








. P\LJ Baron I Multiplayer

~ MANUAL NOTE

- Seme minor changes may have been made to this game after this

:mamn! was printed. Please check the On- Line Help for last- minute
changes, additions, and cc srrections to tiua dmume'lr

INTRODUCTION

Red Baron H Mudtiplaver lets your experience the excitement of World

- War I air combat against human players—across the room or across the
waorld.

- Red Baron Il Multiplayer can be played by one ream against another or
every plaver for themself. There s alsa the option of playing a sole
game to practice your technique. Depending on the game type, you
may be assigned to destroy a number of enemy targets, or ILM to sh(‘mr

vl as many enemy planes as possible.

T}*crc are pame difficulry options to suit ¢{1E&rmt skﬂl lws.l, iz hc
can be set up to let you rake off and land auromarically, rurn off
_anti- aireraft batreries, and give you varying nimmbers of lives

and ammio. You can also choose the most realistic difficuley. setcings,
inchuding }Ji:cckmut:-. mi ours and G- force sEructurs al danmgt to your
airplane: :

- You can chat with the ()ter ;‘ldycu« thr uurlhom thL‘ game to decide

.0n teams, to ser game options, to communicate your position during
Hlight, and to discuss the pame when it's over.

MULTIPLAYER VERSUS SOL.O GAMES

The Multiplayer Game is the heart of the Red Baron Il Muliiplayer
CD. However, the game may be played in Solo Mode, without a
multiplayer connection, allowing you to engage in rarger pracrice and

.page 14. The main part of this manual d‘c’scnbcs how to set up

poiloh vnur ﬂvmr_x skr !s in ‘«oln 1'110{];—.‘ you can t}u)osr ’{t ormmd
gets and dodge enemy ant- aiccraft fire, but there are no oppum,nt‘ ta
engage in dogfights. ~ For details on setting up a solo game, referto
Al

begin a multiplayer game.
STARTING A GAME

Create or select a pdot. The first ktep in playing Red Baron Il
Mudtiplaver is for all players o set r]neu' pilor identiries. This is done
from the Pilot Roster screen that appears on startup. Players who have
not played the game previously must first create an identity by clicking.
the New Pilot bution and entering a name. Established pilots will = =
already be displayed in the Pilor Roster along with their statistics.

1. Who is the host! In a multiplayer game, one pilot must be
designated as the host. The host is determined during the
connection process. All auﬁ*b&\}uuﬂ pl.:l‘ ers wm thc game by
connecting to the host as guests. : : .

2. Establish a connection. The next order of busmuq isto cstctbi!sh .
a connection with other players. This can be done in a number of
ways: though the Internet, over a local area network (LAN)
modem- to- moden, or between two computers aver 4 serial
connection. The Multiplayer Wizard takesyou step- by- step
through making each of these connections; for a detailed
walkthrough of this process, see Connection Types { Page 4.)

3. Talk it up. All players can converse with each other throughout
the setup process. Most of the setup screens have a chat box
which can be used to carry on discussions. This allows everyone
to provide input on what the game options should be and how
the team rosters should be arzanged.
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4. Set theaame pammerers The host establishes all of the game THE MULTIPLAYER WIZARD

},azamuers from the Game Options screen. For details on each --
option, see the Game Options section (Page 9.) Note: You can get help in the Mulnphm:r Wizard by leaving the cursorona
5. Pmk vour plane. All players get to pick their own olfmeq T"lm dialog box tem for a second. A wwolap window will appear that explains the item.

done from the Game Options screen. o The Mu Itiplayer Wizard will take 3ou through the process of serting up
6 I’lay the game. Once all players are ready, the host f]u ks the  the connection for a a multiplayer game, one easy step at a time. It will
P[av Game button on the Game Optmna screen to get things  enable you to choose a connection type, choose your player name, host
rolling. Each of the other players (the guests) must then also 0 join a game, and chat until all players ate connected. After the WL»"
. elick on Piay (:amx: \X/hcu dH plaw ers ham done 50, :he game ard has taken you through all of these steps, the Game Options screen
begins appears to allow the game parameters o be set (Page 8. The available
L options differ depending on w hether a plaver is the host or a 'mc%t. The
’rollnwmg sections explain the process for crech t*,pe of connection.

