How To Play

SIEGE

OBJECTIVES

 

Siege is a team-based game where one side (typically) attacks and another defends.  The attacking team has a set of objectives to complete and the defending team tries to prevent them from completing those objectives before the time runs out.
 

If you hit "ESC" and click on "Objectives" (or the "Join" menu), you will see a map.  Alongside that map are the numbered objectives for both teams.  The red objectives on the left are the attacker's objectives and the blue objectives on the right are the defender's objectives.  Clicking on an objective will both highlight its location on the map and display a screenshot and description of that objective in the space below the map.
 

Once a team wins, the players switch teams and the new attacking team has to complete the same objectives in less time than the previous match ended in.
 

HUD

 

When in-game, your HUD displays certain information:
 

Health & Shields - The bottom-right display shows your health (red) and shields (green).
 

Ammo & Saber Style - On the right you will see an orange arc that indicates how much ammo you have for your current weapon or a blue one for force power.  You will also see a small colored arc segment indicating what lightsaber combat style you're using (if you're using a saber): blue is fast, yellow is medium, dual or staff, and red is strong.  NOTE: if you try to do a special lightsaber combat move that you do not have enough force power for, your force meter will flash red.
 

Radar - On the radar, you will see yourself in the center, allies in green and (if they appear at all), enemies in red.  Graphical icons indicate objectives and resemble the actual object in-game.  For attackers, the radar serves as a helpful guide for finding where your next objective is.  If an objective on the radar is in flux (has been grabbed or is being shot), it will flash.
 

Messages - Messages will, occasionally, appear in the center of the screen keeping you updated with the progress of the attackers.  If you're not familiar with the objectives, be sure to check the Objectives menu when something happens that merits a broadcast message.
 

Friendly Icon - If someone is on your team, they will have an icon of your team over their head.  If they don't have this, they're an enemy.
 

Health Bars - If something can be damaged, it will have a bar over it.  If it's red, it's an enemy player or object and it's okay to shoot.  If it's green, it's an allied player or object and you shouldn't shoot it.  If it's yellow, it's neutral.  Some things can only be damaged by heavy weapon fire (like vehicle weapons, rockets, maybe a lightsaber, etc.)  The Tech class can always see their allies' health and ammo bars when they put their crosshair on them.

 

Hacking Bars - If you are a Tech, you may be able to "slice" some computer terminals.  If you can, you'll see a yellow bar over the panel.  Hold "use" while close to the panel (and looking at it) and the yellow bar will begin to go down.  Once it's gone, the panel has been "sliced" and is no longer an obstacle.
 

Timer - This timer counts up in the first round until the round ends.  After the team switch, it then counts down, indicating how much time the attacking team has to complete their objectives.
 

Cloak/Jetpack Fuel - On the right-hand side, below the timer and above your Ammo & Saber Style indicator, you may sometimes see a red or blue bar appear.  This comes on when you are using the cloak (blue bar) or jetpack (red bar) that some Class characters have.  When you turn it on, the bar starts to go down.  When it runs out, the cloak/jetpack will turn off and the fuel/battery will begin to recharge.
 

 

TEAMS & SCORE

 

If you press TAB (or whatever key you bound to bring up the scoreboard), you'll see a list of the players on both teams, and an icon showing each person's class, their score, their ping and how long they've been in the game.
 

VOICE CHAT

 

Voice Chat - Press "V" (or whatever key you bound to the voice chat) to bring up the voice chat menu.  You can send voice messages to your teammates to let them know what's going on.  Sometimes faster than typing, especially once you memorize the list.
 

