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'ABOUT THE CONTROLLER

The Nintendo® 64 Controller

The Mataac 64 Conteil Sk wes mn naog sysiem 10 reod the anghes and
mcionk 1 masoummpat. Ths cllows ssble comirel thut & not pesibe w=ing e
conventionol 4= Control Pod.

When turning the Control Deck power ON, do not move the Control Stick from its
neutral position on the controller.

. & & If the Control Stick is held af an angled position (os
shown in the picture on the left) when the power is
turned ON, this position will be set as neutral. This
will couse games wsing the Control Stick 1o operate

incorredtly.

To reset the neutral posifion once the gome has
starfed, let go of the Control Stick so it can return fo
its center posifion (os shown in the picture on the
left) then press START while holding the L and R

o

The Control Stick is  precision instrument—make sure not to spill liquids or place
any foreign objects info it. If you need assistonce, contact Nintendo Consumer
Assistance of 1-800-255-3700 or your nearest Nintendo Authorized Repair Center™.
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Holding the Controller
'-‘
While playing Starcroft 64, we recommend m‘-um
ﬂ he hond posiions r.lm ot lef. By holding the

- 1' I

Connecting the Controller

Two players con play this gome. Connect each
phayer's controller to the appropriate controller
socket on the front of the Control Deck. Beginning
on the lefi, the sockets ore for Player 1, Player 2,
Player 3 and Player 4. You connot start o gome if
the first controller socket is empty.

If you change the connection during the gome, you
will need to either press RESET or fur the pawer OFF fo make the connection aclive.

You must use two controllers to play in the two-ployer gome mode.

S

yme is compatible with the Rumble Pake accessory. Before using it make sure fo read
the Rumble Pok accessory instruction booklet carefully. Moke sure that the Control Deck is OFF |
when inserting the Rumble Pak occessory.
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BASIC CONTROLS 1

Select oll units of o single type that are currently Command Units or Struchures fo perform
visible on screen. Press the R Buton repeatedly 1o different tasks. When a unit or structure &
seroll through the different types of units currently selected, the C Button fundtions ore

on screen. Up 1o 18 units con be selected of o fime, displayed in the lower right comer of the

screen.

The C Buttons are akso used os short-cuts fo
the lef, right, top ond battom selections
when the Master Build Box is open.

® Press the 1 E!.Ill[:lrl T; rlnh ~, 2 s
L::IE;{. R : Seleqt individuol units or
@ Press the 7 Button ond the k¥ structures. Command sebecled
R Button 1o occess the Moster ' gl mining units o begin mining an
Build Box. ; area by pressing the B Button o
the orea to be mined.

Selected units attock or move
Move the cursor around the map screen. Immediately to the specified position.

view any point on the map by moving the cursor lo thal

point on the mini-mop and pressing the A Button,
In command boxes, use the Control Stick 1o change
selections.




INTERFAGE

Mhﬂmwﬂﬂsmﬂﬂmn&mﬁ

army with WIH fo
Selected Structore’s/Unit's Name et “"‘TM =
| ond Hit Points Vesposi Gorsl

Place on extroctor/ refinery/assimilator on

it - | this spot to ollow Probes, Drones and SCVs to
oy . harvest the gos o increase your resources.

el
1‘ AT
B g

% f:-'u : mu&

Corrent Number of Units /
The Z+L Button Maximum Number of Units
mini-mop on and off | 200 is the maxisem nember of
units per player allowed in o
qome.

1

mﬂ:bhnclnn,muln:&n,ur




| Step 1. Read the manual to understand the units and structures.

Step 2. leuqﬂddﬁl

i TSGR 0 |

Step 3. Hh-mmrr:ﬁ:wwmmmﬂhmhh
Hrmm

Siar with o Shrcrf Terron Campaga 1 i deigne o ifrodce you o the ||

(onguer the universe.
Get the N64 Expansion Pok™ and continue your domination in the Brood Wor
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~ ADVANCED CONTROLS

| Selecting Objects and Moving Units ~~ +

Use the Control Stick to control the game’s orrow-shoped Cursor. Select wnis or by plocing the
Cursor over the object and pressing the A Button. You con select multiple units by hold the A
Bution, and dragging the Cursor to form o selection box. When you release the A Bution, all units, up o
eighteen (18) within that box, will now be selecled. You can now issue commands and move them os o
group. You con select up 1o eighteen units of gne fime.

An important shoricut is the R Bution. There ore two ways o use the R Button. The first is 1o ploce the
arrow shaped cursor on one of the units so tht its status bar oppears, then press the A and R Button
simultaneously. - This will select oll units of that type currently visible on your streen up to the limit of
eighteen. The second way is fo press the R Button by itself, which will rondomly select o group of units on
the screen of o given type. Repeatedly pressing the R Button will cycle through groups of similor units
currently on the screen, up 1o o maximum of eighleen unils each,

Assigning Groups

It & often very useful 10 ossign severol units 1o o shoricut 5o that you may recoll them quickly. When o
group is selected, press the R Button and any ( Button 1o assign a shortcut fo that group. When you would |
| like 1o select thot group at o loter fime, you con select them by pressing the Z Bution and the C Bution fo
which you assigned the shortcut. .

Units
When you select buildings or unis, you can issue them commands. These commands are mapped fo the B
Bution and the  Butions on your coniroller, and are displayed in the lower right portion of your screen.
For exomple: fo move o unif fo a new location, point the cursor to where you wan! the unit fo trovel, and
press the  Button representing the Move command. The unit will immediately move 1o its new location.
Mﬂmﬁpdhrmmmmﬂmmmmhmuhwﬁi

Some commands are designed to affect other units or locations that you specify with the Torgeting Cursor.
Press the  Bution to octivate the command. Your Cursor will change from o Selection Cursor to o Targeting
Cursor. By pressing the C Bution o second fime, or by pressing the A Button, you octivate that command
over the intended target.

