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Nine years after avenging his father’s death,
Kyle Katarn is a lone-wolf mercenary looking to redeem
himself. Having just barely escaped the temptation of the
dark side in Star Wars® Jedi Knight®: Dark Forces® I,
Kyle realized he could no longer trust himself to wield
the Force. Confused and disappointed, he relinquished
his role as a Jedi Knight by turning in his lightsaber
and vowing to never again use the Force.

Kyle now spends his time working on
reconnaissance missions for the New Republic.

His connection to the Force may have weakened,
but his quick thinking and fast reflexes remain
powerful assets to the New Republic.

_

TE)day, Kyle and his trusted partner Jan Ors
have been sent on a routine mission to Kejim,

a dark and desolate world that floats lifelessly around
a fading sun. The New Republic has intercepted
communiqués coming from what was thought to be
an abandoned Imperial listening post on the planet.
Curiously, the transmissions include cryptic references
to the Valley of the Jedi. Mon Mothma asks Kyle to
investigate this strange turn of events. While on this
mission, Kyle again finds himself at the front lines
against the Empire, which unlocks a secret that will
force him to reconcile his troubled past.
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ATTACK/LOOK
Attack

Left Mouse Button (MOUSE 1)

Alternate Attack

Right Mouse Button (MOUSE 2)

Use/Interact with Environment

CTRLor E

(for example, Open Door)

Look Up

PAGE UP

(or move mouse forward if Mouse Look is enabled)

Look Down

PAGE DOWN

(or move mouse backward if Mouse Look is enabled)

Mouse Look

/

(Also can be toggled on/off as Free Look on Mouse/Joystick menu)

Center View

END

Zoom View

MOUSE 3

(with binoculars activated)

Toggle First- and Third-Person Views

WEAPONS

See the Weapons section on
page 16 for more information
on the various weapons. Select
weapons by pressing the appro-
priate keyboard key or scrolling
through them with the mouse
wheel or keyboard:

Stun Baton/Lightsaber
Bryar Blaster Pistol
E-11 Blaster Rifle

Tenloss Disruptor Rifle

Wookiee Bowcaster

Heavy Repeater

P

DEMP 2 1
Golan Arms Flechette 8

Merr-Sonn Portable Missile 9
NN

Cycle Throwable Weapons 0
(thermal detonator, trip mine,
detonation pack)

Previous Weapon Q
(or scroll up with your mouse wheel)

Next Weapon R

(or scroll down with your mouse wheel)

Lightsaber Combat Style L
(Switch between Lightsaber Combat
Styles, when multiple styles are available.)

MOVEMENT
Walk Forward
BE{E]

Step/Strafe Left y or A
Step/Strafe Right -or D
Sidestep/Turn v

Turn Left &« Up/lump SPACEBAR

. (Also use to stop control of remote
Turn Right - items such as droids or cameras)
Run/Walk SHIFT

Down/Crouch C

BASIC LIGHTSABER ATTACKS

W + MOUSE 1 OR S + MOUSE 1
Forward + Primary Attack OR Backward + Primary Attack

Horizontal Swipe Attack A+ MOUSE1 OR D+ MOUSE 1
Strafe Left + Primary Attack OR Strafe Right + Primary Attack

Diagonal Slash Down W+A+MOUSE1 OR W+ D+ MOUSE 1
Forward + Strafe Left + Primary Attack OR Forward + Strafe Right + Primary Attack

Diagonal Slash Up S+A+MOUSE1 OR S+D + MOUSE 1
Backward + Strafe Left + Primary Attack OR Backward + Strafe Right + Primary Attack

Forward Top-Down Hack

SPECIAL LIGHTSABER ATTACKS

NOTE: See Special Lightsaber Attacks on page 22 for more details on when and how to
use these moves.

NEDVEEREIGH S+ MOUSE 1

Backward + Attack
W + MOUSE 1

Forward + Attack

Flip Forward and Attack Downward W + MOUSE 1 + SPACEBAR

Forward + Attack + Jump with enemy directly in front of you

W + MOUSE 1 + SPACEBAR

Forward + Attack + Jump from standing position

Forward Lunge

Forward Jump, Downward Hack




FORCE POWERS

While Force powers are not available to Kyle at the start of the game,
here is how you will eventually select them. See the Force Powers section
on page 26 for more information. Normally, using a Force power involves
a two-step process. First you have to select the appropriate Force power.
Once selected, you then summon that Force power with the Use Force
Power key. However, you can also use the following hot keys to immedi-
ately summon a Force power, when available:

Force Push F1  Force Absorb (Multiplayer) ~ F10
Force Pull F2  Force Drain (Multiplayer) F11
Force Speed F3  Force Seeing (Multiplayer)  F12

Jedi Mind Trick F4  Force Team Heal ~ SCROLL LOCK
Force Heal F5 (Multiplayer)
F6 Force Team Energize (Multiplayer) \

Use Force Power
Next Force Power

Force Grip
Force Lightning F7
Dark Rage (Multiplayer)

Force Protect (Multiplayer) Previous Force Power

INVENTORY ITEMS

Just like Star Wars Dark Forces and Star Wars Jedi Knight: Dark
Forces Il, Jedi Outcast includes a number of important inventory items.
Here is how to select and use inventory items once they are obtained. See
the Items section on page 24 for more information.

Electrobinoculars

G or MOUSE 3

Bacta Canister

Inquisitor

PAGE DOWN (Key Pad)

Light Amplification Goggles

€ (Key Pad)

Assault Sentry 95 (Key Pad)
Use Held ltem ENTER
Next Inventory Item [
Previous Inventory ltem
Energy Shield (Multiplayer)
Seeker (Multiplayer)

1
HOME (Key Pad)
=> (Key Pad)

QUICK KEYS
These keys help you quickly call up important features of the game,
including your Datapad module and previously saved games.

Mission Info/Datapad TABorM
Skip Cinematic E or CTRL
Save Menu (Single-Player) F11
Load Menu (Single-Player) F10
Instant Save (Single-Player) F12

Instant Load (Single-Player) Unassigned

NOTE: If Kyle dies, Jedi Outcast automatically loads the game from your last autosaved
checkpoint.

MULTIPLAYER KEYS
Show Scores TAB

Scroll Scores Up INSERT

Scroll Scores Down DELETE

Chat (All)

Team Chat

Engage Lightsaber Duel




WARNING!
FIRST PUZZLE SECRETS REVEALED HERE!
) SKIP TO PAGE 12 IF YOU WANT TO BE SURPRISED.
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After the battles of Star Wars Jedi Knight and Star Wars Jedi Knight:
Mysteries of the Sith™, Kyle turned over his lightsaber and vowed to never use
it again. However, the events of Jedi Outcast will require Kyle to eventually use
a new lightsaber and reconnect with the Force.

