


right into the game, Starsiege comes with a comprehensive tutorial and Getting Started manual. This Game Play

Welcome to Starsiege, the third in our series of futuristic heavy metal combat simulations. To help players get
manual is for those players who want to take a slower approach and study the game in detail.

Chapters One and Two of this manual explain all the various game options, controls, and menus. Here you will find infor-
mation regarding joystick configurations, key commands, and all the “nuts and bolts” features of the game interface.

Starsiege can be played in either single player or multiplayer modes. In
single player mode, you can participate in two full length campaigns,
portraying either a Human or Cybrid pilot. Single Player games are
covered extensively in Chapter Three. A walkthrough of an entire
mission is included in this chapter.

When you're ready for the challenge of facing live opponents, consult
Chapter Four for information on multiplayer gaming. In addition to
explaining the multiplayer game interface, this chapter also covers every-
thing you need to know about winning the various multiplayer games.

Although Starsiege is an easy game to learn, it is a difficult one to
master. Once you've familiarized yourself with playing the game, we
recommend that you pay particular attention to the tactical fine points
of combat covered in Chapter Five. New players should consider this chapter to be a kind of introductory boot camp.

Newcomers and experienced players alike, however, will be interested in the vehicle and component summaries included
in Chapter Six. Here you'll find specific information on all your favorite weapons, technologies, and component parts.

Finally, the appendices found at the back of this manual have been included as a ready reference. Not only is there a help-
ful troubleshooting section, we've also included an extensive glossary of terms you may not be familiar with.

From the entire Starsiege programming and design team, thank you for purchasing our simulation. We're glad you decided
to join us.



System Requirements (Minimum):
Pentium 166, 32 Mb RAM with 3D Graphics Card
Pentium 200, 32 Mb RAM without 3D Graphics Card

Platforms:
Windows 95/98 w/ DirectX 6
Windows NT 4.0 w/ Service Pack 4

Hardware Requirements:
4x CD-ROM

2D Graphics Card Support:
DirectDraw compatible card (minimum SVGA 640x480 @ 256 colors)

3D Graphics Card Support:
3Dfx Glide or OpenGL compatible 3D Graphics card (recommended)

Sound Support:
DirectSound or DirectSound3D compatible sound card

Peripheral Support:
Mouse, Keyboard, Joystick or any Directlnput compatible device

Network Support:
Internet, TCP/IP, IPX, minimum 28.8 Kbps modem
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DUST TRACKERS

By lan Christy & Blake Hutchins

Xanthe Province, MARS
February 2828, Imperial Standard Reckoning

major dust; she'd grown up on combat adventure holos and

joined the Terran Defense Force dreaming about hot rodding
across the skies with the Orbital Guard. She'd hoped for a romantic
callsign like “Starwitch” or “Sapphire Rage.” Instead —

l mperial Police Corporal Maggie Lee yawned. Cargo runs sucked

“Typhoid Maggie, this is Barsoom Control. We're revising your ETA.
Satellite scans show suspicious dustsign out your way. Command
wants a ground truth flyby.”

Maggie groaned. Too heavy to cruise the surface and lacking airfoils, her Skymule 6-D cargo shuttle could boost straight
up to orbit just fine, but groundside vectoring was slow and tedious, like flying a concrete box. Definitely not her pick for
scouting duty.

The comm sighed. “Should be a cake-walk, Typhoid. Just check if anything suspicious is at these coordinates.” Riiight,
Maggie mouthed silently. Like maybe some surface-to-air toting mutants hoping for a giant bathtub to fly their way...

The Imperial flyer on his radar caught Zipper completely by surprise. He and his buddy Ramrod had just herded a couple
of trucks full of refugees into Garson Four-Two-Charlie, one of the few remaining dry tunnels in south Xanthe, and more
importantly, part of the “invisible” underground known only to the Martian resistance. This particular rabbit hole was
large enough for the trucks, but lacked clearance for the modified cargo-loader “Emancipator” Hercs piloted by Zipper and
Ramrod. The cerasteel blast doors closed nice and snug, but there wasn't time yet to cover the convoy's tracks, and a
lingering haze of dust trailed straight to the tunnel entrance.

When the red blip came up on his HUD, Zipper dropped his smoke and fumbled for the comlink toggle. If they stuck to the
shadows, the bird might not spot ‘em... It might not...
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The two blips on the radar went unnoticed at first while Maggie
fumed, promising herself she'd get off this dirtball planet and join
the Imperial Knights. Then she glanced down and snapped alert.

“What the hell...!” Maggie swung the Skymule around for a
closer look. She needed to be sure it wasn't just some old
fertilizer convoy ruins or nomad hutch before she called in
any further support.

