Star Wars: Galactic Battlegrounds 2 –

Galaxy in Flames
Menu-

Civilisations-


Confederacy (Separatists)


Empire


Republic


Rebellion


Naboo Coalition (Bonus Civilisation)


Minor Civilisations

Game Features-



Art (Jedi, Stormtroopers, Minor Civs, Neutral cargo ships, Rebel Infantry)


Campaigns (Conquer the Galaxy, Story-based)


Gameplay (Aircraft, Blasters, Borders, Bounty Hunters, Cities, Cloaking, Diplomacy, 



Fire-Moving, Fog-of-War, Forests, Formations, Generals, LOS, Movement 



Autonomy, Orders, Planets, Population, Power, Reflecting Shots, Selling, 



Terrain, Unit Production Queuing, Water, Weather, Weapons Autonomy)



Resources (Availability, Buying Resources, Credits, Metal)


Technology (Research, Unit Upgrades/Experience)


Unit Population Slots
Confederacy of Independent Systems- (Separatists)            (top)
Infantry / Mechs / Aircraft / Structures

Commanders-


General Grievous – Combined Arms – all units and structures are default, 



as they appear in single-player campaign


OOM-9 – Mech – all Mechs gain Firepower, Cost, Build Time, Armour, 



Speed and Line-of-Sight bonuses, but with detriments in the same 



categories for Infantry, Aircraft and Structures

Natural Abilities-


Due to the nature of the Confederacy, buildings are constructed as 




economically as possible, making their buildings cheap but weak


Homeworld – Muunilist


Increase to pop cap through research immediately becomes available 



without having to build Airbases, Barracks or Mech Factories


Tactics – the Confederacy relies on massed Infantry and Mechs to make 



up for the relative weakness of their cheap units. Lacking siege 



weapons, the Confederacy overwhelms bases with number of 



droids, backed up by the InterGalactic Bank to build a new army 



quickly if they fail

Infantry-







(Confederacy)


PK Worker Droid – builds structures, heals units and collects resources



Battle Droid – cheap, quickly built unit with moderate firepower, but very 



weak, best used in large numbers


Super Battle Droid – moderately expensive, slow, heavily armoured 



infantry unit with small repeating blaster, excellent against 




infantry. While not as powerful as Imperial or Rebel Repeater 



units, the Super Battle Droid can fire while moving


Rocket Droid – fast, expensive missile unit, good against Mechs and 



ineffective against Infantry but excellent against aircraft


Command Droid – expensive, weakly armed and armoured unit gives all 



infantry units armour, firepower, speed and rate-of-fire bonus’ 



when near the Command Droid (Mech bonus’ when in AAT), can 



fire while moving, can detect cloaked units


*Security Droid* – designed to protect Trade Federation installations and 



starships, Security Droids appear whenever a Confederacy 




structure is destroyed. The number of Security Droids appearing is 



proportional to each building’s cost



*General Grievous* (General) – this half-alien, half-droid commander of 



the Confederacy is lethal to any Jedi he encounters, and saps the 



moral of any Clone Infantry units unfortunate enough to be near 



him, reducing their rate of fire, firepower and armour


Mechs-







(Confederacy)


Battle Droid on STAP – fast, light scout unit with twin Light Blasters, 



more expensive and slower than Imperial Speeder Bike, can fire 



while moving


Droideka/Destroyer Droid – fast shielded anti-infantry unit, high rate of 



fire and quad Light Blasters rips through infantry, though is highly 



vulnerable to anti-Mech weapons


Dwarf Spider Droid – small, fast anti-Infantry and light-mech unit with 



a single Light Blaster, can fire while moving, can detect cloaked 



units, good armour makes it tough to kill



Homing Spider Droid – faster and less expensive than AAT, has a single 



Medium Blaster, sacrifices armour for speed, can fire while 



moving


AAT – well armoured all-purpose unit with 2 Automated Light Blasters at 



front and 1 Heavy Blaster in turret, can fire at all units, can 




garrison Command Droid to create Command AAT which has 



Command abilities but less powerful weapons, can fire while 



moving


Hailfire Droid – fast, agile missile unit, excellent against Mechs and 



Aircraft but ineffective against Infantry, can fire while moving


MTT – large, expensive, very heavily armoured unit with 2 front Light 



Blasters, can carry 40 Infantry pop slots, can fire while moving

Aircraft-







(Confederacy)


Commerce Guild Cargo Ship – used to generate Credits through trading 



lanes between spaceports, also used to transfer resources to other 



players (if Cargo Ship is destroyed, the resources are lost)


Droid Starfighter – quickly built, cheapest fighter with good armour but no 


shields, cannot self-repair, 1 fighter blaster


Trade Federation Lander – slow, heavily armoured transport can carry 40 



unit pop slots but is unarmed

Structures-







(Confederacy)


Airbase – builds all aircraft units and stores Fighters & Bombers. When 



built, a ‘four-square’ block is built consisting of a hanger, a control 


tower and two landing pads. To increase the size of the airfield, 



players can build individual landing pads next to an existing 



airbase, which increases the airbase size and which is then 




integrated into the existing airbase to form a single structure. Each 



Fighter and Bomber requires one landing pad, which also serves as 


a repair and re-loading facility


Droid Control Center – gives all combat Droids greater speed and rate-of-



fire for a limited time within a certain radius, must recharge


Droid Foundry – builds all infantry units


Command Center – builds workers, has automated defences, expensive, 



but player loses control of all military units and all building’s if all 



Command Center’s are destroyed. In addition, all units that are 



building will be cancelled, and while all current units will continue 


to fight, they will suffer from reduced rate-of-fire, armour and 



speed


Intergalactic Bank – provides a constant stream of Credits and a bonus 



percentage increase for all resources collected



Mech Factory – builds all mech units, includes a repair bay to fix Mechs 



when placed inside facility for free



Observation Tower – small, cheap, unarmed, large LOS, detects cloaked 



units


Power Core – cheap but weak, the Power Core powers any structure 



within a small radius of the Core



Quad Laser Turret – the only defensive building of the Confederacy, the 



Quad Turret fires very quickly and due to this, it is effective 



against all types of targets although it is not as powerful as other 



defensive structures



Research Center – used to engage in Civic, Economic and Military 




research


Seismic Mine – basically a buried and cloaked form of Jango Fett’s 



Seismic Charges, the Mine is built as a one-use weapon which 



detonates when an enemy units steps on it, sending out a large 



explosive shockwave



Shield Generator – creates a shield around all buildings & units near it, 



shield effect is instant


Spaceport – used to create trading lanes, buy and sell resources with/for 



credits respectively and a drop-off point for all resources. 




