant to maxi m ze each race's pro-
ductivity.

« Contact new alien races and expand the League of Sentient Races.

« Find ancient Precursor technological artifacts.

* Research these artifacts and utilize their technol ogy.

FI RST STEP: Find and contact the colonies of all the League Races in
the Kessari Quadrant: Chmmr, Human, Mycon, Oz, Pkunk, Spathi, Supox,
Syreen, U -Quan, Uw g, WVux

OVERSI GHT: Your decisions will be subject to review by the nenbers of
the League Steering Council and the League Ethics Council. If your
actions violate League rules, these Councils may give you warnings, or
in severe cases, render judgnments agai nst you

LEAGUE RULES: The Prinmary League Rul es are:
Sentients should never attack other sentients w thout cause.
No sentient should ensl ave another sentient.

You may have been the hero of the last war, but | think you are in over your head this time.
You're on your own, so tak to everyone and explore every possibility. Good luck. We're all
pulling for you. —Vlad
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Instzllazbhion and Comfigurathion-

GETTING STARTED
For the most up-to-date information on installation and configuration of Star Control 3,
please consult the README.TXT file in the root directory of the CD.

INSTALLING THE GAME A
Star Control 3 comes with its own installation program that must be run before you can w
play the game or read the on-line manuals. The most common configuration for machines o)
at the time of this document is one or two floppy drives, a single hard drive, and a single 1]
CD-ROM drive, so that a reference to: 0.

A: refers to the floppy drive that will boot your machine if a system disk is present in the
drive when the machine is turned on

C: refers to your hard drive

D: refers to your CD-ROM drive

If the drive specifications are different on your machine, then use the appropriate equivalent
drive as necessary. If you are reading this thirty years in the future, and drive devices have
been replaced by magneto-neural interfaces, then we cannot help you.

From DOS:
Insert the Star Control 3 CD into the CD-ROM tray and change drive designations to access
the CD-ROM drive. Example: D:\ <Enter>

Type:

GO <Enter>

From the Star Control 3 Menu Screen, use your mouse to left-click on the “Install” button.
Follow the on-screen instructions.

From Windows 95:

Once Windows 95 has loaded, and is operating normally, insert the Star Control 3 CD into
your CD-ROM drive. Give the CD a few seconds to read, then the Star Control 3 Menu
Screen should load automatically.

If the Star Control 3 Menu Screen does not load automatically, click on the START icon from
the Windows 95 desktop and select ‘Run’ from the START menu.

Next, type:

DA\GO <Enter>

(where D: is your CD-ROM drive).

Star Control~ 3

Use the mouse to left-click on the "Install” icon.

Follow the on-screen instructions.



Gething Up Sound

After the game is installed, choose QUIT from the Installer and SETSOUND will run

automatically. Use SETSOUND to install the correct sound and music drivers for your system.

Using the arrow keys, move the highlight over the "Select and configure MIDI music driver”
option, then press <Enter>.

Using the arrow keys, move the highlight over the correct sound driver for your sound card,

then press <Enter>.

Using the arrow keys, move the highlight over the "Attempt to configure sound driver auto-
matically” option, then press <Enter>.

If the sound driver does not configure automatically, you will have to return to this screen
and choose the "Skip auto-detection and configure sound driver manually” option.

Once you have returned to the main SETSOUND screen, using the arrow keys, move the
highlight over the "Select and configure digital audio driver” option, then press <Enter>.

Using the arrow keys, move the highlight over the correct sound driver for your sound card,

then press <Enter>.

Using the arrow keys, move the highlight over the "Attempt to configure sound driver auto-
matically” option, then press <Enter>.

If the sound driver does not configure automatically, you will have to return to this screen
and choose the "Skip auto-detection and configure sound driver manually” option.

When you are done and have returned to the main SETSOUND screen, using the arrow
keys, move the highlight over the "Done” option, then press <Enter>.

If you wish to change these options in the future, go to the DOS prompt and type:
C:\PROGRAMPRACCOLADENSTARCONS3\SETSOUND <Enter>

(assuming you installed Star Control to the default directory)

Runmng the [ @me

From DOS:
Insert the Star Control 3 CD into the CD-ROM tray and change drive designations to access
the hard drive. Example: C:\ <Enter>

Type:

CD PROGRAMPACCOLADENSTARCONS3
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(assuming you installed Star Control to the default directory)

Type:

GO <Enter>

Next, use your mouse to left-click on the RUN button.

From Windows 95:

Once Windows 95 has loaded, and is operating normally, insert the Star Control 3 CD into
your CD-ROM drive. Give the CD a few seconds to read, then the Star Control 3 Menu
Screen should load automatically.

Use the mouse to left-click on the "Run” button.

If the Star Control 3 Menu Screen does not load automatically, click on the START icon from
the Windows 95 desktop and select 'Run’ from the START menu.

Next, type:
C:\PROGRAMPACCOLADE\STARCON3\SC3 <Enter>
(assuming you installed Star Control 3 to the default directory, and where C: is your hard

drive).

Vieunng the Onbinez Mazanual
From DOS:

Insert the Star Control 3 CD into the CD-ROM tray and change drive designations to access
the CD-ROM drive. Example: D:\ <Enter>

Type:

GO <Enter>

Use the mouse to left-click on the “Install Manuals” button.
Follow the on-screen instruction to install ACRODOS.

To access manual files from ACRODQOS, go to the directory where ACRODOS was installed
on your hard drive (Example: C:\ <Enter>, CD ACRODOS <Enter>).

Then type:
ACROBAT <Enter>.

Next, select ‘Open’ from the file menu at the top of the screen.
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Change drive selection from the hard drive, to the CD-ROM drive (Example D:\ <Enter>) and
select the '"MANUAL' (Example CD \MANUAL <Enter>) directory from the CD-ROM drive.

From the MANUAL directory, click on the STARCON3.PDF manual

For technical support assistance regarding the ACRODOS reader, refer to the README.TXT
file included in the root directory on the CD-ROM.

From Windows 95:

Once Windows 95 has loaded, and is operating normally, insert the Star Control 3 CD into
your CD-ROM drive. Give the CD a few seconds to read, then the Star Control 3 Menu
Screen should load automatically.

If the Star Control 3 Menu Screen does not load automatically, click on the START icon from
the Windows 95 desktop and select ‘Run’ from the START menu. Next, type:

DGO <Enter>

(where D: is your CD-ROM drive).

Use the mouse to left-click on the “Install Manuals” button.
Follow the on-screen instructions.

In order to read the manual files once the Adobe Acrobat Reader is fully installed on your
system, click on the START icon from the Windows 95 desktop.

Click on the PROGRAMS icon in the START menu.
Click on the ADOBE ACROBAT icon in the PROGRAMS menu.
Click on the ADOBE ACROBAT READER 2.1 in the ADOBE ACROBAT menu.

Under "Drive”, choose the drive on which the manuals are located
(Example: D: for most people's CD-ROM drives).

Under "Folders”, choose the directory on which the manuals are located (Example: D:\MAN-
UAL if the Star Control 3 CD is in the CD-ROM and your CD-ROM drive is drive D:).

Left-click and highlight STARCON3.PDF in the "File Name” window, then left-click the OK
button.

Double click on 'Help’ from Acrobat Reader to access technical support information for the
Acrobat Reader.
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USIHG STAR LIONTRIL =

Most choices in Star Control 3 are made with the mouse.

ACTIVATE AN ITEM OR MAKE A CHOICE: Put the mouse pointer over the item or icon
and click the left mouse button. This is referred to as "Click the item”.

EXIT A FUNCTION OR CANCEL A CHOICE: Click the right mouse button or press the
Escape key. this is referred to as "Right Click the item".

GET MORE INFORMATION ABOUT AN ITEM: Hold the mouse pointer over the item
or icon and don't click any buttons. After a moment, information will be displayed relating
to the item or icon. This is referred to as "Scanning the item".

ADJUST A SLIDER: Put the mouse pointer over the slider, press and hold the left mouse
button and move the pointer to reposition the slider. Release the left mouse button. Sliders
are used when the user has a range of options, and are often accompanied by a numerical
read out of the value controlled by the slider. This is referred to a "Adjust the Slider".

USE THE KEYBOARD: The keyboard can only be used to make certain choices. The
Escape key cancels or interrupts an action. While saving, loading, or exiting the game, the
keyboard is used to confirm your choice (Press Y for yes and N for no.) In Hyper Melee, the
keyboard may be used to control star ships in arcade space combat or to configure the
users view of the battle. You can get help using the game by pressing F1. You can save or
load the adventure game from most screens by pressing F2 or F3 respectively. You can
access ICOM for clues from most screens within the adventure game by pressing F5. See the
Control Screen for details on Saving and Loading games.

The icons on the right side of the screen control most functions in the game.

GET HELP: Press F1 on most game screens to get a walk-through of the actions that can
be performed from that screen.

GET A CLUE DURING THE ADVENTURE GAME: Press F5 on most adventure game
screens to speak with ICOM, your colony ship’s onboard computer. ICOM synthesizes all the
information gained during your mission and can suggest likely courses of action.

The following pages describe the actions you can perform.
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TITLE SLREE

START HYPER MELEE: Click the Hyper Melee icon to go to the Hyper Melee

Configuration Screen. Hyper Melee is fast action arcade starship combat. Each player choos-

es a fleet from among 25 wildly different starships. In battle, each player chooses a ship

from his fleet and faces off in a series of one-on-one combats, until only one fleet remains. E

START ADVENTURE GAME: Click the Start New Game icon to view opening video and w
play Adventure Game.The Adventure Game puts the player in command of the League of o)
Sentient Races’ exploration and colonization mission to the Kessari Quadrant. There, the n
player engages in exploration, negotiation, and arcade space combat to decide the fate of
all sentient life in the galaxy.

