


This official seal is your assurance that Nintendo has
reviewed this product and that it has met our standards for : @ i)
excellence in workmanship, reliability and entertainment
value. Always look for this seal when

buying games and accessories to ensure —
complete compatibility with your

Nintendo product.

Seal of Quality

All Nintendo products are licensed by sale for use only with other authorized
products bearing the Official Nintendo Seal of Quality.®
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INTRODUCTION

Competition is fierce and caddies are in constant mortal
danger as you beat them with your iron to raise your spirits
and lower your score in this no-holds-barred golf game. With
a hardcore physics engine that shows details from a blade of
grass to the reflections seen in your club as it bounces off your
caddy’s head, this take-no-prisoners game features
interference from other golfers, environmental hazards, and
female caddies who tee your balls and hold your woods.
OUTLAW GOLF—it’s a full-contact sport!

YOUR CONTROLLER AND ACCESSORIES

Accessories

This game is compatible with the Nintendo GameCube™
Wireless Controller (WAVEBIRD). Its functionality is exactly the
same as the conventional controller, although it does not include
a Rumble feature.

Memory Cards
To save your progress and records in Outlaw Golf, you will need
a Nintendo GameCube™ Memory Card.

Insert your Memory Card correctly into either Slot A or Slot B before
turning on the console. Make sure the Nintendo GameCube™ is
turned OFF when inserting or removing accessories.

Progressive Scan Mode
This game can be set to display a higher resolution image on TVs
that support progressive scan mode.

In order to use the progressive scan mode, you need a TV that can
accept this type of input (see your TV operation manual), and a
Nintendo GameCube™ Component Video Cable (available only
through Nintendo, visit ww.Nintendo.com or call 1-800-255-3700).

To activate the progressive scan mode, press and hold the B
Button while the Nintendo GameCube™ logo is being displayed
until the message “Do you want to display the game in
progressive mode?” appears. Select YES to activate the mode.

Please note that on some TVs, activating the progressive scan mode
will set the format of the image to a wide screen (16:9) format.

CONTROL SETTINGS

L Button R Button

Z Button

Y Button
Control Stick

X Button

A Button

B Button

START / PAUSE

+ Control Pad

L BUTTON Zoom Out
R BUTTON Zoom In
START/PAUSE Brings up Pause Menu

CONTROL STICK  Aim your Shot/Putt

+ CONTROL PAD  Use to toggle on Grid and Camera
Control. Also use to Change Clubs.

e Press Left on the + Control Pad to toggle on
Grid. Press Up/Down on the + Control Pad to
Change Clubs.

* Press Right on the + Control Pad to toggle

on Camera Control.
B BUTTON Use to toggle Camera Views
A BUTTON Enter Swing Mode
X BUTTON Shows Break Line when Putting.
Also use for Special Shot
Y BUTTON Enter Beating Mode
Z BUTTON Help




Getting Started

To start playing the game, insert the Nintendo GameCube™
Game Disc correctly into the Nintendo GameCube™. Next you
will see the Sign-in Screen where you can create a new game
or load a previously saved game. It is strongly advised that you
insert a Nintendo GameCube™ Memory Card so you can save
your progress. If your turn off the console after playing without a
Memaory Card, your progress and records will not be saved.

CREATE A NEW GAME, SAVE AND LOAD

To begin a new game you must enter your name. This
automatically creates a saved file that uses 5 blocks on a
Nintendo GameCube™ Memory Card. From this point on all
game data is saved automatically to this file.

To load a saved game, select a Memory Card and then select a
game to load.
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Key Features
¢ 10 unique characters, each with a different caddy.

» Tutorials—Ilocated in the Options Menu, which can be
accessed by choosing “Options” after pressing START.

e Exhibition Mode features 8 different types of golf
for 1-4 players.

* Tour Mode offers 30 events on 3 courses—unlock more
characters, clubs and balls.