~ Once acquired, selecting the lightsaber will automatically change the
game to the third-person perspective. Lightsaber combat is easiest from
this perspective. If you prefer, you can change the game’s default options so
lightsaber combat is done from the first-person perspective.

In the hands of a novice, the lightsaber is a clumsy tool, as much a danger
to the user as to enemies. In the hands of a Jedi, the lightsaber is an artist's
brush: elegant and powerful. To learn more about how to effectively wield the
lightsaber, see the Lightsaber section starting on page 19.

Your lightsaber can also be used as a tool to help you progr
levels. If a door or area in the game appears to be sealed shut, co
your lightsaber might be put to use.

Durmg gameplay you can press ESC to bring up the Single- -Player In-Game
menu. Pressing ESC will pause the game and bring up the menu.-From this
MENU you can save your game, load your game, and also adjust certain game
options. If you.wish to exit your game, select the Exit Game tab with your
mouse. To return to the game, press the Resume Game tab. This menu func-
tions the same way as the game’s Main‘Menu.

Note that Yyou can also use the chk Save feature from W|th|n the game
to qwckly save your: progress. .

o~

o

During the game you will want to listen to non-player characters and interact
with important objects in the environment. Approach an object and press the
Use key (Default: CTRL or E keys) to initiate an interaction. You will be able to
interact with objects such as doors, buttons, consoles, key pads and elevators.
When in doubt, press the Use key while facing an object to see if you can
interact with it. The Use key also skips cinematics.
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Jedi Outcast includes an array of weapons the player will acquire during
gameplay. You start the game with two weapons and gain more as you
progress. Scroll through available weapons with the default @ and R
keys. Weapons can be picked up off the ground by running or walking
over them. If you can't get close enough to an object, press the Use key
to grab it. Ammo packs for weapons are picked up in a similar fashion.

NOTE: All weapons but the stun baton have different primary (default
MOUSE 1 button) and alternate attack (default MOUSE 2 button) modes.

STUN BATON (Default: 1 Key)

Used to subdue unruly prisoners, the stun baton is

wielded in melee combat where permanently disabling

your opponent is not the required outcome. Once Kyle
acquires a lightsaber, it replaces the stun baton as the first weapon.

BRYAR BLASTER PISTOL (Default: 2 Key)

| Kyle’s weapon of choice. Slow to fire but incredibly accurate
. against foes.

Primary Attack: A slow single shot
Alternate Attack: Hold down the Alternate Attack button to charge the blaster.
Release the button to unleash a more powerful shot. Note that this uses up
more ammunition.
Ammo Type: Blaster Pack

E-11 BLASTER RIFLE (Default: 3 Key)
The primary weapon for Imperial forces, this is a sturdy rifle
that packs a powerful punch, although it is not the most
accurate of weapons.

Primary Attack: Slow, highly damaging shot

Alternate Attack: Rapid-fire burst shots

Ammo Type: Blaster Pack

TENLOSS DISRUPTOR RIFLE (Default: 4 Key)

Affecting matter at the molecular level, this rifle rips apart
living material with ease and speed. It is outlawed across
the galaxy and used only by some outlaws and gangsters.

Primary Attack: Single, fast-moving shot with a slow rate of fire

Alternate Attack: Press the Alternate Attack button to activate the scope. The
longer you hold down the button, the further the scope zooms in. Hold down the
Primary Attack button to prepare a shot. The Charge Indicator on the bottom of
the scope lets you know when the weapon is powered to its disintegration level,
which is usually lethal to a target. Release the Primary Attack button to unleash
the shot. Press the Alternate Attack button again to turn off the scope.

Ammo Type: Power Cell

o WOOKIEE BOWCASTER (Default: 5 Key)

,f%?i;\ It might look archaic, but this weapon fires powerful bolts of
“ ] metal enveloped in energy pockets. A self-cocking attach-

ment allows creatures weaker than Wookiees to fire them.

Primary Attack: One press fires a single accurate shot. Hold down to power up

the weapon to unleash up to five bolts at once.

Alternate Attack: Unleash a reflective shot that bounces off surfaces.

Ammo Type: Power Cell

IMPERIAL HEAVY REPEATER WITH CONCUSSION LAUNCGHER
. | (Default: 6 Key)
% == Adeadly and destructive projectile weapon that fires a rapid

stream of metal bullets, this gun is capable of covering an
entire area with deadly suppressive fire. It also features a unique Alternate
Attack mode.
Primary Attack: Hold down trigger to fire a rapid succession of bolts.
Alternate Attack: This weapon launches an energy-based explosive from an
under-mounted barrel.
Ammo Type: Metallic Bolts

DESTRUCTIVE ELECTROMAGNETIC PULSE 2 (DEMP 2) GUN
(Default: 7 Key)

This gun fires high-powered ion bursts that wipe out electri-
cal systems. It is very effective against droids and electrical
devices, although the latest version can also cause damage to living tissue.
Primary Attack: A single shot that stuns humans and damages droids
Alternate Attack: This charged energy attack creates an expanding shell of elec-
tromagnetic energy on impact that damages humanoids, droids and turrets.
Ammo Type: Power Cell




GOLAN ARMS FC-1 FLECHETTE WEAPON (Default: 8 Key)
Firing shards of metal in a shotgunlike spread, this weapon
is the favorite of the Corporate Sector Authority’s police
squads. It is capable of hitting multiple targets in close
proximity. Make sure that the shards don't bounce off surfaces and hit you.
Primary Attack: Fire a spread of shots.
Alternate Attack: Launch mine that bounces off surfaces. It will explode after a
certain duration of time.
Ammo Type: Metallic Bolts

MERR-SONN PLX-2M PORTABLE MISSILE SYSTEM

(Default: 9 Key)

A dangerous weapon, this missile launcher fires Arakyd 3T3

missiles. The player can take damage from this weapon.
Primary Attack: Fires single missiles that streak straight ahead and detonate.
Alternate Attack: Target-seeking missile. Press and hold down this button when
an enemy is in your targeting reticle. After a short period, the missile system will
lock onto the target, indicated by a full red circle. Release to fire the missile.
Ammo Type: Rockets

THROWABLE WEAPONS (Default: 0 Key)
Use the 0 key to cycle through the throwable weapons: thermal detonator, trip
mine and detonation pack.

THERMAL DETONATOR (Default: 0 Key)
Famous throughout the galaxy, a thermal detonator releases
a barrage of energy and heat that destroys everything
around it. Hold down the Attack key in either mode to throw
the detonator further.
Primary Attack: Throws the time-delayed grenade over a short distance. It
bounces and then explodes after four seconds.
Alternate Attack: This throws the grenade, which explodes on impact.