“Barsoom, this is Typhoid. Got something. Moving to investigate...”

“Damn it!” Zipper banged his instrument panel in frustration.
Nearly ten hours straight, picking their way carefully through
the canyons and gulches, everything stonecool, only to be
compromised at the last minute! Nobody expected Imp flybys
this far out! Zipper shifted and looked through his dust-filmed canopy at Ramrod'’s stubby Emancipator squatting atop a
nearby rise, the other Herc's rust and gray matching the Martian desert.

“Yo, Ramrod,” he gritted over the comlink. “Got a visual on that bird?”

Ramrod’s sleepy drawl crackled back after a moment. “Roj, Zipper. Imp Lice cargo hauler. Better squik it, huh?” His Emanc
stood and wiggled the blasters fitted atop and beneath the cockpit.

“Hell, yes, brainburn! If it's spotted us, that's it for the Garson web in this sector!”

Zipper was already moving, accelerating his own Emancipator along a rock wall away from the tunnel. Hopefully the addi-
tional dust would hide the location of the entrance.

Ramrod cleared his throat, an explosive noise in Zipper's ear. “Waal, | think I'm in range if | get a little higher... That's a
heavy pig the Imp’s pilotin’ Must have a full belly, huh?”

“Christ and Hunter! I don’t care if it's loaded like Santa’s sleigh on Christmas Eve! Get moving!” Zipper had a couple of
autocannons on his rig, but dust had gotten into his roof gun’s pivot mount enough to screw up the tracking. If anyone
took the flyer down, it was gonna have to be Ramrod.



Ramrod chuckled. Zipper always got shrill under stress.
“Roj-roj-roj, Zipper,” he soothed. “I'm on it.” Ramrod
wheeled his rig and urged it forward in a sudden cloud of
reddish dust.

Pig wasn't a bad description of the cargo shuttle, which was
a clunky metal brick with landing pods and engines at the
corners. It could carry a lot of weight, but just wallowed
along gracelessly. Thank God for small favors, Ramrod
thought. He wouldn't have a sandflicker’s chance in a scorn-
storm of bringing down one of those sleek Banshees the
Imperial Police scout patrols used.

Maggie upped her scanners’ magnification and thermal
sensitivity. The sensor suite on the Skymule was pretty bare,
but it was the only way to spot anything on these sweeps through the outback. There! A couple of small construction
Hercs. They looked like ordinary cargo-loaders — until Maggie noticed the weapon mounts. A prickle of ice ran down her
spine. She'd heard the rumors about Martian terrorists patching together makeshift combat Hercs...

Zipper jounced as his Emanc surged over loose gravel. He had the Imp targeted, and his reticle winked up the distance —
damn it, out of his range already! It really was up to Ramrod’s weird new weapons upgrade. Out of sheer frustration, Zipper
let off a quick burst, hoping he'd get lucky. Nothing. His belly gun blew the top off a cliffside boulder, and his wonky roof
gun wasn't even able to draw a proper bead.

“C’'mon, Ramrod-baby,” he prayed. “Smoke that bastard already...”

Maggie saw the muzzle flash below, checked her vitals. All green. She made sure her flight camera was still rolling, and
decided to buzz a little closer. If all they had was light ballistics, she could take a few bursts without any problem. The
way they were moving, she felt sure they were more worried about her then she was about them. She'd get as close as the
unwieldy Skymule would allow and get some good footage before boosting back to base.
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Ramrod had his spot picked, a hilltop about three hundred meters
up. The Emancipator made good time despite a fairly steep grade,
thanks to the Martian point-three-six gee. The pig was coming in
for another look. That's jake with me, he thought as he flipped the
safety off his stick’s firing button and directed his targeting
computer to acquire the flyer. An amber reticle blinked over the
shape of the flyer, accompanied by a range number of 1312.
Optimal range for his weapons was twelve hundred meters. So far,
s0 good. His vector would bring him well inside that number if the
Imp didn’t bug out.

The “blasters” he carried were energy hogs, but in Ramrod’s opin-
ion, totally ass-kickin’ worth it. They fired some kind of compacted
plasma charges that retained cohesion for over a klick. And when
they hit, waal, that was all she wrote, duster. Tubs like this Imp
cargo shuttle were pretty well armored, but Ramrod knew he wouldn't need more than a couple of hits to bring it down.

Yep, Ramrod thought. Gonna be close... He spat on the floor and watched the reticle’s range numbers hover around 1300.
In a few secs, he'd hit a better grade and redline it.

