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Installation Ingtructions:

lPut Outlaws Disc 1 in your CD drive. You

should now see a window that 1ooksy like the

following screen:

If you do not
see this window, re-
insert the disc and
try again... be sure
to wait until the
light on the disc
drive goes off. Now
click on the “Install
Outlaws” button. If
you still do not see this screen, however, then

please refer to the Installing Outlaws section of

your Reference Guide for more information.
'You will now be asked to close a
programs that are run- [

ning. Once you are sure

When you are su

mstalhng,




f;écft s system for making g
ciently. If you have trouble




 Starting the Game

If vyou
want to play
right away,
the launcher
is already on
screen, and

you can click -

on “Play Out-
laws.” To
access  this
launcher at

another time, |

-you can dou-
ble click on the LucasArts icon in the “My
Computer” window, or use your Start menu

shortcut or Desktop shortcut if you made one.

ing cutscene with the locomotive, the ﬁrst thing

ting ESC and then selecting End Game.

When you begm Outlaws, after the open-

you'll see is the main menu. At any pomt inthe |
game you can return to this menu by first hit- |

netum withusnowto
those thrilling days of

:’iyesteryear...

(For further information on Selecting Video | -
Mode, see the Video Mode Selection section of |

The Old West was a dangerous place but it
was even more-se yxf you had to deal w1t out—




Main Game

This is the “story” of Outlaws, and the stan.
dard single-player option. It is probably best
start with the Main Game in order to gain

familiarity with the way Outlaws works. Aft
you select the Main Game, you will be asked to
select a Difficulty Level. '

As you might expect, beginning plavers are
advised to start out on Good mode, although

those familiar with first-person shooters may |

want to try Bad. But for the trite outlaws expe— .
rience, try Ugly,.

créen e pretty strmghtforwa




(see Keyboard Commands). Other Wéapbns
will become available as you play the game.
Happy Trails, Buckaroo!

KEYBOARD

Below are the default keyboard controls.
You may customize your keyboard through

the Main Menu by selecting Configure and
then the Keyboard button. In the Keyboard

Configuration screen, some functions have two

keys configured for the same action. The sec- |

ondary keys are on an alternate setup for using
the mouse and keyboard together. For more
information on configuring your keyboard, see
the Configurations section of this manual.
Moverment
= Move = Move
Forward Right
= Move = Move ,
VB Iet W8 Backward
| @ = Move Fast (Hold down when
, pressing one of the arrow keys
to run). , .
= Nudge (used when
, opening doors etc. )
= Jump/
Swim Up
= Crouch/

" B

2

| \air

\—ORQ \- B
\ , \E itggfe/Dodge
Wea.pons .

encounter a Varlety of dlfferent .
select a weapon, press one of thy
on your keyboard The followm

\_ (must ﬁnd scope first
\“ Smgle Barrel Shotgu

Double Barrel Shotgun




Eow to use
S WeaAJPPOIRLE
m = Primary Fire
e
\ = Secondary Weapon
8 Action key.
\“ = Reload
_ :
Other IKey
Functions

‘ﬁ =In Game Menu
\_ . . n .

= Inventory Item toggle/
p E Scroll Through Inventory

m = Select Item/Use Item

m Overhead Map .

m ~ Sow Al Map
Layers Togg}e

| \‘ Map Level Up . '

, f\‘ = Map Level Down '

| \“ Lamp Toggle

\“ Kﬂl Table T()ggle (Ixst of pl
VBB currently in game, including their

s- /P = Change Screen ize O

- in Map Modc
Zoom Map (In/

relevant 1nformat10n) Multlplayer onlyy =




Historical Missions

In the years before he became a full-fledged
Marshall, James Anderson worked out of a
tiny office in El Chelo County, Arizona respon-
sible for upholding the law and dispensing jus-
tice in the surrounding territories. At this time,
several dangerous Outlaws were at-large,
threatening the neighboring towns and ranch-
es.

With the nearest law enforcement head-
quarters fifty miles away, James recognized it
was his sole responsibility to bring these rene-
gades to justice. So he strapped on his father’s
gun belt, loaded his .45 and went to work...
Sheriff's Office

When selecting Historical Missions from
the Main Menu, you’ll see a brief introductory
text and then you’ll find yourself at the Sher-
iff’s office.