Smugglers, freelance couriers and multi-system transport 




companies will visit your Spaceport to drop off and pick up cargo 



and supplies. While at your spaceport, they will generate Credits 



for you through taxes and private spending. Neutral cargo ships 



cannot be shot down
Galactic Empire-                                                                      (top)
Infantry / Mechs / Aircraft / Structures

Commanders-


Admiral Ozzel – Defence – all units and structures gain large Armour, 



Hitpoint and Line-of-Sight bonuses, but with detriments in Speed, 



Firepower and Build Time


Admiral Piett – Aircraft – all Aircraft gain Firepower, Cost, Build Time, 



Armour, Speed and Line-of-Sight bonuses, but with detriments in 



the same categories for Infantry, Mechs and Structures


Darth Vader – Combined Arms – all units and structures are default, as 



they appear in single-player campaign


General Veers – Mech – all Mechs gain Firepower, Cost, Build Time, 



Armour, Speed and Line-of-Sight bonuses, but with detriments in 



the same categories for Infantry, Aircraft and Structures

Natural Abilities-



All buildings fire automatically when not garrisoned, are the strongest but 



most expensive and largest structures


Homeworld – Imperial Center (Coruscant)



Tactics – the Empire relies almost exclusively on Heavy Armour (Mechs) 



for the assault forces. While Imperial forces have access to cheap 



and expendable Infantry and Air forces, their Mechs are 




unmatched in their durability and firepower. Filled with 




Stormtroopers, an Imperial AT-AT assault is almost unstoppable


Infantry-







         (Empire)


Stormtrooper – quick, all-purpose Infantry unit with a good blend of 



armour, firepower and cost, can fire while moving


Imperial Repeater Team – infantry support unit, better firepower than 



Stormtrooper, but can only fire when deployed


Imperial Rocket Trooper – missile unit, moderately good against Mechs 



and aircraft but ineffective against Infantry


Imperial Officer – expensive, weakly armed and armoured unit gives all 



infantry units armour, firepower, speed and rate-of-fire bonus’ 



when near the Officer (Mech bonus’ when in AT-ST), can fire 



while moving, can detect cloaked units


*Imperial Mech Commander* – similar to the Rebel Pilot, the Mech 



Commander may come out of any destroyed non-Speeder Mech 



unit, carrying that Mechs rank, and can be garrisoned into any new 



non-Speeder Mech, giving that unit the Commanders ranking



*Darth Vader* (General) – a Dark Lord of the Sith, Vader is deadly to any 


Rebel infantry he finds, excelling in lightsabre combat while taking 


their life-force to heal any injuries he sustains


Mechs-







         (Empire)


AT-CV – the All-Terrain Construction Vehicle builds all Imperial 




structures and collects resources. While larger and more expensive 



than Worker Droids, this vehicle is better armoured, has self-



defence blasters and has a large cargo capacity



Scout Trooper on Speeder Bike – cheap, fast scout with 1 Light Blaster, 



can fire while moving


Probot – very weak but very cheap automated hovercraft scout unit, long 



LOS, 1 Automated Light Blaster for self-defence, can detect 



cloaked units


AT-PT – fast, light armoured unit with 2 Light Blasters, good against 



infantry, can fire while moving


AT-ST – medium armoured unit with 2 Medium Blasters in head turret, no 


infantry carry ability, good all-round and makes a good escort for 



AT-AT's, can be garrisoned with an Officer to create a Command 



AT-ST with Officer abilities but less powerful weapons, can fire 



while moving, can fire at Aircraft


AT-AT – slow, very heavily armoured unit with 2 Heavy and 2 automated 



Light blasters mounted in the head, can only fire from the front, 



carries 20 Infantry pop slots, effective against all units excluding 



Aircraft, cannot turn around with any speed, the AT-AT is 




invulnerable to all Infantry weapons, and only takes minor damage 


from Heavy Turret base defence structures, can fire while moving

Aircraft-







         (Empire)


Lambda Cargo Shuttle – used to generate Credits through trading lanes 



between spaceports, this cheap and unarmoured shuttle is also used 


to transfer resources to other players but if Shuttle is destroyed the 



resources are lost, carries less cargo than all other transports but 



has a single Automated Light Blaster


TIE Fighter – cheap, quickly built fighter, poor armour, no shields, 2 



Fighter blasters, cannot self-repair, good all-round


TIE Interceptor – a slightly more expensive ‘souped up’ TIE Fighter, the 



Interceptor is significantly faster. Designed to intercept Rebel 



bombers before they can reach their targets, Interceptor are very 



effective against aircraft, but due to their high speed they lack 



accuracy against Infantry units and are ineffective against 




buildings. Has 2 Fighter Blasters, no shields and cannot self-repair


TIE Bomber – medium speed, no shields, cannot self-repair, cheaply and 



quickly built bomber, excellent against buildings. Has 4 Proton 



Bombs which, while powerful, require the TIE Bomber to overfly 



the target



Imperial Lander – moderately slow transport can carry 15 unit pop slots, 



has 2 Automated Light Blasters

Structures-







         (Empire)


Bunker – a cheap yet very sturdy emplacement, the Bunker does not have 



any weapons but can be garrisoned by 5 Imperial troops who are 



able to fire out of the Bunker



Command Center – builds workers, has automated defences, expensive, 



but player loses control of all military units and all building’s if all 



Command Center’s are destroyed. In addition, all units that are 



building will be cancelled, and while all current units will continue 


to fight, they will suffer from reduced rate-of-fire, armour and 



speed


Energy Sub Station – a medium sized and moderately expensive structure, 



the Sub Station produces less power than the Rebel Generator, but 



is far better protected and provides power on a global scale



Imperial Academy – builds all Infantry units



Imperial Outpost – small defensive structure with medium LOS, can 



garrison 10 Infantry pop slots, can hold limited resources and 



extends Borders


Landing Platform – a large and expensive structure which fixes and 



reloads aircraft, the Landing Platform is very sturdy, able to absorb 


a lot of damage. Also, its elevated height allows for more rapid 



Take-offs and Landings than otherwise possible. Capable of 



holding four aircraft, they are vulnerable to external fire when on 



the Platform


Mech Factory – builds all mech units, includes a repair bay to fix Mechs 



when placed inside facility for free



Observation Tower – small, cheap, unarmed, large LOS, detects cloaked 



units


Research Center – used to engage in Civic, Economic and Military 




research


Shield Generator – creates a shield around all buildings & units near it, 



shield effect is instant


Spaceport – used to create trading lanes, buy and sell resources with/for 



credits respectively and a drop-off point for all resources. 