Emulationtd.fr




| Setting Way Points and Ry Poiats |
I&@hmumﬁhﬂhwﬂﬂwﬂw;m
| B Button over of points on move fo e
| pont i }q ﬁmﬁth-ﬂhmi:-bﬂ )

| { pﬂlhﬂﬂrhﬁhdﬂmuﬂmﬁmﬂ Select ony building thet
| con create units ond then press the B Button on ony point on the map. All nits created by that building
| will immedictety move fo thot point. This is o good foctic for moving froops fo the battle lines.

| Gathering Resources
| You need resources 1o build troops ond research new technologies. ﬂmmhlnasufmmlh

| gome: Minerals and Vespene Gos. Every species has o basic unit that you use fo horvest resources: SC¥s |
| for Terrans, Probes for Protoss, and Drones for the Zerg. These workers will automatically begin fo harves!
| nearby resources os soon os you creale them. To mine Vespene Gas, you will need to build o special

| building that sits on fop of o Gas Geyser mtdi,mruﬁhdwlmmumﬂ omatically |
- ﬂmmmmuﬂmmh

mMﬂmthﬂﬂmmwﬁmmMMm Simply seles
| these units ond press the B Button aver the Mineral custer or Gas Geyser that you wish them o mine.

efficiently is imporfont. The foster you con gather resources, the faster you con bu
troops Always make sure you have plenty of units gathering Minerals and Gas.

Building '
In Starcraft, you must build bases Jo harvest new resource locotions and fo supply the troopsond
| you will need to defeat the enemy. Different structures allow you o create different units,

upgrade your existing units, ond research new abilities for your troops.

Emulationtd.fi




| o bui bings, selec  worker ond ocess s b menu by presin the opropite C Buton. A b
| menu will appeor in the lower right of your screen. From here, you con select the building you wish to

| construct by wsing the Control Stick to highlight o building and by pressing the A 0 selec it. An

| outline of building will appear, which you ploce by pressing the A Button again. As you outline
| round, it will hong colo. Red meons yo connot ploce the buking over the curent locotion ond green
| means you con, hm_umuﬂm:lhhwﬂhﬂm

| For the Terrans and Protoss, units are treated from buildings. Select the building where you would like

| troops built and occess the build-menu by pressing the oppropriate C Button. Buildings can queve up fo

| five units for construction. Zerg units are built from larvae, not buildings, so you would select lorvoe when
you wish 1o mutate them inlo different units.

New technologies ore also researched from buildings, ond you would ocess these from the C Button

| lobeled “Tech” while the building is selected. Exomples of new technologies include weapon upgrades and

Fnal, Stacrot 64 hos o unique feaure thetallow you to bk any oviloble ulding o unit vithou
directly selecting the specific unil or building necessary. Press the Z and R buttons simubianeously ond o

4 Main Build Meny will appear which ollows you to build buildings or troops, and perform any technology
reseorch or upgrode. You con do this from any location, withou! having selected o worker o building. The
neares! building or worker will perform the assigned fask.

When building units from the Main Build Menu, the building where the units will be produced is indicoted

by o ping on your mini-map. If you have reached the moximum queve of five for o building, the queve
will outomatically switch to onother building of the some type if one is ovailoble.

Emulation64.fr £




THE MENU SYSTEM

W,L ;@@u@nutmmﬂmm .
Credits  View the nomes of the people responsible for creating this epic bae.
Encyclopedia  Provides information on all units and structures. .

Move the Control Stick Left and Right to switch between Episodes. |, 1 and Il are from
the original Starcraft, Mlﬁiﬁﬂmhmﬂmlh g

.

mmﬂuhﬂmmduhunﬂn
hmlu,hlmupmuf sul'rusll

These ore Episodes IV, V ond VI from the

Brood Wor Expansion set that are ployable if
you have the No4 Expansion Pok™,
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. TWO-PLAYER MODE

.

The Two-Ployer mode requires the Né4 Expansion Pok™.

Death Match 2 .
A ane-on-one, no-holds-barred shoot-out. ﬁtkhmuhlnfuﬂnmminmdma
your race and go af it. The first side to have all of their structures demolished is the loser.

*

Mode e
hﬂwwhm-wwﬂummﬂmﬂmmbﬁwﬁﬂ
survive and conquer. "

Custom 2-Player Missions

These missions have different : Each ill explain the
B ve mﬂ:&mﬂﬂnfnk. cwstom gome will explain

Emulationtd.fr




Cer-ram

The Terrans maintain o flexible fighting force with strong defensive capabilifies, the
ability to repoir duan muchim“rgi heal huﬂleuwﬁ troops. Their mm
structures have the ability to attain low-oltitude flight, allowing them fo ¢ n%c
locations and establish new bases without having o construct new buildings. SCVs
(Space Construction Vehicles - the core worker unit of the Terrans) have the ability to
repair buildings ond mmnhm machinery. Terran Medics have the ability to heal |
an?tunly n{u&:r)r“ﬂu‘;m as Marines, Firebats and Ghosts, but also manned SCVs and,
course, each other. '

Emulationtd.fr
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TERRAN UNITS

SCV - Space Construction Vehicle
Built at: Command Center
Upgraded of: E Bay *
This unit is the workhorse of the Terran military. They mine crystols and gas, build structures
uﬂrmrdmnnqedhﬁlﬁngsmdrrﬁhumlum Make os many of them os you con, as |
Illlyusthm,in Up YOUF resources. Ilsukuuqmdndmm o few neor your |
Eﬂ t lines to repair vehicles os they become domaged in combat. A valuable tadfic is fo attock |
your mechanized units for as mpmuﬂomimhhtihnru&uﬂqred,bnm '
thmhmiluhusumdmpuuthummrhrmmiuﬁﬂs. A pair of Battlecruisers, for exomple, |
can go a long way by attacking, ml.lmrqumpun, and then attacking uTlm. Itmmpoﬂui L
however, to remember that repairs do use up mineral and gos reserves, so |
resources for upgrodes or better units, you may want fo limil your repairs.

Marine

Trained ot: Borracks |
Upgrades at: Bay and Acodemy |
The Marine is the bockbane o ﬂnl’aﬂunmilm',rmurhm They can atftck both ground and ir |

targets and, in strong enough numbers, can fake down anything. SInrdwdmmmrm’lisllm |
8mm (-14 "Impoler” Gouss Hiﬂnundﬂr&[.'ll( 300/400 Powered Combat Suit. Upgrode their
firepower and their combat armor to moke them o deadly offensive or defensive option.

