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STAR WARS: FLEET COMMAND
Thank you for downloading Star Wars: Fleet Command for the Star Trek Armada II Demo. SW:FC enables you to play as either the New Republic or Imperial Remnant, in a massive battle for control of the galaxy. Build expansive bases full of familiar Star Wars ships and stations, colonize and develop planets, establish mining operations, and build massive fleets full of every ship imaginable… from Z-95s and TIE Fighters, to MC-90s and Super Star Destroyers. Use hyperspace to gain an edge against your enemy via hit and run attacks, or simply use brute force to pummel your way through his defenses.

Star Wars: Fleet Command was designed for the enjoyment of all those who love Star Wars space combat, specifically all the Star Wars gaming clubs (such as the Star Vipers and the Rebel Squadrons) out there who have been longing for something "new" to do in the realm of Star Wars space combat games. I have dreamt of doing a Star Wars RTS for the community for a good many years now, and this is the fruit of that dream.

Keep in mind that this mod completely changes Armada 2… and eliminates almost all vestiges of Star Trek stuff from it. SW:FC is designed for the A2 demo, but works much better with the full version of Star Trek: Armada 2. The full version of Armada 2 provides increased performance, lots more helpful options, many more maps, and is overall considerably better than the demo of A2. So, if you like SW:FC, enhance it with the Star Trek: Armada 2 full version!
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I - Installation

Simply run the SWFC.exe and extract it directly to your Armada 2 (demo or full version) directory. Then, double click on the Armada 2 desktop icon to run the game!

The music for SW:FC  is a separate download which you can get at our website http://www.nightsoftware.com/project/armada and is very highly recommended for increased atmosphere when playing the game. The music download is about 15 MB, and includes installation instructions.

II - System Requirements
Minimum System Specifications

Pentium II 300MHz

64MB RAM

2nd or 3rd Generation Video Card with at least 8 MB VRAM

Recommended System Specifications

Pentium III 500MHz or higher

256MB RAM or higher

ATI Radeon or nVidia GeForce 2/3/4 video card with 64 MB VRAM or higher

III – How to Play

The Armada 2 engine is different from many RTS engines, so here are a few tips and tricks to make your playing experience easy and fun:

· In order to send hyperspace-capable ships to hyperspace, select them, then right click on the mini-map, or ALT + right click on the screen (you will get a blue move cursor) to where you want them to go. Larger, slower ships like Star Destroyers may take awhile

· When hitting the “Build” button on platforms and construction ships, you may notice blacked out areas where buttons should be. These are ships/stations that you have access to, but cannot build yet because you do not have the tech for it. Hold your mouse over the empty button to discover what you still need in order to build the ship/station.

· Special weapons can be fired by pressing the special weapon button, and then either targeting the ship for it to be applied to, or, in the case of Centerpoint Station, targeting the space around an object

IV - Instant Action and Multiplayer

Star Wars: Fleet Command has been fully tested online. If anything, it is the most enjoyable aspect of this mod, since playing humans is considerably more challenging than playing an AI.

To play with another person online, you must have the same version of SW:FC installed. ANY modifications you make to the mod for your own personal use, will put you out of sync with other players, and you will be listed as “incompatible” in their games. The only way to find out is to create a game or look for a game. All games listed will be in a yellow colour if they are out of sync with you. Any games showing up in white are compatible and you can join them.

Star Wars: Fleet Command was designed with the Star Wars gaming community in mind, and is therefore geared towards online competition-type play.

V – Known Issues

These are the current bugs/issues within Star Wars: Fleet Command that will be addressed in later patches (see “Patch Schedule”, below, for details) 

· The AI does not build many base defenses, and it occasionally does not attack. Later patches will see them building more devious defensive layers for their bases, and acting a little more “human”.

· If you have downloaded and installed the Music, when you load up a game, you may notice as it brings up the game, it pauses for about a minute. Do not worry, the game has not crashed, it is just loading the large music file.

· Some ships, most notably the Assault Transport and Xiytiar Repair Ship, lack the correct wireframes. There are currently placeholder wireframes that appear similar to the ships you wish to build. Unique wireframes for these ships will be added in a later patch.

· Gravity Well Generators on board the Interdictor Cruiser are temporarily disabled until a solution can be found to a nasty bug involving mobile Gravity Wells. Gravity Well Generators are still available on Advanced Sensor Arrays, and activate when the enemy is in proximity to the array.

· Gravity Wells cause massive graphical lag when generated. A future patch should fix this issue.

· The SSD has path-finding issues. Future patches may size it down so it is easier to maneuver, depending on feedback.

· Turn bump mapping to “Off” in graphical options if ISDs look transparent… this is a game compatibility issue.