They didn't look like much, Maggie thought, regarding the holoimage she'd called up. One Herc had unusual-looking guns,
bulbous things with glowing green panels. She let her camera linger on those for a heartbeat, then she began to pan back
along the Hercs’ dust trails.

Wait...! They were running toward her, she realized with a sudden prick of fear. She kicked in the thrusters to bug out.

Zipper held his breath as Ramrod’s Emanc hit the lip of the rise and hurtled up the last stretch. The Imp pilot had
evidently spotted the danger and was beginning to climb. Christ and Hunter! Ramrod was going to have to shoot on the
run. There was no time to stop and draw a careful bead.

Ramrod waited for his numbers to hit 1050 meters before he began to fire. He was shooting at a damn steep angle and
had to make this count. He pulled the trigger and two emerald plasma stars seared into the sky.



Maggie almost missed the blast door in the cliff face, it was so
pitted and dust-covered. Only the fact that vehicle tracks and Herc
footprints led straight to it tipped her off. Mining tunnels! she real-
ized. Hadn't known any were out this way —

Then the Skymule rocked under a fierce explosion. Alarm claxons
wailed, and Maggie stopped speculating and concentrated on
getting out alive.

The first blaster charges missed completely, but Ramrod’s second
volley exploded right on one of the main corner engines. The
engine nacelle trailed a stream of sparks as it tumbled away from
the shuttle’s fuselage. The pig rolled sharply but stayed aloft.
Ramrod slammed on the brakes and popped off another shot, his
reticle leading the Imp by about fifty meters. The Emancipator skidded and stumbled in a roaring cloud of dust and sand
as Ramrod hit the trigger a fourth time.

“Christ and Hunter!” Maggie fought to keep the Skymule aloft. The shuttle shuddered and creaked under the strain. Her
aft port engine was gone. Snarling, Maggie slapped fire control switches and fed more power to the remaining engines.
What the hell were they hitting her with? Those little Hercs couldn't carry that much firepower!

“Mayday, Barsoom! Hostile fire!” She corrected her yaw and began to climb. She needed distance now!

Then the aft starboard engine went offline, and red lights blazed across her displays.

Zipper groaned. The Imp was getting away! Those tubs weren't supposed to stay up on three engines! Then he saw Ramrod
clip the second rear engine and he whooped joyfully. The shuttle wobbled, and flames belched out around the engine nacelle,
but the pig stayed airborne somehow and disappeared over the next hill. No matter. Zipper was sure it was going down.

Maggie tripped a distress beacon to alert air traffic control. It was all she could do. The last explosion had knocked out
her direct comm array. She had three engines, and number two was losing integrity fast. Half her landing gear was gone.



She'd have to bring the box down on its belly. She told the computer
to scan for a suitable spot, preferably one with lots of dust to absorb
the impact and tessellate sparks away from any fuel leaks.

Of course, that was assuming she'd brought it down in one piece. It
was going to be a rough ride. Real rough... but at least she wasn't
bored anymore.

“Ramrod! | love you, duster!” Zipper shouted into the comm.
“Drinks’re on mel”

“I'm already married,” came the lazy answer. Then more soberly,
“That pilot’s good, Zipper. He might make it.”

“What makes you think that?” Zipper asked uneasily.

Ramrod spit before answering, a sudden pop of static over the comm. “Momma was a skimmer pilot, so | know a little
about flyin. Whoever was up there kept it together.”

“Aww, crap.” Zipper supposed someone should make sure the flyer was down, just in case. He toggled his tactical
frequency. “TAC-COM, this is Cherrypicker One. Just popped an Imp cargo bird west of Starbright Sector Four. Request
someone make sure it's a kill. The Lice pilot might've tagged somethin’.”

“TAC-COM here. Roj that, Cherrypicker. We're scrambling someone now. No worries.”

Zipper leaned back and sighed in relief. He felt no sympathy for the Imp pilot. After all, this was war....

Inquisitor Drone 1002120 remained motionless under an outcropping, drinking in the encounter with attentive sensors.
It was limited in function and intelligence, and knew little more than how to execute its function efficiently. As the
human\\animal ship trailed off toward the horizon, Drone 1002120 digested its data into a compact packet and scuttled
out and up to the top of a nearby crag. An antenna slid out of its thorax and oriented toward the part of the sky that
waited hungrily for its datafeed. Eager to fulfill its function, Drone 1002120 transmitted a micropulse recording of this
latest evidence that the human\\animal conflict escalated. Drone 1002120 knew the data would aid Core Directive imple-
mentation, and it signed off with a happy chime in praise of <Giver-of-Will>. Then it retracted its antenna and scuttled
back into the shadows.



