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WEL COmME TO THE
JEOT ACARDOEmY

Welcome, apprentice. | am Luke Skywalker, and it is my pleasure to inform you that you
have been chosen to undergo training in the ways of the Jed at the academy on Yavin 4.
You are about fo embark on a long and sometimes perilous journey, one in which you wil
learn more about yourself than you can possibly imagine. Here, we will train you in the
ways of the Force. You will learn to defend yourself with a lightsaber. You will also study
diplomacy, history, and more.

Should you complete the training, you will represent the Jedi Order as a guardian of
peace and justice throughout the galaxy. The path before you is arduous, and not all will
be able to complete the trials that lie ahead. Know also that the path to the dark side is
ever present, and the temptations are many. Be mindful of yo
light guide you in all your decisions. T e
world within themselve e For
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k at hand, and let the
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INSTALLING THE GAME
Insert the Star Wars® Jedi Knight®: Jedi Academy™ disc 1into the CD-ROM drive,
and double click the CD icon. Double click the "Install Jedi Academy” icon, and follow the
step by step instructions provided. The installer will automatically install Jedi Knight: Jedi
Academy to the location you choose.

NOTE: We recommend turning off background applications and virus scanners
before beginning installation.

STARTING THE GAME :
Once the game is installed, you can begin playing Jedi Knight: Jedi Academy.
From the Jedi Academy game folder, you can start the single-player or
multiplayer game, or view the Readme file.

NOTE: The single-player and multiplayer versions of Star Wars Jedi Knight: Jedi
Academy are separate applications. Your configuration and game settings for one
version of the game will not transfer over to the other.

STAR WARS JEDI KNIGHT: JEDI ACADEMY | ;0124J‘




THE PRTHS ARE MAriYe
SINGLE-PLAYER MENU
Double-click the Jedi Academy icon fo launch the game and access the following options:

NEW GAME
Click to start a new game, and then choose a difficulty level: Padawan (easy), Jedi (normal),
Jedi Knight (hard), and Jedi Master (hardest).

LOAD GAME
Load a previously saved game from an available ist. You can also delete saved-
game files from this screen.

SETUP
Select to view and /or customize the default settings for Video, Sound and more. See
Setup on the following page for more information.

CONTROLS
Select to view and /or customize the default control settings. See Controls, page 8,
for more information.

EXIT
Quit Star Wars Jedi Knight: Jedi Academy and return to your deskiop environment.

NOTE: For information on multiplayer, see Multiplayer Menu on page 33.

DY THE SUM KNOWLEDGE
. OF ALL WHO HAVE
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SETUP
The Setup screen allows you to view and/or adjust the following graphical and
sound settings:

VIDEO

Select this tab to adjust the game's video settings for optimal performance on your
machine. Users with high-end machines should be able to turn on most of these fea-
tures. If you experience slow frame rates, you can come back and turn off options.

» VIDEO QUALITY: Choose from Normal, Fast, Fastest, Custom or High Quality. Each
choice alters the remaining video setfings to pre-set levels to adjust your system’s
performance.

» VIDEO MODE: Adjust the video resolution of the game. Higher resolutions mean
crisper graphics, but the frame rate may drop. Experiment to determine the best
resolution for your video card.

» COLOR DEPTH: Choose between Default, 16-Bit or 32-Bit color. Default will set
the game to the color depth that your desktop is set to. Setting color depth to
16-Bit may help increase performance.

» FULL SCREEN: If this option is turned off, you can run the game in a desktop win-
dow, provided your video card supports this feature.

» GEOMETRIC DETAIL: Select how much polygonal detail is represented in the game
world. Selecting a lower setting will increase performance.

» TEXTURE DETAIL: Choose between Low, Medium, High or Very High. Higher detail
requires more system resources.

» TEXTURE QUALITY: Default, 16-8it (7~ SAIRES & /“
and 32-Bit textures are available. \x et i e
NOTE: 32-Bit textures are the — Loirentiip ot
most system-intensive and are not
supported on all video cards.

» TEXTURE FILTER: Toggle between
Bilinear and Trilinear graphics fil-
tering. Trilinear filtering uses
more system resources and is not
supported on all video cards.

s
i 7
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» DETAILED SHADERS: Turn off shaders if you are experiencing in-game slowdown.
» VIDEO SYNC: Synchronizes the game's frame rate with the refresh rate of your monitor.

MORE VIDEO

» BRIGHTNESS: Adjust the brightness of the game by moving thls slider left or right.
The number 6 should be barely visible, for optimum brightness.

» SHADOWS: Adjust the quality of shadows in the game from None, Simple or
Volumetric. Volumetric utilizes more system resources.

» DYNAMIC LIGHTS: Dynamic lighting is the use of flashing or changing lights in the
game. This option drains system resources. Turn off to improve performance.

» DYNAMIC GLOW: Toggle to turn dynamic glow on or off for lightsabers and other
glowing objects. This option drains system resources. Turn off to improve performance.

» LIGHT FLARES: Toggle to show halos around light sources.

» WALL MARKS: Toggle to see wall damage from weapon fire and lightsaber
usage. Turning Wall Marks off will increase performance..

» ANISOTROPIC FILTER: If on, elements of the scene will appear smoother when
viewed at near-edge angles. Your video card must support this feature before it
can be turned on.

» DRIVER INFO: Click to view the driver information for the currently selected video
card. This option helps you check if your video drivers are up-to-date.

NOTE: If you are experiencing problems with the game, consult this screen and your
video card manufacturer to make sure you have the most up-to-date video drivers.

SOUND

» EFFECTS VOLUME: Use this slider to adjust the volume of weapon explosions and
other ambient in-game sound effects as well as movie volume.

» MUSIC VOLUME: Change the volume of the music that plays during the game.

» VOICE VOLUME: The volume of character voices can be modified with this slider.

» SOUND QUALITY: Choose between Low and High sound settings. If you are expe-
riencing slowdown in the game, try Low sound quality.

OPTIONS
» DRAW CROSSHAIR: Turns the targeting crosshair on/off.
» IDENTIFY TARGET: Turns crosshair target identification on/off.

» SLOW MOTION DEATH: Determines the frequency of slow motion death
animations in the game.

» ST PERSON GUNS: Toggles to first-person view when lightsaber is put away.

» FOOTSTEPS: Set the assets used for footsteps.

