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Rogue Squadron Mission Walk-throughs

This section contains the individual mission

Walk-throughs. Each walk-through lists the mission goals, a walk-through, and details on successfully  capturing the gold medal for each mission. Capturing the gold medal for each mission is significant, because if you can do this, you'll be able to play the secret mission. Although these are called walk-throughs, they are actually more like blocks of general advice for each mission. There are, of course, multiple styles and tactics that can be used to achieve the same ends in Rogue Squadron; we simply  offer one way to defeat each mission. Game on!

Level 1: Ambush at Mos Eisley 

Mission Goals

Protect the homesteads

Destroy the Probe Droids

Protect Mos Eisley (only appears after all Droids are destroyed)

Eliminate the Imperial forces

Walk-through
As soon as you begin this level, you'll see three Imperial Probe Droids attacking the homesteads straight ahead of you. Put on the brakes as you approach each group of Probe Droids. Use your Blasters to destroy

the Droid nearest to your ship, then move on to the next one. If you're fast enough, you should be able to destroy each group in only one pass.

Now veer to the right to find six more Droids. After you destroy these floating foes, your radar will flash, showing you where the next threat can be found. Go to that spot on your map and destroy five more Droids. The next threat on the radar is a little bit farther away, so close your S-foils to get there as quickly as possible. After flying over a small canyon, you'll see five more Droids with a hankerin' for some Blaster Cannon soufflé. Satisfy their cravings and go after the next Droid you see in the distance. Shoot down this Imperial Probe and make a hard right turn to find the last of the Probe Droids.
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Ambush at Mos Eisley, Continued

Once you've eliminated every Probe Droid, several TIE Bombers will commence an assault on Mos Eisley. Close your S-foils and speed off to this new threat, indicated on your radar. When you arrive at Mos Eisley, there will be two TIE squadrons with three bombers each. These groups of TIEs will fly in alternating circular

patterns over the spaceport. While engaging these ships, you'll want to cruise at normal speed and take out one squad at a time. However, before you engage the first squad, be sure your altitude is lower than that of the TIEs. This way, when you unleash your torrent of cannon blasts and Proton Torpedoes on the nasty bombers, your missed shots won't accidentally demolish Mos Eisley buildings. After you've destroyed all six TIE Bombers, your mission will be complete. 

Going for the Gold

To get the gold medal, you'll need to destroy all Imperial forces on the Tatooine plain. The Probe Droids and the TIE Bombers are the obvious threats, but there are also four Storm Troopers that you must eliminate. The troopers are located near R2-D2 and C3PO's downed escape pod. Two of them are on Dewbacks, and two are  on foot. You can take them out with precise Blaster Cannon fire. 

It's extremely important that you minimize the number of homesteads and Mos Eisley buildings destroyed. You must be fast at taking out the Probe Droids and even faster downing the TIE Bombers. Be extremely careful that you are not responsible for the destruction of any homesteads, Banthas, or people on the ground.

Requirements for Gold

                     Completion Time                                  10:00

                     Enemies Destroyed                               38

                     Accuracy                                               20%

                     Friendly Saves                                       1

                     Bonus Collected                                    0
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Level 2: Rendezvous on Barkhesh

Mission Goals

Escort supply convoy to safety

Walk-through

You'll see four Probe Droids in front of you only seconds after the mission begins. Blast them to bits and continue flying straight ahead to rendezvous with the convoy. After you fly over the transports, hang a right and you'll find four more probes. Destroy them and then turn right. Fly down the green valley and you will find an Imperial AT-ST. Slow down and begin blasting away with you Blaster Cannons. If you get it in your sights soon enough, you should easily take it out in one pass. 

Once the AT-ST is destroyed, fly up over the mountains and continue straight. You'll come to a couple Turbolaser turrets atop mountain peaks; the first will be a little to your left, the second a bit to the right. In the valley beneath the turrets are two more AT-STs. Ignore the AT-STs for now and take out the two turrets with Blaster fire. If, after you've destroyed the second turret, Wedge still hasn't said "Watch for enemy fighters," drop your altitude and start attacking the AT-STs. However, the second Wedge warns you about the fighters, you must double back and fly over the convoy. A couple TIE Bombers will be approaching the transports from the rear.
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Once you've taken care of the TIEs, fly beyond the convoy and take out the two AT-STs up ahead. Further ahead, you'll encounter three more AT-STs. You may want to use your Proton Torpedoes to swiftly roast these metallic chickens. Soon, two more TIE Bombers will appear. Circle around and unleash a torrent of cannon fire at them before they  can harm the convoy. Up ahead, you'll see two Turbolasers. As soon as you've silenced their lasers, yet another TIE Bomber will visit you. Eliminate this final threat and the convoy will be safe. 

Rendezvous on Barkhesh, Continued

Going for the Gold

It is essential you protect all five carriers in the convoy to win the gold medal. If even one of them is destroyed, you'll have to settle for silver. The biggest single threat to the convoy is the TIE Bombers, which have a remarkable tendency to appear the moment you stray very far.

Accuracy is important to winning gold. Don't blast your cannons  aimlessly. Instead, take your time and be sure your target is in your sights. You'll have to destroy 30 enemies to achieve gold. Unfortunately, this means you will have to stray from the convoy and seek out additional targets. If you continue straight ahead from the convoy's start point, you'll find a series of Probe Droids, and further along, an Imperial base with a gun turret, AT-ST and several ground  troops.

Requirements for Gold

           Completion Time                                                5:45

           Enemies Destroyed                                             30

           Accuracy                                                             40%

           Friendly Saves                                                     19

           Bonus Collected                                                   0
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Level 3: The Search for the Nonnah 

Mission Goals 

Locate crashed Rebel ship

Protect the ship from invading Imperial  forces 

Walk-through

You begin this level at the end of a short canyon. When you reach the mouth of the canyon, head either to the left or right, sticking close to the mountainside. The Nonnah is in a different location every time this level

is played. It's very easy to lose your sense of direction on this foggy planet. Don't worry if you can't locate the Nonnah on your first try. Instead, wander around shooting TIEs and Probe Droids until you here one of your wingmen say, "The Nonnah is reporting that they're under attack." The Nonnah will then show up on your radar. 

When you arrive at the Nonnah there will already be several TIEs in the surrounding airspace. You'll also observe an Imperial Landing Craft approaching the nearby shore and a Rebel Shuttle arriving to rescue the occupants of the Nonnah. For the time being, tackle the oncoming TIE Interceptors. Once the landing craft hits the ground, an AT-ST and three Tank Droids will appear. Eliminate these new threats as quickly as possible, because they are intent on destroying the shuttle. If you use a long, high approach vector in combination with your brake, you should be able to take down all four enemies in a single pass. 
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Now, the first wave of TIE Bombers will start their attack run. Each wave of bombers will approach from the left of the Imperial Landing Craft. After you destroy the first two TIE Bombers, the landing craft will unload  three AT-PTs. You'll have to contend with these AT-PTs as another wave of TIE Bombers approaches. After you've destroyed the AT-PTs, continue to engage the TIE Bombers. 