Smugglers, freelance couriers and multi-system transport 




companies will visit your Spaceport to drop off and pick up cargo 



and supplies. While at your spaceport, they will generate Credits 



for you through taxes and private spending. Neutral cargo ships 



cannot be shot down


Starfleet Uplink – gives access to a TIE Bomber Strike, sending five TIE 



Bombers against any target on the map, must recharge



Turbolaser Turret – this large twin Turbolaser turret is very effective 



against slow moving Aircraft and large Mech assaults, but is 



almost useless against Infantry unless they are in large groups

Galactic Republic-                                                                    (top)
Infantry / Mechs / Aircraft / Structures

Commanders-


Master Kenobi – Combined Arms – all units and structures are default, as 



they appear in single-player campaign


Master Tiin – Aircraft – all Infantry gain Firepower, Cost, Build Time, 



Armour, Speed and Line-of-Sight bonuses, but with detriments in 



the same categories for Mechs, Aircraft and Structures


Master Windu – Infantry – all Infantry gain Firepower, Cost, Build Time, 



Armour, Speed and Line-of-Sight bonuses, but with detriments in 



the same categories for Mechs, Aircraft and Structures


Master Yoda – Offence – all units and structures gain large Speed, 




Firepower and Build Time Hitpoint and Line-of-Sight bonuses, but 


with detriments in Armour, Hitpoints and Line-of-sight

Natural Abilities-



All buildings self-powered, while having moderate armour and cost, 



designed this way to be able to deploy forward bases quickly and 



efficiently


Homeworld – Coruscant



Infantry healed faster than normal


Tactics – blessed with Jedi forces, along with Infantry cloned from a 



Bounty Hunter, backed up by adequate Mechanised forces, the 



Republic relies on an all-arms approach to the battlefield. When 



working together, Republican Infantry, Jedi, Mech and Air forces 



can quickly crush any opponent not prepared for the Republic’s 



blitzkrieg-style warfare


Infantry-







      (Republic)


Clone Trooper – the most powerful standard infantry units, Clones achieve 


this power at the expense of cost and speed, but are well-armoured, 


can fire while moving


Clone Ion Grenadier – using a mortar-like device, Clone Ion Grenadiers 



fire small Ion Grenades which are effective against Infantry and 



Mechs. While not very powerful, they do have excellent splash 



damage, making them a weapon of choice against massed enemies


Clone Rocket Trooper – well armoured Infantry missile unit, good against 



Mechs and aircraft but also mildly effective against Infantry


Clone Captain – expensive, weakly armed and armoured unit gives all 



infantry units armour, firepower, speed and rate-of-fire bonus’ 



when near the Commander (Mech bonus’ when in AT-TE), can 



fire while moving, can detect cloaked units


ARC Trooper – expensive and slowly built unit that is faster and with a 



longer LOS than standard infantry but slightly less range and 



firepower, can cloak and place small explosive charges on enemy 



vehicles and buildings, can fire while moving


Jedi Padawan – fast, strong, expensive melee unit can slice through 



infantry and light Mechs with ease, but are vulnerable to massed or 


heavy fire, can self heal 50%, reflects 10% of shots fired at them. 



Veteran Padawans self heal to 75% and reflect 20% of shots fired 



at them. When Padawan reach the Elite level, they are promoted to 



Jedi Knight with increases in power, speed, LOS, armour, the 



ability to self-heal to 100% and reflect 40% shots fired at them, 



can detect cloaked units


*Jedi Starfighter Pilot* – an unbuildable unit, the Jedi Starfighter Pilot can 


eject from a Jedi Starfighter when it has been shot down. 




Depending on the rank of the Starfighter, either a Padawan, 



Veteran Padawan or Knight may eject, fighting on as a standard 



Jedi when on the ground



*Obi-Wan Kenobi* (General) – a powerful Jedi Knight, Kenobi slices 



through Confederacy Infantry with ease and automatically heals 



himself plus any nearby injured allied infantry units


Mechs-







      (Republic)


Clone Trooper on Speeder Bike – similar to Imperial Bike but slightly 



slower and more expensive, has 1 Light Blaster and short range 



anti-Mech Thermal Detonators, can fire while moving


AT-XT – light armoured mech with 2 Medium Blasters, faster but with 



less armour than AT-ST, effective against infantry and light 



Mechs, can fire while moving, can fire at Aircraft


AT-TE – heavy armoured unit with 3 Automated Light Blasters (2 front, 



two back) plus 1 heavy blaster in top turret, can carry 10 infantry 



pop slots and heals any injured units it is carrying to 100%, 




effective against all units except Aircraft, faster but less armour 



and less expensive than AT-AT, can garrison a Commander to 



create Command AT-TE with Command abilities but less powerful 


weapons, can fire while moving


SPHA-T – largest, slowest, heavily armoured artillery unit, very long 



range and very powerful with 1 Super Heavy Blaster, but useless 



against small agile units, has no anti-unit protection but can be 



upgraded with anti-Infantry Automated Light Blasters

Aircraft-







      (Republic)


V-19 Torrent – relatively cheap, expendable, well armoured but 




unshielded Starfighter, 2 fighter blasters, effective against light 



ground units and aircraft, best used to supplement the far superior 



Jedi Starfighter


Jedi Starfighter – best fighter against aircraft, slightly faster than X-wing, 



has shields, can self-repair to 50%, poor against Mechs and 




Buildings, 4 fighter blasters, hardest aircraft to destroy, very long 



building time, very expensive but extremely effective


Republic Gunship – expensive and slowly built, moderate speed, 




armoured, agile aircraft can carry 6 Infantry pop slots only, 




devastating against Mechs and Infantry but easily destroyed by 



Fighters and fixed Air Defence Cannons, has 2 Rocket Launchers, 



2 Automated Medium Blasters (sides) and 2 Automated Light 



Blasters (front), heals all infantry units placed inside to 100%


Republic Dropship – fast, agile, heavily armoured but unarmed assault 



transport can carry only one Mech at a time, also ferries supplies to 


Republic bases and trades with allied forces. In addition to this, the 


Dropship acts as the worker of the Republic Army, collecting raw 



materials and dropping them off at the Spaceport to be processed. 