TRIP MINES (Default: 0 Key)

Best placed on walls, these trip mines come in triangular-
shaped explosive casings. A laser beam is emitted from the
casing and extends to the nearest parallel surface. If the

beam is broken or the explosive casing fired upon, the mine detonates and
damages anything in close proximity.

Primary Attack: Place the mine and activate the laser beam.

Alternate Attack: Fires a proximity device that auto-detonates when an enemy
gets close to it.

DETONATION PACKS (Default: 0 Key)
A small explosive pack with a remote activator. You can
place multiple det packs and then explode them from a
distance. Typically used to ambush enemies or blow open
doors that are otherwise sealed.
Primary Attack: Look at surface where you want to place the det pack. If it can't
be attached there, the det pack drops to the ground.
Alternate Attack: Detonate all dropped packs with remote trigger.

NON-PORTABLE WEAPONS (Default: E or CTRL Keys)

During the game you may be able to use some weapons that are part of the game
environment. In order to attempt to use these weapons, approach them and
press the Use key (E or GTRL). You will want to make sure the weapons are pow-
ered on before using them. The Jump key (default: SPACEBAR) exits the weapon.

LIGHTSABER (Default: 1 Key — Once Acquired, Replaces

Stun Baton)

Selecting the lightsaber switches to third-person perspec-

tive, unless you have changed the game’s default options.
Primary Attack: Different slashing and swinging attacks depend on player
movement. See page 20 for information on the basic attacks. The lightsaber
attack is also influenced by your current Lightsaber Combat Style. See page 21
for more information.
Alternate Attack: If Force energy is available, the player can perform a
lightsaber throw. The lightsaber will eventually return to the player's hand.
Remember that this maneuver will drain Force power. See Lightsaber Throw
under the Force Powers section on page 29 for more information.




The lightsaber has four basic primary attacks. Each attack can be
performed in two ways, depending on how you press the movement
keys while holding down the Primary Attack button.

FORWARD TOP-DOWN HACK
Commands: Forward + Primary Attack
0R Backward + Primary Attack
A fast, deadly attack. If it hits, it can inflict a lot of damage. This attack is
best for hitting targets above or below you.

HORIZONTAL SWIPE ATTACK
Commands: Strafe Left + Primary Attack

OR Strafe Right + Primary Attack
A slower attack, this move gives you the best chance of hitting an upright
enemy, even if the enemy is moving horizontally. In this move, you will swing
from the right while sidestepping to the left or vice versa. This is useful for
hitting an enemy in passing, but not for enemies that are jumping or ducking.

DIAGONAL SLASH DOWN
Commands: Forward + Strafe Left + Primary Attack

OR Forward + Strafe Right + Primary Attack
This attack is best for enemies that are somewhat close to Kyle who are not
moving. It does not have as much range as the horizontal swipes, but it is
faster and has a good chance of hitting enemies in close quarters.

DIAGONAL SLASH UP
Commands: Backward + Strafe Left + Primary Attack

OR Backward + Strafe Right + Primary Attack
This attack is excellent when surprising an enemy, especially one charging
at you. Execute this while running backwards and being chased. It is also
good against enemies who are crouching or jumping.
NOTE: The strength, speed and range of these attacks vary depending on
which Lightsaber Combat Style you are currently using. See the next page
for details.

LIGHTSABER COMBAT STYLES

As you progress through the game, you will gain three Lightsaber Combat
Styles. You begin with the medium style, and then learn the fast style and
finally, the strong style. When multiple styles are available, cycle through
them with the Lightsaber Combat Style key (default L). Your current style will be
indicated by a blue (fast), yellow (medium) or red (strong) icon on your HUD.

Medium Lightsaber Combat Style
This is the classic lightsaber combat style. The attacks are of a medium
speed and range and do a decent amount of damage. Some of the moves
incorporate spins#A Jedi can chain about three to five attacks in a row. This
style is the bestsfor T}ghting multiple enemies.

Fast Lightsaber Combat Style

This style is venf-fast and efficient, though somewhat limited in range. The
short, quick motions allow for many repeated attacks and quick follow-ups,
_the ( '_rlﬂicted is low due to the glancing nature of the strikes.

# g




i ’ who are not usmg lrghtsaber e

.,*,"/.//,)////(/////’/,/ % X
j,,- o fan ehemyfbtgzks,orqBﬂectsyouratt,ack,,yotwl,be,abletotran,srtlryr tos A
- another attack Auickly. Bewarethat Lf,yopm ac tsweaK and the enemys, ,,
" defensive skrlfrs thh a parry +s_,’pos,s+ble Ir; is: rcase *t#] d/fender can

These attack,s/ never. mgorpprate« femcy ,,mo,ves ,suc,h a,s(" p
3 ,chamed mdejmtely Thle,style is/best-u /sed n rg‘trn

'-‘-'/V P

g G ek 7 knock your lightsaber away. As aresulf, the attacl(er er ha\Le’ to.recover for.a
Strong nghtSaber/Combat Style M e A A o ~few seconds before’ anotheroffensrveerder‘enslvehght‘saher move'is possrble
- This style-uses powerful swings to break through/defenses. The;.rttackehave " AN R S QA NI T A P
- great rangeandaJ/argewmdupandfoIIow -through-(leaving you open tocounter- Yy ( ST AR ;

; attacks). If they hit, the enemy is rarely able to block the attack and may be
Knocked. down, If an enemy has a lightsaber, it may be knocked aside. It is
“wise to use these ‘attacks' when fighting a lone lightsaber-wielding enemy.
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Lightsaber attacks may not always be suecessful. Depending on the strength

of the attack and the skill of the defender, attacks -may be blocked; deflected
or even parried. You may only defend against an attack when your Irghtsaber
s erther in the ready poSeor already ina defensrve POSE. B

SPECIAL LIGHTSABER ATTACKS

Under certain conditions the player can execute special lightsaber
attacks. Many of these attacks only work with specific Lightsaber
Combat Styles. (See the Lightsaber Combat Styles section on page 21
for more information.)

A relatively weak attack with little chance of hitting, this attack may, nonethe-
less, take your opponent by surprise. You will suddenly lunge forward with an
upward, jabbing motion.

FLIP FORWARD AND ATTACK DOWNWARD

Command: Forward + Attack + Jump

Conditions: Enemy must be directly in front of you

Lightsaber Combat Style: Medium Only

A good evasive maneuver combined with a devastating attack from above.

STAB BACKWARDS
Command: Backward + Attack
Conditions: Player standing or crouching, and enemy located right

behind the player
Lightsaber Combat Style: All
When an enemy is directly behind you, you can execute this attack. It is a dif-

ficult move to time, but it is a fairly fast and devastating stab that can't be
blocked. This attack can only be used when standing or crouching. With the
fast lightsaber style, it's a quick back stab. In medium and strong saber styles,
you spin 180 degrees and slash.