» VIEW SWAYING: Turns camera movement caused by player movement on/off.

» TEXT: Select the language for all of the game's text.

» VOICE: Choose the language for the characters’ speech.

» SUBTITLES: Choose from two settings: In Cinematic only shows sublitles during
cinematic cutscene. None will not display any subtitles.

MODS$

If you have created or downloaded from the Internet a user-created modification or
new level (collectively referred to herein as “MOD”), use this option o load it.
IMPORTANT NOTICE: Your creation and/or distribution of any MOD is subject to the
software license to which you agree by using the software, including, without limito-
tion, all terms and conditions pertaining to the creation and distribution of MODs as
stated in the software license. You are allowed to create MODs, subject to the
restrictions in the software license, for personal recreational use, or for free distri-
bution only. You are not permitted to sell or commercially distribute any MOD.
USER-CREATED MODS ARE NOT SUPPORTED BY ANY ENTITY WHATSOEVER
(INCLUDING LUCASARTS, ASPYR, RAVEN SOFTWARE, INC. AND/OR ACTIVISION
PUBLISHING, INC.). A copy of the software license can be found at the end of this
manual.

, 2 Ny L
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COMNTROL. S

The Controls screen allows you to view and/or adjust the following options.
NOTE: The control settings listed here and throughout the rest of the manual are the
default settings.

§ JEDI MOVES
| FORWARD Wor

Hold USE + Slep left
or Step Right L y

STAR WARS JEDI KNIGHT: JEDI ACADEMY

JEDI INTERACTION

ATTACK ~ CTRlor l.oft Mouse Button [MOUSE 1]

ALTERNATE e b i Button [MOUSE 2]

LIGHTSABER STY| nie sefween Lightsaber
Y fyles are available]

USE
LOOK UP rward if Mouse Look
LOOK DOWN e backward if
MOUSE LOOK: 'off as Free Look on
; Mouse/Joyshd( menu]
CENTERVIEW END
WEAPONS

Star Wars Jedi Knight: Jedi Academy includes an array of weapons the players
will acquire during gameplay. After leaving the academy for your first mission you are
given two weapons, and you gain more weapons as you progress. Weapons can be
picked up off the ground by running or walking over them. If you can't get close enough
to an object, press the Use key to grab it. Ammo packs for weapons are picked up
in a similar fashion. For more information, see Weapons starting on page 30.

MELEE/LIGHTSABER 1
BLASTER PISTOL 2
BLASTER RIFLE

DISRUPTOR
BOWCASTER

FLECHETTE
CONCUSSION
MERR-SONN
THROWABLE'

(Thermal defonators; [trip n lpocks)
~ NEXT WEAPON 1 for seroll down using the mouse wheel) .
PREVIOUS WEAPON [ {or scroll up using the mouse wheel)
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- ORCE POWERS 1 s . Quick KEYS
Only I|m@ ber of Force powers are available o the b of the' | / help you cal up |mporfonf features of the game mcludr;ﬁg your
As you acquirethem, you will be able to scroll through the uvmluble - A optior ess your save and load menus.
the E and Q keys, and then pressing the F key to use the choose powe 7Y i e

~ bind, or assu@g%g powers to a Function key for mmedjate use, 4 ,ﬁr" ] A _ NOTE: If you dle during §ume-
: U= F play, you are given the following

JUMP SPACEBAR [Hold Down] PROTECT Unbound & , ;' options: Load Checkpoint, Load
PUSH fl , Unbound ' 8 SAVERSIRENGT Saved Game, Instant Load or
PULL S g Unbound £ select o New Mission.

SPEED = ok Unbound ' \
SENSE 4 " Unbound 'l MOUSE/JOYSTICK

ABSORB ound " USEFORCE POW : Set up, adjust, enable and disable miscellaneous mouse and joystick options.

rElL S FIEE O% When toggled on, the mouse controls the view of

¥

MNDTRICK  Unbound FORCE PREVIOUS 2 ' %Blnplu b e,
g [ ‘ g Switch the Y-axis of the mouse.
Should usually be set to on, but if you experience g
culties with your mouse, try turning it off.
Move this slider to adjust the mouse sensitivity.
- seftings result in slower mouse speeds.
ENABLE JOYSTICK Turn joystick support on/off.
X-AXIS AS BUTTONS. ~ Turns on/off X-axis movement on the mouse or
Y-AXIS ASBUTTONS ~ Turns on/off Y-axis movement on the mouse or |
THRESHOLD This slider changes the joystick sensitivity.
FORCE FEEDBACK ~Turns force feedbac,lgg/'off for supported input '

ALWAYS RUN

AUTO SWI o5 yliethey B laltlivodpons
ll% —epicked up. The threeﬁ ings are as fo
U e Hfﬁhor Weapon Wﬁon Safo )

~ \..- Jon .ﬂfdi‘ Prevents outomuhccllly
swtfchmg'wwﬁehs .
3RD PERSON P (Switch between first- an FSON CAMEra views
while wielding in-view, non*ﬂg. aber weapons.)
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CHRRRARCTER CRERTIZION

Before training can begin, all students must first customize their appearance using
the following options:

SPECIES/GENDER  Choose between Human Male, Human Female, Twi'lek
Female, Rodian Male, Zabrak Female or Kel Dor Male.

COLOR' 4 7579|;3c7 an outfit or skin-tone color from nine choices.
HEAD/TORSO/LEGS  Select an appearance for each from a variety of styles, colors
and choices.

YOUR EYES CAN DECEIVE YOU.
DON’'T TRUST THEM.
STRETCH OUT WITH YOUR
FEELINGS. BUT BEWARE OF
THE DARK SIDE.

STAR WARS JEDI KNIGHT: JEDI ACADEMY

CREATING A LIGHTSABER
The lightsaber is the preferred weapon of the Jedi. Before entering the academy, all
students are required to customize their lightsaber from the available list of options.
For more information on specific types, see Lightsaber Techniques on page 17.

SABERTYPE  Choose between Standard, Dual and Double-bladed
lightsabers.

NOTE: Only the Standard Saber is available when starting a new game.

SABERHILTS  Nine lightsaber hilts are available at the start of the game.
Students should choose whichever hilt fits their personality best.