Once you enter the Office, take a look
around the back at the jail cells. Although
cramped, they’re plenty big enough for the
varmints you’ll be bringing back. The Outlaw

you capture will appear inside once you return -

from a mission.

~ Make sure to visit the shooting range to

aquaint yourself with the variety of weapons

-you will encounter. along the way. There are a
number of windows and old bottles to shoot at,

to practice your aim. Old West Recycling.

You’ll be starting out your frontier law

enforcement career as an Associate Deputy,
moving through the ranks of Deputy, Sheriff,
and finally Marshal the more points you score.
With each rank you get access to a clubhouse
with your new utle on the out51de of the buﬁd—
ing. ,
IL.evels .
Examine the Wanted poster, to decxde
which criminal you want to pursue. When
you've decided, either nudge or shoot the
poster to enter the level. Your goal is to kill
badguys, recover booty, find secrets, and cap-
ture the wanted outlaw. Outlaws can be cap-
tured by either shooting the outlaw or knock—
ing them out with a punch, knife jab, or knife
throw. At any tune, you can return to the sher-
iff’s office by nudging your horse Wthh is
parked at the beginning of the mission. You
must nudge your horse to end the level after
capturing or killing the outlaw. ,
Points
Points will be determmed by the foﬂowmg fac-
tors; '
© Shots Fired




the player’s point total. More points will be

the outlaw is caj !
ptured dead. Outlaws are
: ; . Outlaws are cap-
tu}red alive when the knockoutblow is deliverelaD
Wlﬂz\ apunch or a knife. .
s points are accumulated e
’ . , you are pro-
moted to higher levels of law enforcemelr)lrto-'

Below is a list of each item and its point value:
Gold Bar '

+100
Gold Bag +500
Kill +25
Wound - =

Outlaw Captured Dead ~ +3500

On average, the;m'aximﬁm number of
(tassumipg‘zo enemies). With five levels, the
_ total points for the game is 16,000. The fol’léw-

law enforcement level:

awarded if the outlaw is captured alive thanif |

aOn top of the‘Wapted poster, a SCOI‘E;S'CY‘eké‘n’:WI 1 mer
ppear, where points will be tallied and addedto |

BUCKSHOTBILL

allowing access to corresponding clubhouses.

From THE NOTES OF JAMES ANDERSON:
“Buckshot

il Morgan, known as
Bill,” is wanted for four counts of
murder, one count arsom, and is also

wanted for questioning in the murder of
lood, Esq., former

William Jefferson F
owner of the Flood Plantation near

Atlanta, Georgia. Tt is widely believed
that Buckshot Bill is the son of escaped

Outlaw Captured Alive +iébo -

 points available on each mission is 3,200 |
SO E e

ing table shows the points required for each |

Deputy = géoof =
~ Sherift 1'2' 40(')'
"Marsh'al ' =

If the game total yexceed the

dlaves, and he went back to Flood’s plan-
tation for revenge. 1 don’t care much
about that, but rumors have it he is cur-
rently holed up in Russell Simms’ hide-
out, up on the salt flats. How Buckshot

and Simms joined up is unknown to me,

but T intend to put this partnership to an
end.

Bill likes to use two
guns at very close range.
have mentioned his vision
and he needs the wide spray o
off to malke his target.

At any rate, he’s a convi
er, and a dangerous man. Bes

sawed-off shot-
Several sheriffs
isn’t too good,
£ the sawed-

cted murder-
t be careful...




BLGGBY MF&BY I

' IN GOLD COIN ‘
WILL BE PAID BY THE U.S. GOVERNMENT FOR THE
, APPREHENSION OF
“BLOODY" MARY NASH
Lawmen:
Please be advrsed that Mary Nash ahas “Bloody Mary" is at l
your area. Miss Nash has been posmvely identified by witness
heist which occurred March 12, this year, at the Boorman Federal
Depository. Also involved was Matthew Jackson, ahas “Doctor
Death,” though his current whereabouts are unknown. |
Miss Nash is described as tall, with dark hair, and prone to smol
men's cigars. Please be aware, byall accounts sheisadeadly shet
is considered highly dangerous. '
~ Matthew Jackson is listed as owner of a | ocai granary, and itis pos
ble they will try to smuggle the gold to Mexico from’the
“Bloody Mary” is also wanted for solicitation, racketeer :
mterstate transportation of stole perty (catﬂe) lewd conduct