*Available only in 2-player mode,
l]l'd Hm{d“ | EnisabonBdfr 4
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Firebat

Trained af: Barracks

Upgrades at: Bay and Acodem

These ground-pounders are equipped with Plosma-bosed Perdition Flome Throwers and (M(-600
wa{mhﬁ’riuhs Excelling in dlose combat against ground forces (especially Zerglings), these
umiiulemlﬁ!dfﬂ’duﬁdefmwhnumnﬂrlmfmdﬂnupmimwuﬂw
through o base ot the end of a fight. They also provide vital support for marines and medics.

Ghost
Ilm“: 1 Bay and Science Lob add-
s ab: Engineering ‘s Covert Ops add-on
Armed with o 25mm (- ll}{mﬁlu Rifle, urdﬂlmppul with a Hostile Environment Suit ond o
Personal Clooking Device, these soldiers are well suited for covert aperations. Apart from using
their odvanted training ond equipment to move unseen into enemy territory, Ghosts can also fire
nl Lockdown rounds from their rifles that can entrap ony mechanized unit in a force field
Iﬂnpmuri incopacitates them, Also, Ghosts are equipped with o special loser-guided
targeting sight for nuclear ossaulis. This nucleor oftack is os potent s they get, but the Ghost hos|
lo remain mrl enough to keep the target locked for the incoming Hulu'.- 1F the Ghost i
eliminated before the Nuke arrives, the lounched missile is lost.

*Medic

:Irﬂ'ﬂuﬂ ; hu«htgi nd Acodem

pgrades af: Bay ond A

E&Hedr;unﬁhmgmﬁummru{wir 'f' s‘mJ;titélnﬂll';muImmhuf4.mi|~.t,trsrl'm-,rmlm
mage during battle, vastly increasing the power of a Marines, Firebats or even
Ghosts. The Restoration o hrtluthlduhmmhemdhmunhmlhuﬁumf
Lockdown, o5 well as o voriety of Zer ‘attacks. The Medics con olso deploy on Optical Flore that
can hemadm'ﬂlmd'mmyrunm is is especiolly effective ogainst detectors and Protess
Carriers, keeping Ihmfrmhmmuﬂuhhmtmuwﬂ!ﬂumihﬂmmmmfmﬂmm A
gwdmlaniﬂwmbi-silmfmmrylﬂuumm, vehmtulhreehledusmd]rlnmnﬂum

Vulture

Built at: Factory .
Upgrades at: Machine Shop odd-on and Armor

This hover-cydle is perfect for recon work and quick strikes gainst light targets. The Vulture
comes equipped with fragmentotion grenodes and can be upgraded to deploy three spider mines. l
The spider mines ore motion-sensifive perimeter defense ives that con only be spnlln:i bya
unit with the detection ability; great os an early-warning system or o dangerous surprise for the
enemy. Yultures are fost o rrmuuwulﬂa, but hm only light armor, so take care not 1o leave
them in pnﬂunqud mrrhul situations,

Emulation64.+
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Goliath

Built at: Factory Shop c =
Upgrades at: Madhine odd-on and Armory
Huﬁnlmihrsuhmrdmdmri:mmmdwhth ﬂnppaduﬂiwﬂﬂmmumm f
ond Hellfire onti-oir missiles. Goliaths are for on infonfry ossoult, or on |
effective air defense to be used with a fan msuuh Thelmh'ﬂ?spnd and flexibility in '
combat moke them an infegral part of the Terran fighting force. Use these mainstay units to
mmmrbmsnndmpsmﬂmrnﬂndumdhdpuddﬁiwmwmd-luh

Ardlite Siege Tank I
Built at: Factor

Upgrades of: ne Shop add-on and Armory !
The primary mhhfumdﬂnhhuhhumlrmﬂnﬂmhmrhlmnhha |
ﬁmﬂo&enﬂntmdtﬁrhhlnmmnhm"mlmdmﬂuhmmﬂmlmdefmmm
supporting offensive weapon. the Siege Mode upgrade in the Machine Shop as soon o F
possible is rifical, os it is this mode Mihmﬂnhﬂﬂ:hnkﬁbﬂﬂﬁqmm |
Shock Cannon. In Siege mode, the tank is highly vulnerable to close-range enemy ground ottacks |
as well os attacks form the air. Whhﬂuwhikpmn&ﬁmlhrrmniwgmrd
assaults, meﬂhmﬂmmwlhiﬂhmmmnﬂuﬂwrhrknhmmﬂm{m
nﬂnr.‘llluurm‘lhﬂplmhd

Dropshi
Iiarnrpilwpod

Upgrades at: Armory |
Huutlnnmmdpcmuhmﬂudthehmnfmm Algrm.mdmhmnbawnformﬂr |

d via the Dropship, although larger units toke up more mﬂm holds. There |
ﬂ:pﬂpww foe I‘hnﬁh a Dropship landing y lines. '

ﬂ—";\ '

ol g ‘

,é'; ﬁ'@‘&

*J \ @

@!\w et
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CF/A-17 Wraith

Built at: Starport

Upgrades at: Armory and Control Tower

These versatile, one-man fighters are ofmed with 25mm Burs! Lasers and Gemini Air-to-Air
missiles. The Wraith's edge in combat is its dloaking field that is developed ot the Control Tower.
When cloaked, a group of Wraiths con cause no end of chaos against an attacking force. Their
air-to-ground sirength is minimol, but their speed and Gemini missiles make them deodly
ﬁdhsl other air units. . For offensive purposes, make sure to get f least six Wraiths together 1o
inflict serious domage.

*Vaolkyrie Missile Frigate

Built of: Storport

Upgrades at: Armory

This Missile Frigate is designed to provide the most intense oir-o-air assault capobility in the
Terran armed forces. The Valkyrie fires barrages of HALO. Cluster Rockets that target a brood
range of thselgrwpad enemy forces. The rockets are lounched in volleys designed for
maximum spread ond domage. Use these crafts to guard your bases from air assaults ond os
air cover for ground offensives. These crafts are also heavily armored 1o sustain their fire for
sustained periods of fime.

Behemoth Battlecrviser

Built at: Starport

Upgrades at:" Physics Lob and m{‘

This s the heavy-hitter of the Terron space force. The standord Battlecruiser comes equipped
with multiple Laser Cannon batteries and NeoSteel armor ploting and, once you tlem the
Yomato Cannon o the Physics Lab, employs the most devastating firepower imaginoble. A well-
sized group of these behemoths are os close 1o unstoppable s any force can be, although you
must still be wary of Zerg Defilers using their “Plague” atfock.