Once the remaining TIE Bomber squadrons have been destroyed, the rescue shuttle will be ready to depart with the crew of the Nonnah. The best way to defend the rescue shuttle as it escapes is to keep your distance, but keep it in sight. This way, you'll be able to easily ascertain which TIE Interceptors pose the most immediate threats, and you'll be able to take them out accordingly. It won't be too long before the shuttle is at a safe distance and your mission is complete.

The Search for the Nonnah, Continued 

Going for the Gold

To have a high enough enemy kill count, you'll have to take out as many Probe Droids and TIE Interceptors as possible before your wingman says, "The Nonnah is reporting that they're under attack." 

Accuracy is critical to winning gold. Don't blast aimlessly - be sure your target is in your sights.

Requirements for Gold

Completion Time       10:00

Enemies Destroyed    38

Accuracy                    20%

Friendly Saves            1

Bonus Collected          0
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Level 4: Defection at Corellia

Mission Goals

Investigate strange readings

Protect the Capital Tower

Protect the Tech Center

Protect the evacuation shuttle (after the second walker is destroyed)

Walk-through

As this level begins, you will pick up something strange on your scope. Immediately fly full throttle in the direction indicated by your radar. You will soon encounter a group of six Probe Droids. After you've blasted the Droids into scrap metal, several squadrons of TIE Bombers will begin attacking the city. Quickly make your way back to the city. When you arrive, in addition to the bombers, you'll also notice a group of TIE Fighters. Completely ignore these fighters and focus solely on eliminating all the TIE Bombers as quickly as possible.

Once all the bombers have been destroyed, you will receive a distress transmission from the Imperial defector Crix Madine. He is pinned down in the Tech Center by a squadron of TIE Bombers. Again, fly in the direction indicated by your radar at full throttle, doing your best to ignore the constant battling going on all around you. There will be four TIE Bombers attacking the Tech Center when you arrive. These bombers are organized into groups of two and will bomb the Center in alternating shifts. Fly in behind one group as they begin their linear attack run and pick them off. After the first pair is destroyed, repeat the procedure on the second. 

Once the Tech Center is safe, Wedge will ask you for help back at the city. Seconds later, the Millennium Falcon steps in to provide Wedge with the help he needs, which is good because you've got bigger problems. An Imperial AT-AT Walker has been spotted marching toward the Capital Tower. As always, speed off in the 
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Defection at Corellia, Continued

direction indicated by your  radar. When you reach the walker, slow down and bring your ship in low beside it legs. When you hear Luke say, "Activate harpoon," do it. This will attach the end of a strong harpoon cable to one of the AT-AT's legs and cause your view to change to a three-quarter camera angle. Carefully guide you Airspeeder around the AT-ATs legs several times, and eventually the cable will release automatically and the  once mighty Imperial Walker will come crashing helplessly down to the ground. Then, if you like, you may swing back around and blow the metal carcass to smithereens. Just for added dramatic effect.

Shortly after your first AT-AT victory, Madine will  radio for more help back at the Tech Center. The Imperials have dropped another AT-AT, a couple of AT-STs and a platoon of Storm Troopers near the Center. When you get there, your first order of  business should be to eliminate the two AT-STs as quickly as possible.

Unfortunately, your Airspeeder doesn't come equipped with any torpedoes, so you'll need to take several long, slow runs at them with Blaster Cannons blazing. Once the two AT-STs are down, immediately bring down the second AT-AT. Don't waste any time on the platoon of Storm Troopers right outside the Tech Center door. 

While they may look like a serious threat, they are not important and should be ignored. 

After the second walker is out of the picture, you'll be called upon to provide cover for the evacuation shuttle. Use your radar to find the shuttle. When you finally reach the shuttle, several TIE Fighters will be attacking it. 

Fend off these aerial attackers while being extremely careful not to leave the shuttle out of sight for too long. Eventually, the shuttle will land on top of the Tech Center and begin evacuating Crix Madine. Provide the ship with cover while it loads its precious human cargo. Once the shuttle takes off, escort it safely out the city, destroying any Imperials you meet along the way. 

Going for the Gold

Accuracy is important. Don't blast aimlessly. Take your time, aim carefully.

To maximize the number of enemies destroyed, you'll have to keep a sharp eye out for ground troops and Imperial vehicles roaming the outskirts of the cities. You'll find a few Imperial gunboats patrolling the harbor.

To maximize the number of friendly saves, you'll have to be swift and efficient. The TIE Bombers pose a significant threat to the city and its inhabitants. When TIE Bombers appear, drop what you're doing and blast them from the sky. 

Weapons Bonus

Advanced Proton Torpedoes - After the first Millennium Falcon cut

scene, the radar will change to indicate a threat to the Capital Tower.

Head in that direction. You should go up over a hill and past another

section of the city. If you circle around that city section, you'll notice a

bright yellow secret-weapons box nestled between two buildings. Grab it

to unlock the advanced Proton Torpedoes.

Requirements for Gold

Completion Time           10:00

Enemies Destroyed        50

Accuracy                        20%

Friendly Saves               95

Bonus Collected             1
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Level 5: Liberation of Gerard V

Mission Goals

Escort Y-Wings to their targets

Disable civilian yachts

Destroy Tower Turbolasers

Walk-through
As you fly toward the first city, you'll see two Turbolasers on the ground to your right. Slow down and take 

them both out with Blaster fire in one pass (if you miss one, don't make another pass to finish it off just yet).

Next, close your S-foils and continue in the direction you were going before turning to shoot at the Turbolasers. You will come to a MissileTurret atop the hillside surrounding the city. Destroy the Missile Turret  with your Blasters and continue flying to the right; along the hilltop. You will encounter two more Missile Turrets, one right after the other. Eliminate them both in one pass and then proceed to center of the city. Now take out the two Turbolasers mounted on top of the buildings. 

