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HG ruun Pu'rs;ml N GAME CONSOLE-
- Iadfviduals fay experience apliaptic Ses TS il exrrusud 1o *nnaln Tight pnnerns 4t fashing Hights:
| O Uackgronnds on a lﬂle"lslﬂr‘l SETREN O AR - Ancfuding games played on
ArTiE CARON, Ty Indue an epifeplic selzute fa thase ndiviluais. Crtai Gonditons Thay iddce previously
i apiaptic symploms evei in pershns wha have no hlstm? offrior seiztivds orepilepay. 1Hyol, o dnyone is your family,
s an ek n&mnn, capsitlt ol physician prior to playing 1 xpeneﬂca . af the-foliewing r-.rrnptums while nluwng

—vidto-gamy - dizzingss, allerad vision, eye or muscle twitchas, loss o L any invol Vi Lo

uonvlsions = (MEDIATELY discontifioa se and consilt yiur physicias betore resuming play.

WARNING TO DWNERS OF PROJECTION TELEVISIONS:
Do-not cenhedl your FlayStalion® game consola-to a grojection TV withoot first consulting the wser manal
for yiur projeetion TV uitless s of the LOD type. Dmerwise, it inay permanently damage your TV sceean

USE OF UNﬂFﬂCIM PRODUCT =
Tha Lse of anet ey may damage yoir PlayStation® game consele and invalidate yolur consoie warrarnty
HANDLING YOUR PLA'I’$T|\TTDN DISC:
This compact-dist 18 intenced 1or use-onfy with the-PlayStatlon™ game console
Do fiot band it, crush it or submerge | in- lquids.
Di it feave it in diract sunfight or 1tear & radiator-or offter soire ot heat
- B stre-lo take an aceasional rest break during-gdended play.
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up your Play tlml"’ same cmnle alzl:mhng 1o the mmmmm g1 its Inst‘rumnn Ha.ml Haie sure
the power isﬁfhefm_ nerting ot Temoving a compact diﬂ: Tnsert the Gunfighter: The Legend of Jesse
- James- disc-and-close the-disc cover. Tnsert game cmmﬂm and turn on the PlayStation game console.
Tollow on-screen instructions to-start a game.

Memory Cards . - ‘

To save game setting and progress, insert-a MEMORY CARD into MEMORY CARD slot 1 of your PlayStation”
game console before starting play You can hiﬂ your saved games from the same MEDORY CARD, or from
any MEMORY CARD containing pxmmﬁy smd GUNFIGHTER-THE LEGEND OF JESSE JAMES" games.

To read about how to save and load games, se¢ “Getting Started” on page 6.
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Controller Diagram
DUALSHOCK™ anﬂng[_ controller

DIRECTIONAL BUTTON UP
BIRECTIONAL BUTTON LEFT

DIRECTIONAL BUTTON DOWN
DIRECTIONAL BUTTON RIGHT
LEFT ANALDG STICK/ L3 Bultan
SELECT BUTTON

ANALOG MDDE BUTTON

MWODDE INDICATOR

A2 BUTTON
R1BUTTON

N

{_HBUTTON

CBUTTON

[/ BUTTON

ChBuTTON
RIGHT ANALDG STICK/ R3 Button
START BUTTON

When using the DUALSHOCK" analog controller either the left analog stick

ot the directional button can be used to move the target reticle




Contr uﬂeﬂiaram
digital controller

lnle You may have a controller that looks like this, i so. please follow
' the digital instructions outlined below.

L2 BUTTON
R2 BUTTON

L1 BUTTON
A1 BUTTON

A5 BUTTON
DIRECTIONAL BUTTONS O BUTTON
SELECT BUTTON % BUTTON
START BUTTON [ BUTTON

Digital Controller:
~Fire 9 / IGEW Butto
Duck © /=N Bultou
Center  WEE / IGEE Button

e

> “ﬂﬂm Territories, 1870, With the newly nypnlnteﬁ Gnmnnr giving a iemnnatratm ol his absolute
power by rathiessly enforcing Prontier Law, not o mention the desperate gangs of bandits moving

narth {rom Mexioo-in search-of richer spoils, i's a hard place to eke out a living (and stay slive) for
those caught on the wrong side of the judicial line. Most outlaws have packed their saddle bags and
high-tailed it out of there before some marshal manages to stick a rope around their necks.