CONNECT!ON TYPES

kot oo e e . I_.- ﬁa f
m:lfv:-','pl‘uwrw..lx.'mhmms.‘::w!D!k..l&. : i + | ]
2
o
FIGURE | THE PiLOT RO_STER SCREEN. iR S e T ; : ?} i

FIGURI; 2 STER { OF THE Mut.TlPLAVERW;ZARD ALLOWS YOU TO
- SELECT A CONNEGTiON TYEE AND YOUR FLAYER'S NAME.




R{:d qun I \z‘lulfm]sy .

._ _ (f 3niv thf, typ{.s fOI Wh .h'{rour s}bt{,m haa g
Il{b wfl; be Lmﬂ)icd For n,xampie if you don't

dsziayecl You can choma £ join an als
create an t.ntm.l‘,, nt:w Twm" sL‘ead

' currenriy &elm teJ room. }

2. When YOu see a game you want to join, ciack on thz, gamc narm,
3 then click Join Game. The game’s Emsr (called a “caprain” on
= e S&GS MAIN SCREEN : SIGS) will decide if you can join ornot. {Seme groups will want
_ i N L h - to keep their games private and won' t allow unknown players ro
G R G T Bargn [l Mu trp ayer is run 1t rough the join in. ) ‘mu can alco choore Cn,ate G@mg and mvite others to
- Sierra ‘Inremca Gaming ‘~y~;tem {SIGS) . Most: Wpacal Internet con- i ; ;
‘ - T
_ nections will be able to view the SIGS interfa wee. (If probl: ns arise, 3. When all f‘I 'Wf"'“ f ave }Om I d Th e am o thL host I 1<,k> Start
- Check to see rh*}t vous Internet connec fmn uses rlw “LIT’ rpp pmtmo[ O 1 o
e Zl.eupp ore ) fe 4. 'Iﬂh mrcrf'lcc }‘EC()‘mt‘.‘: nv mbIL until the game

; Thi. rest nf the game setup takes place as if the SIGS
mbeﬂftce were not ef-ent (”Ihf, (.uqma Optmm must l'u, set,




. then the. game play w;h he;rm, gee th appropriate sec rlons

¢ pame, ‘y'ml \ul] be escorted back to the 51GS

'(,mzhelm_ Piace where Jou ear (.}‘ldl or juin another game. Ifvou

are auctdemally disconnected from a game, the Multiplayer Wizard

~ sereen reappears; you can log back on to ble but you will be
locked out of your former game.

;"SIGS Hglp and Support

Cn 0 aarires and Hriprovenmernts from the SIGS team. _
By furrhetf information about using SIS, use the Online Help op-
tion i the SIGS area (vou need o We ¢b browser to view the Online
- Help) Orher utetuf informarion, answers to frequently asked ques-
tions, and technical support may be found through the Internet ar:.
'htl:p.,f{s:gq.swrra.comv

Red Raron I \quitlpi i\,ﬂf

: ct that is beitig Lummuouda. updatu} Bh g th ')Ou use
your. computer will automatically be provided with rhe {dlt‘&t"

Locm_ AREA N Ewwam (IPX) CONNECTION__

-l poregne oire:
o i i Fims s i

Eaysinbed’ Bl in [ ecpise

Do Mo T

FIGURE 4 THE LAN CONNECTION SCREEN.

1. When vou select the LAN oprion in the Multipicwer Wizard, you
have the option of hosting or joining a game. As 4 host, you are
asked to enter 4 game name, a password (for o private game)|
and the maximum number of players.

. If you are joining a LAN game, click the option that says Join,
then find the name of the game in the list box and click on it

3. Glick Next. _

4. A status screen appears that shows the players who are ready (o
play. The players may chat with each other at this point, When
everyone is present, the host elicks the Finish button. The Gamg

; Opticns screen appenrs. (See page 8.)

T




__?vas: pid\'tbl‘ sdu.ta Host, then LilLl{b on ‘\Tcxt 0 bnng up tim

The guest pIa\«er selects Join qnd then clicks on Next to tell his
computer to dial the host computer. When this connection is

- successfully madu, the guest mmruaer also hwp!ms the status

. ;'.amtn {Fq, J}

Reci i‘»aron il ‘viuluplavcr

Gebact vmsh"‘ﬂur!ho 0T i g of fom & g thisk sometne ehe
Paeaivm] b g bt e R A

L Ha

F!GURE 6 THE MODEM CONNECT%ON SCREEN

SERIAL CONNEC‘TION

" When vou select the gcri“i nph(m in the Mul I'lplayer \\’I"'lxd vou.