Once all those deadly turrets are gone, the Y-Wings will have a much easier time disabling the blue civilian yachts. Now it's just a matter of time before the next threat appears. In the meantime, focus on destroying the other Turbolasers and AT-PTs throughout the city. Soon you'll receive a communiqué from Wedge indicating that another section of the city is being attacked by the 128th elite TIE Interceptor group. Follow your fellow

wingmen over to the next section, taking out the two  AT-PTs along the way. As soon as the next section is in view, you will see several more Turbolasers and Missile Turrets. Ignore the Turbolasers for now and focus on eliminating the Missile Turrets as you  make your way to the opposite end of the city. There you will find a

Tower Turbolaser. Take this large turret out as quickly as possible with several Proton Torpedoes and lots of Blaster Cannon fire. After it blows up, go back and provide more cover for your Y-Wings by taking out the

remaining Turbolasers and Missile Turrets. Before you know it, all the yachts will be disabled and your mission will be complete.
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Liberation of Gerard V, Continued

Going for the Gold

To earn the gold medal, you'll need to destroy a significant number of enemies. After you have destroyed the  Tower Turbolaser and all surrounding Missile and Turbolaser turrets in the second section of the city, quickly shoot down several TIE Interceptors to bring your kill count up.

You'll need to finish the level in a scant five minutes and 15 seconds. Don't waste your time with multiple attack runs. Instead, plan your route in advance. With your finger on the brakes, try to take as many Missile Turrets and Turbolasers as you can in a single pass. Use your Proton Torpedoes if you need to.

Requirements for Gold

Completion Time          5:15

Enemies Destroyed       33

Accuracy                       30%

Friendly Saves               6

Bonus Collected            0
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Level 6: The Jade Moon

Mission Goals

Use the trench to avoid Missile Turrets

Locate and destroy the shield generator

Escort and protect Madine's troops

Walk-through
Fly cover for Madine's ground troops as they make their way to the Imperial Storage Base straight ahead. The first major threat you must neutralize are the four AT-PTs that guard the path to the base. The best way to destroy them is to fly past all four enemies and then double back so you can take them out from behind in one slow pass. This way, you won't take as much damage as you would with a frontal assault. Once the AT-PTs have been eliminated, proceed ahead to the storage base, where you'll find four Turbolaser turrets; two on the right and two on the left. Keep your fighter low and take out the turrets on the left first, then circle around and destroy the other.

Now turn left after the storage base and fly straight to find the trench with the shield generator. Along the way, you'll run into two Missile Turrets. Keep very low to the ground and take them out quickly with your Proton Torpedoes. When you reach the shield generator, you should destroy it with two quick volleys of Proton Torpedoes. Once the generator is out of commission, close your S-foils and head back to Madine's troops.
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The Jade Moon ,Continued.

As soon as you get there, you'll see that they are under attack by several  groups of Imperial forces, including three AT-STs, TIE Bombers and a  few TIE Interceptors. Ignore all the TIEs at first and focus solely on                    destroying the AT-STs as quickly as possible. Then take out the TIE  Bombers and, finally, the Interceptors. 

Going for the Gold 

It is essential that you protect the ground troops. If any of the Rebel Carriers are destroyed, you'll have to  settle for silver. 

Accuracy is key. Don't fire at random. Be sure your target is in  your sights. 

You'll need to destroy a significant number of enemies to earn the  gold medal. Be sure to stick around for the final dogfight and take  out as many TIEs as you can. 

Weapons Bonus

Advanced Shields - To the left of your starting point is a deep trench. Follow this trench and you'll come to a fork in the road. Take the left fork and you'll find and Imperial encampment. Blast it to bits to uncover the

advanced shields. 

Requirements for Gold

                     Completion Time          6:00

                     Enemies Destroyed       45

                     Accuracy                       40%

                     Friendly Saves              7

                     Bonus Collected           1
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Level 7: Imperial Construction Yards

Mission Goals

Approach the base undetected by radar

Locate and destroy the AT-ST factory

Locate and destroy the AT-AT factory

Walk-through
As soon as you begin, veer left and slow down. This will allow your two wingmen to pass you. Several of the  radar dishes are located around tight turns, making them difficult to approach without setting off their sensors. If you let the wingman go ahead of you, they will tackle the radar dishes themselves - and succeed. You can make your life a little easier by avoiding one dish altogether. Where the path splits, head right. Your wingmen will head left, taking out the dish on the other side of the mountain. You, meanwhile, can focus on the two remaining dishes ahead.

As soon as you exit the canyon, you'll notice an AT-AT to the right. Forget about it; it's a waste of time. Instead, head immediately to the canyon to the left. You'll need to be somewhat sneaky as you approach the AT-AT factory, because there are an AT-AT, two Turbolasers and two Missile Turrets waiting to ambush you. Keep very close to the left wall, which will soon reveal a narrow ledge you can ride above to avoid enemy fire. As you near the factory, the ledge will fall away. Make a sharp right, slam on both brakes and take out the two Missile Turrets. Once you've eliminated them, swing up to the left, circle around and destroy   the two Turbolasers. Forget about the AT-AT. Its head has very limited movement, prohibiting it from shooting anything that has flown by it. You can now focus on destroying the factory buildings without worrying about anti-aircraft fire - but keep an eye out for incoming TIEs and ground-troop fire. The building

to the right houses an active AT-ST and about ten ground troops. Be prepared to make a wide circle, slam on both brakes and eliminate the new threat. After you've destroyed the three large factory buildings, head

back down the canyon.
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Imperial Construction Yards, Continued.

locate the AT-ST factory. Keep to the left, destroy the mountainside Turbolaser and then veer down the canyon to the left. Hit both brakes and knock out the first active AT-ST and the Turbolaser behind it. Continue flying straight, targeting the Missile Turret on the ledge beyond the factory building. Once that has been destroyed, veer sharply to the left and eliminate the final Turbolaser. If you're careful, you should now be able to veer again to the left, approaching the second active AT-ST from behind. Destroy it with heavy Blaster Cannon fire. You can now circle around and obliterate the final factory.  

Going for the Gold 

Getting gold in the Imperial Construction Yards will require accuracy and efficiency. You'll need to finish the entire level in a speedy six minutes, thirty seconds, during which time you must destroy more than 80 enemies. Pursuing TIEs is not recommended - it wastes precious time and reduces your accuracy ratio. Instead, focus on relatively stationary objects: barracks, containers, TIEs under construction and ground troops.

As always, accuracy is important to winning gold. Aim tight, and avoid chasing down TIEs. 

Weapons Bonus

Advanced Bombs - You'll need to recover the bonus weapon to win gold. When you first exit the canyon, fly straight ahead. You'll see an Imperial landing platform with a shuttle on top. Beyond the platform there are

some Imperial barracks and storage containers. You'll find the seeker missiles by blasting the left rear storage container. 