SABER COLOR  Choose from five lightsaber colors: blue, green, orange, purple
oryellow.  gurmmmy

L o

COMBAT STYLE  Choose from Fast, Medium or Strong style, when available.
NOTE: Only Medium Combat Style is available when starting a new game.

After deciding on an appearance and creating a lightsaber, it is time to enter
the academy. Select Begin Game to start.

TURN YOUR LIGHTSABER OFF
WHEN NOT IN USE.




IMN-CGARME mMErikd

During training, press the ESC key to access the in-game menu. From here students
can save their current game, load a previously saved game and adjust gameplay
options. To quit playing, select Exit Game. To return to the game, select Resume
Game. This menu functions the same way as the game's Main Menu.

NOTE: Students may also use the Quick Save feature from within the game to quick-
ly save their progress.

THE DORTRARRRIDO

Al students are given access to a Datapad (TAB key), which serves as a personal
digital assistant, allowing them to review mission objectives as well as their current
arsenal of Force powers, weapons and combat moves. NOTE: Once completed, the
circle next fo the objective will be filled in.

\ MSON  WeAPows  FoRce MOVES .

Once the Datapad is open, the mission objectives are displayed in the text window.
Students can also access the following options from the bottom of the Datapad
screen by clicking on them:

MISSION After clicking on another tab, click this tab to return to the mis-
sion objective information. Ve 7

WEAPONS  See a description of all currently available weapons.

FORCE Current Force powers are displayed here, including information on

each power's rank. See Force Powers, page 25, for more information.

TR SRS L
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MOVES ~ How to execute acrobatic moves, Hips, wall runs andﬂé@e-
cial maneuvers are described in detail here.

NOTE: Students can click € or = on the Weapons and Force tabs to move
between specific items. Click the Resume button to return to the game.

ONnscCcREENI

One of the most valuable tools a student has is the onscreen interface, or HUD.
Some students may recognize this display from previous journeys. Those who aren't
as familiar with the interface should take a moment to review this lesson.

?ﬂ."
Ao
"

100 100

LEFT STATUS  This display shows a student's shield and health status. The num-

DISPLAY ber and bar appearing in red represent health. Full health equals
100 units. The number and bar appearing in green represents the
student’s personal shield strength. Shields absorb all energy-
based attack damage, but do not function against damage
caused by falling or being crushed.

P, FIToE TR T e T
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RIGHT STATUS  This display shows the student's current weapon ammunition
DISPLAY with the orange number and status bar. This display is blank if @
student is using a lightsaber or other weapon that does not have
ammunition. The blue status bar and number show the student's
current Force power strength. These bars fade out as Force powers
are used. Once depleted, students will not be able to use Force
powers for a short period of time. The bars will slowly recharge
when Force powers are not being used. See the Force Powers
~ section on page 25 for more information.
LIGHTSABER  When wielding the lightsaber, the Right Status Display shows the
COMBAT STYLE  Lightsaber Combat Style being used in place of the Ammo
INDICATOR  Indicator. Colors are Yellow (Medium], Blue (Fast) and Red (Strong).

NOTE: When riding a vehicle or creature, a display will appear in the lower center
of the screen displaying the vehicle or creature’s health, shield level (if any), ammo
level (if any) and turbo meter. The turbo meter is a small vertical bar on the left side
of the HUD. When the turbo meter is green, press the Alternate Attack button
(MOUSE 2 button) to activate the turbo. Once depleted, students must wait for the
bar to refill before using turbo again.

L SEESE T

TRHRRPEETINGDG RETT TELE

The targeting reticle quickly indicates how Jedi students can interact with their envi-
ronment. The reticle changes color as it is moved over objects; the color scheme is
as follows:

RED Indicates an acfive enemy or destructible object.
GREEN Shows friendly entity.

BLUE SWIRL Indlcates that Force powers can affect this object.

WOoORL.O Ao CHARRARCTER
T TERRARCTIZON

During a mission, students should listen to non-player characters (NPCs) and interact
with important objects in the environment, like doors, consoles, keypads, elevators
and buttons. To do so, approach an NPC or object and press the Use key (ENTER or R).
NOTE: On some missions students will need to protect allies. For instance, when
working with Chewbacca, his survival will be critical to completing the mission. Certain
allies may lend their assistance for a short period while they are being protected.
IMPORTANT: Some enemies, generally officers or other important characters, are
carrying keys necessary to progress through a given mission. Pick up these keys by
walking over the body of the fallen enemy.

T E N R ES I T S B =

In the hands of a novice, the lightsaber is a clumsy tool, as much a danger to the user
as o the enemy. In the hands of a Jedi Master, the lightsaber is like an artist's brush,
both elegant and powerful. To learn more about how to effectively wield the
lightsaber, see the following lessons.

LIGHTSABER TECHNIQUES
New students at the academy are only given the choice to use a Standard lightsaber
when beginning their training. As students develop their skills, other alternatives
become available. The following descriptions discuss lightsaber types.

STANDARD LIGHTSABER ’
The use of a single lightsaber is the preferred fighting style for almost all Jedi.

DUAL LIGHTSABERS

Most Jedi have neither the skill nor the inclination to learn arcane fighting tech-
niques, as a Jedi should not rely on combat fo solve problems. Thus, even though
many Jedi know of the dual-lightsaber style, few ever choose to practice it. If wield-
ed correctly, a dual-lightsaber combatant is a very dangerous opponent, as the
defender never knows which side of their body to protect.

DOUBLE-BLADED LIGHTSABER

Although the dual lightsaber technique is considered rare, rarer still is the double-
bladed lightsaber technique. Besides the skill needed to successfully wield such a
dangerous weapon, a lightsaber must first be created. Many have failed trying to
build a double-bladed lightsaber worthy of using in combat.




LLITGHTSREBER
COMBRT MOUES

The following moves are available to students. Some moves require the student to
use a particular lightsaber technique.

BASIC ATTACKS

FORWARD TOP-DOWN HACK W + Mouse 10or S + Mouse 1 (Default)

ep ary
o Bucl(pedal + Step Right + Primary Atfock

STANDARD, DUAL AND DOUBLE-BLADED
LIGHTSABER TECHNIQUES

The following moves can be performed using all lightsaber techniques.

ATTACK KATA Simult

Prerequlslle None

A JEDI CAN FEEL THE FORCE
FLOWING THROUGH HIM.

STANDARD LIGHTSABER ATTACKS
The following attacks are performed using the standard lightsaber. The combat
styles required are listed, as necessary.