INTERACTIVITY

 

Vehicles - You can board any vehicle by hitting the use button while looking at it (if you're close enough).  Movement is with the usual keys, so getting around shouldn't be difficult.  The vehicle HUD appears in the center of your display at the bottom.  The top red bar is the vehicle's armor.  Once this is gone, the vehicle will explode (some vehicles may take other damage to specific parts of the vehicle that may destroy it sooner).  Below that are 3 colums of bars.  The blue one on the left is your current speed.  The middle, green bar, is the vehicle's shielding, if any.  On the right are (up to) 2 orange bars.  The top orange bar is the ammo for the vehicle's primary weapon.  If the vehicle has a secondary weapon, there will be another orange bar below that one that shows the ammo for that secondary weapon.  Additionally, on the left and right, inside the frame of the vehicle HUD, are 2 thin, vertical indicators.  On the bottom left is your turbo indicator.  It is green when your turbo is at full charge (meaning you can turbo, if your vehicle allows it).  If it's red and going back up to full height, you still have to wait.  On the bottom right is an indicator that will turn light blue if your vehicle weapon's muzzles are "locked" (meaning they will all fire at once rather than one at a time).  Only certain vehicles can lock their muzzles.  Finally, if a rocket has locked onto you, you may see a red dot light up on the frame of your vehicle HUD.
 

Vehicle Controls:
 

Swoop - Press forward to accelerate, backwards to slow down (or reverse at a slow speed).  If you switch to no weapon, you can fire the swoop's gun, otherwise you can switch to the blaster rifle or the lightsaber.  Hitting alt-fire starts a short turbo mode.  The swoop has only one weapon, no shields and cannot lock muzzles.
 

AT-ST - Press forward to move forward, backwards to move back.  Its primary weapon is a high-energy blaster cannon on the front and its secondary weapon fires rockets from a side-mounted rocket launcher.  It has no shields, no turbo and cannot lock muzzles.
 

Ammo Stations (orange) - These will restore the ammo of all of your weapons.  Once it turns dark, it's out of ammo (but it may recharge over time and be usable again).
 

Shield Stations (green) - Using these recharges your shields (the green arc on the bottom left of your HUD).  Some classes cannot have shields (such as the Wookie Heavy Weapons Specialist), and will not get anything from these stations.  Once it turns dark, it's out of ammo (but it may recharge over time and be usable again).
 

Doors and Panels - If a door or panel is not locked/inactive but does not open/activate automatically, you may have to press the "use" key to open/activate it (note: this is just the "use" key, not the use inventory item key).
 

Hacking - Some panels can be "sliced" (hacked) by the Tech Class (see below).  If this is the case, a Tech will see a yellow bar over it when they place their crosshair on it.  Walk up to it and hold the use key.  You will hear the "slicing" sound and see the yellow bar grow smaller.  Once the bar is gone, the panel has been sliced (this usually will unlock a door).  Often, these panels can be blown up as well, given sufficient firepower.
 

Emplaced Guns - Emplaced guns can be controlled by players.  Just walk up to it and use it.  Once it takes enough damage, it may explode, so don't stick around.
 

Inventory - Certain classes may have one item in their inventory (a portable E-Web, a force field, a seeker drone, health, a jetpack, whatever).  Use your next/previous inventory keys to select it and your use inventory key to use it.
 

Breakable Objects - There are lots of breakable objects and architectural elements.  If you see a red bar on something, it means you can shoot it.  Some things will not have this bar but will still be shootable.  Experiment.
 

TEAMS & CLASSES

 

In the "Join" menu, you can choose to play on the attacking (red) or defending (blue) team.  On some maps, the Imperial (or Dark Side Jedi or mercenaries) are attacking and the Rebels (or Light Side Jedi) are defending, on others it's the reverse.  You can tell which is the attacking team by the color of their icon.
 

When you go to pick a team, you'll see a number by their icon.  This indicates how many people that team has.  If you want to balance out the teams, just click on the "Auto Join" icon and it will put you on the team that needs you.
 

Once you have chosen a team, you will see 6 classes you can choose from.  Again, you'll see a little number on the icon which tells you how many people on the team are already using each class (so you can decide to be a Tech instead of your team's 5th Heavy Weapons Specialist or Jedi).
 

There are 6 general Classes, and each map has a specific character in each Class, so the class may be a little different from map to map (I'll list those seperately at the end).
 

