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STEERING

There are two ways to steer via mouse. The first is fo click and
drag, which allows you to easily interact with your various HUD
functions. The second method steers’ your ship in the direction
your mouse moves (without requiring the click and drag). Find- -
the technique that best suits your personal flying style, or toggle
between them both by pressing the SPACEBAR.

o] s]e) . el
Trent: | stick with the click-and-drag
style unless I'm in a8 serious brawl where
holding dowin the left mouse button can

sully up my shooting hand.

~

ol el s o o

THRDTTLB CDNTRDI_

Ship speed is adjusfed in a numher nfways

Press w to increase and S to decrease
throttle, or rotate the mouse wheel accordingly.

Click the Cruise icon below the
Maneuver icons or press SHIF T+W tfo dramatically increase
speed. Be mindful that you cannot fire weapons while cruise
engines are engaged.

Press TAB to engage the ship's
afterburners and drastically increase your speed. Note that
afterburners have limited burn fime before recharge is necessary.

PAGE 1S SECTION 2

ADVANCED THROTTLE CONTROL

Strafing left or right (press A or D, respectively) moves your
ship laterally to help avoid incoming obstacles. Cutting engine
power (press Z] allows your ship to utilize its forward momentum
to travel in a direction other than the one you are facing.
Engaging the reverse thrust (press x] fires your rear engines,
moving you backward.

Cal ol of ]
If your ship's not responding to Free =
Flight commands, you hauen't properly
released her from Manevuuer Mode.

Try clicking the Free Flight icon or
ren Press SHIFT+ESC.

=

Falalal

Maneuvers are autopilot functions designed for specific tasks, -
such as docking with a Trade Lane orJump Gate, joining a vessel
or group of vessels i in formation, and so on. Click the onscreen
target (or select it in  the Contact List on your Target Status
Menu), and then click the appropriate icon on the Maneuver
Menu. Click the Free Fllghf icon [or press E:sc] to cancel any
active maneuver. .

ol o8] - -'.‘ﬁ
Trent: Maneuvuer functions are
situational, so if you're trying to use
the Faormation moue on a3 planet,

you've had too much grog.
N - a - (ol sle)

)

ol ol o
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<.

Click the followmg Maneuver icons 'ro |n|ha're fhe |IS‘|’Ed achons

Embarks your ship on course Fnr a selected
| destination, autopiloting around ub]ecfs

Lands your ship on plane’rs bases, space :
stations, and so on. Activates Trade Lanes and Jump -
- | Gates for high-speed travel. ' :

Links your ship to another craft
. or group of crafts, matching speed and destination.

To activate any of these maneuvers, click the object you wish
to perform the maneuver upon (either onscreen or from within
your Target Status Menu], and ’rhen click the approprlafe
Maneuver icon.

Mission-critical way points are automatically set for you; they
appear onscreen as purple diamonds. Fly there manually, or click
the way point {or choose it from your Targef Sfa'rus Menu), and
then click Go- To.

When nm‘ on a mission, you may set your own way points and
best paths. These options allow your ship to automatically chart
routes for destinations within your system that may involve
multiple Trade Lane jumps. |

Creates a selectable target

1 fha_f will appear as a purple diamond onscreen.

PAGE 17 SECTION 2

TO SET A WAY POINT

1. From within.any map en your Neural Net's Nav Map Menu,
click a desired destination.
A group of small icons appears.

2. [Click the Set Way Point icon.

A purple, diamond- -shaped guide appears on the map and
on your HUD.

3. Uick the dlamond to select it as your farge’r and then click
Go To.

Allows your ship-to plot ’rhe

1 quu:kesf possnble path to any chosen object.

To set a best path, follow the same procedure as previously-
outlined for setting way points, but click the Set Best Path icon
from within the Nav. Map msfead of the Set Way Point icon. Then
follow the remaining steps. 'Your path will appear onscreen as

a series of way |:|0|n’rs and within the maps of your Nav Map/
Mission Log as a serles of purple Ilnes marked with numbered -
way points.
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Once :Ycru have acquired a solid knowledge i:-lf vessel oheréfing'
procedure, you must apply it to an equally vital phase of LSF -
pilot training: weapons and tactics. The program has two basic .

combat conﬁp’onen_fs': offensive and defensive strategies.