¢ The Outlaw Range (located in the Tour Menu) offers
12 different games—win them to improve your character’s
statistics.

* Game difficulty varies depending on play—play badly
and the game gets harder, play well and the game gets
easier—beat your caddy to improve your composure.

* Play 1-4 players, with only one Nintendo GameCube™
Controller required.




Game Modes

Outlaw Golf offers 2 ways to play—Exhibition Mode for
Multiplayer games and Tour Mode for Single Player. Tour
Mode includes the Outlaw Range where you can build up
your character skills.

Ve

Exhibition Mode

Exhibition Mode features 8 different Multiplayer games
described on the next page. Use this mode to play games
with friends or against computer opponents. Up to 4 can
play at a time, using 1-4 controllers.

EXHIBITION GAMES

1.

Stroke—1-4 Players—Traditional Golf. Counts
number of shots over each hole and course. Lowest
score after 18 holes wins.

. Match—2 Players Only—Scored by counting

holes won by each player, rather than by overall
stroke score. Thus, the game can end before 18
holes, whenever one player clinches the majority
of holes.

. Skins—2-4 Players, no teams—Players get

money for winning holes. Whoever has the most
money at the end of 18 holes wins.

. Best Ball—4 Player team play—Scored

stroke-style. Both team members shoot the entire
hole, and team the takes the best score for that
hole. The best overall score wins.

. Scramble—4 Player team play—Scored

stroke-style. Similar to Best Ball except that each
team uses its best shot after every stroke.

. My One and Only—1-4 Players—Scored

stroke-style. Each player chooses 1 club and a
putter and attempts to shoot the lowest score
over 18 holes. Composure and Beatings do not
apply in this mode.

. Casino—2-4 Players—Each player bets $1

on each shot, and has the option to stay in or drop
out after each shot. The hole winner takes the
pot, and if there is a tie, the money carries to next
hole, and all players are again eligible. Players
who drop out at any time on a hole come back in
on the next hole. Whoever has the most money at
the end of 18 holes wins.

. Time Attack—1-4 Players—Players win holes

by finishing each hole as fast as possible, no matter
how many strokes are taken. Win by finishing 18
holes faster than other players. Composure and
Beatings do not apply in this mode.
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Tour Mode

Tour Mode is for Single Player and offers 30 different Events
on 3 courses. Complete Events to unlock new characters,
clubs and balls. Get Event descriptions by pressing the X
Button when the Event is highlighted. Note that in Skins
Events the winner is first determined by the amount of
money won. If two players win the same amount of
money, the winner is then determined by the number of
skins won. If both players have the same amount of
money and skins, the human player will still qualify.
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Outlaw Range—Only in Tour Mode

Use the Outlaw Range to practice shots and improve your
character’s statistics. Complete 12 different games to upgrade
your character’s distance, accuracy, composure and control.
Each game won gives you points to distribute, as you wish,
among those criteria.
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You may need to unlock better clubs in Tour Mode to
successfully complete some Range events.
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Setting Up a Game

In Exhibition Mode, use this screen to choose the number of
players and controllers.

a
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Select the controller and player using the Control Stick or
the + Control Pad. Note that more than one player can
share the same controller.

Computer-controlled players

Select the CPU icon, shown above for Player 3, to have
computer-controlled players in some or all of any
remaining slots for a game. Note that Tour Mode
automatically creates computer-controlled players.

Game Setup in Tour Mode
Starts with the Character Selection Screen.

Character Selection

Navigate through Character choices using the Control Stick or
the + Control Pad. Move the Control Stick Left and Right to
select golfers, Up and Down to select outfits.

-

Upaveniing

Each character has different attributes: distance, accuracy,
composure and control. Improve your character’s attributes
by completing games in the Outlaw Range.

In Tour Mode, you can press the X Button to see a
character’s statistics.

Remember that each character has a different caddy.