The 6 general Classes are:
 

Assault - The Infantry, geared toward breaking through enemy lines or putting up a solid line of defense.  They usually have some sort of rapid fire weapon and a normal movement speed.
 

Heavy Weapons Specialist - They will have a heavier weapon that does more damage (plus splash damage) but less ammo and a slower movement rate.  The "tank" class.
 

Demolitionist - Specialize in blowing stuff up, whether it be enemy troops, enemy vehicles, or structural obstacles or objectives.  For attackers, they're good at breaking through defenses and destroying objectives.  As defenders, they're good for laying traps and setting up a solid line of defense with tripwires and detpacks.
 

Scout - Fast, but lightly armed.  If you need someone to get somewhere fast, or to get a good vantage point, this is your Class.  They sometimes have a sniper rifle, as well.  They're good at getting somewhere fast and taking out enemies from afar.
 

Tech - More of a "support" class than, strictly, a technician, the Tech Class is specially designed to support their teammates and to get past obstacles and objectives.  Their DEMP2 gun allows them to disable or disrupt machines (like turrets and some vehicles).  They are the only class that can "slice" computer panels.  On some maps, there may be panels only the Tech can use to activate certain auto-defenses, such as turrets.  Techs can also see their teammate's health and ammo by looking at them.  If the ally's health and/or ammo is low, the Tech can approach them and hold the "use" button on them to restore their health and ammo.
 

Jedi - This class is a basic Jedi, they have a lightsaber and a selection of force powers.  They're good for offense (using speed to rush in or mind trick to sneak in, etc.) and defense (using protect to hold the line, use lightning to mow down anyone who comes their way, etc).  They're better at close range than long range, but their speed and mobility makes up for this usually.
 

SPECIFIC CLASS "CHARACTERS"

 

Below is a list of each Class, the different characters in each class, and their stats.
 

NOTE: unless otherwise specified, each class has average health (100) and speed, no armor, no force powers, no inventory item and a blaster pistol (unless they have a lightsaber).
 

ASSAULT CLASS
TEAM: Imperial/Merc/Dark Jedi

Character: Imperial Snowtrooper
Model: Snowtrooper
Map: Hoth
Stats: Has a Blaster Rifle and a Repeater.  Starts with no armor, but can charge armor to 100.  Has a portable E-Web.
 

Character: Bounty Hunter
Model: Rodian
Map: Desert
Stats: Has a Blaster Rifle and a Repeater.  200 health.  Has a Seeker.  Speed 85% normal.
 

TEAM: Rebel/Jedi

Character: Rebel Infantry
Model: Rebel
Map: Hoth
Stats:  Has a Blaster Rifle, Flechette, Trip Mines and Repeater.  No armor, but carries a large medpac.
 

Character: Rebel Assault Specialist
Model: Rebel (red)
Map: Desert
Stats: Has a Blaster Rifle and a Repeater.  200 health, starts with no armor, but can charge to 100.  Has a portable E-Web.  85% normal speed.
  

HEAVY WEAPONS CLASS
TEAM: Imperial/Merc/Dark Jedi

Character: Rocket Trooper
Model: Stormtrooper (officer)
Map: Hoth
Stats: Has a Rocket Launcher.  Starts with no armor, but can charge to 100.  75% normal speed.
 

Character: Merc Assault Specialist
Model: Trandoshan
Map: Desert
Stats: Has Concussion Rifle.  Starts with no armor, but can charge to 100.  75% normal speed.
 

TEAM: Rebel/Jedi

Character: Wookie
Model: Chewie
Map: Hoth/Desert
Stats: Has Bowcaster, Rocket Launcher, Concussion Rifle and Melee (fists).  75% normal speed.
 

 

DEMOLITIONIST CLASS
TEAM: Imperial/Merc/Dark Jedi

Character: Imperial Demolitionist
Model: Rax Joris
Map: Hoth
Stats: Has Thermal Detonators, Trip Mines and Det Packs.  Can charge to 100 armor.  Has a Medpac.
 