Letter
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| James Anderson
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FroM THE NOTES OF JAMES ANDERSON:

Questioning of “C herokee” Dan Moss, Wanted in

Connection with Robbery of United Mason Bank,

Coleridge County

«Cherokee” Dan Moss was reluctant to admit to
his participation in the bank robbery, but soon broke
down after some “persuasion.” He almost immediate-
ly named “Dynamite” Dick Clifton as the ringleader
of the operation. Evidently, Clifton made off with the
lion’s share of the gold, after detonating two of his
hired men with dynamite, and attempting to detonate
an outhouse Dan Moss was occupying. Moss said “1
woulda caught him myself, but my pants were
around my dang ankles.”

The dynamite exploded incorrectly, dousing Moss
he was forced to hide out in

with raw sewage, and so
the desert for a number of days. “The flies was incred-

ible,” he noted.
Moss implied that an ex-Marshall called “Starin’
ith Dynamite Dick

Mad” Dinnett was operating W’
Clifton, and that the two of them had fled to the semi-

abandoned town of Drygulch, in El Chelo County.
tion with the

Clifton is wanted currently in connec
murder of two guards at the Mason Bank, and the
subsequent robbery there. He is also wanted for
arson, unlawful detonation of explosives in a public
ful detonation of private property, and

place, unlaw
racketeering, for his partin a chicken farm extortion

deal.



BLOODEYE TIM

For General Dispatch
From: Warren C. Durant, Sevgeant-at-Arms, Union Army

VA INT KT IECI
Timothy J. Shaver
Sergeant in the Union Army, Dishonorably Discharged

“Bloodeye” Tim Shaver is wanted for murder, theft, and
conspiracy against the Union of the United States of
America. Reports have it that Bloodeye Tim, as he is
known, is organizing a private militia in the wilderness
north of El Chelo County. A number of men have been
recruited, and are gathering at the old Fort Navarro, aban-
doned by the U.S. Cavalry some thirteen years ago, possi-
bly for a military strike against local towns, in preparation
for a larger strike against Union Army targets.

Shaver's distinguishing feature is his eye patch, which
covers awound he received in the Great Civil War. Several
witnesses have described his particular cruelty in a gun-
fight— shooting his opponent's eyes out. He is also an
incorrigible drinker of alcohol, known to frequent numer-
ous saloons and other places of ill-repute.

Shaver originally hails from Ireland, which he fled,
escaping a murder charge. The Union Army accepted him,
due to his previous military experience; but Bloodeye's
savagery in battle and unwillingness to follow orders soon
made them regret their hasty decision. Eventually, the
death of three soldiers under his command, and the severe
mistreatment of prisoners-of-war led to a warrant for his
arrest. Shaver fled into the wilderness, and began gather-
ing criminals around him.

The Union Army wants him dead or alive.

8 , 5 ow gy
Video Mode Selection

In Select Video Mode you can
configure your video and sound.

To select another display dri-
ver or change resolutions, click on
the Display Configuration button
and then select the Display Dri-
ver and resolution that you would
like to play in. We recommend
using DirectDraw as the Dlsplay
Driver.

To make changes to or to test
sound, click on the Sound Config-
uration button. Click on the
Advanced button in the lower left
part of the screen. Alter the Movie
Audio Quality and Mixer Chan-
nel Count fields as needed. You
can test the sound by chckmg on
the Start Test button.




8 - 2 :
Configurations
Garmne O:pt:l.ons ‘

When you select “Options” from the M in
| \/Ienu, you will see this screen: .

Screen Size is how large your Outlaws win-
dow is in comparison to the size of your moni-
.. the tan screen to the right here
ed to give you a visual i
Decreasing the size of your screen can
the speed of your game. -
Gamma is relatlve brlghtnes& .

| ‘,Gamma shder and see 1f it 1mpr0v 'you p1 .




Default Joystick Miscellaneous Screen: ’

Upon selecting “Joystick” under “Options,”
you may want to calibrate your joystick. To
calibrate, click on the “Calibrate” button and
you will see the following screen:

~ Make selections for the “Current joystick”
and “Joystick selec-
tion” fields that corre-

spond to your type of
joystick. Then, click

on the “Calibrate”
button. Follow the
on-screen  instruc-
tions until your joy-
stick is successfully
calibrated.