Dropships also build all Republic structures, bringing down 



modular components from orbiting Assault Ships

Structures-







      (Republic)


Air Strip – builds all mech units, delivering them via Dropship from orbit 



(Dropship cannot be shot down) and includes a repair bay to fix 



Mechs when placed inside facility for free



Barracks – builds all infantry units



Clone Factory – halves the building time and cost of every non-Jedi 



infantry unit produced



Command Center – builds workers, has automated defences, expensive, 



but player loses control of all military units and all building’s if all 



Command Center’s are destroyed. In addition, all units that are 



building will be cancelled, and while all current units will continue 


to fight, they will suffer from reduced rate-of-fire, armour and 



speed



Defence Tower – a relatively cheap and quickly built structure, the 




Defence Tower is unarmed, but designed to be upgraded with a 



separately built add-on turret, which include Anti-Infantry, Anti-



Mech and Anti-Aircraft Laser Turrets



Forward Command Center – allows three Republic Gunships to bring in 



20 Clone Trooper reinforcements to any explorer area on the map, 



must recharge



Landing Pad – a small and cheap structure, the Landing pad is self-




contained and can hold one aircraft, and performs automatic 



repairing and reloading services. However, aircraft using the 



Landing Pad are vulnerable to external fire


Observation Tower – small, cheap, unarmed, large LOS, detects cloaked 



units


Research Center – used to engage in Civic, Economic and Military 




research


Shield Generator – creates a shield around all buildings & units near it, 



shield effect is instant


Spaceport – used to create trading lanes, buy and sell resources with/for 



credits respectively and a drop-off point for all resources. 




Smugglers, freelance couriers and multi-system transport 




companies will visit your Spaceport to drop off and pick up cargo 



and supplies. While at your spaceport, they will generate Credits 



for you through taxes and private spending. Neutral cargo ships 



cannot be shot down
Rebel Alliance-                                                                          (top)
Infantry / Aircraft / Structures

Commanders-


Admiral Ackbar – Aircraft – all Aircraft gain Firepower, Cost, Build 



Time, Armour, Speed and Line-of-Sight bonuses, but with 




detriments in the same categories for Infantry, Mechs and 




Structures


General Madine – Intelligence – all units and structures gain large Line-



of-Sight bonuses. In addition, the Fog-of-War does not apply to 



Madine, and Bothan Spies are cheaper, harder to detect, faster and 



built quicker. However, all other units suffer from reduced 




Firepower and Armour


General Rieekan – Defence – all units and structures gain large Armour, 



Hitpoint and Line-of-Sight bonuses, but with detriments in Speed, 



Firepower and Build Time


Luke Skywalker – Combined Arms – all units and structures are default, 



as they appear in single-player campaign

Natural Abilities-



Buildings covered with camouflage material that automatically adapts to 



the environment, hiding Rebel buildings, but making their weak 



structures more expensive than those of the Confederacy



Can ‘pack-up’ & move all buildings, including turrets


Due to the nature of the Rebellion, all Infantry units are trained in 




battlefield medicine, and so slowly can self-heal to 100%


Homeworld – Yavin IV



Rebel Infantry can deploy into personal trench which gives them extra 



protection against all incoming fire but they cannot move while 



entrenched, all Rebel Infantry are also cloaked when not moving



Tactics – lacking any Mechanised forces, the Rebellion relies on fast strike 


forces and good intelligence, hitting a target and quickly 




disappearing. Equipped with the fastest Infantry of all, with the 



ability to entrench those Infantry, the Rebellion can hold off 



ground forces long enough to bring the best Air force to bear on 



their enemies, quickly destroying any opposition


Infantry-







     (Rebellion)


Astromech Droid Worker – R2 and R5 units builds all buildings and 



collect all resources


Power Droid – a cheap, slow, small mobile power source used to 




supplement the Rebellion’s fixed power plants, integrated into 



Rebel forces after disasters where the main power plant was 



destroyed, paralysing defences. Has a small radius in which power 



is provided, or can garrison any structure, giving it an independent 



power source, but taking up a ‘garrison’ slot


Rebel Trooper – light infantry with good firepower and rate-of-fire, but 



sacrifices armour for speed, making them the fastest infantry units, 



can fire while moving, carries small anti-mech thermal detonators


Rebel Repeater Trooper – infantry support unit, better firepower than 



Standard infantry, but can only fire when deployed, faster than but 



not as powerful as Imperial Repeater Troopers


Rebel Rocket Trooper – missile unit, good against Aircraft and ineffective 



against Infantry, but excellent against Mechs


Rebel Officer – gives all infantry units armour, firepower, speed and rate-



of-fire bonuses when near the Officer, can fire while moving, can 



detect cloaked units


Rebel Commando – fast, lightly armoured anti-infantry and scout unit 



with long range, medium firepower and medium reload time, 



ineffective against Mechs and Aircraft but deadly to Infantry, can 



detect cloaked units. Commando can also use explosives to destroy 


any enemy structure


Tauntaun Rider – fast Recon unit unaffected by terrain, light armour and 



only one small blaster, can fire while moving


Bothan Spy – cloaked spy which gives you enemy information (eg if 



placed in enemy Barracks, you see what infantry units are being 



built or queued, if in Command Center you can see all enemy units 


LOS etc)


*Rebel Pilot* – can eject from any non-cargo aircraft. The Rebel Pilot will 


keep the rank of the Starfighter which has been shot down, and can 


then be ordered to garrison any Aircraft, thereby transferring the 



Pilot’s rank to the Aircraft they have garrisoned



*Luke Skywalker* (General) – the last of the Jedi and the great hope of 



the Alliance, Skywalker boosts the moral of Rebel and allied 



Infantry near him, giving them rate of fire, firepower and armour 



increases within a small radius

Aircraft-







     (Rebellion)


X-wing – best firepower, good all-round, can self-repair to 50% health, 



has shields, 4 fighter blasters, can garrison Officer to create X-



wing Leader with Officer Abilities but slower rate-of-fire


A-wing – fastest aircraft, good against lightly armed infantry and 




devastating to bombers, has shields, 2 fighter blasters but light 



armour and less HP’s than fighters


Y-wing – medium speed and well-armoured bomber, poor against fighters, 


excellent against buildings and large Mechs, can self-repair to 



50% and has shields. Armed with 4 Proton Torpedoes which, while 


not as powerful as Proton Bombs, allow the Y-wing to ‘stand off’ 



while attacking enemy units/structures, minimising the amount of 



time the Y-wing is in range of enemy defences


B-wing – slightly faster than Y-wing, good armour, uses ion cannons that 



temporarily disable Mechs and Buildings for a short period of 



time, with the time taken to disable proportional to the size of the 



target. Any Mech, landed Aircraft or Structure targeted will simply 


stop working for a small amount of time, while flying Aircraft and 



Infantry will be killed



T-47 Airspeeder – fast, agile, heavily armoured, unshielded infantry 



support, 2 medium blasters, best used for infantry close-support, 



has a special attack against Imperial AT-AT’s which makes the T-



47 attack them with a tow-cable to bring down these mechanical 



monsters, while performing this manoeuvre the T-47 ignores all 



other targets but can be shot down, though is a harder target to hit


Medium Transport – small, cheap transport carries 20 unit pop slots, has 



fair armour but is unarmed. Also serves as the Rebel Cargo ship, 



carrying supplies to Rebel bases and trading with allies

Structures-







     (Rebellion)