LUNGE ATTACK (Fast) C+W + Mouse 1 (Default)

ump + simu sly
I.eft or Step Right
Prerequisite: Force Jump 1

DUAL LIGHTSABER ATTACKS

The following attacks are performed using dual lightsabers.

C+W +Mouse 1 (Defuult) s

i BARRIER

Prerequisite: None

THE FORCE WILL BE WITH YOU... ALWAYS.
DON'T UNDERESTIMATE
THE POWER OF THE FORCE!

=
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DOUBLE-BLADED LIGHTSABER ATTACKS
The following attacks are performed using the double-bladed lightsaber.

BACK FLIP ATTACK Mouse 1+ SPACEBAR +$§ (Defoull)

Primary Attack + Jump + Backpedal

[ i Prerequnsne None
- TWRL

KICK
: HILT BASH

SPLIT KICK

| SPINKICK

|

FLIP KICK

W or A or D + Mouse 1 (Default)
Forward or Step Left or Step Right + Primary Attack
Prerequisite: Force Jump |

RCROBERTICE ma

In addition to specific lightsaber combat techniques, students can also .
combat moves. NOTE: Some moves specify prerequisites that must be g
be performed.

JUMP UP FROM KNOCKDOWN Hold SPACEBAR [Default)

When knoclied down, hold Jump.

orAorD (Defosl)
Hold Jump + Forward or Backpedal or Step Left
or Step Right.
Prerequnslte Force Jump 1

STAR WARS JEDI KNIGHT: JEDI ACADEMY




FORCE FLIP Hold SPACEBAR + Tap W or § or A o D (Default

Hold Jump + Tap Forward or Backpedal or Step Left

orStepRight.
Prerequisite: Force Jump 1

BACKFLIP OFF WALL oward a wall and press SPACEBAR (Defoult

? SPACEBAR; press
(Default)

Forward or press Jump at any time to push off wall.
Prerequisite: Force Jump 3

LONG JUMP " Force Speed + SPACEBAR (Default

Use Force Speed, and then press Jump immediately.

Prerequisite: Force Jump 3, Force Speed 1

n near the wall. |

all, tap Jump and hold Forward. Release

LITOGOHTSRBEBEER
== ==t = e ==

All students begin with a standard lightsaber and fight using the medium style. Over
time, students can choose to learn one additional combat style, either Fast or
Strong. Once the new style is acquired, press the L key to cycle between the two.
NOTE: The following combat styles only apply when using the standard lightsaber.

ed and range,
s, enabling the
g multiple enemies.

This style is ve inge. The short, quick
motions allow domage inflict-
ed is low due fo If vited for dispatch-
ing enemies while A

have great range
cks). If they hit,

n. If an enemy has

- alightsaber, it may be knocl
lightsaber-wielding enemy.

b
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LIGHTSABER BLOCKS,
DEFLECTIONS AND PARRIES
Lightsaber attacks may not always be successful. Depending on the strength of the
attack and the skill of the defender, attacks may be blocked, deflected or even par-
ried. Students may only defend against an attack when their lightsaber is either in
the ready pose or already in a defensive pose. If an enemy blocks or deflects an
attack, the student will be able to transition to another attack quickly. If the ensuing
attack is weak and the enemy’s defensive skil is high, a parry is possible. In this
case, the defender can knock a student's lightsaber away. A I, the attacker
will have to recover for a few seconds before anothe ive or defensive

lightsaber move is possible. o, TR
e L

A ING 55 *
~ When two lightsabers lock, the combatants are ushing against one another.
-~ Students must p irt the other combatafit by repeatedly tapping Primary
i he higher the combatant's offensive

loses the lightsabes nd i

LIGHTSABER LOC
d
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NOTE: If a student has learned Level 3 Force Push, they can attempt to break a
lightsaber lock this way. However, there is no guarantee of success, and the student
may suffer an attack against them. See Force Push, page 26, for more information
regarding this power.

NSErisS THE FORFEE

Most Force powers are not available when training begins. As students become more
attuned to the Force, new powers will be granted, and existing powers can be strengthened.
Once acquired, students can scroll through an available list by pressing the E
and Q keys, and then pressing the F key to use the chosen power. Each Force power
depletes energy from a student's Force Meter, which can be seen on the right-hand
Status Display. When no Force powers are being used, the Force Meter recharges.
Students, as well as.Jedi, may also bind, or assign, Force powers to a Function key
(or hot key) for immediate use.
NOTE: The use of Force powers may be required to solve puzzles.

FORCE POWER RANKS
Each Force power has three ranks, beginning ot one, and can then be strengthened
by the student as the game progresses. Generally, the higher-ranking Force powers
function the same as the lower-level powers, but the effect is usually more pro-
nounced or depletes less energy from a pupil's Force Meter. Students can access
their Datapad (TAB or M keys) in-game fo receive information on available Force
powers, as well as fo view each power’s current rank.

SIZE MATTERS NOT. USE THE FORCE.

FORFCE FOWERS

STAR WARS JEDI KNIGHT: JEDI ACADEMY




FOERCE SPEED (DEFAULT F3

: FORCE SENSE (DEFAULT F4 KEY)
Allows Jedi to see enemies (mcludmg clooked enemies), friendly characters,
and some world objects more cl even. ﬁvgagh walls, in the

Each use is active for sixty seoonds, covering a large arc over long range.
‘ NOTE Force energy does not regenerate while this power is active.

STAR WARS JEDI KN]GHT JEDI ACADEMY

NOTE Phys|cu oﬂucits and moge are not converte info Force energy

'  FORCE HEAL (omu NBOUND)

I.evel 3 Jedl can move ancl oftack whlle beulmg, and !he healmg process is sped up.

| ! .IEDI MIND TRICK (DEFAl:llT: UNBOUND)
= )

gnore the Jedi,
e enemy thereby

Level 3: Create dlsfradlou OR Iargel an enemy to become the Jedl s ally. Direct the
rehcle to the spot where the distraction is to occur or target an enemy.

. FORCE PROTECTION (DEFAULT: UNBOUND) " :

STAR WARS JEDI KNIGHT: JEDI ACADEMY



or horself
or herself
 him or herself by

mal(iﬁg direct phy the targeted character, or from a short distance
away. From a distance, multiple charod»e;rsrcqn be drained at once.