Explorer Science Vessel

Built of: Starport s

Upgrades at: Armory and Science Facility

The Sciedice Vessel functions in three copacities: os mobile detectors, os o defensive unit and as
o specialized offensive weapon. The Science Vessel is basically o mobile research station, but is
equipped with "Defensive Matrix,” which deploys a powerful shield over selected units,
“Irradiate” which bathes an enemy in o radioactive cloud that slowly destroys if, and “EMP
Shockwave” thot can be used 1o neutralize Psionic ond elettronic devices. Use "EMP Shockwave”
o hunt ond neutralize Defilers and o also wipe out Protoss shielding. The “Defensive Matrix" is
voluable for protecting units that are on point in an attack group. It is also important o keep
m& V around os mﬂ'hiﬁ Mm to W h"" or M uni EmulationB4.t i
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TERRAN STRUCTURES

Su .
MWMumihmm&mhﬂmmm to increase the number of

units thot you have in your force. Always have more than you need 1o allow for
the speedy training of additional troops. Supply depots also make good defensive borriersto |
place in front of more vital structures. Enemies that invade yourbase will attack the first |
structure they come to. If they have supply depots to attack, it will give you extra time fo set
your defenses and return fire.

Command Center |
This is the central structure of any Terron base ond s of the heart of all that you do. The central |
focus of ol resource-mining operations, the Command Center can also have a ComSat Stafion, or |
a Nuclear Silo attached to it. ' |

|
ComSat Station

This provides the ability to look in on your enemies at any fime, viewing areas of the map
where you have no active troops. The ComSat Station can olso effectively reveol dooked units |
for your forces to see and destroy. |

Nudlear Silo
This can be loaded with one warhead ot any time, h you must have o Ghost to goout |
ond target for you. Finally, the Command Center is 50, in fimes of need, you con move it |
fo o safe locotion or to wherever it may be needed. A common tafic is fo move o Command

10,0 richer area ofter you have depleted all nearby resources. r

|
|

Emulationtd.fr
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Vespene Refinery |
Tmnaadhmmmﬂimhdmimmmmﬂﬂumwm from Geysers. When |
you choose to build this structure, o rmuulineufﬂuhmhlmm"uppmruﬂupufﬂupm

Eoras, o 68 Pliery £260k kot e il e

Barracks

Tl‘nsrswlmuhfmwu'dlmmmtmmd Marines ore availoble immediotely=but you
will need to construct an-Acodemy fo train Firebats and Medics. Ahimghﬁlmlﬁmnlsulmmd
here, you will need o Science Faclity with on ottached Covert Ops lob o goin access 1o them.

Ihtststﬁmulhl!:mwwndusmlmpumudmummﬂaed You con upgrade one
level to begin, but you must build a Science Facility fo gain access fo the level two ond three
upgrades. The Engineering Bay is also necessary to build Turrets.

Machine Shop Add-On

Thmswhmﬂuiauedﬂmrfnlﬁuﬂﬁanunkmdmhpd Vultures are upgroded here
with Spider Mines as well os lon Thrusters for foster movement. In the Brood Wor expansion,
the rockets loaded into Goliaths can be upgraded with Charon Boosters making them on even

more powerful anti-gircroft weapon.

Starport -
The Starport is the building site for Dropships, Wraiths, Valkyrie, Bottlecruisers, and Science

Control Tower Add-On
Eﬁﬂ:mrm develop loaking technology and the Apollo Reactor that provides extra energy

Bunker

These ore structures designed o safeg mrdmwﬁ from enemy fire. Marines ond
Firnhuisslmlldhustmwhmhprmduu firstuunfduhnsafwu ny outpost.
Bunkers act os a shield for the units inside, ﬂuhnmlnfllndanqasuﬂmﬂﬂmpnms
can just keep firing. Hmmmﬂummh ge numbers of enemies, keep an SCV near
your Bunker to repair it os it fakes domoge. Sometimes the only way 1o survive a Zerg rush (o
rrpitﬂl'ﬂhﬂu]rsruhmufmiunltm m:hulhu:mplufiﬂimdymmpnnsﬂu

attack progresses. -

This is where all of the ground and air vehiclé upgrades to armor and wea

ore r'




Science Facility
The Science Foility s the home bose for the Science Vessel, and here you can develop Irrodiate, |
EMP Shockwave and tin upgraded lmfuﬂnlumhmm ship. |

Physics Lab Add-On ' |
Dmhpilﬂumhﬁunindaddmﬂahngd&muurdﬂn(ﬂmmemuﬁumm |
If you intend to employ Battlecruisers, the Yomato Gun is essentiol.

Covert Ops Center Add-On : |
This is the development site for all Ghost upgrades: Lockdown, Cloaking and the Moebius |
Reactor for If you want o use Ghosts, you should both Lockdown ond |
mm Ii-.rwminntrynmﬂultﬂm your battle, dmhpmgthe ius Reactor is olso

: I
Missile Turret ; |
These turrets have two purposes, os defectors and os onfi-oircroft defenses. As detectors, Turrels |
are best ploced next to Bunkers around your perimeter so your defenses can spot Clooked
ground or oir units. Their extended line-of -sight also increases the orea that you can keep an

m ksummmfunh-urdefom therunmep%mullrdemhdunhumﬂmuu

Fact

llnskt:‘l:a facility for manufacturing oll ground-based vehicles; the ﬁoiuih, Vulore, nd Sege |
Ton |

Emulationtd.fr
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8. Factory with Machine Shop |
Add-on

9. Marines
10. Mini Map
11. Mineral Reserves

12. Vespene Gas Reserves
13. Current Units/Number

Available
14, Mineral Deposits
15. Green Line - Hit Points

Purple Line - Energy
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Ihu Lerg are the creation of an ancient civilization, the XelNaga, who believed they |
could create the perfect race. They may have been right, but their arrogance cost them |
their lives. The Zerq Overmind became foo powerful L the XelNga to control and

their fleet was wiped out in o Zerg uprising. The Zerg are o powerful and vicious race
m«sas!ranqth is in their numberg. Hl:gay fo winrrgrgﬁﬂhthﬂ Terg is o understond |

overwhelming force s the Ituuu victory. The one limitation that Zerg have is that |
nearly oll of their structures must be built on an organic moterial known s (reep. The |
(reep is an organic connector that provides nourishment and on infrostructure fora |
Zerg colony, connecting all of the structures into one living organism. The Zerg okso
have the ability to regenerate. When they are domaged, their life force wil return
over time. Also, Ih:ﬂ:rq possess the ability to burrow into the ground, for defensive
and stealth purposes. This ability con be developed ot the Hatchery.
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ZERG UNITS