1If you would like

to change the Joystlck defaults you can do the
following:
Example Cha.nge the “Forward” move-

ment default from Y Axis Forward to ¥ Axis |
Back. And change the “Back” movement
default from Y Axis Back to Y Axis Forward.

Go to the “Movement Control” screen by
clicking on the button next to “Movement
Control”. ,

Click in the field next to “Forward’ with
your mouse, then move your JOYSthk towards
you which will change the field from “Y Axis
Forward” to Y Axis Back”. You will notice
that the field will be highlighted in red along
with the title of the screen, see sample:

The red colors indicate that another action
is already configured at the position on the joy-
stick you are trying to change to. Therefore,
find the other action that is at the new posmon
(which in this example is the “Back” function)
and change that fi nction to another position.
You would click e “Back” field and move
the joystick away from you so that the selection




changes from “Y Axis Back” to Y Axis For-

ward”, ,
If you would like to return to the joystick
defaults, then click on the “Defaults” button.
When you are finished configuring your

| joystick, click on “Accept”, which will lock in
vour changes and bring you back to the

“Options” screen.
MNMounse .
Confisuraation

Mouse Configuration Screen.

L = Left Mouse Button
R = Right Mouse Button

Léftleght sel cte the 'yeur
ment will alway defaultt Strafe.




Conficss-uuraation

The keyboard control screens look like this:

To change a key designation, click in the
field you want to change, then press “Enter”

followed by the actual key you want that func- |

tion changed to. For example, if ydu wanted
the nudge key to be the Control key, you would
first click in the Nudge field, then press the
Enter key, followed by the Control key.

If (asin the exzimpe 'abve)o elc ke

| for which there is already a functxon, both keys | '

| will be shaded red, as shown below.

You would then click in the other field (m" ’
this case, the “Control” following “Flre”) hit
Enter, then press the new key designation for '

The Volume button brmgs




Disable Cutscenes Turns off cutscenes
Default: Off

Invincibility. Your character will not take

damage. Default: Off.

Auto Pitch. This automatically adjusts
the pitch (angle of aim on your weapon) when
your character is traveling on uneven or slant-
ed ground. Default: On.
Tinting. At certain times during the game,

damage). If you notice your performance slows
down when this happens, you can toggle tint-
ing on or off with this button. Default: On.

Map Overlay. The map appears over the

scene pictured onscreen, rather than being pic | U

tured with an opaque background. Default On.
Pitch Return. If you move the an
your weapon up or down, whes

walking, the line of sight returns to the center.
Default: Off

the screen will become tinted red (to indicate

ore. Allows
deaths Default 0

. Escape key and then sell
will then see a screen as f

G‘érne.' Loading a

you hlt Escape), b




unless

.A.utom.a.p
If you want to keep track of where you are
on a given level, you can bring up the Map by
using the Tab key. The map will display all the |
land you have already explored.
‘ If you are in a structure, the Automap can |
display different levels of that structure. It will |
‘also display a text line showing f
how many secret areas of the -
| total possible secret areas you :
have discovered. The following
icons are used for map infor-
mation:

Your character @~ ;
(yellow icon).




CAPTL. Tmrrs‘

s t-)ou-_-.-—ﬂd ,

The best in
| weaponry for
| the discriminat-
ing Shootist
*(Oviginal
inventory)

 Range: 3001t. .
~ Bullets. Sin




Gaﬂmg gun

Revolutionary automatic weapon in use by our
brave Cavalry boys on the Western frontier.
Fires 5 shots per sec-

ond. Ammunition:

Clips.

The obvious advantage is

speed of shots and consequent

stopping power. Note: You can-

not run or walk around with

this model of gatling gun, it

becomes a stationary object

when you decide to use it.

Dynamite: Range: 30 ft.
destroy radius. Can be 1gmted by lighting fuse
or being shot. .. can be placed and then ignited

by shooting or by explosion of other dynamite.

Cannot be ignited under-
water, but fuses ignit-

ed on dry land are "

waterproof.

B R yrao:

Bullets Box of bullets, yellow
’ boxes.

Cartridges Box of
cartridges, brown boxes.

Shells Box
of shells,
white boxes.

i Clip Ammo for
gatling gun.