FORCE I.!iHTNING (DEFAULT: UNBOUND)

Level T: A qui

Level 2: Hol
Force

Level3 llghfn
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percent faster,
canrio : - 1t of health,
and musl warl IO seconds after the rage before it can nbo used again. The Jedi
must have 25 heallh to use Il'ns power.

LIGHTSABER THROW
_ OUSE 2 buton vhenus

' throw their
owner,

A JEDI USES THE FORCE FOR KNOWLEDGE
AND DEFENSE—NEVER FOR ATTACK.
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Vemmn mmw. HEAVY REPEATER WITH concussmN LAUNCHER
Jedi seek to resolve encounters without conflict, and prefer using a lightsaber rather iR AULT: 6 KEY)
than a blaster. However, there are times when alternative modes of force are nec- ‘

I 43 . ropld stream of
essary. Students can select weapons they've acquired by pressing the appropriate | a with deadly
keyboard key, or scrolling through them using the mouse wheel or keybourd ‘, ] .

| DL-44 HEAVY BLASTER PISTOL [D

| hold the Prima
‘ ' thes
| is usually le
Alternote :

on level, which | ‘
Press the |
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| Primary Al

| Alternate Aftack Fires a proxin

MUL-TIIFL-RAYER MErikd

Double-click the Jedi Academy MP icon to launch a multiplayer contest and access
the following options:

PLAY

Click to start a new match.
PROFILE .

Click to create and access a series of options fo customize a multiplayer character.
The following options are selectable: character model, lightsaber hilt, blade color
and fighting style. It's also possible to enter an online name and to choose team col-
ors for team games. NOTE: Character preferences should be set and applied before
joining an online game.

SETUP

Customize select options for Video, Sound, and more. See page 5 for more information.
NOTE: While the Setup options are similar for the single-player and multiplayer ver-
sions of Star Wars Jedi Knight: Jedi Academy, the programs are separate. Your
game settings and control configuration for the single-player version will not trans-
fer over to the multiplayer version, and vice-versa.

CONTROLS
In addition to the standard controls (see Controls, page 8), the multiplayer game also
includes the following exclusive commands:

Show Scores TAB k;j | Previous Inventory Unboqu_@ —

bond | Rodor

PR

After customizing player controls, choosing the preferred video and sound options,
and creating a player-character, select Play to start a multiplayer contest. See the
following page for a list of available options when starting a new game.




SOLO GAME Practice against Bot opponents to prepare for online confrontations
by choosing a game type, map and selecting a few simple rules.

JOINA GAME  Search for and join multiplayer servers on a LAN or on the Interne.

CREATE A GAME Create and host a multiplayer game either locally, on a LAN or

Y MEE D over the Internet. S

PLAY DEMO Select to access any player-created movies. Users can make
movies to share great moments of gameplay. %

RULES Select to view descriptions of the multiplayer weapons, Force
Powers and items, as well as rules for all multiplayer game types.

MEW MUL-TIIFLAYER
CHME TYRES

SIEGE

The objective of Siege is for an attacking team to complete multiple objectives in a
designated time limit while a defending team prevents them from doing so. After one
match is finished, the teams switch with the new attacking team trying to complete the
objectives in less time than the first team did. Two matches make up one game of Siege.

Siege maps are set up so that the defending team has a stronghold or location
to defend against an attacking team. There are multiple objectives on each map,
with each objective getting successively more difficult to capture.

Siege incorporates specific teams and a player-class system. Default teams are
set on a per map basis. Thus, if the map is Hoth, the teams will be Rebels and
Imperials (as opposed to Mercenaries and Jedi).

RULES

Upon entering a Siege game, players are required to pick a class; classes that are

available depend on which team the player joins. All teams have the following class

categories: -

» ASSAULT: An all-around offensive/defensive class. Classes that fall into this cat-
egory are well armed with either weapons or Force powers, making them formi-
dable opponents in combat.

» HEAVY WEAPONS: This class specializes in extremely high and concentrated
damage output. Heavy weapons classes are armed with the most destructive
weapons and Force powers, including the Merr Sonn missile launcher and the
Stouker concussion rifle.

» DEMOLITIONS: This class specializes in wreaking havoc on destructible objectives
while utilizing grenade-type weapons, including trip mines, thermal detonators and

» SCOUT: The scout class specializes in sniping and espionage. The Jedi version of a
scout uses Mind Trick and Force Speed fo confuse enemies and achieve objectives.

» TECH: Tech classes have many different abilities. Most can give ammo, some can
heal other players, while some versions of the class can even bypass locks allow-
ing for easy entry into a side-door on a map.

» JEDI: The Jedi classes are warriors who do not ufilize conventional weapons in battle,
but instead choose to use Force powers and a lightsaber to engage opponents.

NOTE: To use available items with a class that does not have any Force powers,
press the Force Next, Force Previous, and Use Force keys.

SCORING

" Via holding at least one objective within set time limit (Defending Team)
POWER DUEL

Power Duel re-creates epic lightsaber battles by pitting two opponents against a

stronger opponent in a two-on-one death match. All competitors start a round with

full health, their lightsabers, and a blaster pistol (server option), but the lone oppo-

nent has an edge in health and Force ability. Therefore, the teamed opponents must

work together to defeat their stronger foe.

Any number of players can participate in Power Duel, but only three are in the
arena at any given time. Remaining players observe until a match is complefe. A
match is completed when either side is eliminated. The loser is put at the end of the
observer queue, and the next person or persons in line are brought in to fight the
winner. If a member of the paired team is killed but the dual team wins, that player
is still sent to the bottom of the list. The surviving player or players are the only ones
who stay in the game.

All competitors are fully replenished with health and equipment. The winner or
winners continue fo compete against new opponents, scoring points until he or she
is eliminated or the match time limit is reached.

STAR NARS JEDI KNIGHT: JEDI ACADEMY
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Star Wars Jedi Knight: Jedi Academy’s Bots are computer-controlled characters
meant to simulate human opponents in the multiplayer game. Players can choose
from a number of characters, all of which have different personalities. Some Bots
use their lightsaber and attack head-on, while others tend to run around and gather
every weapon before launching an offensive. The server administrator can add Bots
to the game at any time, but it's better if all Bots are added before play begins. In the
Server Setup menu, the server host can open up slots for Bots and set their overall
difficulty level before starting the game. Just like having a ot of human players on
a server, too many Bots will slow down the gameplay—don't overload the server.
To add Bots during a game, press the ESC key to access the in-game menu, and
then click Add Bot to add Bots one by one and set their difficulty level.
NOTE: Bots cannot be added to Siege games.