P ey

Lorvoe ore spawned at the Hatchery, and form the basis for oll Zerg units ond structures. Up fo
three Larvae can be found of the Hatchery ot any one time and are spawned one ot o fime until
there are three. When you select a Lorva, you may then turn it info a Drone, an Overlord or
into one of the combat nits. ﬂwﬂrmrmmimmmhudgm*m:mhm&dm“um
one of the structures,

Drone -

Upgrades at: Hatcher

Hmnmﬂth{khomn(thtlergm They do oll of the required menial tasks such as

g:lunmnrﬂuhurd\*aspmgnsmmlprmdmhmmumumumdhrmphmmm
various Zerg structures

Overlord
Upgrades at: Spire
This creature is vital to the r-nﬁmfrhe Iﬂfn? in o compaign. The number of Overlords that you

have s directly proportional to the number of units that you con have. They also function s
trahsports inﬂ&r you have developed that nhiil":um the Hthei'r] ond detectors. They con

have their sight range and speed u Hatchery as well. When going up ogainst
units that are invisible or con ﬂmltpﬁvm Overlords is essential. Be sure to develop
their speed*however, or they mi be 100 glow to provide useful support.

Lergli . .
o7, 9 Halchery /Lir /Hive, § Pol ad vduton Crmber
ﬂnsuumlhal@lmsumhnnm,mdm 'Znumm good factic to be
aware of is tolled “rushing™ build o SpmquPmH r:hdlmynuludmhp Lerglings), then
a second Hatchery and then pump out s many 0 you can, a5 quickly os you con.

Iﬂ ngsmamuohhedevdopdhefmilufghhm s of the other species ond of an
stoge of o game. Every dime that you have six Zerglings, send them out to atiack. These
rmmwscmtummnmulthﬂuhunmvmmundh you the fime to build up
stronger forces. Zerglings-can have their speed‘bnd uﬂmksar&mm&dmrﬁemlm?ﬂurﬂ
ukuhenefiiflm&mmdumd:sgmudmﬂﬂmlumﬂﬂmbﬂ
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alisk

I.F::uds:m I-Inﬂiﬂ*fﬂ.:irfl-lhl, Evolution Chamber and Hydralisk Den

These are the medium assoult worriors of the Zerg. You need the Hydralisk Den to create them, |
and in the Den you con upgrade their speed ond attack range. Hydralisks have very thick |
armor mﬂmmmmﬂmrmdwmedemmhﬁumhrmﬂﬂmn
atiock land and air units, cousing a gang of these creatures fo be one of the most devastating |
forces in the universe. Evuluﬂmn and make as many as you can for if one Hydralisk |
is tough, o horde is unstoppable. ‘I‘wwﬂ that you can rely olmost entirely an Hydrolisks in |
mmmhmnyﬁnhﬂh for you. In some instonces, Hydralisks con olso mutate into |

*Lurker

Upgrades at: Evolution Chamber |
Thnsemlmqmmvdnhmwmﬂuﬂmgrm wmﬂngfmnpp;mhlrgrmnpsmmu
mmrhﬂﬂmmuhwh:mhhr up through the earth to destroy their prey from |
below. Used primarily in o defensive rqhmnnnﬂmiﬂnnlhﬂmlmgmrﬂbui
ulumlfulnflmkm mﬁl&quhﬂmnmgﬂmndnmmmﬁmrhrhnm 5
These Zerg can also be useful on the offensive, when the enemy's perimeter hos been broken. |
Tulmusmmrh:kmmrwmmmwthnlnmﬂnhﬂnofnnmmrm nd and
command them to burrow. Thayuilrhansyﬂmmdlywﬂxumhwurdulﬂmmmund
units within their atack range. Detectors can spof burrowed Lurkers, so moke sure to eliminate |
them first for best effect. . |




Ultralisk = - s
Upgrades ak “*Ultralisk Cavern and Evolution Chamber

This heavy assault warrior is the organic t of o close combat tank. Their ultra-sharp
g:serihdasdunme:iﬂemmlnf , and their humongous bodies con foke on
omazing amount of punishment. ﬂmmmﬂhﬂﬂmninﬂmhnrunmmdrhqmnmh
ottack of ddse range, but they can keep many enemies occupied of once, while cousing a fon of
domage to on enemy base

Huu::k s

s at: Spire ond Greater Spire

llpy air unit far the Zerg con be created after you build a Spire. Mutalisks are o
vduohh nlllmun to your Zerg swarm because they con attack both ground and air units, ond
are quite fost, The Glave Wurms that ore launched from their gaping maws don't just stop af the
first taret -- they bounce around and domage many targets of once. Once you have built o
Greater Spma Mutalisks gain the ability to metomorph into Guardians and Davnmm

Guardians o

Upgrades at: Spire ond Greater Spire

Guardians are pumul air-fo-land units. They con loy woste to troops and buildings from o
great distance, but are susceptible fo air-to-air fire, so if you attack with Guardians, remember
fo Provide them with ir support ike Mutalisks, Devourers, or Scourge.

.Hm Spire and Greater §

U 5 ok: er Spire .
Devourers are deadly oir-to-uir-units, with o Corrosive Acid spray thut covers o large areo. |
Devourers can olso foke o greal dad‘uf domage, moking them a core'part of any air-force.

Queen - .

Upgrades at: Spire, Greater Spire and Queen’s Nest .