Two such outlaws are Jesse James and Gole Younger, With their respective gangs already moved on to
the relative safety of the neighboring territories, all that keeps the boys in danger of being strung up
by their necks is Jesse’s love for a beautiful woman. Zes, Jesse's girl, works in a Saloon in the nearby
fown of Tuenola. So the boys saddle their hsms and pr;pan to ride to Tuenola, with the intention of
getting Zee to leave with them.

But Pate is feeling evil ﬂnknm to Jesse and his companion, Tuenola is under the control of the most
feared gang in the West, led by the villain Jack Carson: Bnd he's got ways with dealing with those who
he sees as threatening his power, Yery nasty ways....."




Gotting Started

Lﬁm a Eam Saved data is automatically loaded during the startup
sequence prior to the main menv. This is the only point within the game
where Ioads are performed.

Saving a Game: The player's game progress, score, best times, and options

are automatically saved after successfully completing a level within the story

mode, arcade mode, or within a sub game if ‘a new high score is achieved or

a new level is opened. Options can also be saved by selecting “Save Options” from the options menu,

N_a___v__ian_tih_g the Menus

To Change the Highlighted Menu Option: Press the Up/Down directional

buttens on a Standard Controller or Ihe-]ﬂml.mtl_":&ﬂahgf controller or & / B on the Guncon”
To Select a Menu option: Press the ¥ button on-a Standard Controller or DUALSHOCE'

analog controller or the trigger on a Guncon™ controller.

To go back to the previous menu screen: Select the"Back” item at the
bottom of the memu, or press the @ button if using a Standard Controller or DURLSHOCK® analog contraller
ot press and hold B + B + trigger at the same time if using the Guncon:

starting the story with 5 continues. Each level is unlocked in the arcade
mode after successfully completing the level in the story mode. K sub-game
f is also unlocked after successfully finishing a level within the story. The
player completes the story when they successfully defeat Carson in the
= -==F final showdawn.
{caﬂz Play: J!rcade levels are unlocked when the level has been reached in Play The Story.
They allow the player to practice levels withont having o play the story.
Sub-Games: Sub-games are unlocked affer completing a level in the story. Each completed level in the
story opens a new sub-game. Four of the sub-games are based on shooting targets in a set amount of time.
The final sub-game is the showdown with Carson. The player has one bullet with which to shoot before
Carson draws his weapon and fires,
High Scores: The high scores are the total scores gained from completing the levels in the story.
The scores for each level completed are added together in- order to provide a tofal score.

(ptions: Opens the Options menw. This can also be accessed in-game by pressing the ™ button.




Tn caInhrale the Gu:ma, m a‘t the mget in-the center uf ﬂm screen
11 - = and pull the trigger. & cross will appear on the sereen. If the position of
\mng a llﬂllnﬁl{ﬂlll{‘" analoy controller Ezthﬂ the n'irecﬁnnal Mﬂans or the Ief{ analtq sm:k tan he nsed fo = : i =& the cross corresponds accurately with your gim, the Guncon”™ has been
Move the ta:glzl Teticle, . . =3 z ———% calibrated successfully. If the cross does not appear in the correct position,
— 7 Configure Buttons: Klows the player to E repeal the process. When the Guncon™ has heen calibrated press the A
= configure the in-game confrols. The player = ' z hu_mn to pm:ee’dltu the next screen. See helow for more information on
has to press the €% button on the using the Guncon
function they want to reconfigure and = =
& then press the new button for that : B = - M 1f using a Standard Controller or DUALSHOCK™ analog
function Selecting DEFAULT restores the = —— = controller use the directional buttons or-the left analog stick to center the
= === = — — default controls. ZE= = @ “== soreen, Presging the @ button-accepts the change and moves the user back
Connect the Guncon”: = : - = = < & = o the mians menu. If using & Guncon™ shoot at the arrows to center the
Connect the Gancon™ to the PlayStation™ game console as shown in the diagram ' & ————F soreen and press the A or B button to accept

: ‘ = Sound:
Takes the player to the Sound

options. men.