MEIL T PR E R~
FEREE FPEILERS

The multiplayer game contains the following Force powers that aren't available in
the smgle player game.

thin a certain |
33 points |

NOTE: Some multiplayer Force powers will work slightly different from their
single-player counterparts. Read the rules section in-game to find out the
specifics of how a multiplayer Force power is supposed to work. 3
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Clicking Chat will llow contestants to customize the in-game chat commands.
Generally, players won't have time to sit back and type out conversations to each
other in a fast-paced multiplayer game. However, there are times when it's necessary
to talk to some or all of the players on the server. The default keys are as follows:

» CHAT (Default: Y Key): Press to activate the standard chat mode. All players can
read what you type. '

» TEAM CHAT (Default: T Key): Press to activate the team chat mode. In a team-
based game (such as Capture the Flag), there are times when private team con-
versations are warranted.

» VOICE CHAT (Default: V Key) Press to activate the Voice Chat menu in Siege. This
menu allows Jedi to select a pre-recorded expression allowing them to instruct
teammates where they should focus their defense or attacks, request ammuni-
tion, or request backup.

 TARUMATS

» TAUNT (Default: Unbound) When assigned, pressing this button sends out a voice
taunt and plays a taunting animation to other players. The taunt sent depends
on the chosen character model; try playing the game with a variety of characters
to find the most suitable taunts. In the Duel game type, four more taunts are
available Bow, Meditate, Flourish, and Gloat.

SERUVER SETURFR OFTIONsS

To access server options for a multiplayer game, click Create A Game from the mul-
tiplayer Play menu.

BASIC SETUP

» SERVER NAME: Name the server. By default, the name is Jedi. Click on the text to
change the name.

» MAXIMUM PLAYERS: Select this option to set the server's maximum number of play-
ers in-game af one time. The lower the number, the better the overall perform-
ance. NOTE: It is recommended that you not exceed 16 players at once.

» MINIMUM PLAYERS: If the server has less active human players than the number
inputted here, the server will add Bots to meet the minimum player requirement.

» GAME TYPES: All. .

» TYPE: Select the desired multiplayer match, including death match, Capture the
Flag, Duel, Power Duel and Siege.

» PLAYER SLOTS: Up to 16 human players and/or Al controlled Bots can be added
to a game.

» SKILL: Choose the skill level for all Bots added to the game: Padawan (easy),
Jedi (normal), Jedi Knight (hard), and Jedi Master (hardest). Game types: Al
but Siege.

» MAP SCROLLBAR: Scroll through the available maps for the selected game type. -
A preview image of the map appears in the window on the lower right.

» TIME LIMIT: This is the number of minutes the match will last. Once the limit is
reached the match will end, and whoever has the highest score (or the feam with the
most points) will be the winner. NOTE: Siege has a default time limit that cannot
be changed. ‘

» KILL LIMIT: Set the number of kills required to win the match. The player that
reaches that number first is the winner of thot match. Game Types: FFA and
Team FFA.

» DUEL LIMIT: This is the number of successful rounds (duels) required for a player
to win the match. Game types: Duel, Power Duel. :

» CAPTURE LIMIT: This is the number of times a flag must be captured for a team to
win the match. Game types: Capture the Flag.

» ALLOW TEAM SWITCHING: Can be set to yes or no. Determines whether or not
players can switch teams in the middle of a Siege game. Game types: Siege.

» EVEN TEAMS: If teams become unbalanced, this option prevents new/connecting
players from joining the team with more players. If this option is set fo Yes, the
new players can only join the smaller team (until teams are even again). Game
Types: Team FFA, Capture the Flag, Siege.

AROUVANCED0 SERUER
SEREIF BERPTTEENS

Clicking Advanced at the bottom of the server setup screen opens a window allow-
ing players to update the advanced server settings.

COMBAT RULES

» FRIENDLY FIRE: When set to No, teammates won't be able to hurt each other;
their weapons fire, Force powers and lightsaber will only affect members of the
other team. When set to Yes, team members will be vulnerable to their team-
mate’s attacks. Game Types: Team FFA, Capture the Flag. .

» LIGHTSABER ONLY: Allows the server administrator to limit the game’s weapon
types to the lightsaber. When this option is set to Yes, all other weapons (guns,
explosives, et al) are removed from the map. Game Types: All.

» FORCE MASTERY: Choose the level of Force power you want players to have on
your server from Initiate (lowest level) to Jedi Master (highest level).

» DISABLE FORCE: Setting this option to Yes prevents all players from using any




Force powers during gameplay. Game Types: All.

» FRIENDLY SABER: Determines whether idle lightsaber contact can damage allies.

» ALLOW SABER LOCK: Turn locking between lightsaber combatants on/off.

» ALLOW SABER CHALLENGE: Determines whether a player will be allowed to challenge
another to a private lightsaber duel. Game Types: FFA.

COMNMECTION RFUALLES

» PURE SERVER: The client (a player attempting to connect to your server) must have the
exact same game code and data. If there is a discrepancy, the client will not be
allowed to join if the option is set to Yes. NOTE: This option helps protect the server
against cheat mods.

» AUTO DOWNLOAD: Setting this option to Yes allows connecting clients/players to
download new data and code from your server. This is mostly used if you're running
a mod map, skin and so on).

» MINIMUM PING: Set a number to restrict any player with o ping (connection speed)
lower than this setting from connecting. Player's ping must be this number or higher to
play on your server.

» MAXIMUM PING: Set a number fo restrict any player with a ping (connection speed)
higher than this setting from connecting. Player's ping must be this number or higher to
play on your server.

» MAX RATE: This sets the maximum data transfer rate to clients.

» RECONNECT LIMIT: This sets the minimum time allowed between player/client con-

nection attempts. The higher the number, the longer a player will have to wait before
he/she will be allowed to reconnect to the server.

mMuUL_TIFLAYER CRUJTIOr:
SERFUER OIISCOrnEcCT
mMEESESAGE

If a Server Disconnected error message appears at the Main Menu, it may be because of

. the following reasons:

» You may have changed settings in the Video Setup screen between matches after
readying yourself for the map change. If this occurs, you should be able to re-join the
game through the Join Server screen.