VI – Patch Schedule

There will be at least two patches for Star Wars: Fleet Command coming in the future. Each patch will fix issues in the above list, tweak the balance of existing game objects, and add in new ships/stations/GUIs/etc. in order to complete the full Star Wars experience. Below is a list of the currently planned patch additions.

· Space mines, Seismic Charges for Slave 1, and possibly a dedicated minelayer ship

· Correct sounds for Slave 1’s laser cannons

· Eliminating the transporter effect, and replacing it with something more in-line with the Star Wars universe

· Add the Sovereign-Class Super Star Destroyer in as a map unit

· Fix the Death Star, and enable it as a map unit

· Possibly add a third side, a “Pirate”/”Independent” race, using some of the more covert (and cobbled together) ships and stations from the Star Wars galaxy

· Add in new 3D models for Home One, MC40a Light Cruiser, SSD, VSD, etc.

· Add in Defender-Class Star Destroyer, Bothan Assault Cruiser, XJ X-Wing, Ion Turret, and other new ships/stations from the NJO era (and some original designs)

· Complete the AI… and make it more constant in it’s attacks

· Finish all wireframes and Admiral’s log pictures

· Etc. (The all-important catch-all!)

VII - Disclaimers and Legal Information

The Star Wars: Fleet Command team (as part of the Star Trek vs. Star Wars team) CANNOT be held responsible for any consequential damage to your system from the use of this mod. If you download and install this mod, you do so at your own risk. The material in this mod is NOT made or supported by either Activision, Paramount Pictures,  LucasFilm Ltd. or LucasArts Entertainment Co. in any way, shape or form. No copyright infringement is intended to any of the above companies shown and no profit is made from this mod other than the publics satisfaction of our work. All Star Trek ships, logo’s, names and statistics are property of Paramount Pictures. The game Star Trek Armada is an Activision product. All Star Wars ships, logo’s, names and statistics in this mod belongs to those companies who own the rights to them, without question. We've simply changed some basic files in order that others might be able to play in the wonderful universes spawned by the minds of Roddenberry and Lucas. Thanks to all those who love Star Wars and Star Trek... because without you, we would have no reason to make this.

All models and textures in Star Wars: Fleet Command have been made from scratch. Many older models and textures are based off the designs used in the LucasArts game “X-Wing Alliance”, but are not direct conversions thereof (since conversion from OPT to SOD is not possible).

The concepts and ideas used in the development of the Star Wars: Fleet Command mod are the property of the ST vs SW team and of Apoc Entertainment. The models, images, and designs are property of their respective creators. Any changes made to this mod by 3rd parties should be run by the Star Wars: Fleet Command team lead, Stalker. If you wish to have additional features in this mod, please consult Stalker, and he will determine the viability of adding them to a future patch.

VIII - Credits

Below is a list of all the team members and everyone else who helped in the creation of this mod, either through actively submitting something to us, or allowing us to use their material for our benefit. If I mistakenly left anyone out (and I might do that because so many helped) then please contact me at once and I will rectify this document with the next update.

Team Members (Both Current and Former)

Angel -

Project Leader, All Star Trek (ST) Modding, some Star Wars modding, Imperial Voiceovers

Stalker -

Majority of the Star Wars (SW) Modding, AI, Music, Rebel Voiceovers, Mon Cal Voiceovers

Sim Rex -

Assistant modder, Modeler/SOD Converter, AI, Imperial Voiceovers

Loccu -

All ST and SW Build/Tech Buttons, GUI Interfaces, Splash startup picture, Website Designer, Main Menu Animations and Background, ST weapon textures.

Idler -

Modeler/SOD Converter

Storm -

Modeler/SOD Converter

Challenger -

Modeler/SOD Converter

TheAMAZINGNorad -

Modeler

MightyMidget -

Texturer

MoD Seatbelt -

Modeler

Additional Outside Help

Weasel -

Beta Tester, Rebel Voiceovers
Rom Spy -

Rebel Voiceovers
Chris of Rexcom -

Imperial Voiceovers
Akira -

Star Wars Laser Weapon Textures
Ch'Yu Chen -

Wireframes


Kleotol -

AI Help

Pneumonic 81 -

Modeling Help

Deemon -

Modeling Help

IX - Contact

We would like to know what you, The Public, think of our work so that we may improve it further in future patches. Any bugs or issues with SW:FC should be reported to Stalker (scroy8@hotmail.com) at once, although we would prefer that you do so in our forum. Should you wish to use certain material from this mod, then please contact Angel (jcangel@hotmail.com) about it first.

Our forums are located at: 

http://stgn.scifi-forums.com/forumdisplay.php?s=&forumid=253
Have fun, and we hope you enjoy what you play. We certainly did =)

Regards

The Star Wars: Fleet Command Team
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