FORWARD LUNGE

Command: Forward + Attack from crouching
Conditions: Must be crouching and in ready position
. Lightsaber Combat Style: Fast Only

Execute this move when your enemy is directly in front of you and you are using
the medium Lightsaber Combat Style. You will flip up over your enemy’s head
and attack downward as you pass over him. It's a good move to use if you're
surrounded by enemies and want to get out of the middle.

FORWARD JUMP, DOWNWARD HACK

Command: Forward + Attack + Jump from standing position
Conditions: Must be standing and in ready position

Lightsaber Combat Style: Strong Only

A very strong, unblockable attack; almost always a finishing move. It is
very slow. Press the Attack button before you jump forward. This move has only
a small chance of hitting.




INVENTORY ITEMS

Jedi Outcast includes a number of items that can be picked up and
used during the game. Scroll through inventory items using the [
and 1 keys (unless they have been reassigned) or use the preas-
signed hot keys.

NEURO-SAAV MODEL TD2.3 ELECTROBINOCULARS
ﬂ’” ® (Default: G or MOUSE 3 Button)

Electrobinoculars are always available to Kyle

throughout the game. They can operate in low-light
conditions and magnify distant objects. They are powered by normal battery
cells and drain power at a minimal rate. Use the Fire and Alternate Attack
keys to zoom in and out. Note that you cannot fire weapons as long as the
binoculars are in use. The electrobinoculars power down once they run out
of battery power.

Portable and disposable packs of bacta oint-

ments are designed for use in the field. When

used, each bacta canister restores a portion of the
Kyle’s health lost due to wounds. Select this item in your inventory and then
use it to instantly boost your health.

ARAKYD MARK VII INQUISITOR

e (Default: Key Pad PAGE DOWN Key)
Similar to the training drones used by Jedi to
practice lightsaber skills, this seeker hovers over Kyle

until an enemy is within range, then it will move in close to the enemy. The
seeker operates for a limited amount of time and then self-destructs.

1 BIOTECH BACTA CANISTER (Default: B Key)

LIGHT AMPLIFICATION GOGGLES

(Default: Key Pad LEFT ARROW Key)

Once acquired, these light goggles always stay in

Kyle’s inventory. When used, they enhance the overall
brightness of the environment but cast everything in an orange hue.
The goggles require batteries to function and will drain power at about
the same rate as the electrobinoculars. The player can still fire weapons

when the goggles are activated. The goggles power down when the battery
power is depleted.

ASSAULT SENTRY (Default: Key Pad 5 Key)

Roughly the size of a large backpack, this

weapon unfurls to become a sentry set to auto-

target any enemy threat. Once deployed, the
sentry cannot be restored to its original portable condition.

OTHER ITEMS

AMMO POWER CONVERTER

Located throughout levels, the ammo power con-

verter feeds power directly into energy-based

weapons. To use it, approach it and then press and
hold the Use key. Power converters have a fixed amount of energy and
can easily be depleted. When all the power has been converted, the station
will burn out.

SHIELD POWER CONVERTER

The shield power converter feeds power directly

to Kyle’s shield belt. To use the shield power converter,

approach it and then press and hold the Use key. It
has a fixed amount of energy and can easily be depleted. When all the
power has been converted, the station will darken and is rendered useless.

PERSONAL SHIELD GENERATORS

This belt-mounted device projects a protective
field around the wearer. As the shield takes
damage, its protective rating is reduced. Once
depleted, it deactivates until it is recharged by a
power converter or shield pickup (exists in large
or small versions). This shield does not protect
against falling or crushing damage.

BATTERY PACK
Pick up battery packs throughout levels to power the
electrobinoculars and light amplification goggles.




. Although Kyle/ is unable fo connect wi
. necessity will dlctate thathe eVentuaIIy reacquamt msettW|th it Oncethls M
happens, Kyle has access to'some Force POWErS. }\s the. game progresses he gains

“\additional Fo’ roe powers and can stfengfherf hig existing Foroe’ povVers’ Nofe
that the use of Force powers will 0ften befreqmred to solve puzzles in the game

; FORCE POWER RANKS

_ The Farce powers,in Jedi Outcast have three ranks Force powers are hrst
~ “obtained” at Level ] and increase as the game progresses. Generally a. h|gher
" rdnk of a Force power maintains the safme ability-as earlief levels; although
the. Force-effect is. usualty. more-pronounced or-requites less. Force power to
-_perform. Youwill-be notified-at the start‘of @ new level.if you have-obtained
_ new Forcespowers.or if a Force'power levelhas increased, Youcan also call up
» the Datapad te get more information,on Force powers.

NOTE: Beware that some enemies in-the game also have their own Force powers
Yoir-may be_able ta obtain an:. unexpected boost:in your-Force Meter if you
desz‘roy thiese enem/es

; USING THE FORCE

Each Force power has an assigned hot key (See the Default Controls sechon
on page 8 for specific hot keys). You can use these hot keys to activate and
use d Farce:power, You can also’scroll'through-the-available Force powers by
- using'the’Z and X keys. Once a Force poweris selected; press the Forcé Use
- buttor’ (défauft F key).te activate the edrrefitly‘selécted pewer. Each-Foree

- _power-depletes your Force Meter on the right<hand Status Display. The Force\, }
_Meter recharges when the Force is not in.use: i

 the tart of the game;

NOTE: See the Multiplayer-Only Force Powers section on page 43 for descriptions of
Force powers available during multiplayer games.

» < FORCE JUMP (Hold Down Jump Button)

) Using this power allows you to make a tremendous vertical leap. Tap
A-%g the Jump button to do a normal jump, but hold down the Jump but-
ton and you will use the Force to soar to new heights.

Level 1: you can jump twice as high as a regular jump.
Level 2: you can jump approximately four times as high as a regular jump.
Level 3: The highest possible vertical leap, eight times that of a regular jump.

FORCE PUSH (Default: F1 Key)
f |y | You can shove enemies and world objects away from yourself with
VX)\ this Force power. Press the F1 key to instanta-neously use this power.
If enemies are pushed into solid surfaces or off ledges, they will take
damage. Force Push can also be used to operate selected buttons, grates and slid-
ers that may be out of your reach.
Level 1: Knocks down enemies.
Level 2: Pushes target back.
Level 3: Pushes multiple targets. You can also try to Force Push out of lightsaber locks
at this level. (For information on saber locks, see Lightsaber Locking on page 23.)