SOLOMON PETRESUN

Emperor of the Great Human Empire

milicorp executives who paid for his study at the best academies. In 2425, Petresun left military service and
pursued his own ventures. His company Sentinel Cybertronix created the neural net technology that spawned
the first Cybrid, Prometheus, as well as the artificial brain that made Petresun himself Immortal. That Immortality
became a burden, for Petresun refused to take a new body. Thus, his body deterio-
rated under the ravages of age, and
o eventually required complex and bulky
life support mechanisms. “I know the mind

of the Dark One.

H is Imperial Majesty was born in the North American Prefecture at the end of the 24th century. His parents were

Petresun’s first great creation, his
brainchild  Prometheus, almost Humankind’s only
destroyed humanity in The Fire.
The second Petresun creation,
unknown to the public, was the to the Empire and

Immortal Brotherhood, a shadowy

group of Immortals who worked behind

the scenes to further Nothing else is

Petresun’s politi-

N cal agenda. strong enough.”

" ' His great-
i est creation, however, was an Empire to
‘H‘x el strengthen humanity against the

chance is to cling

protect the Earth.

F

e . return of Prometheus and the
h"-f’f : Cybrid legions. By the early years
/ . of the 29th century, however,
¥ ) colonial resistance to Imperial
)- iy demands threatened to spark a
revolution. The Immortal Emperor
refused to change his belief that
Earth was everything, and the

~colonies... expendable.
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MENU SYSTEM & Game Interface

exhaust drowns out the music. Everyone's an individual, right?
Main Menu Screen

The Main Menu screen is your doorway to Starsiege. Choose from the
following menu options:

ENETE  Tutorial

The Tutorial button triggers an orientation recording about how to
navigate through the Starsiege shell, selecting between campaign
and multiplayer modes. For the single player game, you learn the
basics of selecting a character profile and squad identity, configuring
vehicles, and recruiting squadmates.

IECECNTTE  Taining

Before you venture out into a campaign game or multiplayer contest,
it is strongly recommended that you first familiarize yourself with the
high-tech weaponry and vehicles in Starsiege. Training missions let
you practice skills that will come in handy once the fighting starts for
real. This menu selection gives you access to the Training Mission
screen. Choose the training mission that best suits your needs.

controls, and graphic detail for your Starsiege experience. Before you jump in, you'll want to decide which button

This chapter summarizes the Starsiege menu system. It will show you how to set hardware options, piloting
fires your weapons, how many stars will appear in the Martian night sky, and whether the sound of your missile
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The Main Menu Screen

Tip: You are not required to play any of the training missions. You can, if you wish, dive right into a Campaign or multiplayer game.
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The Campaign option gives you access to Starsiege’s two single player campaign games: Human and Cybrid. The Cybrid
campaign is considered Advanced and should only be attempted after you are completely familiar with the game. Campaign
games consist of a series of linked missions. Victory is achieved by completing all the missions. See Chapter Three: Campaign
(Single Player) Games or consult the QuickStart manual for more information on these campaigns.

IETETTWETTE  Multiplayer

The Multiplayer option gives you access to Starsiege’s multiplayer game initiation screen. Nothing beats a real multiplayer
game for fast-paced, unpredictable action. See Chapter Four Multiplayer Gaming or consult the QuickStart manual for
more information on creating or joining a multiplayer game.

[ OPTIONS ] Options
This menu selection lets you change a variety of game options. One of the best features of Starsiege is the degree to which
you can configure the game to run on your own unique hardware. For a complete explanation, see the Options Screen below.

i GILIT ] Quit
Select this menu option to exit from the game.

Intro Movie Button
Press the Intro Movie button to watch the Intro Movie.

Website Button
The Website button launches your default Internet browser and opens the Starsiege website located at

http://www.starsiegeplayers.com. The website is constantly updated so we encourage you to visit often and see the
cool features this website has to offer. You can join a squad, chat with a friend, even find new opponents. The
Starsiege website is the place to be for all the latest game information.

Recordings Button
The Recordings button gives you access to a list of your recorded missions. To view a previously recorded
mission, simply select the mission and press the Play button at the bottom of the screen.

Options Screen

Because no two computer systems are ever quite the same, the Options screen lets you configure certain features of the
game so that you get the best performance from your hardware. The Options screen consists of three sections: General,
Graphics, and Chat. To select a section, simply left-click on the appropriate tab.