Requirements for Gold

                     Completion Time                                                   6:30

                     Enemies Destroyed                                                80

                     Accuracy                                                                45%

                     Friendly Saves                                                        0

                     Bonus Collected                                                     1
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Level 8: Assault on Kile II

Mission Goals

Locate and destroy the sensor array

Locate and destroy the Imperial spaceport

Locate and destroy the Imperial garrisons

Walk-through

This is your first mission piloting the Y-Wing, and it will demand a different set of combat skills. While using this new craft, you will be no  match for the quick and nimble TIEs that infest the planet. Your best strategy in this case is not to engage the TIEs at all, but rather focus on completing the mission objectives as quickly as possible. Also, to better avoid enemy fire, fly your Y-Wing at full throttle unless otherwise specified.

Your assault on Kyle II starts at the end of a deep canyon. Fly straight and you'll come to an intersection. Take the left fork and simply keep to the left to reach the sensor array. Along the way, you'll encounter two Imperial encampments; the first is defended by a single Turbolaser and the second by a Missile Turret. Fly over the Turbolaser in a zigzag fashion to avoid its fire; use a bomb to make quick work of the Missile Turret.

If you stick to the left canyon wall, you'll eventually get to the sensor array, which is guarded by two Turbolasers and two Missile Turrets. Take out the Missile Turrets first, with a couple of well-placed bombs. Then circle around low and destroy the Turbolasers with your Blasters. After those threats have been eliminated, gain some altitude and start dropping bombs on the sensor array. To conserve bombs, you may simply want to use Blaster fire to blow away some of the larger and easier targets, such as the sensor dishes. Also, keep in mind that you only need to destroy the large center building and surrounding dishes; the other structures may be left alone. 
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Assault on Kile II, Continued.

Once the array is obliterated, a cut-scene will show you what the Imperial garrisons and spaceport look like. When your mission resumes, you need only fly straight to find the encampment of four garrisons. Fly in low so you can take out the measly couple of Turbolasers. Then rise up and crush the poorly defended garrisons with your powerful bombs. 

After the garrisons have been destroyed, a mysterious Imperial Shuttle will swoop down - seemingly to survey the damage. If you stick behind this shuttle, it will eventually lead you straight to your final target: the Kyle Spaceport.

The spaceport is heavily defended with six Turbolasers, a pair of Missile Turrets and several platoons of Storm Troopers. To make matters worse, the skies are filled to the brim with angry TIE Fighters. As soon

as you enter the vicinity of the spaceport, drop your altitude and turn right. Slow down to a crawl and blast away at the first Turbolaser.

Continue flying counter-clockwise and take out all the Turbolasers and Missile Turrets around the spaceport.  After that, pulverize all the structures that compose the spaceport. You can use Blaster fire to destroy any  remaining structures after you've depleted your supply of bombs.

Going for the Gold

Accuracy counts. Don't blast aimlessly. Instead, take your time, and be sure your target is in your sights. Avoid chasing down TIEs, because you'll reduce your accuracy. 

You'll need to be swift and sure to complete this level in less than six minutes. Don't waste time destroying the small Imperial encampments that litter the canyons. Instead, head directly from trouble spot to trouble spot.

Requirements for Gold

Completion Time     6:00

Enemies Destroyed  65

Accuracy                  60

Friendly Saves          0

Bonus Collected        0
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Level 9: Rescue on Kessel

Mission Goals

Locate and disable the train

Rescue Wedge

Walk-through
You'll need to think a little differently to get through this level unscathed. Heading straight toward the prison  rain is suicide. There are far too many AT-STs, Turbolasers and Missile Turrets waiting to blast you from the sky as you try in vain to disable the train. Approaching the train slowly and taking your time to eliminate all the anti-aircraft weaponry is unfortunately of little use. By the time you've knocked out the ground defenses, the train will be long gone. You're going to have to sneak around to the train station and secure the area before the train arrives. Once the train makes its way to you, you simply have to fire your Ion Cannons to disable each car.

When you begin, head toward the hills to the left, rather than toward the train tracks on the right. Stick close to the far left as you come up over the first hill. A Turbolaser will come into view; slow down and knock it out as soon as possible. Immediately veer sharply right and destroy the Missile Turret before it can launch anything. An AT-ST lies beyond the Missile Turret, but it can be avoided by veering sharply left and following the valley. You'll see a convoy of three transports below. Although they pose no threat, you can destroy them to add to your kill count. As you follow the valley to the right, a Kessel prison will come into view; beyond it you will see the hover-train station. A Missile Turret and a Turbolaser will soon appear at the right. Begin an assault on the Missile Turret as soon as you see it to prevent any launches. Once that is complete, finish off the Turbolaser. 

You can now slowly fly over the plain, taking on each ground defense individually. Once you have secured a sizeable area, you should circle around and find a lofty and distant approach vector. When the train makes its way toward you, ready your Ion Cannon. Target the train's defensive cars first to pre-empt any anti-aircraft fire. Once the train is no longer a threat, circle around and use your Ion Cannons to disable the remaining cars. 
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Rescue on Kessel, Continued.

Going for the Gold 

To earn the gold  medal, you'll need to swiftly destroy the large  number of Imperials throughout the plains of Kessel. 

  To get through the level in the time allotted, you're going to  have to disable the train very quickly. Your best bet is to  approach it slowly from underneath and fire a continuous  stream of Ion pulses.

Standard accuracy warning: Be precise, and don't waste time  chasing TIEs. 

                     Requirements for Gold

                     Completion Time                   4:30

                     Enemies Destroyed                26

                     Accuracy                                 40%

                     Friendly Saves                        5

                     Bonus Collected                     0
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Level 10: Prisons of Kessel

Mission Goals

Protect and escort Madine's shuttle

Destroy the power generator

Walk-through

Escorting the Rebel landing craft as it liberates Rebel prisoners of  war from the Kessel prisons is a trying task. Luckily, the Rebel Lander's heavy armor makes it a tough target for both the anti-aircraft defenses and the TIE Fighters patrolling this mountainous area of Kessel. It's unfortunate that your X-Wing isn't as impervious to enemy fire. 

The landing craft is relatively slow. When the level begins, close your X-Wing's S-Foils and travel down the valley to the right. Head left at the  next intersection, and you will arrive at the first prison.

Each prison is equipped with an Imperial landing  pad and is protected by several Turbolasers.  These lasers are a real nuisance and pose a  significant threat to the Lander. As you near the prison, scan the area for the location of the Turbolasers. Hit the brakes and begin firing your Blaster at the Turbolaser closest to you, and then slowly circle around the landing pad to take out each additional Turbolaser. So long as you have a steady hand, you should be able to take out all the Turbolasers in a single pass. 
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Prisons of Kessel, Continued.