Ammo Belt Grab
bag of ammuniti(jn.

| Good for protection
| hits and boosts the

of your weapon.




Medical Bag
Good for 3 units of
Health (hearts) when
used

_ - ELIXIR
Boiler Plate Restores
Temporary - Health
~armor (frontal backto FEE |
hits only). full level. .} | enemies

' | their g’uns."

Scope Attaches to rifle, allows long distance aim- |

' TIron, Steel, Brass Keys

| Open locked doors. ' and you will be . more su essfu

Found in original inventory,
When filled with oil, will lllurm-
nate dark areas. -

~ Lantern




BEWARE! | | Stk ooy’
—'"DANGBBO‘D;S-—

Notorious gunfighter, gambler, and
fancy d Poses as respectabl
businessman, but a sneaky owlhoot

who’ll sell out his associates to one

another if he thinks he can profit.
onsiders himself above the law
& because of his business and political
influence, and has been known to use
extortion and possibly murder to
further his business plans.

henchmen, you don’t want to rile him,
~or he’ll go out of his way to put youon
Boot Hill p ally. Any 1 that
hunts him down better be prepared to
shoot fast and ask questions later.




t;x:lst'ésll\rm
;l;:l:, laI:ky 8aloot with 5 boyish
i cks the intelligence t
zn:n a job, but do not .
eresti
throughhmate . abgiutr:;o |

backgroung
character; > behavior

arry

Ad
 emotionally un:;‘;‘li shot, but

DR. DEATH
P & W e o R o Je. -
A ruthless, cold blooded killer, who kills
without discrimination or remorse.
Works for the highest bidder, and loves
his work. A quiet intellectual outlaw
- with a taste for classical and biblical
quotations who shows little or no
motion until he actually has a victim
in his power. Under these
ci it , wit: have reporte
maniacal laughter and an unnatural
_ taste for slaughter Dresses in a white
shirt which makes him look like a
doctor. In a gun fight, he is a cool
character, who takes his time on his
hots, and places them with deadly




4

| 'SPITTIN JACK

Bloodeye Tim was once an officer

in the Union Army, but his

methods in battle Proved so brutal
nd dishonorable that he was soon

discharged. He stinl wears the
uniform as a symbol of his belief
in his own righteousness and
Jjustifies his depredations against
innocent citizens since the war
with ravings about the injustices

tlaw who

exican-American ou

::sn:n two pistols in a ﬁghtimOne

. mean son-of-a-seacook, W e
speaks very fittle English, ‘i
understands plenty. Ge”t:ecome
easy-going, but known to o
reckless and tambuncﬁou; w! .
drunk, Even druank, Sanchzzwm
usually the only person w. S
walk away from his gunfig L
is known to pick fights by sp
tobacco in his rival's face.




BOWERS"

A
dark, quiet man who is f;
amed

for his abil
ity to hi
8reat range with hi: t:;ageets .

He bla
mes all lawmen {whom h,
e

A Navajo Indian jeader. He,and a
handful of his warriors refused to
urrender when his people were
ounded up by the army and taken
to a reservation. This once noble
warrior has turned to stage and
pony express robbery to buy
weapons and ammunition for his

«gang” of renegades.




A stocky, burly man with

_ belly, and a bushy black b:al:?it
who wears suspenders and a ;
bowler hat. A farmer who came
west during one of the gold
rushes, turned into a small time
con-man and eventually to all-out
robbery and murderer. Found
mainly in mining camps and
mining towns of the mountains.

"EILL MORGAN
Son of black slaves who escaped
the south and moved north.
Served in black regiment in the
Union Army, and after the Civil
War, songht gquicker profits and
more independence on the wrong
side of the law. His eyesight is

mewhat damaged from a
Confederate minnie ball, so he has
peen known to favor the killing
power of & sawed-off double barrel
shotgun, to compensate for poor
aim.