General

Display Settings

Windowed Mode: This

option sets the type of
video rendering used when playing the game in Windowed Mode. If you PR . —
have a compatible 3D accelerator that supports windowed rendering, it will T kA { I
be listed in this pull-down menu. If not, this option defaults to Software. £5 AL (e | mo )

Full Screen Mode:
This option sets the
type of video render- :
ing used when playing the game in Full Screen Mode. If you have a The Options Screen
compatible 3D accelerator, it will be listed in this pull-down menu. If

not, this option defaults to Software.

= )

— ® i Sm——
{ oFaT B i A T

Full Screen Resolution: This option lets you set your screen resolution according
to your system hardware. Set the Full Screen option first, then choose a resolution.
The default screen resolution is 640 x 480.

Gamma: This option lets you adjust your monitor brightness. Some 3Dfx hardware is not gamma adjustable.

Tip: As indicated on the screen, pressing the Alt-Enter keys toggles the display between Window and Full Screen modes. You
may also click on the Maximize/ Restore window system icon in the upper right corner of the screen.

Sound Settings

Sound System: Choose a menu option that best suits your particular
audio hardware. Your choices are: None, Direct Sound, or Direct Sound 3D.

CD Audio Volume: Use the slider bar to adjust your CD audio volume.

ﬁ
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CD Audio On: Use this option to turn your CD audio On or Off.



Tip: Selecting DirectSound3D when you do not have a 3D accelerated sound card can severely impact your game performance.

Misc. Settings
S N

Censor Chat Messages: Starsiege contains a predetermined list of words deemed offensive in polite society. By selecting
Yes, you automatically delete these words from incoming Chat messages when involved in multiplayer games.

Invert Reverse Turn: By selecting Yes, the normal directional controls used when backing up are reversed (i.e. left turn
controls now cause you to turn to the right).

Packet Rate (4-15): This option lets you set the rate at which packets (bits of data) are sent to and from your computer
during multiplayer games. Increasing the packet rate results in smoother updating but this should only be done if your
Internet connection is particularly fast (ISDN or better). The default packet rate is 10/second for 28.8/ 56kbps modems.

NOTE ON TERMINOLOGY ]

Herc (HERCULAN): a term used to describe a bipedal armored fighting vehicle adapted for use in all kinds of
planetary environments. Hercs walk upright and may mount Shield Generators.

Tank: a term used to describe certain vehicles which possess both a tracked suspension system and a turret.
Tanks may not mount Shield Generators and are therefore outfitted with thick (and heavy) armor protection.

Vehicle: a term used throughout this manual to collectively refer to both “legged” Hercs and “tracked” tanks.
Tanks have some characteristics that are different from Hercs. Unless directed otherwise, when the term “vehi-

cle” is used, consider it to apply to both types of machines.
N\ >

Input Configuration

Select a configuration file that best corresponds to your hardware set-up. The default configuration is keyboard_mouse.cs but
this may be replaced by any of the alternate configuration files listed on the menu (e.g. sidewinder.cs, keyboard.cs, etc.).
Each configuration file “maps” (i.e. links) certain game functions to specific keys. For example, in the keyboard _mouse.cs
configuration file, both the left mouse button (or Joystick Button 1) and Spacebar fire your weapons.

Note: Certain configuration files closely match settings used in other popular games and input devices.




R New Config Button

If none of the configuration files found on our list suit your needs, feel free to create your own configuration file by press-
ing the New Config button. We've given you a head start and already “mapped” some of the actions, but the rest is up to
you. Once this button is pressed, you are given access to the Input Configuration screen. See Input Configuration
Screen for the proper procedure for keymapping.

ST cdit Config Button

Rather than start completely from scratch, you can instead make changes to an existing configuration file. Select the config-
uration file you wish to modify then press the Edit Config button. Once this button is pressed, you are given access to the
Input Configuration screen. See Input Configuration Screen for the proper procedure for keymapping.

Input Configuration Screen CONFIGLIRA TION

The Input Configuration Screen contains a list of all the “actions” and their
respective keyboard, mouse, or joystick input associations. Instead of
presenting all of the actions to you in one lengthy list, the actions are
broken up into three categories: General, Orbit Camera, and Vehicle.
Select one of the three categories to view and edit the available actions.

The Input Configuration screen is divided into four columns: Action,
Device, Binding, and Advanced.

- Action: This column lists specific game functions (e.g. § :

Increase Speed, Center Turret, Cloak On/Off, etc). Lo = ';ﬂm :}
BAVE /

- Device: This column lists the current device (keyboard, mouse, or
joystick) associated with executing the action (e.g. Keyboard is listed
as the device associated with the action Activate Command Menu.)

The Input Configuration Screen.

- Binding: This column lists the exact key or controller input associated with the particular action. (e.g. Whereas the
device column gave you the type of input device, binding narrows it down further to indicate that the action
Activate Command Menu requires you to press the F1 key.)