LOAD SAVED ADVENTURE GAME: Click the Load A Game icon. This option lists the
description of all saved games. If there are more saved files than will fit on one screen,

move the pointer to the top or bottom of the screen to scroll the list. Click on a saved game

to load it. Confirm the load by typing Y for yes or exit by pressing N for no. You can load a
game from many game screens by pressing F3.

VIEW CREDITS: Click the Credits icon.

QUIT GAME: Click the Quit icon to exit the game to the operating system.

Hyper Meles
HYPER ITIELEE [LINFIGURABTION SEREET

SETUP PLAYER 1: Use top 5 icons.
SETUP PLAYER 2: Use second 5 icons.

START A BATTLE: Once all human players have picked a fleet, click the Fight icon and go
to the Fleet Selection Screen.

RETURN TO TITLE SCREEN: Click the Quit icon.

SETUP PLAYER OPTIONS:

SET HUMAN/COMPUTER PLAYER CONTROL: Click the first of five icons.
CHOOSE YOUR FLEET: Click the fifth of five icons and use the Setup Fleet Screen.
If you choose Human Control:

KEYBOARD CONTROL.: Click the Keyboard icon (second of five icons).

Star Control~ 3
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Click OK to accept the new keys or RESET to accept the default key definitions. Choose care-
fully to avoid assigning multiple functions, or functions from both players, to the same key.

JOYSTICK CONTROL: Click the Joystick icon (third of five icons).
CALIBRATE JOYSTICK: Click the highlighted Joystick icon. Follow on-screen instructions.
MOUSE CONTROL: Click the Mouse icon (fourth of five icons).

SETUP MOUSE: Click the highlighted Mouse icon. Follow on-screen instructions. Click the
Relative or Absolute controls for Thrust and Rotation. Click OK.

If you choose Computer Control:

SET STANDARD COMPUTER PLAYER: Click the second of five icons
SET GOOD COMPUTER PLAYER: Click the third of five icons.

SET AWESOME COMPUTER PLAYER: Click the fourth of five icons.

Remote Play: Please see README.TXT in the root directory of the CD-ROM for full informa-
tion on playing Hyper Melee remotely.

FLEET SETUP SLREET]

DECIDE HOW LARGE A BATTLE WILL BE: Human players mutually decide how many
points of ships to choose. Each player should watch the Fleet Point Totals to stay within
those limits.

These limits are maintained by the honor system so players can easily handicap one player
against another. If players are evenly matched, give each player the same number of points.
If one player is much better than another, give the opponent an extra 100 points in ships to
balance out the battle.

If a single human player chooses a fleet and begins a battle, the computer player automati-
cally picks a fleet of approximately the same size.

CHOOSE SHIPS: Click on the ship icon in the Ship List. Place the pointer over the up and
down arrows to scroll the list and reveal all 25 ships. Choose ships until you have reached
your mutually decided upon point limit.

REJECT SHIPS: Click on the ship picture in the Fleet Window.

COMPARE FLEET STRENGTH: Compare the point total for Player 1's fleet with the point
total for Player 2's fleet.

SAVE FLEET: Click the Save A Fleet icon. This option lists the description of all saved fleets.
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Click on [New Save File], type a description, and press ENTER to create a new saved fleet.
Click on an old saved fleet, type a description, and press ENTER to replace it with the cur-
rent fleet. If there are more saved fleets than will fit on one screen, move the pointer to the
top or bottom of the screen to scroll the list.

LOAD FLEET: Click the Load A Fleet icon. This option lists the description of all saved
fleets. If there are more saved fleets than will fit on one screen, move the pointer to the top
or bottom of the screen to scroll the list. Click on a saved fleet to load it.

REJECT WHOLE FLEET: Click the Reset Fleet icon.

RETURN TO HYPER MELEE SETUP SCREEN: Click the Done icon.

FLEFT SELEL TION SEREET

Once a battle begins, each player chooses a ship from his fleet and faces off in a series of
on-on-one combats until only one fleet remains.

CHOOSE A SHIP: Click on a ship picture in the Fleet Window on the left side of the
screen. The opponent in the next battle, if known, is shown as an icon on the right side of
the screen.

RECONFIGURE: Click the Exit icon to go to the Hyper Melee Configuration Screen

i IMeLEE

In Hyper Melee, the controls are as simple as possible, just turning, thrusting, and firing. But
finding the right strategy for each of the 25 ships with their wildly varying weapons and
abilities, is a blast.

Default Controls: Left Thrust Right Primary Wpn Secondary Wpn/

Special Ability
Player One Larrow U arrow R arrow CTRL ALT
Player Two C \ B X VA

Player 1's race, crew, ship, and hits are displayed on the top left of the screen.
Player 2's race, crew, ship, and hits are displayed on the top right of the screen.
The following keyboard commands are available in Hyper Melee:
RECONFIGURE: Press the ESCAPE key to go to the Hyper Melee Setup Screen

NORMAL SPEED/LIGHTNING MODE: Press F4 to toggle between playing at normal
speed or in hvper-fast liahtnina mode.
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ISOMETRIC VIEW /7 OVERHEAD VIEW: Press F5 to switch views.

ISOMETRIC VIEW STAR PLANE: ON 7 OFF: Press the F6 key to toggle the star plane in
isometric view.

OVERHEAD VIEW SCROLLING: CONTINUOUS 7 JUMP: Press the F7 key to toggle
scrolling in the overhead view.

ZOOMED VIEW /7 COMPLETE VIEW: Press the F8 key to toggle the zoom level.

ORDER AGGRESSIVE COMPUTER ATTACK: Press the F9 key to make the computer-
controlled ships attack aggressively for a short time. Use this to break up long fights where
the computer-controlled ships are acting too defensively.

Adventure Game

At the start of a new Adventure game, the opening video is shown. Press ESC or Right Click
to completely bypass this or any video in the game. Some videos have many sections. Click
to bypass the current section of video.

COMMON CONTROLS
The following controls are available are in the lower right hand corner of the icon bar on all
major game screens. The game clock is shown in the lower left hand corner of the screen.

GO TO QUADRANT SCREEN: Click the Quadrant icon.

GO TO SYSTEM SCREEN: Click the System icon.

GO TO ORBIT SCREEN: Click the Orbit icon.

GO TO COLONY SCREEN: Click the Colony icon.

GO TO CONTROL SCREEN: Click the Control icon.

ADJUST GAME SPEED: Click on the clock to reveal a slider that sets the speed that time
passes in the game. When the slider is to the left time passes slowly, to the right time passes

swiftly. Adjust the slider to the desired rate. Click anywhere outside the slider to re-engage
the clock.

Quadrant Activity Checklist:
Click on the star map to see which stars you can travel to
Don't make one way trips (in red) to stars that don't have fuel depots
Click on a green star to warp there. —Vlad
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LUBORABINT SCREET

This screen shows a large 3D star map on the left side, a column of icons on the right side,
and a game clock in the lower right hand corner. The Quadrant screen shows all the stars
in the Kessari Quadrant.

ROTATE STAR MAP ON 7/ OFF: Click the Rotate icon.

SET STAR MAP ORIENTATION: Click the Orientation meter below Rotate icon.

ge 16

VIEW STARS BY NAME: /7 BY LABEL: Click the Name icon to toggle between star names g

and star labels. Star labels describe the stars based on the game information the user has
discovered there. Explored stars are displayed as “+” and unexplored stars are displayed as a
dot.

VIEW SELECTED STAR NAMES: Type stars name one letter at a time to filter the star
names displayed on the star map. Backspace to erase the letters in the filter. For example,
type HEL and only Helios is displayed. Backspace once and Helios, Hecaton, and Hestia are
displayed. Backspace three times and all star name are displayed.

VIEW ALL STAR NAMES: Backspace until all the letters are erased from the name filter.
Click the Display icons until they are all grayed out. Click the Name icon until all star names
are displayed.

NAVIGATE TO ANOTHER STAR: Click within the star map to enter Navigation Mode,
move the cursor to select your destination, click to warp there. Right click to exit Navigation
Mode.

CHECK FUEL RANGE: In Navigation Mode, Green stars indicate you have enough fuel to
go there and return. Red indicates you can make a one-way trip. Purple indicates a star is
out of range. Because the map is three dimensional, some stars inside the green circle are
coded red or purple and some stars inside the red circle are coded purple. Note the color of
the line that connects to your destination to confirm how much fuel the trip will require.

DISPLAY ICON CONTROLS

These displays may be mixed and matched to view the information necessary at any time.
Objects on the star map are coded with a colored square: green = friendly, blue = neutral,
red = enemy.

VIEW KNOWN COLONIES: Click the Colony icon to toggle Colonies on / off.

VIEW KNOWN ARTIFACTS: Click the Artifacts icon to toggle Artifacts on / off.

VIEW KNOWN SHIPS: Click the Ships icon to toggle Ships on / off.

VIEW KNOWN FUEL SOURCES: Click the Fuel icon to toggle Fuel Sources on / off.

o
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System Activity Checklist:
Scan each planet to look for colonies or anomalies (text in yellow)
Go to friendly colonies and pick up fuel. At the colony:
Ask questions of the owners.
Add new ships to your fleet. Leave some ships behind to defend
the colony.
Check out the colony from the Orbit and Colony Screens.
Go to enemy fleets or colonies and deal with the aliens.
Go to planets with anomalies, deal with any aliens, and dig up artifacte.
—Vlad
SYSTEITI SLREET

This screen shows the star system containing the user's colony fleet. The System Screen is
divided into 3 windows and the icon bar containing the common controls on the right side.