_ﬂm c;mmc screen ‘th '5) and pur I’m m’ax_hme info qn*‘wer‘ have the Lll@fbe‘ Ul’hf‘bllﬂg or ]ommg & galue

i

. Make sure that both c.ompui:ers. {lw;'t: and guest) are using the
same serial setrings.

. The host plaver selects Host then clicks on Next to bring up the
Player Sr'ims screen {f ig. 5} and pu' h}s machine m{o re'idy
;ngdc s ke : ; e

s




- cts Join aracl_ then (..].112&“ on Nexa: o tt.il his
m connect to the hos L{JIIlpuELi‘ \‘Q’hen 'thl i

Lhe seatus screen (an A
4 W lth }\th machmes dxapiaymg the alams sf.rt.m, [h(.. i‘*ost and

5. When bnrH players are ready to play, iluc ilUbf dicks on Fmish
xiild 111;* Q:axm Opttom screen appeara f ?ee next qectmn J

i FIGURE 7 THE. SER1AL CONNECTIDN SCREEN {NOTE THAT THE «
SETTINGS SHOWN IN THIS SCREENSHOT MAY NOT BE
APPRGPR!A TE FOR YOUR COMPUTER SETUP, PLEASE CONSULT
YOUR COMPUTER S DOC‘UMEN TA roN FOR THE PROPER
SETTINGS.}

Rﬁi F_vamn H M‘tf{’tlp]ay ¥

PIGURE g8 THE GAME OPTIONS SCRE;EN. i

tor example. §

GAME"OPTIONS Sc

e
fickazs 20 konky

After the connection is established by all playus through the
- \’[uhlphwcr Wizard, the Game Options screen appears. Control over

most of the game settings belongs to the host {though the other players
are able to express their preferences through the chat box.} The one
option which all players choose for themselves is their Plane Thpe,
though the list of available planes will be limited by the same type the
host chooses and the alliance to which each plaver is assigned. (Gers
man team members will only be able to choose fmm German planes,




i

GAME OPTIONS
% leﬁcultv (‘Jet l:“, Host)

The pame diéficu}.lv apl: ions are Easy, Mudmm, and Hd&‘d Dxfﬁculn.
affects how hard' sround targets are to desrro*, and how active anti-
alreraft fire is, It aim ﬁe{ermmus how man;f iy es, bombs, ami- mckcns

YO start 'tEL as follows:
Level Lives Bombs Rockets
Basy lC el
Medium 7 ?@ 10
Hard e s

Notc' You al\x fays hcwe unlimited machine gun ammunition.
0 Crame Type (Set by Host)

There are two seneral types of sames, each with a number of sub-

Target Destruction Gameq i

of a tarser ga‘n' is to destroy eucmy rrmund ob;ects {tiwugh
doy ﬁf,ﬂmng tnay happen as well, of course). The fitst team to destroy
cquired number of ground targers wins the o game. Note thart it is
entire possible to accidentally dest:oy one of your ewn ground targets

i which case the cnemy team still gets credir for the t’i‘f@c“ s0 E‘t.

C'mtful nat ta win their game for them!
. The number of available targets and the m;mi er that need to be
d&ﬁrm\ed for a win are as follows:

:Re_d qunfi Muitibi_ayer: o

- i "I‘argets : S
"Game Sizx. 5 A_va_g!able_ Destructlen Goal
“omall o S 2

Medium = oo 8 o
:_'La'arge_.:.'"' L :'1'35 g

Mélee Games

1o ground targets.

*

Target

Each time a game is st arted, tatgets are rmdmnly piaccd on ahe wor ld
deLﬁdll‘lg on Lhe gﬂmt type and game dlrﬁcu ;

The goal of a Mdu, gamc is to shoat down at hcr plahcs"; Th ¢ Are.

A Meélée game may be played as a &ce far alI or with teams. [rl a

Meélée game, the last surviving player is the winner, In a Team Mélée

game, the game is won by the team with surviving plavers when all
players of the opposing team have been eliminated.