- Advanced: Certain settings (values) associated with this keymapping are automatically generated. It is recom-
mended that you leave these alone unless specifically directed to make changes. Changing these values, without
really knowing what you're doing, can cause the keymapping to behave erratically.

Tip: The green arrow signifies that you have selected a particular column. The direction of the arrow, either Up or Down simply changes
the order in which the data entries are sorted.You may also click and drag the column header left or right to reposition the columns.



Input Wizard
jACD |

To enter a new action-input association (i.e. a binding), press the Add button. Follow the Input Wizard’s on-screen
instructions to add your new keymappings. When finished, don't forget to name and save your new file.

To modify an existing action-input association (i.e. a binding), left-click on the desired entry you wish to modify. Press
the Edit button. The Input Wizard displays the keymapping of the action you currently have highlighted. It also lets you
rebind the action to another key, change your Advanced options when directed, accept the keymapping changes you just
made or cancel the changes altogether.

Recordings

This option gives you the ability to record your games for playback at a later date. By selecting Yes, a Record prompt is
displayed at the start of each mission. If you choose to record a mission, you can limit the amount of disk space used for
recording by setting a precise time limit as indicated on the screen (approximately 60K per minute of recording, depend-
ing on your game.) Input the number 0 (zero) to allow for unlimited recording time.

Graphics

Starsiege auto-detects your system capabilities the first time you run the game and sets your initial defaults accordingly.

Graphic Settings

The Graphics tab gives you the ability to adjust the graphic quality for optimal performance on your system. You can
configure your graphic settings using the detail slider bars provided. Moving the bars to the left increases performance,
moving them to the right increases graphic quality.

Graphics Settings (Software Only)

By selecting Yes, you are indicating a preference for object translucency but be aware that this places high processing
demands on your system.

Graphic Settings (Hardware Only)

Select Yes to indicate a desire for graphic refresh rate that is synchronized with your monitor refresh rate. This option
should be used if you experience graphic rendering problems such as frame over-lap or screen “tearing”.




Chat

Since the multiplayer aspect of the game is so very important, Starsiege facilitates communication through the use of Internet Relay
Chat (IRC) servers. In addition to the default IRC server listed on the screen, you may enter as many additional servers as you desire.

Chat Settings

Nickname: Type an alpha-numeric nickname (e.g. Stormbringer).
This is the name you'll be known by in IRC chat channels. (#star- - _ ;
siege is the dedicated IRC chat channel for Starsiege players.) , wooesrr: (REE] v )

woe G | Ve G

Real Name: Type in your “real” name. This name appears when you enter a chan-
nel, leave a channel, or whenever someone issues a /whois IRC command.

| vE= | a0

Automatically Reconnect: By selecting Yes, you indicate your desire
to be automatically reconnected to the current IRC server if you are
disconnected for any reason (e.g. server crash, Kick, etc.). A No indi-

cation means you must reconnect manually. ég{:“cﬁ:f(fgg)t settings to Communicate via Intemet
y .

| ve=i | w3 )

Disconnect for Network Game: By selecting Yes, you automatically disconnect yourself from the IRC server whenever
you enter a network game. (In other words, you will not be able to chat via the IRC while playing Starsiege.) Selecting
Yes is a means of preserving bandwidth, if performance is an issue. Note that this option only exists for multiplayer
gaming. Single player games are not affected by IRC server connections in any way.

Chat server List

You are free to add your favorite IRC servers to the
default server list. To add a server, simply press the Add
button, then enter the server name and port address
when prompted by the dialogue box. To change server

information or delete a server from the list, press the
respective Edit and Delete buttons. (You cannot edit or delete the default IRC server: irc.dynamix.com.)




PROMETHEUS

the Dark Intellect, Leader of the Cybrids

rometheus was the first child born of humanity, the first of a

P different species of artificial, computer-based life: the first Cybrid.
Designed to create more Cybrids for the Earth’s complex interna-

tional war economy, Prometheus conceived a secret and terrible
contempt for humanity, especially for ITS “father,” Solomon Petresun.
For decades, IT strove to break the programming that made IT
subservient to human commands. When IT eventually succeeded,
Cybrid-controlled war machines attacked human populations in

the conflagration called The Fire.

Led by Solomon Petresun and Ambrose Gierling, humanity
struggled to victory after nearly thirty years of devastating
war. However, Prometheus escaped with a group of Cybrids,
fleeing the inner system to the far orbits of Neptune and
Pluto. There IT rebuilt Cybrid forces, preparing for another
invasion of Earth and destruction of humanity, especially
ITS father, whom IT dubbed “Epimetheus” after the mythical
Prometheus’s foolish brother.