The System Window at the top of the screen shows a stylized view of the star and all plan-
ets and moons in the system. The system name is listed in the upper right corner of this
window. Important planets will be labeled on this display.

The System Radar in the lower left window displays an over view of all planets and fleets in
the system. These are color coded by alignment: green = friendly, blue = neutral, and red =
enemy. The active fleet is highlighted in yellow.

The Fleet Display in the lower right hand window shows all the ships in the active fleet,
along with the crew carried by each ship.

GET SENSOR INFORMATION: Scan a planet or moon in the System Window to get basic
sensor information. Colonies, dig sites, and sensor anomalies representing potential dig sites
are displayed in yellow.

MOVE COLONY FLEET: Click on a planet or moon to move the colony fleet there. When
the colony fleet is in orbit about a planet, that planet rotates. Click on rotating quasi-space
portals to travel through them.

SELECT AN ACTIVE FLEET: The active fleet is displayed in yellow. The colony fleet is
active by default. Right click in the System Radar to de-activate all fleets. When no fleet is
active, click on any green fleet to activate it.

MOVE THE ACTIVE FLEET: Click on a planet or fleet in the system radar to move the
active fleet there.

JOIN TWO FLEETS: If you move one fleet to another fleet, the fleets join. The maximum
size of a fleet is 25 ships. If the combined fleet would be bigger than 25 ships, some ships
join and the rest form a separate fleet.

MOVE SOME SHIPS IN THE ACTIVE FLEET: Click on ships in the Fleet Window to
highlight them. Click on a planet or fleet in the System Radar to move the highlighted ships
there. If no ships are highlighted, the entire fleet moves there. Right click to un-highlight all
ships. Click and drag the mouse pointer over the System Radar to highlight many ships at
once. Click on a highlighted ship to un-highlight it.

Page |7
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Orbit Activity Checklist:

At friendly colonies, transfer some crew and Resource Units to your ship
S0 you can make more colonies

If there's an anomaly, make a dig site and unearth an artifact

If there’s nothing on the surface and the planet has lots of resources,
scan the surface and see which races would make good coloniste.
If one of those races is onboard, make a new colony with

that race. —Vlad
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ORBIT SLREET]

This screen shows the items, crew, and ships that are with the colony fleet and a sensor
scan of the planet the fleet is orbiting. The Orbit Screen is divided into 4 windows and the
icon bar with the common controls on the right side.

The Inventory Window at the top of the screen is divided into 3 areas. The first three icons
on the top row display the amount of Resource Units, Fuel, and Colony Pods carried by the
Colony Ship.

The rest of the icons in the top row are the objects the Colony Ship is carrying, including
ICOM, the all purpose advisor. If the Colony Ship is carrying more than 14 objects, then a
slider below the objects is displayed. Adjust the slider to display the desired objects.

The second row of icons in the Inventory Window displays the various races of alien
colonists that the Colony Ship can carry. The number of crew carried is shown below each
icon.

The Ship Window, below the Inventory Window, displays all the ships orbiting the planet.
The Colony Ship is always the first icon in the top row. If the Colony Fleet is orbiting a
colony with a Star Base, then an orbiting Star Base icon is displayed below the Colony Fleet.

Ships in the Ship Window are displayed with their current and maximum crew. Ships in the
colony fleet have a small marker representing the colony ship in the upper right of their
icon.

3

™

The Text Window, below the Ship Window, displays information about the objects in the
inventory, messages from the Colony Ship's Tech Teams, sensor information, and other infor-
mation as appropriate.

The Sensor Scan at the bottom left of the System Screen displays a color coded habitability
scan of the planet the Colony Fleet is orbiting.

The surface of a planet may be empty, may have an anomaly, may have a dig site, or may
have an active colony. If the Colony ship is carrying one or more Colony Pods and an appro-
priate number of crew, it can create dig sites and colonies.

Star Control

Each planet may only have one colony, and each colony is controlled by one race. A
colony will be populated by crew of that race, make that race's ships, and allow the Colony
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Some planets have buried artifacts of scientific value. These register as anomalies on the sen-
sor scan. The Colony Ship may send down a party to dig for artifacts at the site of anomaly.

GET ADVICE FROM ICOM: Click the ICOM inventory icon. Click Talk To and have a dia-

logue with ICOM. (1))
MANIPULATE AN INVENTORY OBJECT: Click on an inventory item to get the options
for that object. Click on the option you want to execute or right click to cancel all options. o

0

TRANSFER CREW: Click on an alien icon to bring up the Crew Transfer Box. Adjust the
sliders to transfer crew between the Colony Ship on the left side and the colony, dig site, o
and ships on the right side. Click outside the Crew Transfer Box to complete the transfer.

TRANSFER RESOURCE UNITS: Click on the Resource Units icon to bring up the Resource
Units Transfer Box. Adjust the slider to transfer Resource Units between the Colony Ship on
the left side and the colony on the right side. Click outside the Resource Units Transfer Box
to complete the transfer.

UPGRADE SHIPS: Ships can be upgraded at a friendly star base if the user has found and

researched the appropriate upgrade artifact and has 1000 Resource Units. Click on the Star

base, then click on the ship to be upgraded. Upgraded ships can have increased maneuver-
ability, energy, crew, or firepower.

CHECK HABITABILITY: Scan the mouse pointer over the sensor scan and note the col-
ored bars below each alien race icon in the Inventory Window. The more bars displayed,
the more productive that race’'s colony would be in that location. No bars is the least pro-
ductive location. Five green bars is the most productive location.

CREATE A COLONY: The Colony Fleet may send down settlers to create a colony on an
uninhabited world. Scan the mouse pointer over the sensor scan to find the best site for the
new colony. Click on the site of the colony. Click on the icon of the alien race who will pop-
ulate the colony. From the Create Colony Box, adjust the sliders to transfer crew down to
the new colony. Click outside the Create Colony Box to complete the transfer.

CREATE A DIG SITE: Click on the site of the anomaly to target the location of the dig site.
Choose which alien race will crew the dig site. From the Create Dig site Box, adjust the slid-
ers to transfer crew down to the dig site. Click outside the Create Dig Site Box to complete
the transfer.

Completing the dig will take some time. A completion percentage is listed on the Dig site
icon. The Colony Ship may wait in orbit, or continue exploring and return when the dig is
completed.

When the dig is completed, the crew is transferred back to the ship along with all the
objects they uncover. Those artifacts of immediate interest are transferred to the Inventory
Window. The ship’s Tech Team or ICOM may make a report on the new artifacts. Other
objects of lesser immediate interest are not transferred to the Inventory Window. The Tech
Team will report at a later time if they discover important information about these other

~AhiAAts

Star Control~ 3



Colony Activity Checklist:

If you don't know what finished goods you need, don't worry about
adjusting anything. By default, colonies grow on their own and
will manufacture some of everything.

If you know which finished goods you want most, set that slider to
maximum. —Vlad

LNy SECREEN

This screen shows the colony on the planet the Colony Fleet is orbiting. The screen shows
the colony facilities in the window on the left side of the screen, the output of the colony in
the top 6 icons on the right side of the screen, and the common controls in the bottom 5
icons on the right side of the screen. The three icons at the top left of the screen display the
Colony Ship Inventory.

Page 20

Colonies produce the materials the Colony Fleet needs to complete its mission in the Kessari
Quadrant. A colony produces four kinds of finished goods: Crew, Resource Units, Ships, and
Colony Pods.

The user can adjust the manpower priority assigned to each of the seven facilities in a
colony. No matter how big the population of the colony, manpower and resources will be
assigned according to the priorities set by the factory sliders.

Manufacturing finished goods takes time. The colony will continue to produce finished
goods according to the priorities set by the user. The Colony Fleet may wait in orbit, or con-
tinue exploring and return as finished goods are completed.

COLONY FACILITIES

Colonies can be created on any planet or moon. For simplicity, we will refer to all colonies
as being on planets. The productivity of a colony depends on where it is situated and how
it is managed.

ADJUST COLONY PRIORITIES: Adjust the sliders controlling the manpower priorities of
the facilities to control the productivity of the colony. Move the slider to the left to reduce
the priority, move it to the right to increase the priority. The manpower assigned to each
facility is displayed above and to the right of the slider.

If every facility could utilize an infinite amount of manpower, and the user assigned them all
maximum priority, then all would have equal priority and get equal manpower. Also, if the
user assigned them all minimum priority then all would have equal priority and get equal
manpower.

However, if all facilities but one are set to minimum and that one set to maximum, the mini-
mum would get zero manpower and the maximum would get all available manpower. Use
the relative settings of the sliders to set the colony's priorities.

Star Control~ 3

Each facility has a maximum manpower capacity. When a facility is just an empty founda-
tion its capacity is zero. The user should still set the facility's priority so when it's completed
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power assigned to colony facilities is limited by the colony's population. The total manpower
assigned to all facilities may be slightly less than the total population of the colony to reflect
management and overhead.

TVPES OF FROLUTIES

FUEL REFINERY: This facility processes Ore Units into Interstellar Fuel for the Colony Fleet.
Star ships do not require fuel to travel within a star system, but the range of the Colony
Fleet's Warp Bubble interstellar drive is limited by fuel. All fuel at a friendly colony is auto-
matically transferred to the Colony Fleet in orbit as soon as it is produced.

REFINERY: This facility processes Ore Units into Resource Units or RUs. Resource Units are
a universal currency and are required to create facilities, ships, and colony pods. The Colony
Fleet may take RUs from a friendly colony and transfer them to another colony, use them to
upgrade ships, or give them to other races.