The Queen is not strictly an offensive or defensive unit, being more of o creature of support by
offering an orroy of speciol obilifies. First, the Queen con lounch Porasites that embed
mumlﬂvumhm unifs ollgwing msuminilnmmrhm[nmlmamﬂmnfmd
unit goes). The next ﬁih_f Emﬁngs, is activated when the Queen opproaches an
enemy and strikes it with a g Hluf res that Bat their way into any organic matter they con
find. After o short gestation mydmurllupmyundmnsmgudtmdhﬂm
mhudnmmmdﬁnwfhhﬂmdmndm’u enemies. The Queen also has the ability
to Ensnare her foes by spraying a thick mucous over them to slow them down, making them
easier fo deol with. Fimll'f the Queen has, the ability o infest o damaged Terran Command
Center, mnhrqnlernmwmpnﬂenfpmdmmlnfdem Emulation64.fr




Infested Terran |

Once you have severely domaged o-Terran Command Center (sending its domage meter info the
raﬂ:-uﬂunan:mmfmln This Infested Command Center can generate infested Terrans that con |
mrs;mmummﬁdduw%ﬁwmﬁmwﬂmﬂmmmrdﬂpldmu |
suitide ossault, i

Defiler

Upgrades at: Evolution Chamber and Defiler Mound

This is the most insidious of the Zerg beasts, and, when properly employed, con turn the Yide of |
uwhﬂhhsﬂqmuﬁﬂmmnﬂwmmﬁudmd super-corrosive spores that eal
away of its targets and in most coses, reduces their life energy. Defilers can summon
ullmi‘imrm ﬂclmﬂufh creatures that hide your units and confuses the enemy. And,
mﬁpafhnpulumshianf ir obilities, Defilers can olso use their own troops to replenish |
their energy. Defillers ore olso the best Zerg units for running surprise attacks. When you come
upon aqrwmnfmmmmMmdmlmdmuﬂhahn#Wmhﬂqumnnmrd
for it fo do maximum domage and then wipe the enemy out with relative ease.

S¢

Uﬁmﬂlﬂ:m - - "
creatures, meager in size, ore extremely destructive. Acting as organic, qui

missiles, they attack amy uir units that they see ond explode on impoct. If.you are having

trouble with Battlecruisers, Carriers, or other lorge air units, fly in fowr or six Scourge to toke

core of the problem. '

hlﬂdllh w‘? h I‘Ihw m ﬂd ﬂl'l.‘ﬂd Wur |'|'| N E. r_'.rl.1|."|!i-::-r'-.E"fr'| T




ZERG STRUCTURES

stmm.lefmhl It hatches Larvoe and also houses the Overlord
L?;"{mbemmdudlmu,ﬁmmnlmmdﬂmhnlﬁﬂ Each
nlmnlnrﬂm of new, more advanced structures. Becouse the Haichery
Fuﬁuﬁdlﬂﬂulﬂﬂumﬁ,ltﬁyoudinhidufmuﬂhm,umymhmmﬂiiml
resources fo do so. Hatcheries do not need to be built on Creep, os they are the only Zerg
structure to create their own. You con also develop the Burrow ability here.
Extractor
This is thie structure that the Zerg use to withdraw Vespene gos from the earth. Extractors do not

mdm*hahuhun&wp but they can only be placed on top of Geysers.
eep Colony

Tlﬂsa slruﬂum are used to expand the (reep, giving the Zerg more room to build. (reep
Colonies can olso be turned into defensive weapans.

Spore Colon

HultlﬂlmI‘utl{lmdmmmmunisuﬂdrnuknuﬂmﬁeledm‘sfﬂmmﬂemdﬂmkﬁd
units. It's abways o good idea fo surround your base (especially if it's an island) with

Colonies to k ﬂnmﬁmnuﬂurkmfrmﬂmurmdrmumﬂhhrﬂw nes with
nihuﬂhufu[lmpﬁp n

Sunken Colony
Thsumufnlgmunideimﬂone hlhﬂshmtuhugetenhdemhllmgmwﬂrhmnm

wundarmmhmlmgal, doing heavy dumng}e Early in o gome, Sunken Colonies are o cheap
way to give yourself defending your base. Do not set them too far
oport, un{uﬂ'eymemm #mniﬂnradmlmdmﬂm

Spuwnlgl'wl

The Spawning Fodﬂmfulﬁh Zerglings, and should be the first structure that you
build. Irdwlmm#nmrdmfulm:?ngmmmﬂummmaﬁlmW mdnlmvsrwm
build Sunken Colonies..

Evolution Chamber

The Evolution Chamber makes it possible to build Spore Colonies ond olso houses the upgrodes
1o the general characteristics of oll Zerg gmund units. Upgrading the Carapace (body armor)
28 uiruurlugnﬂuﬁmmdmuflmmhm +

Emulationtd.fr i
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is must you can spawn H You con

H-.rt:hlts here and, in some missions and two-player games, gain the ability to turn them into |
Lurkers. :

Nydus Canal
These are unique 1o the Zerg ond con be incredibly useful. These are o high-speed tro
mﬂuﬁﬁnwmsphumhmumﬂwtmhhﬂtﬁqﬁmmmw

Hotchery, and when you select it, choose where fo place the other end of that particular Nydus |
Canal. Like oll Zerg structures, it must be built on Creep. |

Spire .

This structure is necessary for spawning flying creatures, upgrading the armor and offensive
attacks of flying creatures, ond maoking o Greater Spire where Mutalisks can morph into
Guardians and Devourers,

Queen’s Nest |
The Queen's Nest is necessary for upgroding your Loir into o Hive. Also, you can develop the |
special obilities Spawn Broodlings, and Ensnore os well os Gomele Meiosis that increases
available energy. ’

Defiler Mound .
This ollows you to spawn Defilers ond to develop the special abilities Blogue and Consume os
well o5 evolving o Metasynaptic Node that increases available energ)

Ultralisk Cavern /i
This ollows you to spawn the huge Ultralisks ond olso serves &8 |
0s the site to better armor plating and increased !
speed and reflexes for these gigantic monsters.




AFOPOSS

Thaﬁuiusr:‘unh‘ hly;ldﬁntﬁundmrm | race. Their greatest sirength |
is on energ dﬂﬂﬂmmmhmwngm;ﬁnnh Ibairunirsrn?drh

L]

. These shields are rechargeable and quite strong. The foundation of Protass
is the Warp Gate, which acts os a transfer mechanism between the Profoss
homeworld of Aiur and any remote location. Structures are not actually buli; they are

warped in from Aiur. If you de combination of ive ground |
ped in from mh:{lﬁ;rﬁdﬂ ressive ground offense

and i It fo defeat® t monufacty
mﬂswi;h as the Terran or Zerg, but the hlltkd;jf wm;ymﬁgnu;ﬂ in slrar:glh.