Selecting Tees—Exhibition Mode Only

Use the X Button to toggle between the front, middle and
back tees. Front tees are easiest, while the back tees are
hardest. Note: this option is not available in Tour Mode.

Load Data

In Exhibition Mode you can import game data from a
memory card. This allows you to use characters and
equipment from previously saved games.




Selecting Clubs

Use the Equipment Screen to choose your clubs and balls.
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Each club and ball has a description listing strengths and
weaknesses. Unlock better clubs and balls by completing
Tour Events.

P NGO . 14‘ -

Select a Course

Turnpike Valley Country Club

Break out those clubs and balls ‘cause it’s time to head for
the lush rolling fairways, perfectly manicured greens and
majestic graffiti-tagged highway overpasses of this totally
whacked championship golf course. Just remember not to
breathe too deeply or you'll be coughing up the taste of
New Jersey for the rest of the month.

Crusty Leaf Country Club

Welcome to the Crusty Leaf Country Club. ..where golf and
the state of Virginia go together like moonshine and a
hillbilly’s liver. Hop in your golf cart and take in the
splendid tree-lined fairways, the 18 luxurious grassy
greens and the creepiest backwoods trailer park this side
of the Mason Dixon line. Word to the wise: Don’t feed the
one-armed man playing banjo.

El Diablo Country Club

Bring plenty of sunscreen and a boatload of rattlesnake
repellent ‘cause this hellacious golf course in the middle of
the desert will absolutely scorch your balls. The pros have
rated this course as the number one place to play if you love
a good challenge or you’re just short on brain cells.
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Playing the Game 4. Press the B Button to switch views to the expected landing
At the beginning of each round, the announcer introduces [ spot of your shot. Note that this spot shows where the ball
the course and golfers. Each hole begins with a flyby, ) will land, NOT where it will stop—depending on how you
which shows the layout of that hole. Skip the introductions ' hit the ball, the shot may roll a significant distance from this
and flybys by pressing the A Button. Flybys may also be spot. (Tip: Press Right on the + Control Pad to enter
turned off in the Options Menu. ! Camera Mode, and move the C Stick to read the terrain and

Game tutorials are available—choose Tutorials in the line up your next shot)

“Options” menu (press START while in a game to ‘ _ , '
access Options). 5. Adjust spin and ball trajectory using the C Stick. The

red dot on the ball (Ball Hit Point) represents where
i your club will hit the ball. Notice the shot arc changes

Swinging the Club as you move the dot. Use this control to hit fades and
7 other curving shots.
@GENERA Gofer Player  Distance  Wind ‘ : 6. Toggle an approach shot by pressing the X Button.
s Rl AT When you do so, the selected club graphic will turn
e . M et green. Use this button to hit shorter approach shots.

s
Beat /i

Token 1. Once you are satisfied with the shot, note the

* suggested power rating next to the club selection.

Ball Hit .
Point

Ball Lie - v

¢ g

1. Use Up/Down on the + Control Pad to change your
selected club. Note that the yellow arc, which indicates
your shot trajectory, changes as your club changes. 3

2. Use the Control Stick to move your shot to the left or
right. If the shot arc turns red your shot is obstructed,
and will probably hit a tree or some other obstacle.
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8. When you are ready to swing, press the A Button. Then,
move the C Stick or the Control Stick back until the
power rating is at the desired level, and push the
Control Stick up to swing. Try to move the Control Stick
straight up. If you move to the left or right, your shot
will hook or slice. If you move the Control Stick back
too far—above the desired power rating—simply let it
return to the appropriate point before pushing up.

Putting

Putt by moving the gold target using the Control Stick.
After you move the target, press the X Button, and a yellow
line will show the expected path of the putt (the Preview
Line). Try to have the yellow line go directly into the hole.
You have 3 putt previews for each shot. In the shot below,
there are two previews remaining.

!
KX gven

of B

— e

Use the B Button to change camera angles.
Toggle between the 4 available angles by pressing
the B Button repeatedly.