MINES: This facility digs up Ore Units from the planet or moon. The productivity of the
mines is based on both the manpower assigned and the Resources of the planet. Find the
Resource level by scanning the planet in the System Window of the System Screen. The
more Resources a planet has, the faster ore will be produced. However, if a planet has zero
resources, then ore will not be produced.

FACTORY: This facility processes Resource Units into new and expanded facilities. The fac-
tory will produce facilities first according to need. If the mines, refinery, or population is
almost full, then these will be expanded first. If none of these facilities are close to capacity,
then the facilities will be built and expanded according to their manpower priority. When all
facilities in a colony have been built and fully expanded, the factory manpower capacity is
reduced to zero.

STAR BASE: This facility processes Resource Units into new Star ships. Completed star ships
are added to a fleet orbiting the planet.

LANDING POD FACTORY: This facility processes Resource Units into new Colony Pods.
Each Colony Pod produced at a friendly colony is automatically transferred to the Colony
Fleet in orbit as soon as it is produced.

RESEARCH: This facility discovers the secrets behind some of the unusual artifacts found in
the Kessari Quadrant. To research an object, click on the object in the Inventory Window of
the Orbit Screen and click on Research. Once the research is completed, click on the object
again and click on Examine to discover its function.

No manpower is assigned to Research until there is an object to study. However, the user
should set this slider so that when their is an object to study, the appropriate manpower
will be assigned to complete the work swiftly.
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POPULATION: This icon represents the race that controls the colony. The number lists the
population of the colony. The bar beneath the icon displays how close the colony is to full

capacity. As the population increases, the Factory will build new barracks to provide addi- N
tional capacity. |
ORE UNITS: This icon represents the Ore Units produced by the Mine. The number lists the W
number of Ore Units in storage. If the number is increasing, the colony is producing Ore o)
Units faster than it is consuming them. The bar beneath the icon displays how close the n
colony is to full capacity. As the amount of ore in storage increases, the Factory will build a8

new storage to provide additional capacity.

RESOURCE UNITS: This icon represents the Resource Units produced by the Refinery. The
number lists the number of Resource Units in storage. If the number is increasing, the
colony is producing Resource Units faster than it is consuming them. The bar beneath the
icon displays how close the colony is to full capacity. As the amount of ore in storage
increases, the Factory will build new storage to provide additional capacity.

FACTORY PROGRESS: This icon represents what the factory is building and its progress.
The number and bar beneath the icon displays the progress toward completion of the facili-

ty.

SHIP BUILLT: This icon represents what the star base is building and its progress. The num-
ber and bar beneath the icon displays the progress toward completion of the star ship.

RESEARCH ARTIFACT: This icon represents what artifact is being researched and its
progress. The number and bar beneath the icon displays the progress toward completion of
the research.

CLONTROL SCREET

This screen shows the options for controlling the game.

SAVE GAME: Click the Save icon. This option lists the description of all saved games. Click
on [New Save File], type a description, and press ENTER to create a new saved game. Click
on an old saved file, type a description, and press ENTER to replace the old save with the
current game. Confirm the replacement by pressing Y for yes or exit by pressing N for no. If
there are more saved files than will fit on one screen, move the pointer to the top or bottom
of the screen to scroll the list. You can save the game from many game screens by pressing
F2.

LOAD SAVED GAME: Click the Load icon. This option lists the description of all saved
games. If there are more saved files than will fit on one screen, move the pointer to the top
or bottom of the screen to scroll the list. Click on a saved game to load it. Confirm the load
by typing Y for yes or exit by pressing N for no. You can load a game from many game
screens by pressing F3.
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CONFIGURE SOUND: Click Configure.

SET MUSIC VOLUME: Click on the Music bar to set the music volume, full left equal music
off.

SET SOUND EFFECTS VOLUME: Click on the Sound bar to set the sound effects volume,
full left equal sound effects off.

SET VOICE VOLUME: Click on the Voice bar to set the voice volume, full left equal voice
off.

SET TEXT WITH VOICE ON / OFF: Click on the option to switch the alien dialogue text
on or off.

EXIT CONFIGURATION WITH NEW SETTINGS: Click OK to go to the Control Screen
and accept the changes.

EXIT CONFIGURATION WITH OLD SETTINGS: Click Cancel to go to the Control Screen
and ignore changes.

RETURN TO ADVENTURE GAME: Click the Continue Playing icon to go to the last game
screen.

QUIT ADVENTURE GAME: Click the Quit icon to go to Title Screen. Confirm by pressing
Y for yes or exit by pressing N for no.

OIBLOGUE SEREETI

Many times during the game, events will trigger a dialogue. The captain can talk to repre-
sentatives of different races, his crew, or ICOM. The dialogue screen is divided in to a large
view screen with the dialogue and responses displayed below. The ICOM screen displays the
dialogue and responses at the top of the screen.

While someone is talking, click to advance to their next statement. When they are finished
talking, the user is given a list of choices. Click on a choice to advance the dialogue.

Greyed-out responses are ones you've chosen previously. Choose a greyed-out response to
review a previous answer or check for additional information on a return visit.

If you are playing with "Text With Voice" set to "Off" and "Voice" set to "On", then you wiill
only see your choices, not the alien statements.

Page 23
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RHLE SELTION
| NTERDI VI SI ONAL  MEMORANDUM

FROM Edgar Parvenu, Dean of RegStat Ceneral
TO Captain of League Colony Ship, Star Control
CC. Col. Harry Foreman, Star Control

ATTENTI ON:

The following is the output of materiel acquisition as requested by the Captain
before departing on his nmission to the Kessari Quadrant. This RegStat report is a
condensed version of the Acadeny League Rel ations Status Sheet for first-year
cadets. If the Captain has further difficulties, RegStat Libraries suggests
consul ting known Encyclopedic texts in order to avoid further transference of
costs to non-essential research.
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THE MEMBERS OF THE LEAGUE OF SENTIENT RACES
Chmmr

Half living crystal, half machine, the Chmmr are a hybrid of two Old Alliance races, the
Chenjesu and the Mmrnmhrm. The crystalline Chenjesu joined the hybrid as a way to
defeat the Ur-Quan. The robotic Mmrnmhrm joined the hybrid because their creator, the
Mother Ark, was failing, and without a new system for reproduction, they were bound for
extinction.

The Chenjesu and the Mmrnmhrm began their hybridization after their defeat by the Kzer-
Za's Hierarchy of Battle Thralls. Both races were imprisoned under a slave shield on the
Chenjesu’'s homeworld where they began "The Process”. The hybridization should have
taken decades, but a human commander utilized the energy from a Sun Device to
complete The Process in a matter of seconds. The synthesis created the Chmmr, the most
powerful race in the home quadrant of the galaxy. The Chmmr are one of the founders of
the League of Sentient Races.

m
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Humans
Bipedal humanoids with two eyes and ears, plus one nose and mouth. Humans vary in eye, ©
hair, and skin coloring from very light to very dark and range between 1.75 and 2 meters [
tall. Humans, in general, seem to be governed by a mixture of instinct, emotion, and logic, =
with the latter influence frequently being overcome by the first two and varying greatly with (=
personal beliefs. Humans can be thoroughly good, thoroughly evil, or anything between.

Humans came late to the original Alliance of Free Stars, but were the originators of the New
Alliance that defeated the Hierarchy and won the last war. Star Control was a Human insti-
tution even before the first Alliance, and later formed the basis of the space forces of the
League of Sentient Races.
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Mycon

The Mycon are fungus-like beings obsessed with "Juffo-Wup” - the spreading of their species
throughout the universe. They exchange genetic material by exhaling and inhaling DNA-
rich spores and reproduce by budding. Mycon appear to be born adult, instantly able to
assume responsibilities. However, they occasionally undergo dramatic personality shifts, as rd
though possessed by a different personality.

w
Mycon are comfortable in hellish environments of molten rock and poisonous vapors which  ©n
would kill most other species in seconds. Unconfirmed alien reports suggest the Mycon are g
constructs and not the product of any natural evolutionary process. These reports claim the
Mycon appear to be some kind of multi-purpose biological tool of unbelievably advanced
design.

After the Kzer-Za's Hierarchy of Battle Thralls were defeated in the last war, the Mycon were
freed and accepted membership in the League of Sentient Races.

Orz

The Orz are newcomers to the home quadrant. Physiologically, the Orz seem to be gill
breathers, gathering dissolved gases from a strong ethanol solution. In terms of mental
processes, the Orz are... different. No device can accurately translate their language.

The origin of the Orz is unknown. The Orz themselves have said the Arilou Lalee’lay, who
they do not like, are from "above" and that they are from "below”. The Arilou confirmed that
the Orz are from a dimension unknown to us and warned us not to trust them. However,
because of their help in fighting the Kzer-Za, the Orz accepted membership in the League of
Sentient Races.