Airbase – a ‘four-square’ block is built consisting of a hanger, a control 



tower and two landing pads. To increase the size of the airfield, 



players can build individual landing pads next to an existing 



airbase, which increases the airbase size and which is then 




integrated into the existing airbase to form a single structure


Anti Mech Emplacement – weak and not particularly powerful, this 



weapon is able to fire quickly and is quick and cheap to build


Barracks – builds all infantry units


Bothan Spynet – structure that gives access to a Planetary Observation 



Grid which keeps all explorer territory under constant surveillance, 


unexplored territory will remain hidden



Command Center – builds workers, has automated defences, expensive, 



but player loses control of all military units and all buildings if all 



Command Centers are destroyed. In addition, all units that are 



building will be cancelled, and while all current units will continue 


to fight, they will suffer from reduced rate-of-fire, armour and 



speed


Ion Cannon – a large structure, the Ion Cannon fires multiple times at the 



targeted area and disables all Mechs, defensive buildings and 



causes aircraft to crash within a certain radius, must recharge


Multi Purpose Turret – a large, durable base defence weapon very 




effective against Infantry and Aircraft, has a good range due to its 



height but is also a large target



Observation Tower – small, cheap, unarmed, large LOS, detects cloaked 



units



Power Generator – a large, cheap but vulnerable structure, the Rebel 



generator produces a lot of power on a global scale


Research Center – used to engage in Civic, Economic and Military 




research


Shield Generator – creates a shield around all buildings & units near it, 



shield effect is instant


Spaceport – used to create trading lanes, buy and sell resources with/for 



credits respectively and a drop-off point for all resources. 




Smugglers, freelance couriers and multi-system transport 




companies will visit your Spaceport to drop off and pick up cargo 



and supplies. While at your spaceport, they will generate Credits 



for you through taxes and private spending. Neutral cargo ships 



cannot be shot down
Naboo Coalition-                                                                       (top)
Infantry / Mechs / Aircraft / Structures

NOTE: The Naboo Coalition will appear in Campaigns, such as Conquer the 


Galaxy, but will only become available to the player once all Story-driven 


Campaigns are completed at the highest difficulty setting. At this point, 


both the Naboo Coalition civilisation and story-driven campaign will 


become available 


Commanders-


Captain Panaka – Infantry – all Infantry gain Firepower, Cost, Build Time, 


Armour, Speed and Line-of-Sight bonuses, but with detriments in 



the same categories for Mechs, Aircraft and Structures


Captain Tarpals – Mechs – all Mechs gain Firepower, Cost, Build Time, 



Armour, Speed and Line-of-Sight bonuses, but with detriments in 



the same categories for Infantry, Aircraft and Structures


General Binks – Lucky – all enemy units suffer from reduced Firepower 



and shooting Accuracy while Binks’ forces gain an increase in 



armour, however Binks’ forces suffer from reduced unit cohesion 



and increased unit cost


Padmè Amidala – Combined Arms – all units and structures are default, as 


they appear in single-player campaign

Natural Abilities-



Buildings receive defensive Seismic Charges which surround the buildings



Gungan Infantry can swim through deep water


Homeworld – Naboo



Tactics – the Naboo Coalition is characterised by Heavy Infantry forces 



protected by Artillery and Shields, backed up by the fast strike 



capabilities of their Mechs and N-1 Fighter

Infantry-







          (Naboo)


Gungan Worker – standard worker unit builds all Structures and collects 



all resources


Royal Naboo Medic – cheap, unarmed unit heals all organic units to 



100% within a small radius, as well as Fambaa and Gungan 



Artillery to 50%


Royal Naboo Trooper – similar to the later Rebel Infantry, RN Troopers 



have the ability to use their Ascension Guns to assault and capture 



enemy structures


Militiagung – the main Gungan Trooper, these units are very 




effective against Mech units and large groups of Infantry


Royal Naboo Sniper – moderately fast, well armoured anti-infantry and 



scout unit with long range, heavy firepower but long reload time, 



effective against infantry and light Mechs


Royal Naboo Rocket Trooper – lightly armoured Infantry missile unit, 



good against Mechs and aircraft but ineffective against Infantry


Royal Naboo Officer – gives all infantry units armour, firepower, speed 



and rate-of-fire bonuses when near the Officer, can fire while 



moving, can detect cloaked units


Gungan Kaduu Cavalry – faster than Tauntaun Cavalry but has no armour, 


can throw Gungan Energy Grenades which are effective against 



Infantry and small Mechs


*Starfighter Pilot* – pilots of Naboo N-1 Starfighters can eject if shot 



down, and once landed becomes a standard Royal Naboo Trooper



*Padmè Amidala* (General) – a Republican Senator, Amidala’s presence 



makes all Infantry units near her speed up significantly, enabling 



faster assaults, and keeping units out of enemy fire for as long as 



possible


Mechs-





  

          (Naboo)


Royal Naboo Flash Speeder – fast, lightly armoured anti-Infantry strike 



speeder has 2 Light Blasters in turret, can carry 2 Infantry pop slots



Royal Naboo Gian Speeder – slightly slower than Flash Speeder, has 



medium armour and 2 Automated Light Blasters in front, plus 1 



Medium Blaster in turret, can fire at aircraft, can carry 2 troop 



slots. Can garrison an Officer to create a Command Speeder which 



gives Officer Abilities, but removes turret


Gungan Catapult – cheap, moderately fast but unarmoured short range 



artillery has a large splash damage radius and is good against 



almost everything except Aircraft


Gungan Fambaa Shield Generator – large, slow, unarmed mobile shield 



generator protects any non-flying Aircraft unit and structure within 


a small radius

Aircraft-







          (Naboo)


Royal Naboo Cargo Yacht – fast, cheap civilian Yacht pressed into 



military service carries less than Imperial Lambda Shuttle and 



while unarmed, can get out of trouble quickly. Used to trade 



between allied Spaceports, and also used to transfer resources to 



other players


Royal Naboo N-1 – all-round fighter, has shields, good mech attack, can 



self-repair to 50%, slightly less armour than X-wing, armed with 2 



Fighter Blasters and 1 Proton Torpedo Launcher



Royal Naboo Transport – fast, sleek, unarmed transport can carry 20 unit 



pop slots

Structures-







          (Naboo)


Command Center – builds workers, has automated defences, expensive, 



but player loses control of all military units and all building’s if all 



Command Center’s are destroyed. In addition, all units that are 



building will be cancelled, and while all current units will continue 


to fight, they will suffer from reduced rate-of-fire, armour and 



speed



Hanger – a large and well built structure, the Hanger can hold four aircraft 


and performs repairing and reloading duties. Unlike its Republic 



and Imperial counterparts though, the Hanger completely protects 



the aircraft inside from enemy fire



Heavy Turret – heavy blaster base defence structure, excellent against 



Mechs and aircraft, large, moderately expensive



Light Turret – small anti-infantry blaster base defence structure, very good 


against infantry but poor against everything else and ineffective 



against medium and larger Mechs, cheap and quickly built


Mech Factory – builds all mech units, includes a repair bay to fix Mechs 



when placed inside facility for free



Observation Tower – small, cheap, unarmed, large LOS, detects cloaked 



units



Power Generator – quickly built, the Naboo Generator comes initially 



equipped with a single energy turbine, but can be upgraded with 



two more, although these are lost if the Generator is destroyed. 