FORCE PULL (Default: F2 Key)
Mh This power lets you pull weapons and specific world objects toward

} | you. Activate by pressing and holding the Force Pull hot key.
Level 1: Pull certain levers and objects in your targeting reticle.
Also, you can pull one enemy.
Level 2: In addition to Level 1 features, you can now pull the weapon out of the hands
of an enemy, providing that he is facing you.
Level 3: The strongest pull, now you can pull multiple enemies (and their weapons).

FORCE SPEED (Default: F3 Key)
f When activated, this Force power slows down the world around you,

&/ you to gain a speed advantage over enemies.

Level 1: World is slowed to 75 percent normal speed for five seconds.
Level 2: World is slowed to 50 percent normal speed for five seconds.
Level 3: World is slowed to 25 percent normal speed for five seconds.
NOTE: In multiplayer games, the Force Speed effect only speeds up your actions.
It does not slow down the other players in the game.




FORCE HEAL (Default: F5 Key)
This power heals your health by converting the essence of the Force
into a maximum of 25 health points.
Level 1: You must stop and meditate to heal. Healing stops when
you move o fire.
Level 2: You can now move but not attack while healing. Healing stops if you are hit
or launch an attack.
Level 3: You can move and attack while healing. The healing process is also quicker.

FORCE GRIP (Default: F6 Key)
When used, this Force power allows you to choke a living being.
Level 1: Use the targeting reticle to select an enemy, then use this
Force power to choke the enemy for a few seconds. The enemy is
immobilized but not hurt. You may walk away while the enemy chokes.
Level 2: Once an enemy is targeted, this level’s power will choke the enemy and also
raise him off the ground. Hold down the Force button to keep the enemy in the air
and inflict damage. Looking away causes the enemy to drop to the ground.
Level 3: The strongest grip, you can move and look around while carrying an enemy—
the perfect way to move him over a ledge and drop him to an untimely demise.

JEDI MIND TRICK (Default: F4 Key)
To use this Force power, target the character you wish to influence
and press the Jedi Mind Trick hot key once. Once affected, the char-
acter in question will be confused and ignore the player if he walks
past. However, aggressive action or loud noises will alert the enemy, thereby spoil-
ing the effect. Note that the Jedi Mind Trick will not work on all enemies. A confir-
mation sound will be heard and a visual effect will appear around the enemy if he
is successfully tricked.
Level 1: Only one targeted enemy will be tricked for five seconds.
Level 2: Ten seconds of confusion. You cause a distraction that affects all enemies
in the area.
Level 3: Create a distraction OR target an enemy to become your ally. Direct your ret-
icle to where you want the distraction to occur or to target an enemy.

FORCE LIGHTNING (Default: F7 Key)
This power hurls a devastating electrical attack against enemies.
Once an enemy is targeted, press and hold the hot key to begin the
Force Lightning attack.
Level 1: A quick burst of lighting that emanates from your hand and shoots
straight forward.
Level 2: Hold down the Force Power key to shoot a continuous beam of lightning
(until Force power is drained).
Level 3: Lightning shoots out in an arc, allowing it to hit multiple targets at once.

LIGHTSABER THROW

(Use Alternate Attack Key When Lightsaber Selected)

The secondary attack for the lightsaber, when activated this Force

power lets you throw your lightsaber forward against enemies. It will
eventually boomerang and return to you.
Level 1: Saber flies out straight over a short range.
Level 2: Saber flies out over a longer range and spins faster. Aim it by changing the
direction you face.
Level 3: The saber spins faster than other levels and intelligently finds enemies to hit.
NOTE: It is possible for your lightsaber to be knocked out of your control while it's in
flight. In this case it may drop to the ground. If this happens, hit your Primary Attack
button to bring it back. If you do not find your saber after an extended period of time,
it will automatically return to you.

LIGHTSABER DEFENSE
This power controls your speed and effectiveness when blocking
incoming shots and lightsaber attacks.

LIGHTSABER OFFENSE
This power provides more Lightsaber Combat Styles choices and
allows you to push harder in lightsaber locks.

THE —S-[-H-P-—-MENU

“ From th|s mem you can customize how the game- plays QA YOur SyS- -
tem." There ‘are four -different groups: of single-player options:
Controls; Video, Sound, and Game Options. The multiplayer Setup-
Menu has simjlar optlons to single-player, though thereis some ™ =

“‘ydriation “in funcﬂ_ons. Check within” the miltiplayer & Setup™

- menufor-tooHfips‘and inthe-Readme for details:” -

Vanous subgroups of, controls are I|s ,ed g}ongthe Ieft hand 5|de of
the screen, To change a key command first hlghllght the command
you W|shto modlﬁ/ Press ENTER or cllcktﬁe Ieﬁ mouse button. Then
~the next-keyﬁr mouse button you’res‘ . a.smgned to" the i




GEOME on‘ | detail
the gamew 1d, P a lowersettmgt e is stowonyourma
TEXTUR DETAT.: Chosse betweer Low, Med rurn,e\H/gh’or Very Hig
" letail réquites foré system resources” . 7~~~

AL TEXTURE QUAUTY Detault 16- Blt and3

INVERT MDUSE Swrtch the Y—aX|s of. us A \
S, SMOOTHMOUSE Should usually be- sett ony but ngfou experrence gr § cards support 32- Bit textures 5 /
; cultres with:your mouse try turnlng |t,0 Defau/t RO W TEXTUﬁE Fi LTE/R fggle between §|Imear@mf/ nlmear graphrcs frltenng
ENABIE OYSTICK: Tdrn ﬁ)yst’ ck Support on or off. Defarit Off.~ /; 77 Piifinesr takes more system resources and is not Supported.on all cards.”
- JOYSTICK THRESHOLD: This slider changes the . joystick sensitivity. <« <« 7w+~ “DETAILED TEXTURES You-can turn off textures i you are’ expenencmg a ,-/
~ X<AXIS. AND Y-AXIS AS BUTTONS: Turning thése-options on-changes the. - ~ . ~slowdown in. the game: A

joystick from/its default be.havror ﬂnovfng/and turmng the player) to A COMPRESSTEXTURES:If your,wdeo card,supports’ Compressed textures, /
-~ allowing customization. -~ . A 4 -/ e 4y 7 Aunythis onxto;n@eas/ethegajne/s Ioadmg sgeed /
_ OTHER OPTIONS: AT ‘ ; :
€1 ALWAYS RUN If toggled on, you wrll run at aIItrmes When More Video
1 S ’BRTGHTNESS:‘,




Drrver I,r;rfo/ / 24 wé‘n : % ‘ .
) CIu:k this s fab. rfyou t to view the Jntbrni n tbr the currently /
‘selected vrdeo card. Tﬁ@ pptfoﬂ%etﬁf;t)y;ehecf Ffa%;:rr vr( €0 drrvers ar/e
up-to-date. If you are e)gfieﬂencmg problems with:the game, consult this .~

- up—twdatévrdeodnvery Al AP A M et A

/ / / / ’, o8 o / / y / 7 y 7 7 /
o VAR A P A T T R T N D i L

, Apply Changes :

: | 5 Once you make-any ohanges o the vrdeo settrng, a red Apply Changes ,
= option will show up-on the menu. Click this option to lock in your changes [
[ many cases the game wrll need to reload for the new settrrrgs to take effeot 9]

SOU ND
. ,. _Audio options, and-sound volumes are customrzed on this menu:

Effects Volume: Use this slider to adjust the yolume of weapon, explosion
~ and 6ther ambient ifi-game Sound effects as well as movie volime. =~ ~
B~ Music Volume: Change the vofume of the music that plays during the game.