PAGE 23 SECTION <4

Energy-based weapons, missiles, and torpedoes are among a
pilot’s offensive weapon choices. Outft your craft with the best

| 'weaponry you can afford, but always check the specs before

committing to any purchase. As we shall see, certain situations
call for certain types of weapons.

Energy=based weaponry is the mamsfay of EY LSF pllm"s arsenal.
Unlike missiles and mines, these weapons utilize your craft’s

- power plant to ‘regenerate. Right-click to fire them, ‘but be mindFful

of the variation between types. For instance, plasma weapons’
have a low refire rate but high damage potential, while the
opposite is true for lasers. These weapons also vary in energy

' consumption and range of effectiveness.

Pilots should purchase missiles from an
" equipment dealer as soon as possible. Missiles must be
used sparingly, but along with torpedoes, they are among
the most lethal components: of your arsenal. Homing
‘missiles are better suited for. fasfer-movung farge’rs, but
have less des’rruchve capability than sfandard m|55|Ies '
'nverall Press Q to Iaunch : :

_ Torpedoes are capable of creahng
- immense amounts of damage, but their slow speed
~ makes them somewhat vulnerable to enemy fire. They
are best used on stationary objects. Select a torpedo
from your Weapons List, and then right-click to fire or
- simply press SHIFT+Q.
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NOTE: 1f an object is mission-critical. its

target bracket and
will be noticeably
bracket and arrow-
critical friendlyn
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destroy it-
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This menu identifies all objects [selected or not); calculating their
distances, indicating their attitude toward the pilot, and providing
weapons information. Enemy objects within range will appear in

your Contact List by name. Click fhe fallownng icons to'initiate the

listed al:huns
" Cargu Scanner
lHalI 1Formafibn Mernbm.'s

Closest Enemy —1 ’ k v ‘]‘ T ‘L \:-,; }—-Tracfur Beam

) TISw'Hch to 'Il'argef
."-h | closest enemy.

» | inthe area for identification,

v vessel or object. - :
Yy : .
. Displays all-ships -
s~ | in formation. 5
L
: Allows acquisition of single
- 1 selected objects found outside your ship.

SwITCH TO TARGET
1

=

‘ "\’ | This menu providés detailed information about the.

object to view a schematic and other information.

P(ufo_maﬁcélly selects

— selected target. In your Contact List, double-click any

>

Eon’rac’rs any selec’red cnmmunlcable enhfy

Scans cargo of selected

>

S
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<E<ES
SwITCH TO CONTACT LIST
L

This list provides detailed analyses of all nearby objects

. and displays a variety of icons for data gathering on nearly
everything in your vicinity. Click the following icons to initiate the
listed actions:

: Displays only the most vital
@. . informatfion, such as currently selected objects, mission
—"1" ‘way paints, or enemy ships in the area.

Displays all'vessels w:'rhl_n a several- -
k . thousand-kilometer range. -
L4 ] .

Displays dockable locations, such as
- space stations, outposts, and planets,

Displays all lootable goods in a large area.

Displays all nearby ohjects, such as planets,
crafts, and shipyards. Click any icon for basic information,
|_"~" I andthen click the Target Information icon Fnr a more
detailed analysis.

"o).0).0) -~

RAlways keep your enemies in front of you. If o)
they get behind you, switch your camera uview

to the back (press V) and pop off a few mines at
‘em. If youv've got a turret installed, watch 'em

taking flak from a different angle by switching

P the camera to turrets (press H).
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Ry o

| DEFENSIVE STRATEGIES l%::l
. 1 —— SHIELD BATTERlESI

NANOBOTS

WEAPONS CONTROL MENU NOTE: The number of available shield
batteries and nanobots is displayed next to
each icon. The amount you can carry varies
with the type of ship you are flying-.