Pkunk
The Pkunk are a mystical avian species that left their violent brethren to found a peaceful m
enclave. In fact, "Pkunk” means 'Peace’ in their language. The Pkunk claim to be in contact .
with a "higher consciousness”. Often, a Pkunk will offer profound statements regarding —

obscure events, or ominous portents of the future. The relevance of the Pkunk's "wisdom™is @
open to interpretation. While the Pkunk are by nature peaceful, they are founding members
in the League and engage fully in League defensive actions.

r

Most of the Pkunk have rejoined their ancient brethren the Yehat, but some have remained
on the Pkunk homeworld. These homeworld Pkunk are represented on the Kessari
Quadrant expedition.
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Spathi

The Spathi have built a successful civilization around basic characteristic of cowardice. They
are slight and soft skinned, with vital organs covered by a hard shell. Spathi have a single )
large eye atop a thick, stiff stalk that protrudes from the main body. n

The most recent source of fear for the Spathi is the Ultimate Evil, the nature and intentions W
of which the Spathi have not been able to identify. They claim it lies just beyond the range
of their most sensitive detectors, which they say "gives conclusive evidence as to The 0
Ultimate Evil's nefarious intent”. 0

A cruel hoax led the Spathi to become Battle Thralls in the Kzer-Za Hierarchy, but they were
never very aggressive fighters. After the war, the Spathi were freed and quickly erected their
own version of the Kzer-Za "Slave Shield” to protect Spathiwa from contact with all other
races. However, they have emerged from their shielded homeworld to assist in the current
galactic crises and are now (reluctantly) active members of the League.

Supox

The Supox Utricularia - commonly known as simply the Supox - are a race of kind, sentient
plant creatures who evolved from semi-mobile symbionts. They know how unlikely their evo-
lutionary path appears, and one Supox even said, "Many of our people regard this inconsis-
tency as proof of our divine origin.” The symbiotic origin of the Supox is reflected in their
present relationship with the Utwig. The Supox look to the Utwig for guidance, and use the
Utwig culture as a model for their own.

Syreen

The Syreen are bipedal humanoids, physiologically quite similar to humans from Earth. Their
original homeworld was destroyed when a Mycon Deep Child caused tectonic upheavals
that irrevocably poisoned their atmosphere. The survivors in the Space Patrol (mostly female) M
transformed orbital space platforms into huge starships and began the search for a new
homeworld.

The Syreen were unofficial members of the first Alliance of Free Stars. To make up for their
depleted population, Syreen scientists developed a psionic amplifier to compel even the
most hostile alien crew to serve a Syreen ship captain with perfect faithfulness. Syreen crews
can be a surreal pastiche of alien races.

When the first Alliance was defeated by the Hierarchy, the Syreen opted to be put under a
Slave Shield on a home world chosen for them by the Kzer-Za. In the last war, many Syreen
fought valiantly against the Hierarchy and after the victory of the new Alliance, the new
Syreen homeworld was freed and they accepted membership in the League of Sentient
Races.
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Ur-Quan Kzer-Za

Physically, Ur-Quan resemble huge ten meter long caterpillars. The green-bodied Kzer-Za
and the black bodied Kohr-Ah are sub-species of the original brown Ur-Quan, now extinct.
The green Ur-Quan adopted their name over 20,000 years ago after Kzer-Za, a scientist,
who discovered the key to winning their freedom from mental slavery.

After winning their freedom, the subspecies of Ur-Quan adopted competing doctrines, each
designed to guarantee the Ur-Quan would never again be made slaves. The Kzer-Za adopt-
ed the "Path of Now and Forever” Every sentient species would be conquered and given a
choice: be trapped forever under an impenetrable slave-shield or take up arms with the
Kzer-Za as part of their Hierarchy of Battle Thralls. The Kohr-Ah adopted their own "Eternal
Doctrine”, which dictated the total annihilation of all non Ur-Quan sentient life.

In the last war, the Kohr-Ah were on the verge of defeating the Kzer-Za. But the Kohr-Ah
were in turn defeated by the clever human use of priceless Precursor artifacts to destroy the
otherwise indestructible battle platform, the Sa-Matra. With the threat of the Sa-Matra elimi-
nated, the combined forces of the expanded New Alliance of Free Stars defeated the Kzer-
Za and the Kohr-Ah.

Following the war, all Battle Thralls were freed, and Ur-Quan fleets reduced to subsistence
levels. The Kzer-Za represented the now united Ur-Quan in all negotiations. The Ur-Quan
were admitted as probationary members of the League of Sentient Races. They participate in
this mission to prove their loyalty to the League.

Utwig

The Utwig are a race of sophisticated humanoids with an ancient and elaborate culture.
This is evidenced by their complex "Mask Etiquette”, which dictates which of the eighteen
hundred standard “facial appliances” should be worn under which circumstances. Utwig
society relies heavily on a mysterious device called the "Ultron®. They believe it guarantees
them a highly positive future.

Vux

The Vux resemble one eyed humanoid Earth squids. While they are very sensitive about
their own appearance, most Vux find it difficult to stomach the sight of other races, espe-
cially Humans. The Vux fought effectively as Battle Thralls, joyously attacking every other
race the Kzer-Za pointed them at.

After the last war, the Vux were freed from the Hierarchy and offered membership in the
League of Sentient Races. They postponed joining the League for as long as possible, but
finally agreed to join so that they could participate in this mission.
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OTHER IMPORTANT RACES
Arilou Lalee’lay

The Arilou visited Earth frequently in the last half of the 20th century, when they were
responsible for many flying-saucer sightings, crop circles, alien abductions, and similar
prankish behavior. The Arilou are pale-skinned humanoids, about 1.5 meters tall, with large,
childlike heads and dark, soulful eyes. While the Arilou do not speak (they communicate
through a direct telepathic link), they have mouths, which are almost always stretched in a
wide, innocent-looking smile.

The Arilou Lalee’lay maintain great secrecy about themselves and their motivations. In fact,
their very existence was not certain until the year 2116 when they appeared without warn-
ing on Earth’'s moon and asked to be inducted into the original Alliance of Free Stars. After
the last war the Arilou disappeared and so they were never officially offered membership in
the League.

Precursors

All over the galaxy, there can be found ruins and artifacts left by the race we know as the
Precursors. Even with all these artifacts, we know little about them. We do know the
Precursors were apparently giant non-bipedal beings with great intelligence. Most of the
Precursor items that have been discovered seem to be technological in nature.

Unconfirmed alien reports indicate the Precursors either discovered or manufactured the
Rainbow Worlds, but we didn't know how or why. The ten Rainbow Worlds in the home
quadrant seem to form an arrow pointing toward the Kessari quadrant and the galactic
core. Those same reports say the Precursors had found an answer to some great secret mys-
tery just before their departure about 235,000 years ago.
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Post Mhis=ion Oata Summany. Assemibled =2
Pnorty One Blph=, compiled m conpunchhion kb HL =
=232 3 3 55172H

Issued by Division of Synthehic Speoal Reconstruction,
Intergalachc Inteligence [-55RI1) Star Contral Headguarters.
Geneva. Sunteerland.

Tihns doument 1s dassihed and under the aegis of the Earth
Pfrovisionzl Governmeant and Star Lontrol. Information con-
tamned heran may not be divulged to external sources indud-
ing. but not mited to. any and all Lezgue races.

KESSHRI DURORANT SHIPS

The data compiled on Kessan Duadrant vessels 1s current as
of the time of this douments oeahion: however, note that
most condusions drawn are based on availlable sources. and
the data s onsidered provisionarny 2nd mcomplete.
txecuhion of battiseheld strategy bhased on these condusions
1s gt the [aptamn's discorehion.

Oaimmonctlar Pfinnacle

formal Bfhhabhion: rux
fnmary Weapon: powerful tn-direchonal bullets
Gerondary Bty lzunch and teleport to wiarp hearmn

The Oaronctlar are knowin for thar valor in battle. The siip
1s bult to launch @ deadily broadsides attack. then transport
2uwizy unth s wiarp bearon in order to recharge its energy
reserves for another attaci.

Lhen engaged aganst 2 Pinnade. keep 2 dose 2eye on the
sing 2nd s warp bearmn. Pinnadese Dommanders are
extramely adept =2t exeruting guick getauways and surpnse
gttarks.

O=kiaklzkpak Vivisertor

formzl Bfhih=ation: rux

Pnmary leanpon: moderately pouaerful dnll lused with grah-
bing armsl

Sermndarny Himliby: individuzlly wweak, but potentizlly numer-
ous missile mines reard

The Vivisectors dnll 1is powerful, but not excephonally efrac-
tive in hattle. The Vivisertor 1s hest used by retresting wihile
lzunchino mines. As the mines move to the =2t of the
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O=kiaklzkpak sinp. they ack more as missilles than as mines
20anNst pursLINg enemes.

Ll the Vivisertors mines are an 2nnoyance., when defend-
ing 2g2mst the Oaktaklakpnak, ensure that you a2re not
Iztched onto by the Vivisertors dnll. The Vivisector must ine
up 2x2ctly in order to deploy its dnll: by mamnmtaimng less than
=2 minelby degree angle uwnth the Vivisertors dnll ik 1s possible
o prevent the vessel from emploging s dnll agamnmst your
fwull
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Ooog Constructor

formzl Bfhhabon: Druax

Pnmary Weazpon: weak, but rapid smzall auto-tracking mis-
siles

Gerondary Rty repar buall

The lonstructors imggest attnbute 15 its aiiliby to repar dam-
=202 H Lonstructor finng =2t dose range wihille conmbinuoushy
repaimnng tself s @ formmidable opponeant

The lonstructor 1s not termfically fast. and s finng range 1s

hmited. Stay outside of ds muissile radius and bnng the brunt
of your attack iImmeadiately on the enemy sinp. 0o not 2lilows
the Lonstructor to survive long enough to repar ikselh

Exguivan Emgma

formzl Bfhhabhon: none - defensive reduses

Pfnmary Weapon: wieak, but ramd a2nd smart guardian mis-
siles

GCermndarny Bty teleport opponent

Hithough the Emgma has no convenbional offensive wieapon-
ruy. it 1s deceptively powserful, and 1s one of the most danger-
ous sinps N the Kessan Duadrant. 8t first glance. the Emigma
appears only suited for defense: however ., iF alloumwed hime to
deploy s entire array of blocker mMussiles, the EBmgma an ik
erally roll over its enemy by launching 2 surpnse attack unth
the teleporter then guickly advanong to the target. The
tmgmz's blockers will attempt to intercept enemy missiles:
tihns tendeny can be used to your advantage.
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Hanka AYorm Ravanger

formzl Bfhihabion: Droax
Pnmary Wezpon: moderately powearful fornuard bolo missiles
GCermndarny Bty speed burst

The Ravager may prove a difficult adversany. The Ravagers
Bolo mussiles are farly slow, but do not require precsmn
Zrrurary. These Bolo missiles are effechive at preventing
smigller siips from mzaking hik-and-run attacks.