"RATTLESHNAKE"

DICK FARMER

DICK FARMER |

~ Former rancher and lawman, who

abused his office by getting paid
by ranchers to turn his head when
questionable actions were taken
{like cutting fence lines, and
killing sheep). He fled the Texas
territory after he allowed some
ranchers to kill some sheep
belonging to a Jjudge, and started
robbing banks and trains,

Tabby .
“Tel;::::?;ntertainment
the

fell
time she %
thisunt_ Dea’f-h

n when

ut al
¢t the saloo il

She le - p‘ﬁneh
s gan a2
pasticipating 10 &1




| Multn’layer (rames

Outlaws supports up to 8 players via IPX
or TCP/TP network, or 2 players via Modem or
Direct Serial Connection. '

If you select Multiplayer from the Main
Menu, you will see the following screen:

Choose this connection if y()ur or
connected to an IPX compa

o TCP/IP (lnternet/LAN) ~
TCP/IP is network a prot

protocbl if your comp‘titer is:
TCPAP compatible LANor‘ th

© Modem ,
Select this |

M | O Serial

From here, you can name your character
and choose to host or join a multiplayer game.
Click on the box to the right of ‘PLAYER

NAME,’ then hit backspace to erase the
default name ‘PLAYER’ and enter your name
or callsign.

Next, you must choose a method for con-

necting to other players from the list
under the heading ‘Connection’. To select a

~ connection method just click on it. See below
Jor a description of each connection type.

Choose 'EhIS optlon to play al




Host Game
This menu allows you to select a location
and the type of game you wish to play. '
Click on the location you wish to go to for
your Multiplayer game:
& Dry Gulch: The ghost town of Dry Gulch
is a good all-around level, suitable for most |
cames, and larger Death Match play. There are
a number of sniper positions, so be sure to col-
lect rifles. k

© The Fort: Spittin’ Jack Sanchez hasbeen |

known to use this fort for his cattle rustling |
activites. The Fort features a large circular

path around the ground floor, and is suitable
for most larger games, pamcularlv Capture the

Flag. |
& The Granary: Two large square rooms,
each with multiple tiers, are the center-point

for Death Match action in this level. In other
games, more coordination and trategy is




same. In order to get credit for captliring the

flag, your flag must be at your home base when

you return. If the flag is there, simply run over
and touch the flag stand to win. If it’s not, then
you or your teammates better go get it! You

will be able to tell who’s carrying the flag by

looking at the character, they will be flashing
between their team color (red or blue) and nor-
mal color. If you kill someone while they are
carrying your flag, they will drop it. All you
- need to do is touch the flag and it will instantly
return to your home base. If another member
| of the opposing team gets to the flag before you
do, they can pick it up and try to return it to
their home base. The winning team is the first
to reach a predetermined number of captures,

or whoever has the highest number of captures | '
when time runs out, depending on your set- |

tings in Multiplayer Options.

~ Kill The Fool With The Chicken First |
_ you have to find and pick up the chicken. Who-

_ever has the chicken can shoot anybody.
Everybody else can only shoot the player with
the chicken. Whoever keeps the chicken the

longest wins. The player who holds the Cthk— | | : ;
|  End After

Team Play Just like Death Match, except
here your team has to kill morﬂ members of the

to click on “Start Game”. This wi
Multiplayer Options. ,
J.V.l:ult:.pla.yer
O:pt:.ons -

1If you are hosting an Outl
will see a screen similar to f




\emng the minutes to zero also e ua.ls
imit
End After a Number of Kdls" Check
“his box to end the game after a number ¢ 0
kills, If this box is checked you must enter :
number of kills to end the game, in the box t
the right. Whichever player or team reaches
this number of kills first is the winner. Default
is unchecked - No kill limit.
End After a Number of Captures? If |
vou are playing a Capture The Flag game, you |

will see this instead of “End After a Number of | ty]

Kills”. Check this box to end the game after a
number of Captures. If this box is checked you ‘
must enter a number of captures to end the
zame, in the box to the right. Whichever team |

reaches this number of captures firstis the win- |

ner. Default is unchecked - no capture limit.
Friendly | Flre Tf this box is checked, play-

ers on the same team can hurt each other dur- |

ing Team Play and Capture The Flag game"
Default

players 1l
is cheating and




and then click
' OK. This will
take you to the
Outlaws Lobby.

Joixn Garme

After choosing Join Game, you may need to
configure your connection, depending on
which type of connection you have chosen.

IPX This protocol needs no configuration,
and will take you straight to the Multiplayer
Join screen.

TCP/IP If you are playmg a TCP/IP
game, you will see the following dialog before
going to the Multiplayer Join screen:

If youare ona
LAN, just leave

blank and click

OK. Outlaws will
earch for a couple of moments for local games.