When the Rebel Lander finally arrives at the first prison, it will  discover that a shield prohibits it from  entering. Your duty then becomes to seek out the shield generator and destroy it. Your radar will change to indicate the direction of the generator. Follow it over the mountains to a valley at the far side of the range. You should approach the generator through a deep cut in the mountainside. As soon as you see the generator, hit your brake and open fire. You'll also need to be extremely careful of the Missile Turret tucked away in the right corner of the valley. When it comes into view, veer to right and knock it out with your Blaster Cannon or even a Proton Torpedo. An AT-ST awaits you near the generator, along with several Turbolasers and ground troops. If you haven't yet destroyed the generator, take the time to knock out these enemies so they do not

disable you as you make another run at the generator.

Once the generator has been destroyed, Gen. Madine will complain that the Rebel Lander needs cover. Head back to the first prison and be prepared for a dogfight with a series of TIE Fighters and Interceptors. While you battle these airborne foes, the Rebels will run into the prison and free several Rebel pilots. As soon as they make their way back to the Rebel Lander, it will take off and head to the next prison.

Follow the Rebel Lander to the next prison. As soon as the prison comes into view, speed ahead of the ship and take out the Turbolasers. Once the craft has landed, you'll be visited by another squadron of TIEs. This time, however, the TIEs will be joined by a set of AT-STs that approach the Lander from nearby valleys. The

walkers can be a real nuisance to the Lander, so take them out quickly with a single Proton Torpedo. You'll also need to be wary of a Missile Turret hidden in a lofty alcove near the prison. When Gen. Madine has freed the next set of Rebel pilots, the Lander will take off.

This process is repeated at the next prison. Your first priority will be the destruction of the Turbolasers. Once this is complete, you will  have to contend with up to four oncoming AT-STs. A Missile Turret atop a nearby mountain will also wreak havoc with your plans, so destroy it as quickly as possible.  The final prison presents much of the same challenges. You'll need to secure the area by knocking out the Turbolasers. Once that is done, you should focus on the AT-ST that approaches from under the landing pad. Yet another squadron of TIEs will attack, and once you have knocked most of them from the sky, the Rebel Lander should finally lift off for home.

Going for the Gold:

The toughest challenge to winning the gold medal will be destroying a whopping 103 enemies. You'll need to  destroy everything in sight, including storage tanks, speeder bikes, bunkers and ground troops. When you can spare a moment, make a quick run to the perimeter and take out the Probe Droid squadrons.

Accuracy is extremely important to winning gold. Take your time aiming, and be sure your target is in your sights. Chasing down TIEs will only reduce your accuracy. 

Weapons Bonus Seeker Missiles - Near the second prison base, you'll find a hidden valley high up in one mountain. The valley contains a Missile Turret and Imperial bunker. Knock out the Missile Turret with a torpedo and then destroy the bunker. It will surrender the seeker missiles.

Requirements for Gold

Completion Time       10:30

Enemies Destroyed    103

Accuracy                    40%

Friendly Saves           35

Bonus Collected        1
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Level 11: Battle Above Taloraan 

Mission Goals 

Locate and destroy the Imperial Tibanna gas containers

Avoid civilian casualties 

Walk-through

The first gas platform has six large Imperial Tibanna gas containers on the main deck and three smaller ones on the opposite side of the upper deck. You should be able to easily destroy these containers while avoiding the paltry resistance of the TIE Fighters. As you finish off the last container, your wingman will commend you on your "excellent work." Now follow the large metal buoys to the next gas platform. Here there are only four large Imperial containers on the main deck. They are located behind the blue civilian containers, however, so you'll need to have a higher approach vector to pick them off.

As before, there are three smaller containers on the upper deck. Destroy them all and follow the metal buoys to a pair of gas platforms. The platform on the right consists of three large Imperial containers as well as one small one and two large Turbolasers. First take out the two Turbolasers. If you slow down, you should be able to take out the closest turret with Blaster Cannon fire and then finish off the next turret with a Concussion Missile. Take out all the containers on the right-hand platform before proceeding to the far-left platform. There you will find two more Turbolasers defending one large and five small containers. Quickly eliminate the turrets. Then destroy the gas containers and proceed down the path of buoys.
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Battle Above Taloraan , Continued.

The next platform will have five Turbolasers enclosed by a solid ring of Imperial gas containers. Use a high  approach vector and take out the five turrets with Concussion Missiles. Once the lasers are all taken care of, you can go ahead and incinerate the gas containers. Follow the path of buoys to locate two more gas platforms with Imperial containers. Each main deck has three turrets. As always, destroy the turrets first and the containers second. Follow the last leg of metal to the beautiful cloud city of Taloraan. 

Just beyond this city you will find the final and toughest gas platform. This devious platform features blue civilian containers on the outside and Imperial containers on the inside. Unfortunately, there are three infernal Missile Turrets tucked neatly between the blue containers. You should hope you have some Concussion Missiles left so you can take out the turrets as quickly as possible. This one is intense until the bitter end.

Going for the Gold

Accuracy is paramount to winning gold. Don't go wild.  You'll have to destroy a whopping 90 enemies to earn gold. Focus first on the Imperial gas containers. Then, when time permits, chase down the TIE Interceptors and blast them from the sky.

Weapons Bonus

Advanced Lasers - The advanced lasers are located among the buildings near the center of the cloud city.

Requirements for Gold

Completion Time       7:00

Enemies Destroyed    90

Accuracy                   70%

Friendly Saves          1

Bonus Collected        1


Level 12: Escape from Fest

Mission Goals

Locate captured AT-PTs

Destroy the Imperial Research Facility

Free the AT-PTs

Escort Rebel AT-PTs to the landing zone

Walk-through
The level begins with your speeder squadron heading up over a snowy hill. Continue over the hill and past the  valley, veering slightly to the right. You'll see a Turbolaser on a hill to the left of the gate. Don't bother trying to knock out the gate; instead, knock out the Turbolaser and fly beyond it to find the three AT-PTs being pursued by an AT-AT. You'll have a very limited time to knock out the walker before it turns toward the fleeing Rebel commandos. Head to the right of the AT-AT and fire your tow cable. Stabilize your craft as you

circle the walker - if you apply just the right pressure to the control stick, you should be able to make it around the AT-AT's legs with minimal flight adjustments.

Once the first walker is down, head toward the gate. Avoid firing at it - the AT-PTs can take care of the gate themselves, giving you some extra time to clear their path. Beyond the gate, you'll see the generator, flanked by two Turbolasers. Slam on both brakes and take out each Turbolaser - and if there's time, try to destroy the

generator. As you approach the end of the valley, a second AT-AT will come into view on the left. Swing around the walker, fire the tow cable and bring it to its knees.