Press Left on the + Control Pad to toggle a grid overlay.
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Use the C Stick to change the camera angle if you have
trouble seeing the shot. Use the L and R Buttons to zoom the
camera in both modes, which may help when lining up a putt.




Composure

In Qutlaw Golf players have composure, which reflects
their mental state. Very good and very bad shots affect
this rating, which appears as a bar when composure
changes.

&

i

Comnosure
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Low composure makes the game much harder, as the
controls become less forgiving and making shots of all sorts
becomes more difficult. Similarly, high composure increases
the likelihood of a great shot.

You can recover or improve composure by making a
great shot or, more fun, by beating up your caddy. To do
S0, you need a Beating Token.

You receive tokens throughout the game by accomplishing
various tasks, such as birdying a hole. You also start with a
beating token in games which use composure.

Beating Up Your Caddy

To attack your caddy, press the Y Button to enter the Beat
Screen and then press the A Button, which starts the Beat
Slider moving, as shown above. Then, press the A Button
again when the slider is in the small blue band (the Beat
Target). Keep doing this, as you can chain up to 5 attacks,
each of which restores more composure. Note that there
is an indicator below the slider (the Beat Stage Counter),
which shows how many attacks you have successfully
inflicted. After each successful hit, you will see your
character hit the caddy. If you miss, the beating ends. After
the beat-down, your composure meter adjusts based on
the number of attacks you successfully inflicted.
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Other Features

Taunts
Taunt other players by pressing the A Button during their turns.
Note that taunts make the other player’s controller shake.

Adjusting the Camera

Use the L and R Buttons to zoom in and out. Press Right
on the + Control Pad to enter Camera Mode and then use
the C Stick to orbit the camera around your golfer or
target. Press Right on the + Control Pad or press another
button to leave this mode.

Use the B Button to switch camera angles.

When the Camera Mode is activated the following icon
appears in the lower left corner of the screen:

Note: Using a putter automatically puts you into Camera
Mode, so you can use the C Stick to rotate the
camera to line up the putt.

Mulligans, Replays and Gimmies

orowe 608
0 FT 7O THE HOLE

Mulligans

A mulligan is simply a do-over, which does not count
against your score, but your composure is still affected by
the shot. Take a Mulligan by pressing the Y Button during
or after a shot. Remember that Mulligans may not be
available in all modes. Also, use the Options menu to set
how many Mulligans may be used in a round.

Replays

Use the B Button to toggle replay mode. Use the L Button to
speed up the replay and the R Button to slow it down. Change
camera angles during replay by using different directions on
the + Control Pad. Press the B Button again to exit.

Gimmies

If your shot comes within one foot of the hole, you can
take the gimmie by hitting the X Button. Note that gimmies
still cost one stroke.

Help Button
Use the Z Button to bring up a help screen wherever
you are in the game.




In-game Menu

To access the in-game menu, press START.

-

Scorecard

Drop Ball

Options

Give Up

Quit

Use Up/Down on the + Control Pad to select an option and press
the A Button to accept an option or the B Button fo exit this screen.

Choose this to display the current score.

Use this option if you are in a difficult
spot on the course. You can drop your
ball from the site of your last shot but
will be charged a penalty stroke.

See next page. Use the Options Menu to
take the Tutorials.

Skip the hole but take the worst possible
score—15 strokes for Stroke play.

Options

- The Options Screen allows you to do everything from
changing volume to taking Tutorials.
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Game Music Volume : 70%

Announcer Volume ; 9
Sound Effects Volume | 95%
Reactions : On
Flybys : On
Vibration : Off
Gimmies : Off
Number of Mulligans : None
Credits
Tutorials
Restore Defaults

BACk B
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Menu Music Volume Control volume.

Game Music Volume Control volume.

Announcer Volume Control volume,

includes Off option.

Sound Effects Volume Control volume.