'Cﬁcking OK will take you to the Muitiplayer
Join screen. If you are playing on the Internet,

_ you must first enter the IP Address of the com- |
puter that is hosting the Outlaws game. See

_enclosed Internet information card for more
_information about playmg on the Internet.

- you wish to dial and

the click connect.

Windows 95 will

now dial your

modem. Once you

have connected you

will be taken to the

Multiplayer Join screen.
Direct Serial Connect ~
If you are hosting or joining a | Direct Serlal

connect game, you Wlll see ﬂ’HS screen ‘

~ Select the COM

port or Serial port

that you have con-

nected the NULL

Modem cable to,

and then click OK

This will take you to

the Multiplayer Join screen. ' ,

M-uxlt:.pl.ayer -.'l'o:u::.;,
ThlS is the Multiplayer J()m screen. ,On

Modem If you are joining a Modem game, | wor

yfyou will see the following dialog box: -

1If your Modem is correctly set u'p, all you ‘
need to do is type in the telephone number that | i




Password If the game you wish to play
has an asterisk next to it then you must know
the password for this game. Click on game to
highlight it and then click in the password box
and type in your password.
Join Game Once you have selected the
zame to join and entered a password (if applic-
able), click Join game to go to the Outlaws
Lobby, .~
Outla.ws :I'..o'b'by ,
This is the MultiPlayer Lobby. Here you
can send messages to other players, select a
character, and, if applicable, join a team.
Messages To send a message to everyone
who’s name appears on the player list, click t
the right of “Message,” type in your m €
then press the Enter key. Messages appear m

the box on the left. .
Player list The
the current game will




character you want by clicking on their pic-

ture. Move the mouse around to each picture

to view each character’s mini-movie.

Each character has his or her special quali-
ties and most carry special weapons in addition
to a six-shooter. In general, the shorter charac-
ters can move faster and shoot faster, whereas
the taller characters can take more damage.

Spittin’ Jack carries dynamite, and has |

a mean secondary-fire pistol. He’s nimble and
quick, but can’t take as much damage as the
larger players.

Marshall James packs his six- gun and |

 rifle, which can be used with dev. astating accu-
racy at long range. He's also quick on hlS feet,
espeaa]ly when strafing,

Chlef Two Feather ':has a knife and a

fancy footwork and custom pzstol
Bob Graham, not known to fight

gotten slower since retiring f
“Bloody" Mary Nash




Ingam Messages Hold Alt
¥ to bring up a chat window. Type in your
message and hit Enter. Messages that you s
ut will be displayed in the upper left corner of
the screen, and will be recewed by everyone i
the game.
Addmonally, there are two other optlons
“or sending messages:

Team Games When playing in a team
zame, you can choose to send a message to all
of the members of either the red or blue team
To send a message that will only be seen by the
red team, type #r: in front of the text before you
send it. To send a message to the blue team,
tvpe #b:. As you can imagine, this feature can
come in quite handy during a game of Capture

the Flag! ﬁ

Finally, you can send a message to a specif- |
ic individual, by typing the first few letters of |
the person ’s name (followed by a colon) in |
front of the message text.

F or example, if you want to send a message”

vis” but you don’t want “Horse Thief”
or “Hoss” to see it, you would have to type
Hov: and then the message. If you wanted a
of the players that had names that star
“H”tosee the message, then you Would s
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How to Contact LucasArts
~ LucasArts has set up a variety of services to
provide you with information regarding our

| latest games, hint & gameplay assistance, and

technical support.
Eint L.inne
u.s.
If you need a
hint, you may call
our automated Hint
| Line. This service
costs .95 cents per
| minute, requires a
| touch tone phone,

and you must be at HINTS | |

least 18 years old or
have your parents permission to call. The
number is 1-900-740-JEDI (1-9oo-740-5334).

The option to speak with a live Hint Operator
is also available from this number. (average caﬂw '

f Canadian customers. This servu:e costs 4 28

‘ '(US)per mmute, requlres : to h tone phone,

with LucasArts online.




Technical Support Phone Number
This number is for Technical assistance only.
Hints will not be given out over the Technical |
Support line. .
If you need technical assistance, please
don’t hesitate to contact us after reading the
Troubleshooting guide and the Readme file.
For your convenience, if you cannot get

through to a representative by phone and you |

have access to a fax machine or any of our
online areas, please consider contacting us
through one of these alternate means.