Escape from Fest, continued 

The gate should be open by the time you've brought down the  second AT-AT. Head back up the valley and veer left just before the gate. At the far end of the valley, a third AT-AT will come into view. Before you tackle the walker, knock out all the Turbolasers on the hill  to the right. Fly close to the AT-AT and bring him down as soon as you can, because a torrent of Tank Droids are fast approaching. Once the AT-AT has been tackled, make a wide circle and approach the Tank Droids with both brakes applied. A trio of Tank Droids will start attacking from each hill. If you're careful, you can destroy the three on one bank in a single pass, and then circle around and take out the next three on the opposite bank. By the time you've completed this, the AT-PTs will be halfway down the valley and another six Tank Droids will have emerged.

Things are only going to get worse, however. Two TIE Bombers will begin a bombing run at the far end of the valley. The bombers can take out the AT-PTs in just a few shots, so they are now your main priority. Thankfully, the AT-PTs can handle a few Tank Droids by themselves. Make a wide pass around and target the oncoming TIE Bombers. Once you have dealt with the first wave of bombers, swing around and disable the remaining Tank Droids. Another wave of TIE Bombers will soon appear, along with three additional Tank Droids, near the Rebel Lander. Take out the bombers with a few well-placed shots and then finish off the remaining Tank Droids. If all goes well, the AT-PTs will finally make their way to the safety of the landing craft.

Your goal now becomes the destruction of the research facility. If you haven't already destroyed the generator, you'll need to fly beyond the landing craft and over the hill. Slam on both brakes and fire your Blaster Cannons until the generator explodes. Head up the valley from the generator and veer to the left, over the hill. The facility should some into view. Apply both brakes and take out the Turbolaser and two Missile Turrets. You'll likely need to circle around once again to get a good approach vector. With both brakes applied, unleash the fury of your Blaster Cannons. The facility will soon collapse. Mission accomplished. 

Going for the Gold

Time is of essence. You have very little room for error. All three AT-ATs must be taken down in a single attempt. If your tow cable lets go, you might as well abort the level and restart. 

You'll have to eliminate a significant number of enemies to earn gold. The best way to enhance your kill count is by destroying Imperial bunkers and taking out the hordes of ground troops that appear.

Accuracy is important to winning gold. Don't blast your cannons aimlessly. Instead, take your time, and be sure your target is in your sights.

Weapons Bonus

Seeker Proton Torpedoes - On the top of the hill to the right of the research facility, you'll find an Imperial  bunker protected by two Turbolasers. Take out the Turbolasers and then destroy the bunker. You'll find the seeker Proton Torpedoes inside. 

Requirements for Gold

Completion Time     6:30

Enemies Destroyed  65

Accuracy                 25%

Friendly Saves         7

Bonus Collected       1


Level 13: Blockade on Chandrila 

Mission Goals 

Escort and protect the supply train

Protect the city 

Walk-through

You'll need to keep close to the supply train to effectively protect it from the oncoming TIE Bombers and TIE Interceptors. Get a comfortable distance behind the train and wait for the first wave of TIE Bombers. They will approach from the left and begin their bombing run from the rear of the train. This will give you an opportunity to line them up in your sites and destroy them before they can harm the train.

Due to their sheer destructive power, TIE Bombers must always take priority. Only when you have eliminated their threat should you even consider pursing the TIE Interceptors. The TIE Interceptors' Blaster Cannons aren't terribly harmful to the supply train, and they are a nuisance best left to the rest of the squadron.

You'll encounter several more waves of TIE  Bombers and TIE Interceptors en route to the city. Always focus on the TIE Bombers, taking on the Interceptors when time permits. 

Once you reach the city, you'll have to eliminate yet another TIE  threat. TIE Bombers will head directly for the train after it comes to a stop. Blast these annoyances out of the sky before they can harm the

supply train, then tackle the Interceptor threat. 

After the TIEs have been taken care of, six AT-STs will begin an attack on three evacuation shuttles. Follow the orange section of your radar, if you need help locating the AT-ST threat. Approach the walkers from the far right and slam on the brakes to slow down. You'll need to be exceptionally fast to save all three shuttles, so it's best to use your Proton Torpedoes to make quick work of each AT-ST.


Blockade on Chandrila , Continued.

Once the evacuation shuttles lift off, they will be pursued by a squadron of TIE Interceptors. You must be quick to thwart their attempts at knocking the shuttles out of the sky. If you're too close to the shuttles as they take off, circle around and approach the fray from a different vector.

When the shuttles have finally escaped, you'll be treated to another TIE attack on the city. Once again, you'll need to focus on the TIE Bombers first. Once they have been eliminated, finish off the TIE Interceptors to conclude the level. 

Going for the Gold

It is vital that you protect the supply train. All cars must arrive at the city intact for you to earn gold. Keep a close eye out for TIE Bombers. When they appear, drop what you are doing and blast them from the sky.

Accuracy is important to winning gold. Don't blast your cannons aimlessly. Instead, take your time, and be sure your target is in your sights. Avoid chasing down TIE Interceptors.

Weapons Bonus 

Advanced Bombs - Once you have destroyed the six AT-STs attacking the evacuation shuttles, veer to left along the city's edge. Accelerate to maximum speed and continue straight. At the far end of the city, you'll find a lone AT-ST firing on three towers. Destroy the AT-ST to find the advanced bombs.

Requirements for Gold

Completion Time         5:45

Enemies Destroyed      35

Accuracy                     20%

Friendly Saves             4

Bonus Collected          1


Level 14: Raid on Sullust
Mission Goals

Destroy the transmitters

Destroy the capacitor

Walk-through

This Sullustan volcano is chock full of anti-aircraft defenses, including Turbolasers, Missile Turrets and AT-STs. It's a good thing that your Y-Wing is heavily armored - an X-Wing wouldn't last ten seconds in this cesspool of molten lava and cannon fire.

There is no set flight plan for this level. Instead, your task is to fly from one transmitter to the next, as indicated by the orange triangle that appears on your radar.

The Turbolasers have a significant weakness - they cannot fire at lower than a 90-degree angle.Keep your Y-Wing below their line of fire and your should have no trouble avoiding their Blaster fire as you travel from one transmitter to the next.


Raid on Sullust, Continued.
The Missile Turrets are not so easily avoided, however. While it's fairly easy to dodge Turbolaser fire while in the air, the missiles eagerly seek out your ship. As you move from one transmitter locale to the next, position yourself below the Turbolasers' line of fire. You can take this very short reprieve to target any Missile Turrets ahead of you with your Blaster Cannon. 