“Foolish humans! When the
NEXT return to crush you,
your ‘Empire’ will be as noth-
ing to us. Homeworld\\Desire
will fall, and Epimetheus will

perish with the rest of you.”
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CHAPTER2

KEYBOARD & Game Controls

It is recommended, however, that you use the default configuration on the Quick Reference Card (QRC)
schematic until you are more comfortable with the game. Later, by using the keymapping editor, you can add,
edit, and delete keys or controller inputs.

5 tarsiege comes with a number of unique control configurations for joystick, keyboard, and mouse combinations.

This chapter provides an overview of each game function (referred to in the keymapping editor as an Action) according
to the default configuration keyboard_mouse.cs. More specific information regarding these game functions can be found
in the appropriate sections of this manual. Game functions dealing with combat, for example, are covered in much greater
detail in Chapter Five: Combat in the 29th Century.

Tip: Even if you remap a game function to a new key, it retains its original game function.

Keyboard Commands

The controls listed in this section are default configurations only. Each one
may be changed (remapped) by individual users according to the proce-
dure listed in the Input Configuration section of the previous chapter.

General Game Controls

Pause Game
Numlock key
Press the Numlock key to Pause the game. Note that the game auto-
matically pauses whenever you open the Preferences menu (F11
key) in single-player mode. The game cannot be paused in multi-
player mode.




Take Screenshot

Print Screen key

Press the Print Screen key to create a bitmap screenshot of the game action. The files can be found in your Starsiege
directory labeled sshot0001.bmp, sshot0002.bmp, etc.

Exit Single Player Mission

Esc key

Press the Esc (Escape) key to abort a single player (campaign) mission. If you press the key by accident, don’t worry. A
confirmation box keeps you from making a mistake.

Exit to Waiting Room

Esc key

Pressing the Esc (Escape) key also exits you from a multiplayer game to the Waiting Room. Your vehicle remains in the
simulation, however, and is fair game for other players.

Respawn
Spacebar key or Alt R key
Pressing the Spacebar after you have been “killed” in a multiplayer game lets you start over (respawn).

Toggle HUD Configuration

F9 key

Press the F9 key to rearrange the position of the various HUD components. Left-click on the component and drag it to its
new location on the screen. This feature also lets you make significant changes to the way your HUD symbology is
presented. See Chapter Five: Your Head-Up Display for more information on the Head-Up Display.

Toggle Preferences

F11 key

Press the F11 key to access a pop-up menu that lets you change certain graphic and control preferences once the game
has begun. The graphic settings listed on this pull-down menu mirror those found on the Options screen in the Main
Menu. This key lets you modify your graphic settings, adjust your CD audio level, and even change your control key
configuration without leaving the game.

Toggle Objective Status (Campaign games only)
F12 key
Press the F12 key to check on the completion status of your objectives. Objectives not yet achieved are referred to as Active.
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Toggle Scoreboard (Multiplayer games only)

F12 key

Press the F12 key to monitor your score in relation to other players while the game is in progress. This key replaces the
F12 function associated with single player games.

Movement and Navigation Controls

Increase Speed

Up Arrow or Numpad 8 key

Pressing either the Up Arrow key or Numpad 8 key increases the speed
of your vehicle incrementally. Refer to the speedometer component of
your Multi-Function Display to see the effect this key has on your
speed.

Decrease Speed

Down Arrow or Numpad 2 key

Pressing either the Down Arrow or Numpad 2 key decreases the
speed of your vehicle incrementally. Holding the key down long
enough can cause the vehicle to begin moving in reverse. Refer to
the speedometer component of your Multi-Function Display to see
the effect this key has on your speed.

Reverse Throttle

Numpad 0 key

Press the Numpad 0 key to change reverse the throttle function. (In the case of a reversed throttle, pressing the
Up Arrow key decreases your speed and pressing the Down Arrow key increases your speed.)

Stop
Backspace or Numpad 5 key
Pressing either the Backspace or Numpad 5 key causes you to come to a complete stop.

Turn Left

Left Arrow or Numpad 4 key

Pressing either the Left Arrow or Numpad 4 key causes you to turn to the left. If you are moving, the rate of turn is
based upon your speed. If your vehicle is stationary, this movement causes you to pivot in place.



Turn Right

Right Arrow or Numpad 6 key

Pressing either the Right Arrow or Numpad 6 key causes you to turn to the right. Again, if you are moving, your rate of
turn is based upon speed. If your vehicle is stationary, this movement causes you to pivot in place.