Character: Merc Demolitionist
Model: Gran
Map: Desert
Stats: Has Melee (fists), Thermal Detonators, Trip Mines and Det Packs.  Can carry extra ammo.  Can charge to 100 armor.  Has a Medpac.
 

TEAM: Rebel/Jedi

Character: Rebel Demolitionist
Model: Bespin Cop
Map: Hoth/Desert
Stats: Has Thermal Detonators, Trip Mines and Det Packs.  Can carry extra ammo.  Can charge to 100 armor.  Has a Medpac.
 

SCOUT CLASS
TEAM: Imperial/Merc/Dark Jedi

Character: Imperial Sniper
Model: Saboteur
Map: Hoth
Stats: Has Tenloss Disruptor Rifle.  Can carry extra ammo.  Can charge to 50 armor.  125% normal speed.  Has a Medpac and Sentry Gun.
 

Character: Merc Sniper
Model: Boba Fett
Map: Desert
Stats: Has Tenloss Disruptor Rifle.  Can carry extra ammo.  Has 50 health and 50 armor.  Has a Jetpack.
 

TEAM: Rebel/Jedi

Character: Rebel Sniper
Model: Lando
Map: Hoth/Desert
Stats: Has Tenloss Disruptor Rifle.  Can carry extra ammo.  125% normal speed.  Has a Cloak.
 

TECH CLASS
TEAM: Imperial/Merc/Dark Jedi

Character: Imperial Tech
Model: Imperial Worker
Map: Hoth
Stats: Has DEMP2.  Can charge to 100 armor.  Has Medpac and Sentry Gun.  Can heal and restore ammo to teammates by using them.
 

Character: Smuggler
Model: Chiss
Map: Desert
Stats: Has DEMP2.  Can carry extra ammo.  Has Force Field, Large Medpac and Sentry Gun.  85% normal speed.  Can heal and restore ammo to teammates by using them.
 

TEAM: Rebel/Jedi

Character: Rebel Tech
Model: Jan
Map: Hoth/Desert
Stats: Has DEMP2.  Can carry extra ammo.  Can charge to 100 armor.  Has Seeker and Force Field.  Can heal and restore ammo to teammates by using them.
 

JEDI CLASS
TEAM: Imperial/Merc/Dark Jedi

Character: Dark Jedi Invader
Model: Reborn (boss)

Map: Hoth

Stats: Uses a single lightsaber, medium or strong style.  50 health.  125% normal speed.  Has Saber Offense 3, Saber Defense 3, Saberthrow 2, Jump 3, Mind Trick 2, Push 2 and Pull 2.

 

Character: Dark Side Marauder

Model: Reborn (new)

Map: Desert

Stats: Uses a dual-bladed lightsaber.  125% normal speed.  Has Saber Offense 3, Saber Defense 1, Saberthrow 2, Jump 2, Grip 3, Rage 3, Push 2, Pull 1 and Lightning 1.

 

TEAM: Rebel/Jedi

Character: Jedi Guardian
Model: Kel Dor Male Jedi
Map: Hoth
Stats: Uses a dual-bladed lightsaber.  50 health.  125% normal speed.  Has Saber Offense 1, Saber Defense 1,  Saberthrow 2, Jump 2, Push 2, Pull 1, Sight 1 and Heal 1.
 

Character: Jedi Duelist
Model: Zabrak Female Jedi
Map: Desert
Stats: Uses 2 lightsabers.  125% normal speed.  Has Saber Offense 3, Saber Defense 1, Saberthrow 3, Jump 3, Mind Trick 2, Protect 2, Absorb 2, Push 3 and Pull 3
 

KORRIBAN JEDI CLASSES

NOTE: because the Korriban Siege map is all-Jedi, each class has some type of Jedi in it:
 

NOTE: unless otherwise specified, all Jedi have 125% normal speed.
 

ASSAULT CLASS
TEAM: Dark Jedi

Character: Dark Side Mauler
Model: Reborn (new)
Map: Korriban
Stats: Uses a dual-bladed lightsaber.  Has Saber Offense 3, Saber Defense 2, Jump 2, Grip 2, Rage 3, Push 2 and Pull 1.
 