Reactions Toggle On/Off Player
reactions after shots.
Flybys Toggle On/Off
hole flybys.
Vibration Toggle On/Off
controller vibration.
Gimmies Toggle On/Off.




Number of Mulligans

Credits

Tutorials

Restore Defaults

Select None, 1-18,
or Unlimited.

Lists all the people
who worked so hard
on the game.

Provides tutorial
screens and movies
of various game
components.

Returns all settings
to their default
status.

... .

Tutorials

Outlaw Golf features tutorials which explain every important
aspect of the game, from handling your putter to beating

your caddy. To access

tutorials, press START while in a

game and choose Options, then Tutorials.
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Camera Controls
Clubs

Mulligans
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Chaose a Tutorial. Watch and listen as one of the characters
explains the topic chosen. When finished, you will return to
the Tutorials screen. Watch another or press the B Button
repeatedly to return to the game.
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END USER LICENSE AGREEMENT

This software program, any printed materials or user documentation,
any on-line, or electronic documentation, and any and all copies and
derivative works of such software program and materials (the
“Program”) are the copyrighted work of Simon & Schuster Interactive,
Inc. (“SSI”). All use of the Program is governed by the terms of this End
User License Agreement (“License Agreement”).

This Program is solely for use by end users according to the terms of
this License Agreement. Any use, reproduction or redistribution of the
Program not in accordance with the terms of this License Agreement is
expressly prohibited.

1. Limited Use License. SSI hereby grants you a limited, non-exclusive
license and right to install and use one (1) copy of the Program for your
personal use on a Nintendo GameCube™.

2. Ownership. All title, ownership rights and intellectual property rights
in and to the Program and any and all copies thereof (including but not
limited to any fitles, code, themes, objects, characters, character
names, stories, text, dialog, catch phrases, locations, concepts, artwork,
animations, sounds, musical compositions, audio-visual effects,
methods of operation, moral rights, any related documentation, and
“applets” incorporated into the Program) are owned by SSI or its
licensors. The Program is protected by the copyright laws of the United
States, international copyright treaties and conventions and other laws.
Al rights are reserved. The Program may contain certain licensed
materials and SSI's licensors may act to protect their rights in the event
of any violation of this Agreement.

3. Responsibilities of End User.

Subject to the grant of license hereinabove, you may not, in whole or in
part, copy, photocopy, reproduce, translate, reverse engineer, derive
source code from, modify, disassemble, decompile, or create derivative
works based on the Program, or remove any proprietary notices or labels
on the Program without the prior written consent of SSI.

The Programiis licensed to you as a single product. lts component parts
may not be separated for use on more than one system. You may
permanently transfer all of your rights under this License Agreement,
provided the recipient agrees to the terms of this License Agreement
and you retain no copies of the Program. You may not exploit the
Program or any of its parts for any commercial purpose including, but
not limited to, renting, leasing or licensing the Program to others.

4. Limited Warranty. EXCEPT AS EXPRESSLY SET FORTH BELOW, TO THE
MAXIMUM EXTENT PERMITTED BY LAW, SSI EXPRESSLY DISCLAIMS ANY
WARRANTY FOR THE PROGRAM . THE PROGRAM, IS PROVIDED “AS IS”
WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED,
INCLUDING, WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, OR
NONINFRINGEMENT, regardless of whether SSI knows or had reason to
know of your particular needs. No SSI employee, agent, dealer or
distributor is authorized to modify this warranty, nor to make any
additional warranties. The entire risk arising out of use or performance of
the Program remains with you, however SS| warrants up to and including
90 days from the date of your purchase of the Program that the
Nintendo GameCube™ Game Disc on which the Program is furnished
shall be free from defects in material and workmanship. In the event that
the Nintendo GameCube™ Game Disc proves to be defective during that
time period, and upon presentation to SSI of proof of purchase of the
defective Program, SSI will at its option correct any defect or provide you
with a product of equal or lesser value. Return to SSI, 1230 Avenue of the
Americas, New York, NY 10020. Telephone: 212-698-7000.