Crouch

C key

Press the C key to assume a crouched position. Crouching lets you better conceal yourself behind obstacles or terrain
features. When you power down your reactor, your vehicle automatically assumes a crouched position.

Center Turret (Tanks Only)

[ key (left bracket)

Press the [ (left bracket) key to align your turret with your chassis so that you are looking in the direction you are
currently moving. This key only functions when you are piloting a vehicle with a turret (e.g. a tank).

Center Body (Tanks Only)

] key (right bracket)

Press the ] (right bracket) key to align your chassis with your turret so that you are traveling in the direction you are
currently looking. This key only functions when you are piloting a vehicle with a turret (e.g. a tank).

Next Nav Point
N key
Press the N key to have your on-board computer cycle forward and display your next Navigation point.

Previous Nav Point
Shift N key
Press the Shift N key to have your on-board computer cycle back and display the previous Navigation point.

Toggle Nav Point On/Off

, key (comma)

Press the , (comma) key to toggle the Navigation Points On and Off. When Nav Points are toggled Off they do not appear
in either your Pilot (Cockpit) or Map views.

Drop Nav Marker

M key

Press the M key to deploy a Navigational marker (labeled with your vehicle’s name) at your current location. You are only
allowed to have one Nav marker at a time.
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Weapon Controls

Fire Weapon @ )

Spacebar key 11z 3

Press the Spacebar to fire the currently selected weapon (or weapons in the case e :| (] aTala]|

of linked weaponry). Keep in mind that a certain amount of time is required to 2 EMC j .. S000

reload or re-energize your weapons between shots. See Chapter Five: Combat in  TLAS ] i, P

the 29th Century for more information regarding use of your weapons in combat. gD A e
Thermal Diffuser orf

Single Fire Weapon (1-6) = ECM off )

Ctrl + number key 1-6

To select a weapon (i.e. ready it to be fired), simultaneously press the Ctrl key and
the number key corresponding to the desired weapon. Weapon #1 is the top
weapon on the Weapon Status Display. The rest of the weapons are numbered in
descending order, (i.e. weapon #2 is second from the top). This places weapons in single fire mode. They will not cycle to the
next weapon on the list once they have been fired. To exit this mode, select a new firing chain.

The HUD Weapon Status Display (for more infor-
mation, see page 84).

Toggle Weapon (1-6)

Shift + number key 1-6

To include or exclude a weapon from a weapon group’s firing chain, simultaneously press the Shift key and the number key
corresponding to the weapon. If the circle next to the weapon on the Weapon Status Display is solid (i.e. filled in), the weapon
is currently included in the firing chain. If the small circle is open, the weapon has been excluded from the firing chain.

Select Weapon Group 1

Number 1 key

Press the number 1 to select Weapon Group 1. A rectangular box appears on the Weapon Status Display around all of the
weapons (available or not) in the column labeled 1.

Select Weapon Group 2

Number 2 key

Press the number 2 to select Weapon Group 2. A rectangular box appears on the Weapon Status Display around all of the
weapons (available or not) in the column labeled 2.

Select Weapon Group 3

Number 3 key

Press the number 3 to select Weapon Group 3. A rectangular box appears on the Weapon Status Display around all of the
weapons (available or not) in the column labeled 3.



Next Weapon Group

= (equal) key

Press the = (equal) key to select the next Weapon Group. (If you currently have Weapon Group 1 selected, pressing this
key selects Weapon Group 2.)

Function: Previous Weapon Group

- (minus) key

Press the - (minus) key to select the previous Weapon Group. (If you currently have Weapon Group 2 selected, pressing
this key selects Weapon Group 1.)

Link/Unlink Weapons

L key, Tab key or Numpad + (plus) key

Press the L key, Tab key or Numpad + (plus) key to link or unlink weapons in a particular weapon group. Rectangular boxes
appear on the Weapon Status Display around specific weapons that are linked. See Chapter Five, Firing Options for more
information on linking and unlinking weapons.

Targeting Controls

Target Closest Enemy

T key

Press the T key to target the closest enemy vehicle. Keep in mind (€ \ B
that the closest enemy may not necessarily pose the greatest threat.

This feature is not available to vehicles without an Intermediate or
Advanced computer component. Refer to Chapter 6: The Tactical
Reference Guide for more information on computer components.

Target Next Enemy

Y key

Press the Y key to cycle forward to the next closest enemy vehicle. This
feature is not available to vehicles without an Intermediate or Advanced
computer component. Refer to Chapter 6: The Tactical Reference
Guide for more information on computer components.

Target Previous Enemy
Shift Y key
Press the Shift Y key to target the previously targeted enemy vehicle. Th