TEAM: Jedi

Character: Jedi Warrior
Model: Kel Dor Male Jedi
Map: Korriban
Stats: Uses a dual-bladed lightsaber.  Has Saber Offense 2, Saber Defense 3, Jump 2, Protect 3, Absorb 1, Heal 1, Push 2 and Pull 1.
 

HEAVY WEAPONS CLASS
TEAM: Dark Jedi

Character: Dark Jedi Destroyer
Model: Kothos
Map: Korriban
Stats: Uses a single lightsaber, medium style.  Can charge to 25 armor.  Has a Large Medpac.  Has Fast Force Regeneration.  Has Jump 3, Grip 2, Drain 2, Lightning 2, Push 2 and Pull 2.
 

TEAM: Jedi

Character: Jedi Knight

Model: Human Male Jedi

Map: Korriban

Stats: Uses a single lightsaber, fast, medium and strong styles.  Has Saber Offense 2, Saber Defense 2, Saberthrow 2,  Jump 3, Speed 1, Sight 1, Absorb 1, Heal 1, Push 2 and Pull 2.

 

DEMOLITIONIST CLASS
TEAM: Dark Jedi

Character: Dark Jedi Demolitionist
Model:  Cultist (red)
Map: Korriban
Stats: Uses a single lightsaber, strong style.  Has Thermal Detonators and Trip Mines.  Can carry extra ammo.  Has Saber Offense 2, Saber Defense 2, Saberthrow 1, Jump 2, Sight 1, Push 1, and Pull 1.
 

TEAM: Jedi

Character: Jedi Demolitionist

Model: Jedi (second skin)

Map: Korriban

Stats: Uses a single lightsaber, medium style.  Has Det Packs.  Can carry extra ammo.  Has Saber Offense 2, Saber Defense 2, Saberthrow 1, Jump 2, Sight 1, Absorb 1, Push 1 and Pull 1.

 

SCOUT CLASS
TEAM: Dark Jedi

Character: Dark Jedi Interceptor
Model: Reborn (boss)
Map: Korriban
Stats: Uses a single lightsaber, fast style.  Has 85 health.  Has Saber Offense 2, Saber Defense 1, Jump 2, Speed 3, Mind Trick 2, Drain 1, Push 1 and Pull 1.
 

TEAM: Jedi
Character: Jedi Scout

Model: Rodian Male Jedi

Map: Korriban

Stats: Uses a single lightsaber, fast style.  Has 85 health.  Has Saber Offense 1, Saber Defense 2, Jump 2, Speed 3, Mind Trick 2,  Absorb 1,  Push 1 and Pull 1.

 

TECH CLASS
TEAM: Dark Jedi

Character: Dark Jedi Tech
Model: Cultist (brown)
Map: Korriban
Stats: Uses a single lightsaber, medium and strong styles.  Can heal others by using them.  Has Saber Offense 2, Saber Defense 2, Saberthrow 1, Jump 3, Sight 3, Team Force Replenish 3, Push 1 and Pull 1
 

TEAM: Jedi

Character: Jedi Healer

Model: Human Female Jedi

Map: Korriban

Stats: Uses a single lightsaber, fast style.  Has Fast Force Regeneration.  Has Saber Offense 1, Jump 3, Mind Trick 3, Protect 3, Absorb 3, Heal 3, Team Heal 2, Push 1 and Pull 1.

 

JEDI CLASS
TEAM: Dark Jedi

Character: Dark Jedi Duelist
Model: Alora2
Map: Korriban
Stats: Uses 2 lightsabers.  Has Saber Offense 3, Saber Defense 3, Jump 2, Push 2 and Pull 2.
 

TEAM: Jedi

Character: Jedi Lightsaber Master

Model: Zabrak Female Jedi

Map: Korriban

Stats: Uses 2 lightsabers.  Has Saber Offense 3, Defense 3, Jump 2, Absorb 1, Push 2 and Pull 2.