When contacting us, please be sure to pro-
vide us with as much information as possible.

Make sure to note the exact type of hardware
| that you are using in your system, including:
card, CD-ROM Drive, amount of
, speed and manufacturer of your |
the specific type of modem that




LIMI'I‘ED WABBANTY .

Notice: LucasArts Entertainment Company (‘LEC”) reserves the right to make changes in the pmduct descnbed m th manua.l
at any time and without notice.

The enclosed software product and this manual are copyrighted and all rights are reserved by LEC. N o part of th1s manLai or
any of the accompanying materials may be copied, reproduced, ot translated in any form or medium wrthout the prior written consent
of LEC.

LEC warrants to the original consumer purchaser that the media furnished in this product will be free fr‘om defects ir rials
and workmanship under normal use for a period of ninety (90) days from the date of purchase (as evidenced by your receipt) f the
media supplied as part of this product prove to be defective, and provided that the consumer purchaser returns the media to LECi in
accordance with the instructions in the following paragraph, LEC will replace the defective media; (a) free of charge tothe consumer
purchaser, if the media proves to be defective within the ninety (90) day period following the date of purchase, an
proves to be defective after the expiration of the ninety (90) day warranty period, LEC will replace the defectlv
$5.00 per Compact Disc.

To obtain a replacement CD, please return the CD only, postage prepard to LEC at’ the address below, accon
date of purchase, a description of the defect, and your name and return address. To replace defective media after e
ranty period, send the CD only, postage prepaid, to LEC at the address below, enclosing proof of purchase, a de;
your name and return address, and a check for $5.00 per Compact Disc (as applicable). LEC will maila replacementtoyou,

THE ENCLOSED SOFTWARE, MEDIA AND DOCUMENTATION ARE PROVIDED “AS IS ” EXCEPT FOR ]
NINETY (90) DAY WARRANTY REGARDING DEFECTIVE MEDIA SET FORTH ABOVE, LEC MAKES NO WAI
RANTIES WHATSOEVER REGARDING THE ENCLOSED SOFTWARE, MEDIA AND DOCUMENTATI
| WHETHER WRITTEN OR ORAL, EXPRESSED OR IMPLIED, INCLUDING, WITHOUT LIMITING THE GENERAL

_ TY OF THE FOREGOING, WARRANTIES AND CONDITIONS OF MERCHANTABILITY OR FITNE
- TICULAR PURPOSE, EVEN IF LEC HAS BEEN INFORMED OF SUCH A PURPOSE. LEC
THAT THE OPERATION OF THIS PRODUCT WILL BE UNINTERRUPTED OR ERROR- FREE. ACCORDINGLY TH
ENTIRE RISK AS TO THE USE, RESULTS AND PERFORMANCE OF THE SOFTWARE, MEDIA AND DOCUMEN
TION IS ASSUMED BY YOU. IN NO EVENT WILL LEC BE LIABLE TO YOU OR ANYONE ELSE FOR
QUE\ITIAL SPECIAL, OR INDIRECT DAMAGES RESULTING FROM POSSESSION USE OR MALFU :

: VHTTED BY LAW DAMAGES FOR PERSONAL I RY EVEN ‘I LEC HAS BEEN ADVISED O HE P
OF ANY SUCH DAMAGES OR LOSS. SOME STATES DO NOT ALLOW LIMITATIONS ON T DURATION O
IMPLIED WARRANTIES AND/OR THE EXCLUSION OR LI’VIITATION OF INCIDEN' AL OR CONSE UENTIA
DAMAGES, AND THUS THE PRECEDING LIMITATION AND/OR EXCLLSION \ND LIMITATION
APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTH
~ DEPENDING ON THE LAWS IN YOUR STATE. YOU AGREE THAT THE LIABILIT i3 LEC ARISIN
_ KIND OF LEGAL CLAIM (WHETHER IN CONTRACT, TORT, OR OTHERWISE) Wil NOT EXCE TH
YOU ORIGINALLY PAID FOR THE USEOF THIS PRODUCT.
©1997 LucasArts Entertamme Company AII rtghts reserved Outlaws is atrademar of
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