5. Limitation of Liability.

TO THE MAXIMUM EXTENT PERMITTED BY LAW, IN NO EVENT SHALL
EITHER SSI, ITS PARENT, SUBSIDIARIES, AFFILIATES OR LICENSORS BE
LIABLE IN ANY WAY FOR ANY LOSS OR DAMAGES OF ANY KIND
RESULTING FROM THE USE OF THE PROGRAM INCLUDING, BUT NOT
LIMITED TO, LOST PROFITS, LOSS OF GOODWILL, WORK STOPPAGE,
SYSTEM FAILURE OR MALFUNCTION, DATA LOSS, DATA CORRUPTION
ORANY AND ALL OTHER DAMAGES OR LOSSES.

Some states do not allow the exclusion or limitation of incidental or
consequential damages, or allow limitations on how long an implied
warranty lasts, so the above limitations may not apply to you. IN NO
EVENT SHALL SSI'S CUMULATIVE LIABILITY IN CONNECTION WITH THIS
AGREEMENT OR THE PROGRAM EXCEED THE AMOUNT PAID FOR THE
PROGRAM BY YOU.

6. Confidentiality. The Program contains trade secrets and proprietary
know-how that belong to SSI and it is being made available to you in
strict confidence. ANY USE OR DISCLOSURE OF THE PROGRAM OR OF
ITS ALGORITHMS, PROTOCOLS OR INTERFACES, OTHER THAN IN
STRICT ACCORDANCE WITH THIS AGREEMENT, MAY BE ACTIONABLE
AS A VIOLATION OF SSI'S TRADE SECRETS.
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7. Termination. This License Agreement is effective until terminated. You
may terminate the License Agreement at any time by destroying the
Program and any copies thereof. SSI may, at its discretion, terminate
this License Agreement in the event that you fail to comply with the
terms and conditions contained herein. In such event, you must
immediately destroy the Program and any copies thereof.

8. Export Controls. The Program may not be re-exported, downloaded
or otherwise exported into (or to a national or resident of) any country
to which the U.S. has embargoed goods, or to anyone on the U.S.
Treasury Department’s list of Specially Designated Nationals or the U.S.
Commerce Department’s Table of Denial Orders.

9. Miscellaneous.

In the event any litigation is brought by either party in connection with
this License Agreement, the prevailing party in such litigation shall be
entitled to recover from the other party all the costs, attorneys’ fees and
other expenses incurred by such prevailing party in the litigation

This License Agreement shall be deemed to have been made and
executed in the State of New York and any dispute arising hereunder
shall be resolved in accordance with the laws of the State of New York.
Any claim asserted in any legal proceeding by one of the parties against
the other shall be commenced and maintained in any state or federal
court located in the State of New York, New York County, having subject
matter jurisdiction with respect to the dispute between the parties.

This License Agreement may be amended, altered or modified only by
a written instrument specifying such amendment, alteration or
modification, which is executed by both parties.

In the event that any provision of this License Agreement shall be held
by a court or other tribunal of competent jurisdiction to be
unenforceable, such provision will be enforced to the maximum extent
permissible and the remaining portions of this License Agreement shall
remain in full force and effect.

This License Agreement is the complete and exclusive agreement
between the parties and supersedes all previous or contemporaneous
agreements, proposals and communications with respect to this
subject matter.
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1. GAME TUTORIALS
Press START and choose Options.

2. OUTLAW RANGE
See page 9.

3. EVENT DESCRIPTIONS
Press the X Button.

4. CAMERA ANGLES
Press the B Button.

5. PUTTING GRID
Press Left on the + Control Pad.

6. TAUNTS
Press the A Button to taunt opponents
and rumble their controllers.

7. MULLIGANS
are for losers.

Simon & Schuster Interactive
1230 Avenue of the Americas,
New York, NY 10020

PRINTED IN USA
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