» You may have been voted out of the game.

» You may have been disconnected from your ISP. If this occurs, you will need to exit the
game to check that your Internet connection is still valid.

» The server may have been taken down or disconnected at the source.

ROUAMNCED GRME RFULES

» AUTO JOIN: Forces players to join the game rather than stay in spectator mode.

» LIGHT/DARK TEAMS: Setting this option to Yes forces the Red Team to only use
the dark side of the Force, and the Blue Team to use the light side (the Disable
Force option must be set to No). Game Types: Team FFA, Capture the Flag.

SEEIERMYEr I ES

» AUTO MAP CYCLE: When set to Yes, the server will go to the next map each time
a match is completed. If set to No, the server will reset the scores, spawn play-
ers in the same map and start the match over. To change a map in this case, a
vote must be called. Game Types: All.

» ENABLE VOTING: Setting this option to Yes allows players to call for a vote to
kick players off the server, change maps, game types and more. Setting this
option to No restricts all voting. Game Types: All.

» DEDICATED SERVER: A dedicated server is a computer that only runs a game for oth-
ers. If the option is set to LAN or Internet (depending on the type of game being
set up), the server administrator won't be able to play the game from that com-
puter, but the server will run better for the other players than it would if the
administrator were playing along with them. Set to No, the server will allow
everyone to play at the same time. Game Types: All.

» PASSWORD: Allows server administrators to protect their server with a pass-
word. Only players who input the password when they try to join will be allowed
to play. Other players will be blocked from the server. Game Types: All.

NOTE: Passwords are case sensitive.

CRLL UOTE: MEMT MAF
FUACTIONAL T TY

The Next Map vote is a function where players vote for what the next map will be,
not for the server to immediately change the map. To change maps immediately,
choose the Call Vote option and vote on the specific map to go to. If the vote passes,
the server will immediately respond.

== e T T
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WISDOM FOR THE SINGLE PLAYER

SHOOTING ALLIES AND OTHER “FRIENDLIES” IS A BAD IDEA.
Alles are crifical to your mission. Check your fire!

EXPERIMENT WITH THE ALTERNATE ATTACKS.
Every weapon has an alternate attack accessible via the Mouse 2 button
(default function key). Being familiar with all the functions of your weapons can mean
the difference between survival and a date with an interrogator droid.

ONCE YOU MASTER THE FORCE, USE IT TO YOUR ADVANTAGE.
Sometimes it's the only edge you have o conquer the overwhelming enemy forces.

REMEMBER: YOU WILL NEED TO USE FORCE POWERS TO PROGRESS THROUGH THE GAME. Some
powers, like Force Push, can be used to manipulate sliders, buttons and obijects in the environment.

IFIT SEEMS LIKE YOU ARE STUCK WITH NOWHERE TO GO,
try pressing the Use key on consoles, doors, and what may be buttons or levers.
Also, look for air ducts or other passageways that might lead out of the area.

PAY ATTENTION TO THE COLOR OF YOUR CROSS HAIR.
It will tip you off to how you can interact with the environment.
(Allies turn the cross hairs green.)

THIRD-PERSON VIEW ALLOWS EVASIVE AND ACROBATIC MOVES
that you cannot do in first-person view, though it s slightly harder to aim in third-person. Use the
mode that best suits your style of play—
third-person for maneuverability, first-person {:)r ﬁetler precision.

WHEN FIGHTING A SQUAD OF IMPERIALS, TRY TO TAKE OUT THE OFFICERS
and high-ranking stormtroopers first. This may cause remaining troops to panic or refreat.

USE THE JEDI MIND TRICK OFTEN TO SNEAK THROUGH AN AREA.
It allows you to momentarily avoid enemy-detection.

BE SURE TO LOOK UP AND DOWN.
Students do not live in a two-dimensional world, and neither do their enemies.

TOGGLE THE LIGHTSABER OFF (DEFAULT: 1 key)
to silence it while sneaking around.

YOU CAN USE FORCE SENSE
to find hidden passages and puzzle items.

DON'T FORGET TO SEARCH
officers and other fallen enemies for keys. Search them by walking over their fallen bodies.

IF YOU ARE HAVING A LOT OF TROUBLE ON A TIER MISSION,
on the Mission Fail screen you can select a new mission to play. You can always
return to that mission later when you have learned new Force powers.

WISDOM FOR THE MULTIPLAYER

KEEP MOVING.
Staying put invites death. Besides, no one likes a “camper.”

KNOW THE MAPS.
The player with a deep understanding of the mulfiplayer maps
: will dominate the other players.

BOTS ARE GOOD, HUMANS ARE BETTER.
Playing a multiplayer game with Bots can be fun, but even the best Bot Al can't compare
fo the unpredictable and infinitely adaptable nature of real people.

AdDJUST YOUR PLIAYING SI;IYI.E AND FOIRCE POV[VERS'H;I i-'lg SﬁME gy
type and maps you're playing. The way you play Free-tor-All should ditter slight
from how you play the team-based Capture the Flag.

REMEMBER, YOU'RE PLAYING WITH OTHER PEOPLE.
Try to conduct yourself in a non-offensive manner. Profanity is offensive
and can ruin other players" experiences with the game.

— -
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HOW TO COonTARET ASsSRPRYR

You should read through the manual and the
Readme file on the CD before contacting Aspyr.
Please ensure that your computer meets the
minimum system requirements that are listed
on the bottom of the box. Our Technical
Support representatives will not be able to help
customers whose computers do not meet these
requirements. So that we can better help you,
please have the following information ready:

* Complete product title

« Exact error message reported (if any)

« A brief description of the problem

 Your computer's processor type and speed
© Amount of RAM

* Make and model of your video card

* Speed of your CD-ROM or DVD-ROM
 Operating System

NOTE: PLEASE DO NOT CONTACT TECHNICAL
SUPPORT FOR HINTS/CODES/CHEATS; ONLY
TECHNICAL ISSUES.

INTERNET

Visit the Aspyr Web site at
http://www.aspyr.com/support to access the
Technical Support area.

Our support section of the web has the most
up-to-date information available, including
patches that can be downloaded free-of-charge.
By selecting the game you are inquiring about,
you can view the Top Solutions for the game

to date.