The transmitters are heavily armored and take a lot of Blaster Cannon fire to be destroyed. You're far better off using your bombs to make quick work of them. You have to be extremely careful you are high enough above the ground - otherwise, you'll almost certainly destroy your Y-Wing in the explosion.

When the level begins, slam on your brakes, turn to the left and head downward. You'll see the first transmitter on a small ledge, flanked by a Missile Turret and two Turbolasers. Immediately begin an assault

on the Missile Turret with your Blaster Cannons. Once it is destroyed, turn on your bomb-targeting system, and drop one on the transmitter.

Your radar will now change to indicate the position of the nearest transmitter. Get low to the molten surface to avoid Turbolaser fire and target upcoming Missile Turrets with your Blaster Cannon. Circle around the transmitter to gain some height, turn on your bomb-targeting system, and drop one on the transmitter. Once

again, your radar will indicate the direction of the nearest transmitter. Continue this process until all the transmitters have been destroyed. 

Now that the capacitor's shield has been disabled, you'll need to knock it out of the sky. Get as far from the capacitor as you can, circle around and slam on your brakes. This will give you plenty of time to harm the capacitor in just a single pass. Target the white, window-like blocks rotating around the centrifuge. You should be able to destroy each block with a few well-placed shots from your Blaster Cannon. Once all the structures have been destroyed, the capacitor will fall apart and the level concludes.

Going for the Gold

To earn the gold meal, you're going to need to be swift and sure. You must learn to dodge the anti-aircraft fire and fly high enough to drop bombs. Keep your finger on the accelerate button.

Accuracy is paramount to winning gold.

Weapons Bonus

Seeker Proton Torpedoes - Along the volcano wall near the long Imperial landing pad, you'll find a factory building. Destroy it to uncover some Seeker Proton Torpedoes. 

Requirements for Gold

Completion Time      4:00

Enemies Destroyed   40

Accuracy                   75%

Friendly Saves           0

Bonus Collected        1


Level 15: Moff Seerdon's Revenge

Mission Goals

Protect the Bacta containers

Avoid civilian casualties

Destroy all Imperial bunkers, fighters, and bombers

Locate and destroy Moff Serdon

Walk-through

There is no set flight plan for this level. Instead, your task is to fly from one trouble spot to the next, as indicated by the orange triangle on your radar.

You'll encounter a torrent of AT-STs, Missile Turrets, Turbolasers, TIE Bombers and TIE Interceptors in the mountains and gullies of Thyferra. When you approach an Imperial encampment, quickly scan the area for Missile Turrets. Because of their destructive power, you'll want to knock them out as quickly as possible.

Once the Missile Turrets are taken care of, focus on the Turbolasers, AT-STs, and finally, the

Imperial barracks.


Moff Seerdon's Revenge,  Continued

A principal goal of the mission is to protect the Bacta containers -the large gray containers marked with Rebel insignia. Unfortunately, these containers are easily destroyed. It's extremely important that you approach your targets from a high vector. Should you pass close to the ground and a Bacta container happens to lie between you any anti-aircraft defenses, the container will almost certainly be destroyed by Imperial fire intended for you.

Several trouble spots you visit will consist of TIE Bombers and TIE Interceptors attempting to destroy local homesteads. Hit the Bombers first, then the Interceptors. The TIE Interceptors' Blaster Cannons aren't terribly harmful to either the homesteads or your ship, so they can wait.

When you have eliminated the Imperial threat infecting Thyferra, you'll face Moff Seerdon himself. His Imperial Landing Craft is heavily armored, absorbing much of your Blaster Cannon fire. To destroy his ship, make wide flight circles and approach from a distance. Use your radar to help you locate Seerdon's ship. You'll  want to head directly at the Imperial Lander, firing your Blaster Cannons. When you are in close range, unleash one or two Proton Torpedoes at the Lander's thick hull. Veer to the side and quickly distance yourself from the ship by closing your X-Wing's S-foils. When you have reached the end of the valley, open the S-Foils, circle around and begin your assault once more. With some practice, you should be able to bring down Seerdon's ship with three attack runs.

Going for the Gold

It is extremely important that you prevent the Bacta containers from being destroyed. Approach Imperial encampments near the Bacta containers with great care. Don't draw Imperial fire to the containers.

Guess what? Accuracy is important to winning gold here, too. Standard precautions.

Weapons Bonus 

Cluster Seeker Missiles - When the level begins, immediately make a hard left. In the valley below, you'll see an Imperial bunker. Destroy it to uncover the Cluster Seeker Missiles. 

Requirements for Gold

Completion Time       6:00

Enemies Destroyed    45

Accuracy                   30%

Friendly Saves          55

Bonus Collected        1


Level 16: The Battle of Calamari 

Mission Goals 

Destroy the world Devastators

Protect the city 

Walk-through
Mon Calamari's cities are being threatened by three Imperial World Devastators. These terrible devices of destruction will crush the population of this loyal Rebel planet unless Wedge Antillies and the entire Rogue Squadron can stop them. A Devastator is a gigantic rectangular ship propelled by four large leg jets located underneath. On top you'll find a single round shield generator heavily guarded by four Turbolasers and four Missile Turrets that are spread evenly between the front and rear. There is also a deadly vacuum furnace at

the rear of the Devastator that will suck your ship in if you're not careful to avoid it.


The Battle of Calamari, Continued

The only way to bring these behemoths down is by blasting away two leg jets on either the front or

the back. Unfortunately, the jets are well-protected by a force field. What you must first do is take out the round shield generator at the rear of the ship. However, you'll want to avoid the surrounding turrets as much as possible, so approach the generator from behind the ship. Distance yourself from the Devastator and

approach low from the rear. Begin flying up toward the generator as you near the vacuum furnace. As soon as

the generator is in your sight, fire one Cluster Missile and blast away with your cannons. If you fail to destroy the generator in your first pass, quickly boost to the left or right and drop down as soon as you clear the Devastator to avoid the turret fire. Repeat this process until the generator is gone. With the shields down, the leg jets will now be

vulnerable to attack. Fly below the huge ship and use your Blasters to knock out a pair of leg jets. Just be sure you're not underneath the  Devastator when the second jet is released, or you'll give new meaning to the term "Mon Calamari pancakes." Fortunately, all remaining turrets on top of the Devastator will be destroyed upon

impact.

When this mission begins, you are over the ocean with several other V-Wings. The first world Devastator is near a city directly ahead of you, so hit your boosters to get to it more quickly. Annihilate this Devastator and proceed to the next one indicated by your radar. You may take some time out to recharge your shields by shooting down any surrounding Advanced TIE Fighters. 

Remember - Never fire any Cluster Missiles at TIEs near the ground of a Calamarian city. If you do, the missiles will almost certainly circle around several times and destroy a building.