T AR

tn X
Javelin Missile Launcher
Javelin Missile Launcher
Stealthbla t Mk |
Wasp Cruise Disruptor
Drone Mine Dropper
Countermeasure Oropper
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AT Jege

= NOTE : 1r you are looking at the Political and

THE NEURAL i Patrol Path maps. procure further information

NET . about your immediate area by clicking the Neutral
_ o . 1 Zones. Friendly Zones. and Hostile Zones icons.

L*f:'. UNIVERSE MAP i
E 3 - K E Y
T o e = e :
__ TOGGLE LA

3 : BF o T va¥
e PILO T I_CJCATI_CJN",--

= PHYSICAL MAP |

POLITICAL MAP |

=
- PATROL PATH MAP |

-4 '.__ :
kS

MINEABLE ZONES MAP |

BASE LIST
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<, <

Each map allows you to. s’e‘t best pafhs set way points, erase.
either, target specific objects, procure information about a target,
or view a map of a sysfem by targeting a Jump Gate or JumpHole.
Click the specific region of interest in a glven map, and then C|ICk
the apprnprlafe icon.

TZonm In/0ut ,-l-lnfuﬁmafion .TSef Best P_:a’rh ]-Targe’r ﬁhjecf . T]ump to System

ol L) B

Trent: Many systems will not appear in e
your maps until yov've flown through them,
or purchased infarmation about them from a
b contact on a base.
— — ——= ] a] 8 8]
| This menu allows you to review your Shlp s entire Ioadeu’r
| = & including the following: .

= Displays all weabons and their specs. -

Displays all available ammunition
il '] and their specs. - R =
L . : :
= = _ Displays all
n J available externals, such as shields and turrets.

= = ] Ijisplays all
B J available internal equipment, such as shield batteries
and nanobots. e

Displays all ship commodities,
including salvaged equipment. :
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1 Your reputation with the LSF is of critical importance.

L ! Obviously if you fail a mission or destroy a friendly, your

status is affected. Check the Current Level to review your
ranking, which is based on progress through your career and
threat potential. (In Multiplayer Mode, your level is based upon
net worth, including ship, weapons, and credits. Current Worth
calculates this, while Next Level Retirement tells you what- you
need Tu increase your Ievel )).: : i L

These are just a few examples of the ’rypes of mformahon
available on the Player Status Menu.

. \ Dlsplays an array of information about your Immedlafe
OJ vicinity, whether in space or on base

This concludes the Basic Doctrine of the LSF. Dnce again,
congratulations and.welcome to the Liberty Security Force.Your
tireless dedication keeps all the peoples of Liberty, as well as
her allies, prosperous and free. Thank you and good luck, pilot.

-
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The Freelancer Guild
(Multiplayer)

Multiplayer Mode has no story missions. You and your fellow members of the
Freelancer Guild simply explore the universe and take assignments at will from
NPCs or the Job Board. Two icons exclusive to Multiplayer Mode will appear in
your Neural Net: Chat Control and Attention Required.

Chatting

Chat Control allows you to dialog with other players during gameplay. n
To open a chat window, press ENTER, type your message, and then
press ENTER again.

There are three chat channels: System messages everyone, Group messages
everyone in your group, and Private messages specific individuals.

s s

To select one of these channels, click the Chat Control icon in your Neural Net,
and then select either the desired channel or the appropriate player name.

Erouping
Working with others allows you to take on more dangerous and complicated assign-
ments—with higher pay rates as well. (0f course, you must divide the bounty amang
your colleagues.) Join an existing group by accepting a member's invitation. Start your
own group by accepting a mission, and then inviting athers along.

To accept (or decline) a group’s invitation

= [lick the Attention Required icon in your Neural Net, and then click the

appropriate button.

e

To invite a player to your group

: s 4
| Target the player you wish to invite. i

2. Click the Group icon in the target window.

Abandoning a group while on a mission is akin to failing or aborting that mission,
and your reputation is duly affected. If you later rejoin the group and finish the
mission, you will receive bounty and your reputation will improve. If you are discon-
nected from your server while on a mission, it is akin to abandoning the mission.