The Ravagers Achilles heel 1s the short range of s Bolo mis-
siles. S5tay out of the range of its weapons. and force & to
onsumez crawd and use its turbn acelerahion to get to you
Be advised that when the Ravager 1s at full turbo speed. it
=nnot fire dts ouwn missilles uithout rounmng  into them.
Unfortunately. retreabing away from the Ravager 1s not a
vighle ophion. as this vessel 1s c2pahle of regenerabing iks
e over hme

Herald Eradic=tar

formzl Bfhhabon: Unknown

Pnmary Weapon: moderately powerful, fairly ramd small for-
wizrd mussiles unth very long range

Serondary Rty doak

The bradicator holds the advantzge in battle as long as ks
enamy 1s confused as to the ship's posihion and heading. For
faster sinps. the Bradicator 1s hest suiked to stay far out,
undozak for 2 bnef shot. then doak agan wihile changing
posihion. Aganst 2 sinpg unth 2 slow turming radws. the
tradicator 1s very effective at moving in for 2 sneak attack
on the sinpg's rear flank. then opemng up unth =2 barrege of
fire. The doaking feature effectively acts as a sineld to the
Human Druisers uweapons as they cannot track on a doaked
sinp. so the [aptamn s advised to monitor ins energy
reserves. and bime s attack for when the Eradicator 1s
undoaked.

Ktang Cnppler

formal Bfhhabhion: rux
Pomary Weapon: pouwerful fonuard bullet spread
Serondary Ribihby: powerful spread mines [rear]

The Ktang are the bulhes of the Kessan Duadrant. and thair
[nppler sitip reflects this. The combinaztion of mines and guns
mzake the nppler excephonzally dangerous., as it mamntans
powrerful stend-off and short-range cap=tiliby. inle moving
n for a2n attack. stay dear of the Dnppler mines.
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LK Sanctorum

formzl Bfhhabon: none

Pnmary Wezpon: weak, but ramid osaollabing fornuuard bullets
wnth long range

Sermndary Biliby: phase shift

The Sanctorum 1s 2 relabively simple sinp. and s only advan-
tage s that it 1s virtually impossible to engage 2 Sanctoram
winthout suffenng damage. The Sanctorum has a2 restnicted
renge where it can mamntam an effechive attack but shill have

enough bimez to manauver auway from or shift through enemy

mussiles. Ramd damage at dose range may effechively nullify
the Sanctorumrs feu advantages.

ODui=z Voyzager

formzl Bfhhabhon: none

fnmary Weapon: powerful long-range tracking dustker mis-
Sile

[EEl:n]n[iarg Hiliby- non-damaging control intmbhion mMissiles
rear

The Dwas duster mussille must have enough distance from
the targset for s duster mussiles to break and spread. IF the
Dua sinkes s opponent with an mimbhion mMissile, 2 follous-
up unth duster missiles 1s ikkely to 2end the hattle.

Ploxas Plunderer

formzl Bfhhabhon: Droax
Pnmary Weazpon: wieak, smzll long-range tracking missiles
Gerondary Biihity: redirecting surmounding sineld

The Plundearer 1s at its bhest at long-range 2ganst enermies
wnth no long-range auto-tracking weapons: houwever., the
Human Lrunser 1s hest suited for 2 short-range attack unth
s pont defense lasers. as a2 ramd attack il deplete the
Plunderers sinelds and allow further attacks to break
through. k doesnt take much to destroy tins ting siip. The
longer 2 Plunderaer mamtams 2 stand-off postion. the more
shiols it gets in.

Vuyro-ingo Invader

formzl Bfhhabon: none
Pnmary Weazpon: weak surmounding simeld
Sermndarny Bty drop weak uiakes

Tihns siip s oneg of the least effechve fighters., but F used
orrectly f an prove an annoyance. llakes placred armound
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planets serve 2 duzl purpose to the Invader by directly harm-
ing its enarmies and making ther escape from 2 plansets
gravity more difficult. The Invaders simeld 1s not parbhiculardy
effechve, and most sinps c2n get in enough shiots to destroy
tins vessel hefore the Invader 1s =2hle to ram with its sinelds

un.
Xchzggar Exclave

formzl Bfhih=ztion: Leagues

Pnmary Wezpon: weak, but ramd duzl fornoard bullets
Serondzary Btnliby: non-damaging rotahion reversal missiles
read

m
m
w
O
0
o

The Exdaves ramd finng rate can prove devastating.
tHrechive use of the parzalysis missilles mimmzes the
txclaves disadvantageous slow turming radius. As long as
you stay dear of the Exdave and lzaunch stand-offt attacks.
romibzat uwnth the Exdave 1s relabively safe.

LERGLUE LIURORABINIT S5HIPS

The follouwnng 1s 2 summarny of information compled on the
sinps of League races presently in the Kessan luadrant. The
ondus=ions eluodate both the strengths and weasknesses of
League vessels. The informabhion conmtamned heren was ome-
miled for run-bime exerution by L eague simulation computers,
and 1s provided for the [Eptan as edurashonzal matenzl In no
wiay should the necessiby of proviching thns data be construed
2s 2 mistrust of the mobves or loy=ity of League mambers:
the existence of this st and ks ontents are dassihied infor-
mzbon. vulgence of thns mformation constitutes insubordi-
n=ztion to Star Lontrol and treason 2ganst the Earth
Provisionzl Governmeant

Hnlou L aleslay Skt

Formal Rffliation: nonez [but they are friendly to the League)
Pnmary Wezpon: unmpy., but rapid auto-tracking laser
Sermndarny Rty teleporter

The 5kiT 15 hest ubhiheed by averting contact through use of
the nerbhiz-less dnive and teleportation device. The 5kiffbs
sitrategy 1s to get in guickly wihlle making effrective use of ks
sunvel-mounted. auto-fire lasers., followed by =2 hyper-jump
2wy from the target bhefore the enemy can respond.
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Chmimr Avatar

formzl Bfhih=ztion: Leagues
Pnmary Wezpon: moderate, but ramd fonuard laser
Germondarny Bty tractor beam

The Chmmr Avatars fornuard-finng laser 1s so powserful that
it iom=zes the solar uwuind when engaged: however. the
Hyvatars most sffechive ieapnons are its tractor beams and
canhats. Used in conjunchion., the Dommandear can pull an
enamy directly into the path of the Rvatars daphats [(satel-
Iites that automatically fire thear ouon laser weapons at
incoming siips and muissiles). Also., by pulling ensmies
towards s front. and making judioous use of the fornuard
Izser. an Avatar Lommander can summaniy end a2 bhattle
wnth onz2 blow. Anyone forced inko a2 planet by the comiinad
pull of gravity and the Avatars tractor beam can attest tno
the nsidiousness of this weapon.

IF faced uwith the daunting task of defeasting an Avatar, use
the tractor heam aganst your enamy. Use the Avatars trac-
tor beam to pull t towards 2 planset. or use the force of the
tractor bheam to aocelerate your o=t to @ more advant=a-
geous posihion. At the same time. retan an effechve stand-
off distance and use renged weapons to attack. Fighhing =t
shiort range uwinth an Avatar 1s extremely dangerous

Lolony Sinp

formz2l Bfhih=ztion: League - Precursor design bult by Humans
Pmary Wezpon: weak, smzll fornuard missiles
Serondary Bty wieak, but ramd pont-defense bullets

The [olony sinp 1s the center of the Leagues expedition into
the Kessan [luadrant. ik is the only vessel that 2llows the
League to moblhae s forces. The Lolony Simp must not be
lost in bhattes

fortunately. the Dolony sinp has deadly fonuard-finng mis-
siles to deter would-be attackers. and point-defense bullets
tn ohhterate mooming missiles and fiighters

The olony sinpg's weakness 1s ks tum-rate and short range.
The [olony Sihnpg's weakest pont 1s at s rear guarters Justk
out=ide of the range of the oafts pont-defense system.
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Human Druiser

formzl Bfhhastion: Leaguse

fnmary Weapon: moderately pouerful formnoard tracking
missiles

GCermndarny Bty wieak pont-defense lasars

The ruiser 1s the pnde of the human fleset. | 1s bhest uhihi=ed
a2t a distance from the target wihile finng ds auto-trackking
long-range tacthical nudear missiles. b is alsno very efrecthive
=2t dose range wiith s point defense lasers: however ., at
medium ranges. just outside of the reach of the point
defense lasers. the Druisers missiles may not he =hle to
lock-on in bme to inmtercept an enamy. Vesseals unth powearful
medium-range wieapons will be extremely effective at
explohing tihns.