Reverse Duck: Selecting the reverse duck-option ‘changes the-controls
so that the user is automatically in the emerged position during gameplay.
— The butta i assigned to emerge when-this option is set to ON and i
assigned to hide when set to OFF {Defanlt). —
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= Music Volume: Pressing the € button (or Goncon™ trigger) selects the

= —= slider allowing the player to alter the volume of the game music, Pressing LEFT
or RIGHT {or & or B on the Guncon”) turns the volume up or down and press-
ing the €3 button (or Guncon™ trigger) returns the player to the sonnd menn,

= Pressing the €9 button (or Guncon” trigger) selects the
: = slider alluvﬂng the player to alter the volume of the game sound effects.

. — ‘ﬁ Pressing LEFT or RIGHT for & or B on the Guncon™) turns the volume up or

down and pressing the @ button [or Guncon™ triggerl returns the playerto the sound menn. ‘

The player can access ﬂlE ta,llhlanun screen
through the options menu, which can be
aceessed in-game by pressing the START
buttor ot throngh the main menu. The user
must calibrate the Goncon™ in grder to be
able to aim accurately If a Goncon™ is not
being- used, the Calibration screen will not
appear as the DUALSHOCE” analog controller
does not need to be calibrated.

= ‘ Default controls for the Guncon™
r

Shooting at the screen) -, B ﬁ-‘; On Menn Screens: Seroll Through Options
OnHenn Scregns: Select option r;’;] [ ) During the Game: Press and hold to

During the Game:  Shoot

A Button {leff side)

On Menn Screens: Scroll Through Options L--
During thie Game: Press and hold o assume the arfack positlon

take cover and reload
To pause the Game: Press and
hold the trigger and press the

B betton and the B button

-l -l S agsume the attack position. Release to

g '5Ilff§€:game, the player is automatically taken through the levels from position to_position. AT any position the

player will be attacked by enemies, who are also capable of ducking and emerging. To progress to the next
position the player must lall all the enemies attacking the player. Most enemies can be lilled with just one
hit, but certain characters like the bosses and Gatling gunners will take more hits to kill. These characters
have & life har which iz displayed in the top left of the screen which will deplete as the player hits them.

The player must use caution, becanse not all characters in the game are enemies, If the player shoots an
innocent character whe is not trying to attack the player, they will have a small amount of time deducted.

The player moves throngh a level clearing each position of enemies until they reach the boss or bosses at the

end of the level. As well as requiring more it to kill, the Hosses are generally more accurate and may have 4T}
more complex bebavior than the other enemies i the game. The player completes the level once they have fully %

depleted the life bar of the boss/bosses.

How to pause the Game

The player can panse the game by pressing the ®* button on

a Standard Controller-or DURLSHOCK™ analog controller or by
pressing and holding the trigger and pressing the A button and
the B button all together. To quit out of the game, select EXIT from
the Pause Menn.




How to R :

. k Position

The player can carry & maximun of § bullets in their pigtol a5 displayed ar the
bottom right 0f the soreen. When the player uses their last bullet, they must reload

to begin shooting again. The player reloads by moving inte the duck pasition.
While in the duck position the player takes cover and carnot be harmed. However, while in a dugked
position the player cannot attack and therefore canmot progress throngh the game.

In full health, the player has fonr health points, represented by
four ace cards displayed at the bottom Teft of the screen. The
player will lose & health point if they are hit by an acourate
shot ar projectile {e.g_. a bottle, knife, or stick of dynamite}. For
most of the game, the player will never Jose more than ong
health point per hil, 1o matter who or what cansed the hit.

When a healtlt point is lost the player will see an ace cand fly
off the sereen, and the mumber of ace cards s refuced by one.
The player may regain health points by shooting the health
pickups which-are scattered thronghont the game. The player

catingt-Have more than four health points at any oue fimg,

—

Throughout the game, the player has a limited amount of
time o play through each level The remaining time is dis-
played-at the bottom of the screen. 1 the player runs out of
time they die just as if they had lost all their health points.