Important: In Multiplayer Mode, your group has as many lives as it

has members. The group remains alive until the tatal number of lives

is expended.

=T

Trading

You may trade anything in your cargo hold (credits, unmounted equipment, and all
commadities) with any player in the game. To initiate a trade with another player,
target the player with whom you wish to trade, and then click the Trade icon in
your target window. If someone is attempting to initiate a trade with you, click
the Attention Required icon. If both parties have agreed to trade, a transaction
window will appear.

davchang. ' TRAD

a || Srrap Meta
o SCTED
|




To offer an item for trade

| Select the item from your inventory in the left panel.

2. Determine the quantity (if applicable) in the middle panel, and then click the
check mark buttan.

To agree to a trade, click the Accept Trade button. When baoth parties have agreed

upon a trade, items will be automatically exchanged. To cancel a trade at any time,

close the transaction window.

-

Note: If a player does not have sufficient cargo space to make the
trade, you will be notified.

Connecting to a Server
In order to play Multiplayer Mode, you must have an Internet or local-area network
(LAN) connection with access to a server. To access Multiplayer Mode, click
Multiplayer on the Main Menu. This opens a table that automatically presents a
list af servers your system can access via LAN or Internet.

To connect to a Freelancer server

|, On the Main Menu, click Multiplayer.

2. In the list of servers that appears, select one, and then click Conneet.

3. If you have been to this server before, skip to the next step. Otherwise,
you will need to create a new character. Click New Character, enter
a character name, and then click Create.

4. Select a character from the list (if you are new to this server, you will
only have one entry), and then click Load Character.

Any server you have connected to in the past will be listed on the Multiplayer

Menu with a "Yes" in the Visited column. You may filter out these or any other

servers by clicking Set Filters, and then selecting the appropriate check box.

Nate: Llicking Refresh will clear the server list and retrieve a
new ong from the main Freelancer server. All LAN servers appear
automatically as they are found.

Creating a Character

Each time you connect to the server, you will be given the choice to create a new
character or play one you created previously. Your character name must be unique
on that server (you will be natified if it is not), and it will only appear on the server
in which it was created.

Starting Your Own Server

Starting your own Freefancer server allows you to protect access to the server
with a password and control whether players can damage each other.

To start a server

I Connect to your LAN or the Internet.

2. In the Freelancer install directory on your hard drive, double-click
FLSERVER.EXE. You may make your server public by selecting Make Server
Internet Available. (If you want to protect access, you may enter a
password here.) You may also keep players from destroying one another
by clearing the Allow Players ta Kill Other Players check box.

3. Type a name for your server, and then click OK.

—

Nate: Fach time you make changes to your server, those changes
become the default settings.

Faor Mare Information

Far more details and troubleshooting information, see the readme.rtf file on your
freelancer CO-ROM.
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For all of our support offerings in the U.S., visit
. In Canada, visit s

To get started, try the following:

e For articles targeted at specific issues, visit the Microsoft
Knuwledge Base at

. _To work with a Microsoft Support Professmnal over the
Internet, submit your issue-at

. For your product’s general éuppor’r policy, visit

For support in the L.S., call
(425) 637-9308. In Canada, call (905) 568-3503 (toll charges may
apply). These numbers are for technical issues only—da not use
them to request game hints, codes, or cheats,

.M_icfbénff text felephi:ne (TTY/TDD) services are
available at (425) 635-4948 in Washington State, (800) 892-5234 in
the U.S., and.(905) 568-9641 in Canada. "

Support 0ufsnde the U.S. and Canada may

wvary. Far reglonal contact details, visit

. If there is no Microsoft subsidiary office-in your
country or region, please contact the establishment Frum whlch you
obtained your Microsoft product.

| Microsoft’s support services are subject to
then-current prices, terms, and conditions, which are subject to
change without notice. :