Myon Podsinp

formzl Bfhih=stion: Leaguse
Pomary Weapon: powerful long-range tracking Plasmoids
Gerondary Bty recover creawn

Muymon Podsinps use 2 tracking Plasmod 2s its pnmary
wieapon——a bzl of malesced. sermi-sentient energy-—winch 1s
diffused =t long distances. The Podsiip s extramealy slow,
and wiithout effechive use of fonuard accelerstion and
Gravity UWinps around 2 planet it 1s defenseless aganst ks
enamues. F gven enough bime, the Podsinp caen completely
regenarate its e, sno the hest strateqy for the Podsinp
Lommander 1s to aiternate mounds of attackking and fleeing so
as to heal is oew. The Podsiip s most effective moving =t
maximum speed wiinle finng backusards at ks target

Or= Nemesis

formzl Bfhih=ztion: Leagus

Pnmary Weazpon: moderately powerful long-range missiles
rotating turret]

GCerondary Bty deploy spare mannes - =2n be very
destruchve i they reach thar target

The Neameasis appears to have bheen built for combat. The
rotabing caennon and Mannes make ik an effechve stand-off
sinp. The MNemesis s at ks hest wihile using the cennon to fire
from the rear [the cennon is rotated by pressing the Pnmany
and Serondary fire buttons plus the 12t or nght movemeant
keys all at the same timal wihile at the sames time lzunching
Mannes. The Human Drusar 5hl:|uI[i avm[i follounng [ilrEl:I:IL_; n

- __ ___.7Af_ a8 _ __ m©m1n — _K
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lzunch mMuissiles while saving enough 2energy to =ap Mannes
wnth the Druisers pomt defense lasar.

Plaunks Fury

formzl Bfhhastion: Leaguse
fnmary Weapon: weak, but ramd tn-direchionzl bullets
Serondary Rhiliby: recover energy (insult]

The Furys mam weapon 1s 2 ramd-fire short-range muim-gun
that launches a stream of dense superheated maetals for-
wizrd and to the sides. The Fury s most effecthive at runming
N 2gamnst an enemy's rear or side flanks, attacking uith =
full barrage. then exiting the target area as guickly as possi-
ble. B less rehzble tachic 1s the Oeath Blossom maneuver
wiinch 1s aoomphshed by Alying adjacent to an enemy sinp,
=2nd then simultaneousiy rotating and finng to oeate 2 spiral
of destruchve force.

Gpatin Eluder

formzl Bfhih=ztion: wimchever one they beheve 1s safest at
the bhime

Pomary Weapon: wieak but ramd fornuard bullets
Serondary Biihity- ieak Backuuiard Lbhihang Tracking
Torpedoes [BUTTS])

The Spatim Huder s designed for imbimudation-——-when the
Gpatin are imbimudated. the Hluder allows them to flee uith
abandon. The Huder 1s at s bhest wiihile runmng from a vic-
tim. 2nd finng BUTT muissiles 2t meadium rangea.

The Huder 1s an =2gile target. and can outrun most enemy
wieapons. [olhding head on unth thns vessal while launciing
short-range weapons 1s an sfrechive ounter to ks fire-and-
fhght tachirs.

Guyreen Penstrator
formzl Bfhih=ztion: Leagus

Pnmary Wezpon: weak, smzll fornuard missiles
Gerondary Bty Syreen Song - potentizlly damzaging F

sinpg-jumpears a@re a@ptured or killed before they can be recov-

ered

H Penstrator forced to use its fornuard missiles s made
nearly mefechve. In order to gan the advantage. the
Penstrator must move in 2t dose-range. and engage its
Syreen song. By coaxing enermy Crew from its vessal and

_ - _ - A A __ 1 A . - __ TR
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b=ttle uwath more strength than & had when entenng the on-
ikt The Syreen Song cannot pull the last e meambar from
s oaft. but 2 ship so badly damaged 1s easily destroyed by
2 head-on attack unth the Penetrators fornuard missiles. H
Penstrator 1s hestk engaged =t =2 long distance. uwiith no short
to meadium range contactk.

Ur-[u=an Kohr-HBh [Marauder

formzl Bfhh=ation: League - =2lways subject to change
fnmary Wezpon: moderately powgerful vanable range ra=zor
discs

Gerondary Rinhiby- Frery Ring of Inevitzble and BTernzl
Oestruction (FRIED system] - fireballs are individually wieaks.
but verny powearful m mulhiples

Because of thar tistory. Kohr-Ah loyalty should continualiy
be placed under dose scoruting. The Marauders were a uniQue
sinp that in many ways were not properhy suited to the
Kohr-HBh temperament. This vesseal fired a2 spinmng metal
ra2=or disk that continued to travel in 2 straight path as long
as the commander held dowwn the pnmary fire button. Uhen
the fire button was release. the razor disks held ther pos-
tion n sparce. and arted as mines. B [Marauder holding =
defensive posthion inside a2 nng of razor disks uuould prove =
dzunting opponent. As the razor disks effechvely had 2n
unhmited range. the Marauders enemy would eventually be
pressed into an attack or lose the battle through asttnhion. In
the past. the Human Druisers hest tacthicrs wwere to hold out =
long-distance posihion and hope tao launch enough mMissiles
and destroy the Marzuder bhefore beng npped to shred by its
r2=ar disks

Ur-Huzan Keer-Zda Orezdnought

formzl Bfhihastion: League - depends on thar mood

Pomary Weapon: powerful fusion bolt mussiles

Serondary Bihiby-  Launch highters:: - potenbally destruchive
i they can reach thar target

The Orezdnought 1s 2n aggressive gttack platform. Formariy
Lknown as “Planstarny Sege Uniks | these massive sinps once
set out to onguer entire Lworids wuithout backun support_ i
1s possible for 2 Oreadnought Commander to uwnn an entire
b=ttle by doing notinng more than launching s autonomous
laser fighters. The Oreadnought 1s fastk, has a decent turmn
rate. and unelds powerful fusion bolt muissiles. Histoncalhy,
theare has been no easy solution for 2 Human ruiser pamred
2gamst @ Oreadnought. The skill and efhioeny of the ships
Lommander are paramount in mamtaimmng an acrceptahle Ioss
rehino against the Oreadnought
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Ltung Jugnger

formzl Bfhhastion: Leaguse
fnmary Weapon: powerful, ramd fonuard dart spread
Serondary Rhbiliby: shield [(shots recharge i 0]

The Jugger appears tno he 2 slow, tubiby hunk of jJunk. but ikke m
the tung, s appearance 1s deceiving. The Juggers combinza- gy
tbion of mMud-range. unde-area guns and ahsoriing sineld give o
it umgue fighting =imibhies. A competent Jugger Commander
wielomeas enemy fire. as this simply =2dds to ns energy o
reserves. The tnck is to force the Jugger to sineld unneces-
sznily by imtentionzlly missing the Jugger. Once the Jugger

has depleted s energy reserves, it can stll fire, but En Nno
longer shueld aganst enemy attacks. Uhile this s not =2 foaol-
proof method for defeating the Jugger., it hmits the Juggers
2dvantage on the hattl=heald.

VUX Intruder

formazl Bfhhabhon: League - subject to mood sunngs

Pnmary Weapon: formnuard laser - ca2n bhe sustaned for guite
somez hme

Sermndarny Bty launch non-damaging. but slounng mpets

The Intruder 1s the only sinp capahle of appeanng adjarent to
an enamy vesseal at the start of battle. As the Intbruder 1s
p2infully slow, thns i1s s one chance to even the playing hield.
Rather than making 2 sihip capahle of catching the ensemy.
the VUX design strategy 1s to slow all other sinps doun to
thar ouwn speed. The Intruder aoomphshes this task by
lzunching comoned. mologiczl mpets winch Ietch on to the
enamy. 2dding mass and destroging the veinde's control
planes. As long as the Intruder an tram s ophical laser on
2n =2namy. it stlands a good chance of destroging the enamy
vessel: however. there are very fewn simps that cannot out-
run the Intruder and ds mpeats. F an enemy vessal can
esrape from the nhal Intruder attack uwnthout Incurmng
hmpets, the enemy vessel stands 2 inmgh probainliby of unan-
ming the batte.
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Having Fun Playing Star Lontrol =

There are lots of ways to have fun while completing your mission and winning Star Control

3. All of them are right! You're playing the right way when you're having the most fun. You

can concentrate on exploring everything in reach or creating a web of colonies on the most
promising planets or building a massive fleet to seek out fleets of enemy ships. Or just wing (1))
it and do some of each. m

You'll find your most important skill is finding and negotiating with alien races. You can help
them settle crises throughout the Quadrant. In doing so, they can help you achieve your w
mission. Listen for clues you get while talking to the aliens. You can follow up on them in (v))
almost any order. The clues will show you how you can complete your mission and win the
game.

EXAMPLE OF PLAY o
Check out Helios, the system you start in. Fly to the colony on Helios 3. Talk to the comman-
der and join up with the cruisers. Check out the alien ship orbiting Helios 4 and defend
yourself If necessary. There's also an anomaly on the surface; dig it up and see whats there.
Return to Helios 3 to get fuel. When the colony fuel refinery is online, check out how far

you can warp on the quadrant map. When you've got the fuel for a round trip, warp to
Goshen, the nearest star. Check out everything in Goshen, then continue your exploration

of the Kessari Quadrant from there.

GENERAL HINTS

When you start at Helios, go to the System Screen and talk to the colony.
For your first few trips between the stars, follow the Checklist in the manual for each game
screen.

Experiment! Click on planets and stars and items to see what they do.
Anytime you're unsure what could happen next, press F2 and save your game first.

Use descriptive save names to chronicle your journey.
If you're not sure what to do next, press F5 and ask ICOM from a hint.

Only fight with the colony ship if you're certain you'll win the battle.
You can only meet your primary mission goals by meeting and interacting with lots of differ-
ent aliens.