‘ Voice Volume:-The volume of.character-voices.can be modified with this-slider.

Sound Quality: Choose hetween kow-and’High sound settings. If you are
_ experiencing stowdown in-the game; try Low sound quality. .

“\GAME OPTIONS
Additional game options are adjusted-here:
Text-Language: Select the languagefor all the game’s text.
- Voice' Language: Choose a language for the eharacters’.speechy’ ./ 41 ./
 Subtitles: Turn subtitles in.cinematics,on/off. - ] o
Cross Hair: Allows you to select the cross hair used in- game. s,
Identify Target; Makes the cross hair glow red when an énemy.is targeted

S
-

R ie-effect. Can’beturned off or tumed up-to occur’at évery cmematre’moment’ (7

1st Person Guns: Turn this on to move the camera to trrst person Jvre,yv""

Y./ ./ / g
DEFAUY_TS’ Ry
C,hok,thrs,op | ,n,rfyo;r are in

: screen and your video card rrranﬂfaeturerto make sure you have'the’ rnost e 1

~ Slow Motion Death: Adjusts how often time will slow-down for cinémat- "~

~ 3rd Person’Lightsaber:Turn this ow'to.move the camera to-third- persoﬁ»'J»’ d ;
- view automatically when you.switch to the lightsaber, -~ P

i automatreaHy when you switch to a-noi Ks weapon o i
. Dismeml /ment - Turf this on'to cutt ds S off ¢ of foes wrth fhe I“ght’ ab Bl
Gl A / o g ) : 7 /f( / .

KYLE KATARN

Kyle Katarn is a man who has seen all sides of the

Force. He has served in the Special Operations divi-

sion of the Imperial Army, as a Rebel Alliance agent,

and also as a Jedi Knight. Born on Sulon, the moon

of Sullust, Kyle came from farmer stock. But while

training at the Imperial Academy, he was dealt a

crushing blow: An Imperial notification led him to

~  believe his father was killed in a Rebel Ambush.

Vowing revenge against the Alliance, Katarn joined

the Imperial Army. However, he soon learned the true face of the Empire

and his hatred grew for its underhanded ways. Katarn ended his Imperial
service when he elected to help Jan Ors escape from their clutches.

Freed from his Imperial post, Katarn turned into a mercenary-for-

hire. Along with Jan Ors, he vowed to help the Alliance fight against the

Empire. His cause took on a greater importance when he learned of the

true fate of his father, who was killed by a Dark Jedi named Jerec. This

revelation led Kyle on a journey to the hidden Valley of the Jedi, where he

learned of his powerful Jedi destiny. Kyle grappled with the rigid duality |

of the Force and nearly fell to its dark side. /,2.' &
Suspicious of the Force’s true power, Kyle decided to give up the Force : A i E

in order to protect himself and others from its dark side. He turned over ol

his lightsaber to Luke Skywalker and returned to his old post as a spy and
saboteur for the New Republic. Now, Kyle’s ability to use the Force has
weakened to the point of non-existence. Along with Jan, Kyle now travels
in the Raven’s Claw, a powerful and fast light carrier that replaces his old
ship, the Moldy Crow.




JAN ORS

: While working as a mole within the Imperial Intelligence
Corps, the headstrong Jan Ors’ cover was blown and she was
s imprisoned. The Alliance hired Kyle Katarn to save her.
gg He risked his life and helped her escape from the clutches
L | /0 of the Empire. Now they are inseparable allies; Ors recom-
J mended Katarn to Mon Mothma for the Dark Forces
= missions. Their bond is known throughout the galaxy.
’ In fact, it is said that Jan is the only person that Kyle cares
L ~~  for more than himself.

LUKE SKYWALKER %

Raised on Tatooine by Owen and Beru Lars, Luke i '{ ;
Skywalker is the son of Anakin Skywalker. A hero in his
own right, Skywalker established the Jedi Academyon = ‘
Yavin 4 after the fall of the Empire. He created the

Academy to serve as a learning center to help future

Jedi grapple with the power of the Force.

LANDO CALRISSIAN

Bl Ashrewd businessman and gam-
bler, Lando Calrissian is a legend
in many different cultural circles. He was
a general in the Rebellion and befriended Luke Skywalker.
Since the fall of the Empire, Lando has taken great care
to be taken seriously as a respectable businessman.

ANTAGONISTS

ADMIRAL GALAK FYYAR

Once a trusted weapon scientist reporting directly to the
Emperor, Chancellor Galek Fyyar was given his honorary title
for his dedicated servitude to the Empire. Always mindful of not
letting political turmoil interrupt his research, the collapse of the
Empire did little to change his experiments. His first attempt at
melding the Force and technology failed, but he is now hard at
work on a new project to aid the Remnant’s cause.

IMPERIAL OFFICERS

Clad in the formal uniform of the Empire they once
proudly served, these dedicated and dangerous enemies
still command legions of forces. They are usually armed
with standard-issue blaster pistols and are known for
their marksmanship.

STORMTROOPERS

These assault soldiers made up the
] bulk of the Emperor’s armed forces. Armed with standard-
(" h issue blaster rifles, stormtroopers are fanatically loyal and
1 " fight in the face of overwhelming odds. Squad leaders,
recognized by a colored shoulder patch, carry
the Golan Arms FC-1 weapon.

SWAMP TROOPERS

These heavily armored troopers are a
mottled gray color to blend into their swampy surroundings.
Similar in construction to the scout trooper, these soldiers
are armed with the Golan Arms FC-1 or repeater gun.




Kyle’s adventures in Jedi OQutcast put him in a number of precarious situations.
Here are some hints and tips to help you get through the game:

Allies are critical to your mission. Check your fire!

Every weapon has an alternate attack accessible via the right mouse button
(default function key). Being familiar with all the functions of your weapons can mean
the difference between survival and a date with an interrogator droid.