By the time you reach the second Devastator, you'll only have a few minutes before it begins crushing the nearby city. Bring it down using the method covered before. After that, you must clear the skies of unfriendly TIEs. These new fighters are really fast and difficult to hit. The most efficient way to destroy them is by distancing yourself from the city and flying in low. Wait until you have three of them in your sights high above the city and unleash a single Cluster Missile. If you're lucky, it will take out all three at once. However, if you happen to be low on Cluster Missiles, you'll need to slow your craft down and try to blast them out of the sky with your V-Wing's rapid Blaster fire. When all the Advanced TIEs are gone, your radar will show you where the next Devastator can be found.

Use your speed boosters to get to the final Devastator as quickly as possible, while avoiding any waveskimmers you may meet along the way. Use your usual procedure to disable the last world Devastator.

Once this Imperial device is permanently out of commission, you must shoot down all remaining Advanced TIE Fighters to complete your mission.

Going for the Gold

Your two biggest obstacles for attaining the gold in this level will be getting more than 87 friendly saves and completing the mission in under 5:30. To do this, you'll have to be able to bring down a World Devastator in barely one minute. You'll also need to get really good at taking out Advanced TIE Fighters with rapid Blaster fire. There's no easy way around  this one: practice, practice, practice!

Gold Medal Requirements

Completion Time      5:30

Enemies Destroyed   24

Accuracy                   25%

Friendly Saves          87

Bonus Collected       0

Bonus Craft
Bonus Levels 

There are four bonus levels in Rogue Squadron. Unfortunately, only one can be accessed easily. Each bonus level's access is based on the level of medals you achieved in each mission. There are corresponding rewards for capturing bronze, silver, and gold medals, as well as a special AT-ST shoot-em-up level that can be accessed through the cheat menu. 

Beggar's Canyon

To unlock the Beggar's Canyon bonus level, you'll need to earn at least a bronze medal in each previous level. This level pits your against your good friends Dack, Zev and Wedge in a race through Tatooine's Beggar's Canyon. The T-16 Skyhopper you pilot is fast but difficult to maneuver around tight corners. To earn the gold

medal, you'll need to beat Wedge through the right-hand path. Take your time to learn this difficult course. Only when you can predict the oncoming turns will you be able to beat Wedge and take home the gold.

Death Star Trench Run

To unlock the Death Star Trench Run bonus level, you'll need to earn at least a silver medal in each previous level. In this level you'll relive the Death Star trench run from Star Wars: A New Hope. It's best to take your time through the trench, focusing on the trench's Turbolasers rather than the TIE Fighters. At the end of the trench, turn on your targeting computer and launch a Proton Torpedo into the shaft opening to destroy the Death Star.

Battle of Hoth

To unlock the Battle of Hoth bonus level, you'll need to earn a gold medal in each previous level. This is the ultimate reward for a job well-done. It's a fantastic replica of the Battle of Hoth, putting Shadows of the Empire's similar level to shame. You must first knock out a series of Probe Droids so that the Rebel Transports can escape. After that, you're off through a snowy canyon to rescue a downed pilot from three nasty AT-STs. Finally, you'll have to stop an all-out assault on the Rebel shield generator by downing three

hulking AT-ATs. Move swiftly - time is not a luxury. In this version of Hoth, the AT-ATs march forward.

AT-ST Shoot-em-up

To unlock the AT-ST bonus level, enter "CHICKEN" in the passcode entry screen. You'll immediately be whisked to a flat green plain with several Imperial and Rebel structures. You should also take note that you're now in control of an AT-ST. With your Nintendo controller, push forward on the joystick to make the metal

monstrosity move forward, and pull back on the joystick to back up. To fire your Blaster Cannon, press the B button. If you hold down the Z Button, you'll be able to move the AT-ST's head about, allowing you to aim your Blaster Cannon. The level ends when you have destroyed everything in sight.  There are two craft that you can have at your disposal if you can satisfy the requirements. Both ships are a lot  of fun.

Millennium Falcon

The Millennium Falcon becomes available after you have completed every Rogue Squadron level with at least a silver medal. The Millennium Falcon can be selected for most missions, unless the mission profile specifically prohibits it. The Falcon is fast and can take a bruising, but it's a bit difficult to maneuver. Auto-locking Blaster Cannons give it a distinct edge. You can also unlock the Falcon by entering "FARMBOY" on the passcodes entry screen.

TIE Interceptor

The TIE Interceptor piloted by Kasan Moore becomes available after you have completed every Rogue Squadron level with a gold medal. The TIE Interceptor can be selected for most missions, unless the mission profile specifically prohibits it. The TIE Interceptor is fast, furious and can turn on a dime. There's a big trade-off for the maneuverability, however - the Interceptor has no shields, and its Blaster Cannon is rather weak.


Passcodes
Codigos o Passcodes para  Rogue Squadron. Para Pc metelos en  "Settings", Para N64, Ve a  "Options" escoge "Passcodes" y mete cada letra del codigo, seleccionas ¡! Enter code y listo !!, Que la fuerza Este Contigo.

Codigo          



Función                                                     Plataforma

CREDITS             Aparecen los creditos de forma cotorracomo el final de la peliculacon musica                

                               Suave








  PC/N64

RADAR                 Hace tu que tu radar "sea real". Grandes y brillantes naves,  y ruta de naves.     N64

CHICKEN            Juega como un AT-ST!                                                                                         PC/N64

ACE                       Cambia el nivel de dificultad. Lo hace dificil.                                                      N64

DIRECTOR          Permite ver las escenas  curiosas.                                                                         N64/PC

MAESTRO           Te deja escuchar los temas musicales .                                                                 N64/PC

IGIVEUP              Vidas ilimitadas                                                                                                     N64

TOUGHGUY        Te da todas la armas del juego (i.e., advanced blasters, advanced seeker)           PC/N64

FARMBOY           Te deja volar el  Millenium Falcon En las misiones que no requieres Speeder   N64

TIEDUP                 Te deja volar como TIE interceotor donde no requieras  Speeder                       N64

HARDROCK         “USEDAFORCE”. Luke aparece en su X-Wing  y se convierte en un barbon   N64

TIEDUP                 Te da un Tie Intercepterpero dificile de  agarrarprimero en  Codes 

                                Tecleas  Farmboy y lo metesentonces tecleas Tiedup y lo metes.

                                Ve a una mision dende uses el  Millenium Falcon ve al hangar hacia el 

                                Millenium Falcon Presiona Arriba sobre el  Speeder y la  Camara estara detrás 

                                Del   Falcon y el  Tie Intercepter detrás. 