Power is on a global scale, with no distance restrictions



Research Center – used to engage in Civic, Economic and Military 




research


Royal Cannon – long range base-defence weapon, very good against large 



targets, powerful but slow rate of fire



Security Center – builds all infantry units



Shield Generator – creates a shield around all buildings & units near it, 



shield effect is instant


Spaceport – used to create trading lanes, buy and sell resources with/for 



credits respectively and a drop-off point for all resources. 




Smugglers, freelance couriers and multi-system transport 




companies will visit your Spaceport to drop off and pick up cargo 



and supplies. While at your spaceport, they will generate Credits 



for you through taxes and private spending. Neutral cargo ships 



cannot be shot down


Training Center – allows the player to Garrison this structure with up to 6 



Infantry units, which are then trained to Veteran, then to Elite 



level, depend on how long the infantry are allowed to train for. 



When they have reached Elite, the Infantry will automatically exit
Minor Civilisations-                                                                 (top)

Abilities – each civ, while using generic unit sets, will have some uniqueness in 


terms of what units they have access to, and what tactics they use. For 


example, the Wookiees have access to heavy infantry and artillery, but 


will have no aircraft. Their tactics will generally be trying for a large, set-


piece battle. The Corellians on the other hand will have light infantry with 


some light Mechs and reasonable aircraft. Minor Civs will also react 


differently to your presence, with civs like the Alderaanians (Humans) 


being pacifistic while the Tusken Raiders will continue to attack you until 


either you or they are destroyed

Civilisations – Ewoks, Geonosians, Hutt Cartel, Humans, Kaminoans, Tusken 


Raiders, Wookiees

Homeworlds – each civ will have its own Homeworld, and every system would 


have at least one colonised world with a minor civ. Therefore, you will 


find the Wookiees on Kashyyyk, Geonosians on Geonosis, Ewoks on 


Endor etc


Units – these will include generic unit sets, which will always be of a lower 


quality than playable civ units. Minor Civ units will also be slower, 


more expensive, less powerful etc than player civ units
Game Features-
Art-                                                                                                                              (top)

Jedi – appear as seen in prequel trilogy with Jedi lightsaber’s being a random 


selection of Blue or Green


Stormtroopers – appear as Snowtroopers on snow maps and Sandtroopers on 


desert maps


Minor Civs – all minor civs have their own unique art sets, except for a generic 


‘human’ set covering civs such as Alderaan, Corellia etc

Neutral Cargo Ships – various design’s such as Outrider, Millennium Falcon etc

Rebel Infantry – change look depending on environment. Use Hoth uniforms on 


snowy, cold worlds; Endor uniforms on forest worlds; Fleet Trooper 


uniforms on heavily industrialised worlds etc
Campaigns-                                                                                                                (top)

Conquer the Galaxy Campaign-



Clone Wars – this will take place during the Clones Wars, set between 



Episodes 2 & 3. The two playable civs are the Republic and 



Confederacy, with each trying to Conquer the Galaxy and destroy 



their enemy


Galactic Civil War – this takes place during the events of Episodes 4, 5 & 



6. The two playable civs are the Empire and the Rebellion, with 



each trying to destroy the other and Conquer the Galaxy



Free-for-all – this is timeframe neutral, and includes all five playable civs. 



The only objective is to destroy your opponents



Multi-player – if two-player for ‘Clone Wars’ and ‘Galactic Civil War’, 



one player controls one side and the other player controls the 



opposing side. Alternatively, both can control one side and co-



operatively Conquer the Galaxy. If there are more than two 




players, multiple ‘armies’ of each side are created to be controlled 



by each player, with an equal number of armies present regardless 



of number of players



Single-player – players choose one civ with the computer controlling all 



others



Planets – combat in CtG includes planets such as Coruscant, Yavin IV, 



Kamino, Endor, Kashyyyk, Geonosis, Corellia, Alderaan & Naboo 


which give different bonuses, see Minor Civilisations


Upgrading Systems – player controlled systems can upgrade their defence 



rating to a maximum of level 8, although Coruscant can go to 10

Story based Campaigns- (NOTE: must be played in order)


Confederacy (General Grievous) – after being losing the planet of 




Geonosis at the beginning of the Clone Wars, General Grievous 



has been tasked with creating a battle droid army with which to 



attack the Republic. Liberating Geonosis from Republican forces, 



build your army to strike at one of the key worlds of the Republic, 



Alderaan


Republic (General Kenobi) – Alderaan has fallen to Confederacy forces, 



and it is up to Obi-Wan Kenobi and Bail Organa to re-claim the 



planet. Striking hard and fast is your only option to restore 




confidence to the beleaguered Republican forces and force the 



Confederacy to its knees



Empire (Darth Vader) – a key figure in the destruction of the Confederacy, 


Anakin Skywalker has his orders from the new Emperor, kill the 



Jedi. Hunt them down wherever they can be found, and when this 



task is done, we must crush the main Rebel base of Hoth



Rebels (Luke Skywalker) – after the disaster of Hoth, Luke Skywalker has 


learnt the ways of the Jedi, and now must free his friend Han Solo. 



On your travels, you will be tasked to aid a group of Bothans about 


to be wiped out, attack the Death Star at Endor, and finally liberate 


the Capital of the Old Republic, Coruscant



Naboo Coalition (Padmè Amidala) – Naboo has been invaded by the



Trade Federation, and it is up to you to battle your way off-planet 



and through the wilderness of Tatooine to get to Coruscant. 