Powers like Force Push can be used to manipulate sliders, buttons and objects
in the environment. Use Jedi Mind Trick to influence enemies.

try pressing the Use key on consoles, doors, and what may be buttons or levers.
Also, look for air ducts or other passageways that might lead out of the area.

It will tip you off to how you can interact with the environment. (Allies turn the cross hairs
green.) See the Intelligent Targeting Reticle section on page 13 for more information.

there may be important items inside.
needed to open doors or containers.

that you cannot do in first-person view, though it is slightly harder to aim
in third person. Use the mode that best suits your style of play—
third person for maneuverability, first person for better precision.

To “stick” a landing, hold the Use key as you land.
and high-ranking stormtroopers first. This may cause remaining troops to panic or retreat.

This allows you to momentarily avoid enemy detection while you run past, destroy something or
take out a squad mate, actions that may have otherwise alerted enemies.

Kyle does not live in a two-dimensional world, and neither do his enemies.
If there is no apparent exit from your current location, be sure to explore above and below you.

to silence it while sneaking around.

For instance, when you are working with Jan, her survival will be critical to completing most
missions. If you protect certain allies in the game, they may be able to help you.

Staying put invites death. Besides, no one likes a “camper.”

The player with a deep understanding of the multiplayer maps will dominate the other players.

Playing a multiplayer game with Bots can be fun, but even the best Bot Al
can't compare to the unpredictable and infinitely adaptable nature of real people.
The most fun in the multiplayer game comes out of playing with other people.
See the Readme for additional Bot information.

type and maps you're playing. The way you play Free-for-All should differ
slightly from how you play the team-based Capture the Ysalamiri.

Try to conduct yourself in a non-offensive manner. Profanity is
offensive and can ruin other players’ experiences with the game.
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‘enjoy multiplayer gameplay
7 NOTE:, VI?:‘W)/B Readime on-~
7 the gamé CO fof last-minute.

*manual updates-and-addition-. -
- _al game information.
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e PLAY A : :

 Click'on this. optlon when you re ready to begm a mul‘uplayer game You II be g
B glven three options: Join Server, Create Server and-Play Demo: N
For.a listof currently rurming Jedi Butcast Servers: click the Join Server. -

button’. This will bring you to-a sereen whichists all the Jedi Outcast sefvers '
op'the’ Inj;ernet o LAN, the PJNG,(speedm‘ eannectmn) ior those se,rver,s, tbe Fa

wh|ch game type IS bemg playe 4
join, h|ghILght)t and click Join. Clicking.0 09 the Re resh L|st button will refre
e ist, Kemoﬁmg canceled servers and updﬁ’u e s
"Iy Hﬁe«tﬂsténtfﬁoyro sefver.. [
re, youll be_ brought int s

Server Name: noname
Maximum Players: 8 1. Human
“Time Limit: 0
Kill Limit: 20 3. Human

":I".' 7 ‘ . ) Il Lightsaber Only: No 5. Human
| eans'ye moxinu SR
Loys L .

skl Padawan |

Advanced BEGIN

.~ Even |tyou,re1‘e‘murarw|tbthe |

_standard multiplayer first-per-
son shooter (FPS) game types
“it's a: good |dea to fammanze :
“yourself with the d|ﬁereﬁt game’

Aypes specific to Jedi Outeast”

This sub-menu details every game-

_type including (butnotdimited.

/‘to) Free-for-All, Dugl, Oapture
ltheYsaIamlrl and/edl Master,
“This stib- ~menu also defails
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pLAY RILES CONTROLS __ SETUP

GAMES.
‘

FORCE POWERS
WEAPONS
SJTEMS

“the” different weapons dtems” and Force powers lt deanbes WhICh effec




eam Cha ,(D fault: ° Press: is buttor
(fhat mode. If r you' re " playing a team- ,basettﬁh- 3

i~ Y§a|a’mrrr$ you i ht nof want everfthrﬁg

" the server. Préss this button-and-yout team will-on
.~ When4ou-want to send a message, srrnptﬁ presstheappropna key; th
type out the text./Keep in mind that you lose most | game control functi

when you're i Chat mode. When you're fini

nghtsaber Duel Challenge

Available in Freefor-All_and Holocron pnly/the/nghts,abe; Duel Qha Jenge M3

allowsyowto/take on.another pIayer i one-on-one, | l|ghtsabers-on 1y duelrrLg

without-fear. of* interference from other players on the sefver. To challe

“another player have your lightsaber drawn; get close to your opponent, tar

-~ him/her and press the Engage Duel key (defaﬂlt K key): This sends aphat
message/to th‘é otﬁerplayer whothenfcan aoeépt/ﬁy pressing the

i inrjedztyprng)our message yre:;s /
, the ENTER key,to send it and you IJ return fo rwrmai gameplay Text messages
appear in the upper Teft corner of the screen

até MODs; sul')/ecf to’ the restr/ctmns in thé soﬂ‘ware rcense “for pers”ona/

N

“recteational usé, of fof free distribution oﬁ/y /You’are”not’ permitted 10 sell of /

* PANY LLC, RAVEN SOETWARE, INC. AND/OR ACTIVISION PUBLISHING, INC.),

./ commercially drstnﬁute any MOD. YSER-CREATED-MODS ARE NOT-SUPPORTED /
BY ANY.ENTITY-WHATSOEVER (INCLUDING LUCASARTS ENTERTAINVIENT COM-"

A copy of the software license can be found- al‘ the egd of th/s manual or by g

cl/ckmg the Optm@ buttan on the Launcﬁer menu

o AR /,/ /7,>. 7 / /’/1/,/ s
AN-GAME. MENU- W AW W)
_Press the ESC key at any tJme,durJng a mul player game and it will b
_the Jn- gam/e menu at the top of the screeny Yqy can review mforrnatm

: the server join,a-game (see below); add a- BOT fsee below); a

op lons S and assrgn 0}power&@escnbed unde yer onp

srfrgleZp/ayer dee’
et ezganfe . Othet
nera
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B personﬁlrtles}ome Bots
ofhers tend to run aroun
-~ an offensive. Expe’nment h
. -~ The In“=Game-menu (default Escfkey}alwwsyowto add Bots to the game.
: Cllckjheﬁ(dd/Botéptmn to add Bots.one by ofie and set their individualdiffi- ./
culty level Af you'rerunning the-server, you can add a Bot to.the game at-anytime, .

& | although it'sbest if you know. wh|ch Bots you want before you start the server.
I NOTE See the Readme for add/t/ona/ Bot persona//ty /nformat/on

{10 S I i

id gather pverj?wehpomp@ssgpte beﬁ)reTaunchmg

- Player p AU

~ Clicking on Player4n the In Game menu ailows you to set‘a pumber of optuons
for your character. You can name your eharacter, select a lightSaber golor,
choose a model-“skin,”-and-set-your Force powers.