Emulationtd.fr
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PROTOSS UNITS

Prope '
Upgrades at: Forge
As well os mining planetary resources, Probes manufacture and plant micro-beacons that anchor
the eléport matrices of Protoss structures. The reason this sometimes works is that Probes are

;&Ll'f strong mdlwilm quick when compared to Zerg Drones and Terran SCVs. If this attock

ails, however, all is los!.

W to: Gatew

Bouraden vk orge ool bl of Ak

The Zealot s the strongest of ol the basic ground units among the three species. They foke
longer to appear on the battle field, but are well worth the wait. At the Gitadel of Adun you can
Sgrade the speed of the Zealot, and at the Forge you can upgrade their shields, weapons, and
armor. Oncg the Zealots ore fully upgraded, o group of 10 or 12 can lead o devastating attack
on any enemy base. The only weakness of the Zealot s their inability to ottack oir units. Use
thesg soldiers wisely in the beginning to form a strong ground defense.

Dragoon

Warped to: Gateway _ .o
Upgrades at: Forge and Cybergetics Core .
Providing medium suppprt with o Phase [I'rsnTtm that con target ground and air units,

Dragoons are invaluable fo pny solid ground force. You con upgrode their attack range af the

Cybernefics Core, which makes them excepfionally inst air unils. Having o few o

Drogoons intermixed with an assoult team of Zealots is fighting group to build early in

0 compaign. . *

High Templar V

Warped to: Gateway .. :

u aft: Forge dhd Templar Archives

High Templars are Psionic wortiors copable of.developing Powerful atfacks. They can learn fo

unleash their minds in o Psionic Storm, on effect that covers o large area with psychic waves,

fearing-opart enemy units. They can akso learn Hallucination, o neor perfect duplicate of an

T
of 0 large group of enemies clusher 10 onic Storm is

the best defense that you ll:uve : .

-
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Archon

u at: and T Archives
IimahrthmmmﬂwﬂmﬂMthMmﬂmﬂf
warrior. The Psionic Shockwave that it wields is only effective at close range, but it con target
ither ground or air units. The Archon also have tremendous shielding, but very little natural
defense behind their wall of energy.

*Dark Templar

Warped to: Gmm

Upgrades at: WE

These virtuolly i assassins have o powerful Psi-Blade ottack and con only be seen
enemies when they are in the vicinity of o detector. These troops are lightly more costly
Inhh.hurtharmkmnrdumh‘hmnmdmhmm&spmmbh

“Dark Archon

rgrndﬂnf- Forge and Templar Archives .
Like the High Templars, two Dark Templars con join together and become o Dark Archon. The |
Dark Archons can develop many powerful abilities: Mind Control (allows you to convert an
enemy unit fo your side), Hndﬂmm[smmugrmpufnﬂn&mhrqslmmnimﬁ}md
Faadhui[tmunwhudthmdummmnwwﬂﬂmlmmmwmrm]
Although Overload con couse on immense deal of domoge, Mind Control is possibly the most -
useful of oll the talents of Dark Archons. Ilnugoudm','mﬂluhpnwhlmumhfnr
your own use of fo furn on eremy in the middle of an attack ogoinst ifs allies. .

ey ey e o o Vo s




Reaver

Built at: Robotics Facility

Upgrades at: Forge ahd Robotics

The Reaver is o Heavy Mobile Artillery unit designed to deliver massive domoge against ground
targets. The Reaver fires explosive drones called Scorabs that seek out the enemy and detonate
on conlact. This gigantic machine can be upgroded at the Robotics Support Bay to hold up 10 10
Scarabs at one fime. Reavers are notable for both their offensive and defensive potential. You
can olso upgrode the domage that o Scarab delivers for odded punch. A valuable fechnique
used in combat by the Protoss is called the “Reaver Drop.” Just load a Reaver or two into o
Shuttle ond place it behind enemy lines, preferably by a mineral oulcropping. Then,
systematically unload the Reaver, let it fire into the worker streom, and then reload it onto your
Shuttle before help arrives. One Reaver can sometimes win an entire battle if well mung"

Shuttle

Built of: Robotics Facility

Upgrodes of: Forge, Cybernetics Core and Robotics S Bay

This armored transport is built ot the Robotics fality and is useful for moving units over
impassable terrain or stretches of space. The major drawback of the Shuttle is that it is slow,
espetially before its engines are upgroded, so do ot expect o outrup air defenses with it

-

Observer
Built at: Robotics Faclity ' '
Upgrades at: Forge, Observatdry and*Cybernetics Core ' |
These invisible scouts af designed to fravel unnoticed behind enemy lines and have the odded
ability tg oct as mobile detettors os well. Their speed and sight range con be upgroded ot fhe
Observatory. By constructing plenty of these robotic units you con create o network of eyes over |
thé entire battlefield, ensuring that you will never bathe victim of o surprise assoul.

Scout

Built at: Stargate il

Upgrades at: Forge, Gyberetics Core and Fleet Beacon

The Scout is the primary onti-air defense unit of the Protoss fleet. Though awesome against
other air units, their weaponry is decidedly less effective against ground units. Their Dual
Photon Blosters, used for engaging ground troaps, are only potent when you have six or more
Scouts, whereas their Anti-Matter Missiles are o good maich against any flying vessel in the
universe. The Scout's armor and firepower can be upgraded ot the Cybernetics Core. Visual
range-and speed con be upgroded af the Fleet Beacon. Since they are fairly quick fo build, o
squodron of-four or five enhanced ships can provide o superior air defense.




*Corsair

Built of: Stargate

Upgrades at: Forge, Cybernetics Core and Fleet Beacon

These fasi, medium support fighters were designed by the Dark Templar to wfaguurd their
mm!mng fleets. h Corsairs fire ship-to-ship Neutron Flares (moking them ineffective
ogainst ground troops), they can be aqmppe& with a Disru “gmn Web that blankets terrestriol
forces, preventing their enemy from fir which these ships con fly in,
neutrolize onti-gir defenses, ond then pmnde support inr other ships is crucial to any Profoss
oeriol attack. Use Corsairs to loy down cover over ground forces so Carriers and Scouts can
swoop in and do major domage, unabated by anti-gircraft fire.