Finally, make your way back to Naboo to re-take Theed from the 



Federation forces, and free your people


The campaigns would go for approximately 10 missions minimum each, 


more if possible. In addition, players would be able to choose which sector 

to attack in each mission, giving greater campaign re-play value, with your 

mission choices affecting the length of the campaign (i.e. liberate the 


whole galaxy or just do your objectives) and the difficulty of the 



successive mission (i.e. attacking a staging area before striking a critical 


sector to prevent enemy reinforcements entering the battle, or at least 


reducing them)

Gameplay-                                                                                                                  (top)

Aircraft – Fighters and Bombers require Landing Pads (Airfield) to land, refuel, 


repair and re-arm. These units will automatically return to their landing 


pads after every mission. All transport aircraft do not require or need 


landing pads, and remain hovering in the air when not in use. To repair 


transport aircraft, players instruct these units to enter the airfield, at which 


point the transport will land near the airfield and be gradually repaired

Blasters – there are six different Mech and Aircraft blasters in the game, each 


having different strengths and weaknesses



Automated Blaster – the same as the standard Blaster, but is not 




controlled by the player, and fires automatically while obeying 



Weapons Autonomy settings. Cannot fire at Aircraft



Light Blaster – small, rapid-firing Blaster used mainly against Infantry. 



While good at this task, Light Blasters do not greatly affect large 



Mechs or Structures, and are useless against units such as AT-TE



Medium Blaster – a more all round Blaster, Mediums are effective against 



all types of units, though not as effective against Infantry as Light 



Blasters, or against Structures as Heavy Blasters. However, they 



have the advantage of being able to fire at Aircraft



Heavy Blaster – one of the most powerful weapons of the game, Heavy 



Blasters have a slow rate-of-fire, but are very useful against 



Structures and large Mechs, but almost useless against small, fast 



units such as Infantry



Super Heavy Blaster – the most powerful weapon only carried by the 



Republic SPHA-T, the Super Heavy Blaster has a long range and 



phenomenal power, although it achieves this at the cost of huge 



weight, size and a long rate-of-fire



Fighter Blaster – as suggested by its name, these weapons are carried only 



by Fighters, and can engage all units. Particularly devastating 



against other Aircraft, these weapons are also effective against 



Infantry, and particularly small Mechs such as the AT-PT


Borders – similar to RoN, borders define the area in which a particular civ has 


control which is represented on the map by a line of each civ’s colour. 


Players can only build structures and mine resources within their borders, 


but borders do not affect anything else in the game


Bounty Hunters – lacking a conscience, these cloaked warriors will kill anyone 


for money. Very effective against Infantry, Bounty Hunters do suffer 


against Jedi, especially Jedi Knights. Bounty Hunter are hired at the 


Spaceport and come in four ranks, which are the same levels as unit 


promotions and are shown using the bar system. Bounty Hunters cost 


more for higher-ranked hunters, the highest being the equals of the Fett 


family etc. While Bounty Hunters must be paid in advance, then you loose 

control as they hunt their prey, there is a downside to using these people. 


If a Bounty Hunter is killed by your enemy, they gain the Credits you have 

paid to the Bounty Hunter, and you will loose a certain amount of esteem 


in the eyes of any Minor Civ’s present

Cities – large complex allied with respective Civilisation (ie Theed on Naboo 


map). Increases pop cap by 100, extends Borders and adds a constant 


trickle of Credits. Cannot be destroyed, but if hitpoints reduced to 0, the 


player with the most number of Infantry units near city will take 



possession temporarily, then permanently after a short time. Cities can 


also be garrisoned with 40 Infantry pop slots


Cloaking – cloakable units invisible on mini-map but visible on normal map, 


reduces LOS range that they are detected at by 75%


Diplomacy – only available in ‘Free-for-all’ and Multi-player, diplomacy allows 


players to Declare War, Declare Peace, Make Alliances etc with other 


playable civs. You can also use Diplomacy to trade territories to control, 


make deals for joint attacks etc. In addition, as your Diplomacy rating 


increases, opposition to you from local inhabitants will decrease

Firing while moving – some units can fire while moving, giving them the ability 


to conduct flowing operations. However, these units move slower while 


doing this than they would normally


Fog-of-War – the fog of war comes into effect when an area on the map has been 


explorer, but is not currently being observed. In this case, the area will 


become shaded and any units/buildings seen in that area will remain in 


that shaded area until it comes under observation again

Forests – all infantry units can move through forest but Mechs cannot, while in 


forest, units become slower but gain increase in armour


Formations – there are three different formations you can choose for your groups 


consisting of line, skirmish and square



Line – the default formation, units form up into a compact, tight straight 



line. Best for all-out battles where fire disciple is needed



Skirmish – units form into a spread out, loose formation covering a 



moderately large area. Best to interdict units where you have 



firepower advantages



Square – units will form into a moderately tight formation, with the most 



powerful units in the middle, surrounded by rings of gradually less 



powerful units. Best when hunting for an enemy that can bite back


Generals – each playable civ has a unique single-player Commander, which 


is a useable unit and must survive each mission. In some missions, the 


Commander may be required to perform certain tasks which are mission 


essential. Although there is only one Commander, they are exceptionally 


hard to destroy and very powerful compared to normal units, in addition to 

their special powers, they also have the same abilities as 




Commanders/Officers. A General may garrison any Mech or Aircraft, 


increasing that units Firepower and Armour, plus giving it Command 


abilities. In multi-player games, each civ has x Generals they can choose 


from, with each having a speciality that gives bonuses in Build Cost/Time, 

Speed, Firepower, Hitpoints and Armour in that area


Line Of Sight (LOS) – proportional to amount of pop slots taken up by unit



(ie AT-AT seen further away than Stormtrooper)

Movement Autonomy – players can select what movement autonomy their units 


can have without being told to by the player. Movement Autonomy can be 

selected for each individual unit and also for each unit that produces units 


(ie Barracks) which is automatically passed onto each unit produced by 


that structure. This is separated into three levels: Red, Yellow and Green. 


Red allows units to move anywhere on the map by themselves. Yellow 


allows units to travel and short distance from their location, but will return 

to that location when they have finished doing what they were doing. 


Green means units cannot move by themselves

Orders – there are four different orders that units can be given, Advance to 


Contact, Charge, Retreat and Escort. Players can use the traditional 


controls of attacking specific structures/units, but can also be ordered to do 

these action on a unit (hot keyed group) basis.