In the beginning, don’t worry too much about the passage of time.
If you're not comfortable with how fast time is passing, adjust the speed of the game clock. M

You are the Leader of the expedition, trust your computerized staff:
» Your Tech Teams will call when they find important information.
= |ICOM remembers everything important that happens.
= Your colonies develop on their own and manufacture some of
everything you might need.
» The computer can even fight your star ship battles for you.

You have lots of different resources, don't be afraid to use them to fulfill your objectives:
» Early on, you'll need as much fuel and raw ore as your colonies can
make.
= Use surplus Resource Units from established colonies to make new
colonies grow faster.
= Like fuel or colony pods, ships are an expendable resource.
= Don't waste colony landing pods on inhospitable planets with O
resources.
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Lustbomer Service

The latest technical support issues are listed in the Help.me file. Consult that document for
the most up-to-date information on installation and known problems with the program.
Please refer to the Readme.txt file for the most up-to-date addenda to the manual.

Online Support:

Accolade gives customer service, news, demos, technical support, and other information on
the following online services:

America Online: Industry Connection, keyword: Accolade

Compuserve: Game Publishers’” A Forum, GO GAMAPUB

Internet: techelp@accolade.com

WWW: http://www.accolade.com

Contact Us Directly:

Accolade provides help by telephone Monday through Friday, 8am to 5pm Pacific Standard
Time. Call 1-408-296-8400 (voice) or 1-408-246-0231 (FAX). You may also write us at the fol-
lowing postal address:

Customer Service

Accolade, Inc.

5300 Stevens Creek Blvd., Suite 500
San Jose, CA 95129

Gitar Lontrol = Lredils

ACCOLADE

Development

Producer: George MacDonald

Associate Producer: Allen Edwards

Assistant Producer: Daniel Tyrrell

Melee Ship Design Support: Russell Bornschlegel, Dan Evans, Mark Jensen, Brian Sexton

Dialogue
Dialogue Writing: Allen Edwards, Mark Jensen, Brian Sexton
Dialogue Editing: Allen Edwards, George MacDonald, Tomi McNaughton, Brian Sexton

Testing

Test Department Supervisor: Alex V. Cabal

Test Lead: Daniel Tyrrell

Game Testers: Matt Abrams, Richie Gangwish, Matthew Guzenda, Erik Johnson, Tomi McNaughton, Brian
Sexton

Test Support: Harvey Bush, Brian Clayton, Sean Fish, Tim Gonsalves, Daniel Grove, Kraig Horigan, Bobby Tait

Art

Art Lead: Heather Capelli

Game Art: David Gustlin, Peter Wong

Art Support: Shawn Monroe, Patricia Pearson
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Technical Support
Sound Support: Rudy Helm, Rick Kelly
Tools Support: John Canfield, David Houston

Documentation

Manual Producton: W.D. Robinson

Manual Writing: Allen Edwards, George MacDonald, W.D. Robinson
Historian: Brian Sexton

Marketing
Product Marketing Managers: Mitch Kampf, Karen Safran, France Tantiado
Public Relations: Bill Linn, Erica Krishnamurthy, Leila Pflager

Management
Executive Producer: Steve Ackrich
Marketing Director: Neil Johnston

Special Thanks to:
Dianna Boundy, Kurtis Matthews, Tara Stauduhar

LEGEND ENTERTAINMENT COMPANY

Development

Project Leader: Michael Lindner

Team Leaders: Jim Tyler, Mark Poesch
Story: Daniel Greenberg, Michael Lindner
Plot Development: Daniel Greenberg

Script

Interactive Scripting: Daniel Greenberg

Additional Scripting: Glen Dahlgren, Michael Lindner

Dialogue Editing: Allyson Currin

Game Design: Michael Lindner, Daniel Greenberg, Mark Poesch

Game System

System Design: Mark Poesch, Michael Lindner, Steve Riley, Jim Montanus, Glen Dahlgren
Interface Design: Mark Poesch, Steve Riley

Melee Programming: Mark Poesch, Duane Beck, Chip Kerchner, Dan Wan

Melee Ship Design: Duane Beck, Panoptic Imaging: Bob Marker, Andrew Cubides

Programing

System and Interface Programming: Steve Riley, Michael Shulman, Jim Montanus, Chip Kerchner, Mark
Poesch, Duane Beck

Game Programming: Michael Lindner, Mark Poesch, Glen Dahlgren

Audio Interface Library 3.5: Miles Design Inc.

Management
Executive Production: Mike Verdu

Testing

Testing Coordination: Rosie Freeman, Daniel Tyrrell

Testing: Scott Underwood, Jeremy Lam, Jud Farsht, Martin DeLaRosa, Dave Hogge, Joven Malazo, David
NeSmith, Jonathan Stuart
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Art

Art Direction: Michael Lindner, Steve Riley

3D Modeling and Rendering: Panoptic Imaging: Bob Marker, Miles Ritter, Margo Angevine, Andrew Cubides,
Shih-Fu Peng, Roisin Heneghan

3D Rendering: Mark Poesch, Duane Beck, Jim Montanus

Art and Animation: Paul Mock, Kinetic Arts

Aliens

Alien Character Design: Michael Lindner, Jordu Schell, Jerry Macaluso, Daniel Greenberg
Animatronics and Miniatures Created by: SOTA

EFFECTS

Alien Set Design and Construction: Steven Lebed

Special Effects Supervision: Jerry Macaluso, Roy Knyrim

Lead Alien Design and Sculpture: Jordu Schell

Animatronics Designer: Roger Nall

Special Effects

Special Effects Director of Photography: Steven Lebed

Special Effects Crew: Mark Villalobos, Michael Rios, Brad Hennigan, Steve Blandino, Joe Castro, Joe Cornell,
Francois Delas, Joshua Foster, Stella Knyrim, Claire Brien, Special Thanks to Criswell Productions

Video Post-Production

Post-Production Director: Michael Lindner

Post-Production Facility: Flite Three

Facility Coordinator: Maureen Callaghan

Engineer: Michael Furr

Editor: Kirk Davis

Assistant Editor: Tracy Onofrio

Paintbox Editor: Tracy Onofrio

Image Processing: Michael Furr, Michael Shulman, Mark Poesch

Audio

Audio Production and Direction: Michael Lindner, Kathleen Bober
Music Composition: Andrew Frazier

Sound Effects: Absolute Pitch, Steven von Kampen

Voice Talent Casting: Kathleen Bober

Voice Talent Direction: Daniel Greenberg, Kathleen Bober

Audio Engineering and Recording: Absolute Pitch

Voice Talent Cast

Franchelle Dorn: Vux

Paul Skotarski: Spathi

Mark Redfield: Owa, Vyro-Ingo, Precursor, Narrator
J. R. Lyston: Herald

Jacqueline Underwood: Syreen, Pkunk

Jeff Baker: Chmmr, Harika

Henry Strozier: Ploxis

John Hansen: Utwig, ICOM

John Dow: Human

Jimi Kinstle: Lk

Gary Telles: Exquivan

Bob Supan: Arilou, Doog, K'tang Kaktarri, Mycon, Orz
Mike Pengra: Daktaklakpak, Clairconctlar, Ur-Quan, Kohr-Ah
Kathleen Bober: Xchagger
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Legzal Mumibo Jumibno

Star Control 3 and ACCOLADE are trademarks of Accolade, Inc. © 1996 Accolade, Inc. All
rights reserved. Star Control 3 is based upon characters created and used under license from
Paul Reiche Il and Fred Ford.

DOS 4GW Professional used under license agreement with Tenberry Software, Inc. Acrobat
and the Acrobat logo are trademarks of Adobe Systems Incorporated which may be regis-
tered in certain jurisdictions. Windows and Windows 95 are registered trademarks of
Microsoft in the United States and/or other countries. WATCOM C++ used under license
agreement with WATCOM, Inc. AIL 3.5 portions of the game code used under license agree- )
ment with Miles Design, Inc.
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General MIDI timbres for Yamaha OPL-2- and OPL-3-based sound cards were produced by
The Fat Man™ and developed by K. Weston Phelan and George Alistair Sanger. © 1993,
The Fat Man™,

90 day warranty

Accolade, Inc. warrants for a period of 90 days from the date of purchase by the original
purchaser of the Software that the recording medium on which it is recorded will be free
from defects in materials and workmanship. Defective media which has not been subjected
to misuse, excessive wear or damage due to carelessness may be returned during the 90-
day period without charge.

After the 90-day period, defective media may be replaced in the United States for $10 (U.S.
dollars, plus 8.25% sales tax if the purchaser resides in California). Make checks payable to
Accolade, Inc. and return to Accolade, Inc., Attn: Customer Service, 5300 Stevens Creek
Blvd., Suite 500, San Jose, CA 95129. (To speed up processing, return only your CD-ROM.
Please do not return collateral materials.

License Agreement

This computer software product (the Software) and user manual is provided to the Customer
under license from Accolade, Inc. and are subject to the following terms and conditions, to
which the Customer agrees by opening the package of the Software, user manual and/or
using the Software. Granting of this license does not transfer any right, title or interest in
the Software, or user manual to the Customer except as expressly set forth in this License
Agreement. The Software and user manuals may not be copied for any reason. The
Customer may not transfer or resell the Software or user manual. The remedies provided
above are the Customers sole and exclusive remedies.

In no event shall Accolade, Inc. be liable for any direct, indirect, special, incidental or conse-
quential damages with respect to the Software or the user manual. Except as provided
above, Accolade makes no warranties, either express or implied, with respect to the
Software or user manual, and expressly disclaims all implied warranties, including, without
limitation, the warranty of merchantability and of fitness for a particular purpose.
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