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1. Installation instructions

Before you install this mod you need two things installed on your computer, Star Trek Armada 2 and Star Wars Fleet Command V1.1. 
Now open the KOTOR FOR SWFC installer and proceed through the installation, if Armada has been installed in a custom directory then the new directory must be entered in the text box on the second page. Once this has being completed click Start and the installer should do its work. 

DO NOT INSTALL THE No Repulsion wave patch WITHOUT KNOWING WHAT ITS FOR FIRST
IF YOUR GAME IS CUSTOMISED THIS WILL WIPE OUT OTHER CHANGES
For manual installation, aka putting the files in their folders yourself, simply change the installation directory to a folder that does not contain the game. This is recommended for those with custom games.
2. System Requirements

As the mod does not seem to exceed the demands of SWFC it likely the requirements would be about the same
Minimum System Specifications:

Pentium II 300MHz
64MB RAM
2nd or 3rd Generation Video Card with at least 8 MB VRAM

Recommended System Specifications:

Pentium III 500MHz or higher
256MB RAM or higher
ATI Radeon or NVIDIA GeForce video card with 64 MB VRAM or higher.

3. Known Bugs

As this is somewhat of a beta version of the full mod so not all the bugs are known however some have shown themselves in the design and testing process. The main fault with the game lies with the Liberator’s Repulsion field, due to it’s custom nature the AI does not exactly know how to cope with the weapon causing the game to crash, several measures have being taken to prevent this but it still occurs sometimes when rapidly switching AI parameters. 

If you feel the weapon is not worth the faults it causes then it can simply be removed by either 
1. Installing the “No Repulsion wave patch” contained in the zip file

2.  By removing the lines from the fulltech and tech1 files: 
grepintblast.odf  1 repxstat.odf
as well as the line
repxstat.odf
0
4. Credits and Legal Stuff

While I did create the majority of the mods models odfs and textures there are several other people that need to be credited.

Credits:

· Psionic3d.co.uk for the pattern that I used in the ship and station textures

· Major A Payne for the model of the Sith Starfighter, along with textures by, Olivier Coustons (Dr.Jones) Tie Bomber and Staffan Norlings (Squapper_Stuffe) Tie Defender.
· Kel333 for providing the Republic and Sith icons used in the HUD, as well as a, for the moment unused Mandalorian icons

· Majest/Majestic for hosting the mod on his site

· Lucasarts for the music files as well the whole concept of Star Wars and KOTOR.

Legal:

· Star Trek, Armada and Armada 2 are all property of Paramount

· Star Wars and Knights of the Old Republic are trademarks of Lucasarts

· Star Wars Fleet Command is property of the STvsSW Team

5. Contacts

- Admiral_Icehawk can be found at Admiral_Icehawk@hotmail.com
- Major A Payne can be found at 
Major58@hotmail.com

mapayne@ntlworld.com

mapayne@mail.com  

or at Armadafleetcommand
6. What’s in V1.0?

This is Version 0.5, features of the full version aka V1.0 are:

· Light maps and alpha textures on the models

· Correction of pointed out bugs

· Wireframes

· Maybe extra units such as Mandalorian map units