One of the best ways for you to help us is through
the use of our ONLINE SUPPORT FORM, which is
a link available on our web site's Support Page.

STAR WARS JEDI KNIGHT: JEDI ACADEMY

EMAIL
support@aspyr.com

You can also email our Technical Support
representatives directly at the email address
provided previously. Please ensure that you
include all of the bulleted information asked
above for the computer you are running the
program from. A response may take anywhere
from 24-72 hours, depending on the volume of
messages we receive and the nature of your
problem. During the first few weeks of a game
release and during the holiday season, the
response time may take a little longer.

PHONE

Contact a Technical Support Representative at
(512) 708-8100 between the hours of 10:00 AM.
and 6:00 PM. (Central Standard Time), Monday
through Friday, except holidays. When calling,
please make sure you are in front of your com-
puter with the power on, and have all the bullet-
ed information asked above.

REACH ASPYR BY FAX OR MAIL
Aspyr Media, Inc.

Aspyr Technical Support

P.0. Box 5861

Austin, Texas 78763

Aspyr Fax: (512) 708-9595

SOFTWARE LLITCENsSsE Ao
LITMITED WARRARMTY

IMPORTANT — READ CAREFULLY

PLEASE READ THIS LICENSE CAREFULLY BEFORE INSTALLING OR USING THE SOFTWARE. BY USING THE SOFTWARE, YOU
ARE AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THE TERMS OF THIS LICENSE,
DO NOT INSTALL OR USE THE SOFTWARE. DELETE THE SOFTWARE AND ALL RELATED FILES FROM YOUR COMPUTER AND
PROMPTLY RETURN THIS PACKAGE AND ITS CONTENTS TO THE PLACE OF PURCHASE FOR A REFUND.

The computer software, artwork, music and other components included in this product (collectively
referred to as the *Software") are copyrighted properties. The Software is licensed (not sold) to you. You
may use the Software on a single computer. You may not: (1) copy, distribute, rent, lease or sublicense
all or any portion of the Software; (2) modify or prepare derivative works of the Software; (3) transmit the
Software over a network, by telephone, or electronically using any means, except in the course of your
network multi-player play of the Software over authorized networks; (4) engage in matchmaking for
multi-player play over unauthorized networks; (5) design or distribute unauthorized levels; or (6) reverse
engineer, decompile or disassemble the Software. You may transfer the Software, but only if the
recipient agrees to accept the terms and conditions of this Agreement. If you transfer the Software, you
must transfer all components and documentation and erase any copies residing on computer equipment.
Your license is automatically terminated if you transfer the Software.

Rules Governing New Levels: New Levels are data that modify, add to, or substitute for data in the Software,
thus modifying, adding to, or replacing data provided by LucasArts , a division of Lucasfilm Entertainment
Company Ltd. ("LucasArts®) in the Software, and may also include saved games. New Levels may, or may
not, be permitted by LucasArts, in its sole discretion, provided that you agree that the following conditions
apply to your creation of any New Levels.

New Levels must work only with the retail version of the Software, and may not work with any demo

or OEM versions of the Software. New Levels may not be designed to be used as a stand-alone product.
New Levels may not modify any executable files in the Software.

New Levels may not modify any .PK3 or other resource files in the Software

New Levels must not contain any illegal, scandalous, illicit, defamatory, libelous, or objectionable
material (as may be determined by LucasArts in its sole discretion), or any material that infringes any
trademarks, copyrights, protected works, publicity, proprietary, or other rights of any third party, or of
LucasArts.

New Levels must identify in every description file, online description, Readme, and in comments in the
New Level code (if new code is added): (a) the name, address, and e-mail address of the level's creators,
and (b) the following disclaimer: *THIS LEVEL IS NOT MADE, DISTRIBUTED, OR SUPPORTED BY
LUCASARTS, A DIVISION OF LUCASFILM ENTERTAINMENT COMPANY LTD. ELEMENTS AND CONTENT T™M &
(C) LUCASARTS, A DIVISION OF LUCASFILM ENTERTAINMENT COMPANY LTD. AND/OR ITS LICENSORS."
New Levels may not be sold, bartered, or distributed on a stand-alone basis or with any other product for
which any charge is made, including, without limitation, renting, leasing, retail sales and/or online
electronic distribution (other than incidental charges for time spent online), but rather must be
distributed free of charge. You agree not to solicit, initiate or encourage any proposal or offer from any
person or entity to create any New Levels for commercial distribution. You agree to promptly inform
LucasArts in writing in the event you receive any such proposal or offer.

By distributing or permitting the distribution of any New Levels, all creators or owners of any trademark,
copyright, or other right, title or interest therein grant to LucasArts an irrevocable, perpetual, royalty-free,
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sublicensable right to distribute the New Level by any means (whether now known or hereafter invented),
and to create and distribute by any means (whether now known or hereafter invented) derivative works
thereof, and to charge for the distribution of such New Level or such derivative work, with no obligation
to account to any creators or owners of the New Level in any manner.

Aspyr Media warrants the original purchaser that this disc is free from defects and materials and

workmanship for a period of ninety (30) days from the date of purchase. Aspyr Media will, at its option, repair i
or replace this disc, free of charge, postage paid with proof of date of purchase, at its offices. This software \'\J.‘Q
and disc is sold “"as is" without further warranty, express or implied. Aspyr Media specifically

disclaims any implied warranties of merchantability and fitness for particular purpose. In no event will Aspyr

Media or its licensors be liable for any damages, including but not limited to any lost profits, lost savings

or any incidental or consequential damages, whether resulting from impaired or lost data, software or

computer failure or any other cause, even if Aspyr Media is advised of the possibility of such damages, of

for any other claim by a user of Aspyr Media software. ™

Some states do not allow the exclusion or limitation of liability for consequential or incidental damages, so LucasArts, a division of Lucasfilm Entertainment Company Ltd.
the above limitations and/or exclusions of fiability may not apply to you. You may have other rights which P.O. Box 10307, San Rafael, CA 94912
vary from state to state. i :

Aspyr Media, Inc.

P.0. Box 5861

Austin, Texas 78763
Phone:(512)708-8100
Fax: :(512)708-9595

This is a work of fiction. All of the characters and events portrayed in this game are fictional. Any
resemblance to real persons, living or dead, or actual events, is purely coincidental.
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