3. Friendly Fire (Set by Host)

When friendly fire is enabled, plavers on your own team can ﬁhnot
you down, wherher intentionally or unintentionally, Friendly Fire 1s

disabled in a \4du game and when you are flying Solo bec'uhe mefe :

are no teams.

4 Arcade {S&,L by Host)

Arcade mode makes flying easier bur less realistic. You can’t black-

out or ted out, your plane won’t suffer damage as the resul of G-
forces, your guns won't jam, and you can land and take off automati-

cally. {A red out is the result of G-forces during a dive that is too
steep. A blackout is the result of G-forees during a climb thar is too
steep. ) ' '



o "Avat ab e Aircraft ( Set by Each Player)

o Iisz To see a snapshot of a plane, leave the cursor on the plam, name
. for a second. The list of availahle pi.anns changes dependmg on the
- type of game and the pi‘m.r steam. Note that in a free- for- all Mélée
‘game, there are no teams, so players s may s.:hanse pl:me‘s of any nation-

; swap ple fbn,mu:n teamns b} o ;g.l\mg on rhe E‘lmcr
names. WFu.n a free- for- Melée game is chosen, a Player List ap-
pears instead, The pilot name of the player who is acting as the host
- will have a bracketed H atr. theend. (E. g “Tv‘{anfre& (H“Dt’)

_ STARTING THE GAME

- play begins. ( An asterisk by a player name b’m)wx EhdL that plaver hdb
selected Play Game and is ready to begin. )

Before selecting Play Game, a player is considered “available” for -

play. Clicking the Exit button at this time will take the player com-
pletely our of the game.  After selecting Play Game, the player is
Sready”; the Exit button changes to read Cancel, and selecting this

“option will revert the player’s status from “ready” back to a\,al[’lble :

without temoving him from the game.

Ohnice the host has selected Plas’ Game; the settings for the current

10

'Red Saron li M

'_ g.amL are locked i, :
Game, the host m‘]y dmm!e them by selecting Cancel, which wdl;

Chaose your plane by riuckmg o a plane in the Av. aﬂable Arcraft revert all “ready” pliy yers ¢

You can use the map grnﬂmca to &Lngmm your posmon when .,mtr«_ng- :

© ' Onie all picwer'\ have m:adc hedr -\cIemom, Lhe hosz *%E]ecri Play'
 Game. The Play Game button is then enabled for all of the guest
players. Once all the guests have selecred this command, the game

swever, prior to the last player selecting Piay_

vailable” (etfccmdy‘ startmg over) .

MULTIPLAYER GAME PLAY
WHERE ARE YOU7

\}@ }:\en the gqmc fn-st begmn (,a(,h p]w.‘,u‘ S‘J:dl‘ta with his pi e alres

of lhe mu]ﬂphy er wﬁrH f"tcmg oy he

The fizst thing you'll want to determine once you're in the air
location. You can use the map to find out where you are and which -
direction you're flying. The airplane icon indicates your position and
heading. The map shows the location of the ﬁrf'ers and aerodromes.

with other phwc'u j

To view the map pres&. K:_ypui 5 Ni}t!.., tlmt your phne con Lmue'\
to fly while you’ re viewing the map, so be carefu!‘ Ta return. to. 'mm
previous view, press the Rc,vgmd Ske\a dgam L oy

Map Icons _ .
E Your position and hcading-' .

AlilLd amodmm

E (J‘..II'[I:.}I} HeT UtlfL)l!'L&‘






Red Bé:rcm J Vitﬂ : x;ti':r.

N tes:

nateam gdm‘,, mformation *ﬁ)ou’L yonr teamm is on the left and
' mfernntmn ﬂt Ut the cﬂcmy tcfx'n 13 on the nght Your pgrson'i}

lf vou'te an Ob.sewer (see Ohw&rwer \ei(sde or pdge 15 fm d(,t’iﬂs) ‘}Gu 5
can only ken{i mcs:»dfies 103 ceive ..