Arbiter
Built ot Su

rades af: Forge, Cybernetics Core and Arbiter Tribunal
Wi rhn mnl:nud fm of the many Protoss Judigators on board, the Arbiter costs o

urm.md oll nearby friendly forces, causing them 1o be invisibl.

h’nh:h*hunu'relyr the Arbiter cannot be clooked in this manner, and always remains visible. ,
Although it is equipped with an under-powered and somewhat limited Phase Disruptor Connon, it
ton ha outfitted with Recall and Stasis Fieldprojectors. Stasis Field distorts the boundaries of
spote-time in the direction that it is fired, tropping targets (both friend and enemy) in a rift
bubble that incapacitates them until it dissipates. Recall provides the Arbiter with the ability 10
teleport friendly units from anywhere on the board to wherever the Arbiter is locoted. In an
onslought, Stasis.can provide o few seconds to collect your defenses, ollowing you to pound them
once they ore freed.

Carrier 5
Built at: Stargate

Upgrades at: Forge, Cybernetics Core and Fleet Beacon

This is the most powerful unit in‘the Protoss universe. Tha(urnar -

con house up 1o eifht Interceptors that lounch fromyjis light bu','i
to attack"air and ground units alike. The [umum:‘h

ransport more Inferceptors can be u I‘

Beocon while the attac 0 ummnfrhe

Interceptors themselves can be upgraded at the

(ybernetics Core. Interceptors can be rebuilt by the

robotics facilities aboard the Carrier whenever 1t

are destroyed. However, this does ok e
Carrier the most expensive uni "/‘:

con be seful, but if you r-""' :
I‘f’ﬁ: ; "'|-” BT
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PROTOSS STRUCTURES

Nexvs .
This complex serves as a psychic anchor and resource hub for each Protoss base. Probes are
created here and all mining and harvesting is done around the Nexus.

Pylon |
Corved from the precious (:Z:ﬂhfmlﬂﬂﬂ‘r on the Protoss homeworld, these serve |
1ndnnrolpmrruulhuhinmmd dainmmﬂnmnmmnunbmnfunmﬂwiruum
have. The mare Pylons you have, the more units you con build. Also, ukwm:mpirqamw |
Mmdafrwuluduhw?ﬂmﬂmﬂurnmnthr Cannons, |

hlﬂ

way
os the training facility for Zealots, Dragoons, High Templar and Dark Templor.
mlﬁhnirmm hululqumnmﬂuunhheu:luggoﬁph sy

Fnrgn 5

Hnsﬂmmhlmmumrdmhrmumumwmpmwmmﬂﬁq Creation of g |

Fnrgeuhuuﬂmraulnmmﬁuﬂ

Assimilator
ﬂusﬂn!mﬂﬂmqmdfmhubummlen?mws

(ﬂnrmtks Core

This building allows you to upgrade the attack ﬂlﬂnﬂmgumthmmhrhadmhpnmt |
of a Singularity Charge. You can also lmr-:ldul uhmpnmmdurunmrhm |

Citadel of Adun L

Hmrnummﬂmnluiﬂspaad,ﬂﬂuugoodiduﬁdummmmluumam
FESOUICes.

Connons,

Robotics Facility
“This facility is where the conshruction o Shuttles, Observers and Reavers takes place.

Emulation64.fr




Robotics Bay
This is @ support for the Robotics Facility and is where you can increase the Scarab

capacity in your Reavers, upgrode Scarab domoge, ond increase speed by odding o
Grovitic Drive. |

Observatory ~

This is where ruhhtduhmmdaﬂurﬂ:ﬂuhgmd,mhmitﬂuhqxdhwmiwﬂm |
ughnmgamd of the Observer to be increased. These are two important upgrodes when
you wont fo bui unuﬂeﬂmswmhnﬁuﬂgmmthmhupgmﬁsfmmrﬂhwm |

-.nII help your effort greatly.

Templar Archives

Thunuirmnmfuu’ilﬁmthﬂ* Templar. You can also upgrade their energy reserves by
researching the Khaydarin Amulet here os well os researchi IﬂuhnmShrmrd
Hﬂll!l'lﬂiﬂn abilities. Dork Archon upgrodes con be resaldlad here, s well.

Stargate '
The mighty warships of the Protoss fleet need this Stargate fo be called forth from their

homeworld of Aiur. Scouts, Corsairs, Arbiters and [urrimnumlad here.

Fleet Beacon |
This location enables upgrades to be made to larger Pratoss ships. You can increase the Carrier's

Interceptor copocity from four to Cumrﬂiwplim'ﬂuhu.ﬂh Jewel,
ond upgrade Scout speed and torgeti ﬂ“mﬂ 4




Arbier Trbunal
This is om upgrode facility for Arbiters, where you can research Recall, Stasis and the Khaydarin
Core technology that increases ovailable energy.

Shield Battery

These are extremely useful energy storage units where the Protoss can recharge their shields.
Place o few Dragoons around o Shield Battery as defense. As they are domaged, you have
eosy access lo regenerate their shields.

Photon Cannon

Photon Cannons are incredibly versatile, acting os ground defense, air defense and detectors.
Use a solid network of these os o basis for your dnjm. Five of them situated around o single
PHlon make for o formidable defense, but watch out that the Pylon is not destroyed, becouse
unpowered, the Connons are useless.

P These are Protoss structures being worped
o P i from the homeworld of Aiur.

All Protoss structures must be powered-
up to function properly. To provide

power 1o a structure, it must be dose  «|
enough to o Pylon. Wust ploce the arrow |
on any Pylon and press the A Buttonto. |
view the areas that have power supplied |
fothem (these oreas appear as solid |

blue circles).




1 Hlbﬂaﬂliﬂl

* Ai Wrowwow

7 7| When o Protoss unit s selected, |
I8 | the green line represents hit |
_points for that unit. The blue

line represents remaining
shields. The purple line

represents energy. Energyis |

| - only available for specific unis |

and structures.

When o unit is selected, ond their portrait is outlined in green, that unit is infested.

NOTE: Terran and Zerg units connot hgve shields. Shields are only available to Protoss nits.
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