Advance to Contact – all selected units move forward at a moderate speed 



in formation, and these units will keep moving until ordered to stop


Charge – units move a moderate distance as fast as they can, firing if they 



can, this is particularly useful for melee assaults



Retreat – selected units fall back as fast as possible, firing if they can, to 



either the closest allied structure or predetermined point 



Escort – all selected units form to protect whatever is being escorted, and 



will move to maintain their positions relative to the unit being 



escorted without input from the player, escorting units will attack 



any enemy unit attacking the unit they are escorting, will return 



fire but not stray from formation, and will give higher survival 



value to the unit they are escorting


Planets – only in Conquer the Galaxy, conquering planets gives bonuses such as



Alderaan – increase in Diplomacy rating



Bespin – increased speed of Aircraft & Mech units



Bothawui – increased Line-of-Sight for all units



Endor – increased co-operation with native species



Corellia – additional Strategic Army, decreased Aircraft build time & cost



Coruscant – two additional Strategic Armies, increase in Diplomacy 



rating, increased flow of Credits from Spaceport



Geonosis – additional Strategic Army, reduced Mech build time & cost



Hoth – decreases the range at which your units are detected by the enemy



Kamino – additional Strategic Army, reduced Infantry build time & cost



Kashyyyk – decreased structure build time & cost



Kessel – increased Metal mining rate & efficiency



Kuat – additional Strategic Army



Mon Calamari – units faster & less vulnerable while crossing water



Muunlist – two additional Strategic Armies, increase in Diplomacy rating, 



increased flow of Credits from Spaceport



Naboo – additional Strategic Army, increase in Diplomacy rating



Tatooine – increased flow of Credits from Spaceport



Thyferra – increased healing rate for organic units



Yavin IV – two additional strategic Armies, increase in Diplomacy rating, 



increased flow of Credits from Spaceport

Power – calculated on a global level as in C&C series. Power is necessary for 


Defensive and Unique Structures to function, and lack of power will 


severely restrict abilities of all other buildings. Power can be turned off for 

any structure except for Command Centers


Population – limit of 600 population slots per side


Reflecting Shots – Jedi can reflect all Infantry shots excluding Rocket Trooper’s, 


plus the shots from light Mechs such as the Droideka and AT-PT. These 


shots are then re-directed back at the unit they came from, doing a small 


amount of damage. This reflecting is automatic and cannot be controlled 


by the player


Selling – all civ’s can sell any building, Aircraft or Mech, recouping 50% of the 


build cost of that structure/unit. Aircraft to be sold go to a landing pad, 


Mechs to be sold go to the repair section of the Mech factory. Infantry 


cannot be sold

Terrain – units on higher ground gain increase in weapons range and power


Unit Production Queuing – same system as ‘Rise of Nations’


Water – ground units wade through shallow water, but are slower, have less 


armour and less powerful weapons while in the water. To cross medium 


and deep water, ‘Water Crossing’ must first be researches as part of the 


Military Research (Infantry if using Advanced Options)

Weather – storms randomly occur on various worlds, affecting LOS, range and 


speed of all units excluding Jedi, can damage and/or destroy some units.


Maps also randomly determine if the battle will be set during the day or


night, with the only change being art (no Gameplay change)

Weapons Autonomy – weapons autonomy defines under what circumstances units 

can fire their weapons without being told to by the player, and is divided 


into three levels: Red Alert, Yellow Alert and Green Alert. Weapons 


Autonomy can be selected for each individual unit and also for each unit 


that produces units (ie Barracks) which is automatically passed onto each 


unit produced by that structure. Red Alert allows units to fire at any target 


that comes within range of the unit. Yellow Alert allows the unit to fire if 


fired upon. Green Alert means units will not fire under any circumstances 


unless told to by the player.
Resources-                                                                                                                  (top)

Availability – all resources are finite, must be supplemented by Spaceports etc in 


the end game


Buying Resources – eventually, stocks of Metal on the map will be depleted, so 


players must find alternative sources. To do this, players hire private cargo 

ships at their spaceport to deliver stocks of Metal every so often, paying 


for this in Credits. Players determine what percentage of their Credit 


income they want to devote to buying Metal, and so every time Credit’s 


flow in, a certain amount of Metal will be purchased, which is then 


delivered on-board a cargo ship which cannot be shot down.


Credits – gained from Trading, used in all constructions. Credits can also be 


mined as different resources on different planets which are delivered as 


Credits. These include Water on Tatooine, Spice on Naboo etc

Gathering Resources – resources in the ground are mined by workers and 



stockpiled near the extraction point. Cargo aircraft such as the Lambda 


Shuttle or Republic Dropship then collect these stockpiled resources and 


transport them to the closest Spaceport. This is done automatically 



although cargo aircraft engaged in other work or in combat groupings will 


not gather resources


Metal – mind from ground, used to build Mechs, aircraft and buildings

Technology-                                                                                                                (top)

Research – divided into 3 categories (Military, Civic, and Economic) with credits 


invested in each, technology will be automatically researched with new 


tech’s becoming available gradually, research is faster if more credits are 


invested Credits invested in way of percentage of funds, with that 



percentage being added to research every time more credits are added to 


your total. 


Military Research gives player access to new units, and increases the 



speed, armour and firepower of all units. Advanced Options divide 



Military Research into three sections: Infantry, Mechs and Aircraft 



with the player able to define investment in each mini-category


Civic Research extends player’s borders, and increases the Population Cap 


in small blocks to a maximum of 600. Advanced Options divide 



Civic into two sections: Population Cap and Borders, with the 



player able to define investment in each mini-category


Economic Research makes collecting resources fast and more efficient, 



generating Credit’s faster, this research also defines the number 



and frequency of neutral cargo ships that visit your spaceport, and 



hence how many credit’s your spaceport generates. Advanced 



Options divides Economic into two sections, Advanced Economy 



and Free Trade. Advanced Economy increases the rate of, and 



efficiency of, resource collection, while Free Trade attracts more 



cargo ships to your spaceports


In addition, you can set the percentage of Credits to any research up to 


100% for all three combined, but this will generate a warning. On the 


screen showing research values, the total percentage of incoming Credits 


devoted to research will be shown in addition to the percentage devoted to 


each individual field.

Unit Upgrades – a result of battlefield success, will upgrade from Recruit (no 


bars) to Veteran (one bar), then Elite (two bars) and finally Heroic (three 


bars) when a unit destroys x-times that unit’s own value. Promoted units 


will receive bonuses for Line-of-Sight, Firepower, Armour, Rate-of-Fire 


& Speed. Jedi Padawans become Knights when promoted to Elite status. 


NOTE: although most units upgrade individually, the Confederacy has a 


single experience bar (as in C&C: Generals) which is filled by any unit 


(not structure) destroying an enemy unit. Once this bar is filled enough, all 

Confederacy units, including those yet to be built, are upgraded.
Unit population slots-                                                                                                (top)

Troopers (Battle Droid, Stormtrooper) = 1


All other Infantry, Workers Droids, Scouts = 2

Dwarf Spider Droid, Speeder Bikes, STAP, Officers, Jedi = 3

AT-PT, Droideka, Fighters (X-wing, Jedi Starfighter) = 4

AT-XT, Homing Spider Droid, Support/Misc Fighters (N-1, T-47, A-wing) = 5

AT-ST, AAT, Bombers (TIE Bomber, Y-wing) = 6

AT-TE, Hailfire Droid, B-wing = 7

AT-AT, SPHA-T, Air Transports = 8
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