' Setting -your. Force:powers: is dependent -on, the server settings. First, ~

~choose yourForce Affiliation< light.side or-dark side; then ctick the-Configure. ~

~ FercePowers-button-to custemize your powefs.4n the top-right’corneryou'll
see the numbet of Force Points that can be distributed among your Ferce-pow-
ers. The points available can differ, depending on individual server settings:

y Use pointsito set your character's Force powers to the ranks you desire: The -
numbers inside: the circles indicate how many Force Power- Points ‘will-he: -

" ‘requifed fouactivate that rank. (The mofe circlés you-dctivate for any given
power, the more effective that Force power will. be:) When:yeu're finished set=
ting your-powers,/you can.choose to-save yaur Force. pewer- configuration by

_ naming it-and’clicking the Save File button on the left side.of the menwwinsi

- dow. O, you can choose from some of the predetermined settings listed:onthe: /
nght side of the box and get right into the game. )

When you've finished customizing your character cl|ck the Apply button at‘i
%~ ‘the'bottom of the box ta returnithe game. -~ ‘ 3
i NOTE- You' wen 't be_able-to.activate-every Fofce-power to its fu#est/potentlol e

v

Vi ~

- Force abilities'to counter the other players”. ./ 3

| Call Vote e 4N N

‘.~ Atanytime donngamurtiplayermatch ’é/ﬂy'ﬁiay’ .has the optlcm to’ca i

.~ vote, By pr’ngrﬁgop the Ini- Game»m u,aﬁdoﬁckl' 0N Gall)v’ot ’apaye’r(
)t . 3 3

‘\‘.‘///////

/ ‘human ogpon/emyrr ,the mu }lﬁlgygr /gé'ﬂ'e Xﬁuﬁanﬁhup'séjmrjgﬂum,bet ‘RS
e and attack-head (y, b )

’

different Bot characters to experience their range. i- #

/ So; choosé wisely’asqou’te assigning yolr pfowers and/tryfo wstom/ze{ yodr jlyd

i act acco,rdmg toth; vote re,su}b\

e

//////‘

elther \LDtE yes or hg/b‘y /entgrmg ttp Vo/teM/er’ru jpr

(G, A
MULTIPLAYER ONLY FQRQE Pethé

~There are a few Forcepowers/avarlable to yoLr inJedi Uutcastsfmultlplayee o —
- _game that arep’t availableto Kyle,KaLarn in tbe smgleepl,ayer,game They are/ R, |

shown below. /~ / / Y 7
"NOTE: For a more detailed descr/pt/on of any of the mu/t/p/ayer Force powers
and a comprehensive breakdown of each Force Rank, refer-to the Ru/es sec-
t/on of the Mu/t/p/ayer /nterface and.clickon Force Powers
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DARK RAGE (Default: F8 Key)

This dark side power sends your character into a timed frenzy of speed,

but the character must recover after the Rage wears off. When Dark

Rage is active, you fire and move faster, and take minimal damage.
However, your health will steadily diminish and you cannot pick up any more. When
you health reaches 1 or it wears off, you enter into a recovery state where you fire and
move slower for a short time.
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FORCE SEEING (Default: F12 Key)

This neutral Force power allows the Jedi to see all enemies clearly. By
surrounding other players with an easy-to-see glowing aura, a char-
acter using Force Seeing can see other players through walls, counter-
act the Jedi Mind Trick, and even dodge sniper shots.

FORCE DRAIN (Default: F11 Key)
This dark side Force power allows the Jedi to drain Force power from

targeted enemies and use it to replenish health. Depending on the /, i
Force Rank you have assigned to it, Force Drain will launch a single /i.l ¥
energy bolt that fires forward; an unaimed, continuous attack; or a R

sustained fan attack that can drain from multiple targets. 7 f}‘:
.\ FORCE PROTECT (Default: F9 Key)
4 | When activated, this light side Force power transforms physical dam-
¥ | ageinto Force damage. Any physical attack dealt to your character is
deducted from the Force Meter rather than from the Health Meter. The
amount of physical damage translated into Force damage will depend on the Force
Rank that you set for this power.
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FORCE ABSORB (Default: F10 Key)

When activated, this light side Force power will take damage from any
enemy Force ability and turn that energy into Force power for you. This
power does not translate physical attacks into Force power, but it will
absorb attacks originating from an offensive Force power and replenish your Force Meter.

FORCE TEAM HEAL (Default: SCROLL LOCK Key)

. FORCE TEAM ENERGIZE (Default: \ Key)

radius (dependent on this power’s Force rank).

- 3 tiplayer game not available in the single-player mode. They are as follows:

‘ STATIONARY SHIELD

supply or after enduring a certain amount of damage.

YSALAMIRI

Force powers.

FORCE BOON

FORCE ENLIGHTENMENT

as well as all neutral powers and lightsaber abilities.

NOTE: For more detailed descriptions of multiplayer items, refer to the Rules section

of the Multiplayer interface and click on Items.

/:;/ 7 & / 5 / //

@ This team-play Force power is essentially the same as the standard
£ Force Heal, but you can restore a certain amount of health to allies
within a certain radius (dependent on this power’s Force rank).

The other team-play Force power, this power allows the Jedi to restore
a certain amount of Force energy to his/her allies within a certain

Like some of the Force powers, there are some items available in Jedi Outcast’s mul- PUTEUIR Y

This stationary energy field can be dropped at any location, at which
~ ~ time it deploys a large flat shield that can block enemy fire and move-
ment. The deflector shield will disappear after expending its power

] This small salamanderlike creature has the unique ability to push

- back the Force. When carried by the player during Capture the Ysalamiri,
the ysalamiri makes the possessor immune to the affects of Force

powers used against him/her. The ysalamiri also prevents the possessor from using

.-Additional Animation

& | Use Force powers at will without draining any Force energy. The Force
- = /| Boon item gives the player an unlimited Force pool for a short time.

~ Michael Egnew

% This item comes in a light side and dark side variety, and each can
Y| only be picked up by the appropriate light or dark side player. It tem-
porarily grants full ranks in either all light or all dark side Force powers,
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- YODA'S/HELP DESK"  ~ b
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We update the upportpages daﬂy S0 please cheek here' i f any s

“that you require, This service is ‘available 24 hours a’day, 7 days aieek and
“offérs 4 fully comp/ ehérsrr/e list of known'i |ssues as well as providing t the’ lat=
est/updates/patchés AN e ;/
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EMAIL SUPPORT

“If-your require. email support on'a specrfrc |ssue not }Jvered by our websrte
“pledse tontact? sup/por‘f@actrv’ sion:cocuk” Sl v ,/
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PHON 'SUPPORT
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