éDlsph

 petting credit for the “su
~ member of it's “own” tez
German supply dump target, the Allie
witl. } Checking your pos;rmn on the map Ve

| cause bs, accidentally taking eur friendly targee
You can attempt to destroy eneniy acrodromes
earming locations, but they aren’t consic
: wnmmg the game. e

tglir of rh\. message bal mdmatea uho your '.AUTOP’ I—-OT

messwges to '111 pIayeis, ta scnd mmnmnon w an
k-' ta a speciﬁc mchvidm!

ype your mcfssag{:
: ;_'f be button to th

_ Imessage w;H be sent to. To change the setting, click on the =0 4 T ﬂ‘; atmxght zmd [é‘vei . press Shlﬁ b
bnt*gn an d mrm-,e you it Taroer fmdlence from the list that
 appears. ' Hon e lo circle, press Alt-a. .
4. Press l.\J PER to faeﬂd th m{“S‘.l?L. ; _ i : G

+ To turn Autopilot off, pressa.
To ch nge the rate at whrch chat messages seroll off the screen: L i : o
1 %Lht ;hdj in the c wmdoi:: (_‘ha . _ You can't use the Autopilat if you’ ve been hit within a cortain time
ram fhe ’rererg'ﬂcc'-. meng, choose L . period. This gives your piam, a chance (o Lmsh if someonc just s[ml
3 Adj ust th{ settings in the dialog b box to mu,‘e ase or decrease 1['1:. d : et
you down,
. (.h:it rm‘-hf.’me 8¢ rnl; rate. S 1
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| OBSERVER MODE

~ Ohserver mode lets you move atound the world freely in order to

watch the action. Once vou've chosen to go into Observer mode while

flying, you can’ t oo back ro your plane. Alsa, you can only send chat
messages to and receive chat messages from other Observers. For camera
movement controls, see the Joystick Con t'rol, Ohbserver Mode section
on the next page,

. :'GAME SUM.MARY SCREEN

When the game is ov er, you go to the Game bfummary screen, which
: shﬁm& the results of L]}L baitle. RNOK‘ that YOu woti't see this when
Aflying in Salo mode. ) e i
' In & target destruction m,n;u,, the. v.ummg team, n um{m‘r of pilogs re-
maining,  targets C‘Lit‘rﬂyed and enemy planes shor down is displayed.
_:You can chat with other players by typing a message and pressing ENTER.
In a Mélée game, the number of planes shot down by each player is displayed.
From this screen you can qLur thL gmm or gu b mh to [he Start screen

- tostart .mmhtu panie,

FLYING SoLo

‘The boiu-c.sptinn'on the Main Menu lets you fly around the game
wotld without any other aircraft in the skies. It's a good way 1o prac-
tice flying and attacking ground targets, The game options available in
Solo mode are the same as in multiplayer, -cxc_ept there is no Friendly
Fire. There are no team assignments {since you' re flylng alone} , but

vou will be able to select German or Allied in the Team Dis, splay, which

~ will determine vour choices for Available Airc taft, and determine which
eround emplacements will fire at you. In all other ruputs the min
game is the same as the nu upim, ef game:

Red B’trm H ’\J‘iulnp.ayta

Co NTROLS

KEYBOARD CONTROLS

Important Note: The ke;bmrd ucmtmls listed hcrc are mnlv those
controls which are unique to the Multiplayer version of Red Bayon I1.
For the rest of the keyboard controls, please refer to either the Quick

_ Reference card, the main manual, or the oh—liné help.. .

TO:

: PRESS- " ‘\TOTES
Leave game - BSC e il
Auro- land SHIFT-F A ‘\IL !de mOJ-,oﬂy, whin ﬂashes e
Auto- L:akeeff COSHIFTEA Aru—udermdem&y, when ﬁzwhec il
Start chat message BACKSPACE ' 5
Send chat message ENTER

Togele pause e .Sblo_ or Observer mode oly

Change status display color SHIFT+C
Toggle status displ ay 'bHIFT ----- D- i

 Tougle pilot names e

. above their planes --HHIFT lN

Observer \ziodc Only
TO: T’RESS

Seart/ 51‘.0p'm0vir! o TAB
Set speed g 3t
Incrense/ decrease speed  PLUS SIGN / MINUS SIGN
Togele map -KEYPAD 5.

Position behind ciirrent phm’ SHIFT +UP ARROW'
Position behind next plane SHIFT+ DO‘_»‘.('\ ARR_Q_W

o







~ Intemet Conmections, 5
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