Mote time is awarded to the player at certain points in the

levels: The message “Time extended” is displayed on screen to =

indicate this The player may also gain extra time by shoot-
ing the time pickups scattered thronghout the levels.

st displayed underneath the player's remaining time is the
time taken so far to play the level {on the right) and the

__quithest time the level has been completed in fon the left).

~game they can teplay the showdown from the sub-games menn.

~ MAIN LEVELS:

LEVELS n—mn PTI0}

There-are 5 main levels, ¢ standard sub-games, and the showdown level. When the player has completed the

L 3

1) The Saloon & typical Saloon in a frontier town, which is fvaded by a gang of Mexican bandits.
Carson and his henchmen also make an appearance.

3, The Eanging The area surromnding an old deserted church outside the town. The place is
swarming with Carson’s henchmen, headed by Teddy “The Rat” Griswald.

J) The Mine A disused gold mine now oceupied by-a gang of Megican handits led by the renowned Ramon Rojo.
4) The Train 1 speeding train heading: towards Zee, who has been tied to the train tracks. Jesse must

~ fight his way through the train to the engine;

5) The Town Back at the town. Jesse must fight his-way fo Carson’s house.

THE SHOWDOWN: :
6) Jesse must draw against Carson outside Carson's house.

SUB-GAMES:

®

1) Cowboy Carnage The player must hit all of the metal

cowboys popping up, in the time given.
2) Bottle Blast The player must hit all the bottles in the time given,
avoiding the poison bottles which, when hit, will lose the player time.

3) Target Take Down  The player must hit all the targets in the

time given. The player has limited bullets, as dlsplayad oIl SCreen.




In-game Pick-ups

Tin of Beans
Shoot the tin of heans to restore one ace card to Jesses
lives. If Jesse already has four aces the heans cannot he
shot to gain extra lives. Pocket Watch

The pocket watches, when shot, give
Jesse extra time. The time awarded
for each watch is displayed on screen.

Wanted Poster

o JESSES WEAPONS
=

§i_i_ x-shooter

Jesse’s main weapon throughout the game, Jesse’s six-shooter is an
accurate pistol containing, as its name suggests, six bullets. When the
chamber is empty, after all six shots have been fired, Jesse most reload
by moving into his ducked position. He reloads automatically when
idden, Jesse always comes prepared for & gun fight, and there is no
limit to how many times he can reload.

Gatling Gun
Thronghaut most of the game, Jesse-will be nsing his six-shooter pistol to
dispatch his enemies. At cerfain points however, if Jesse clears an area
wherg there is a Gatling quaner with a fixed gun emplacement, he will
then jump behind the gun itself and turn the lead spitting cannon on his
engmigs, Due to the heavy pature of the gun, Jesse needs to use both hands
to. wield the steel beast and cannot duck while using the Gatling gun, so
he sure to target the most dangerons enemies first. The Gatling Gun has
‘ : an enormous supply of ammunition — there is no need to reload and no
fear of the gun running dn.r Once all enemies in the area have beew eliminated Jesse moves on, ceturning to his
six-shooter. Becanse the Gatling Gun is big and heavy, its movements lag hehind the standard aiming cnrsor.
The debriefin
Screen s
When the player finishes a level or a sob-game they are taken to the
debriefing screen. Here they are given a score caleolated from hoth the
time they had remaining when the level was completed and their accuracy,
To improve their score, a player should attempt to make their way throngh
the levels as quickly as possible and wasting as few bullets as possible.
The dehriefing screen also displays the time taken to complete the level

aid the quickest fime the level has been completed in,

1f the player gets a seore good ensugh to get on the High Score table they "
e prompted to- enter their name, and their score will be saved on a MEMORY CARD.If the same

: mm ﬂ!ll]i is present, the high score will -be-loaded- mnmuhoaliy the next time the player starts the game,




Legendary Outlaw and Gunslinger, and the hero of the game. When
his girl is ladnapped by bandits, Jesse immediately goes fo her
rescue, Little does he realize the enormity of the task in front of
him, or the price he and his friends will pay.

Cole Younger

Fellow Outlaw and life-long friend of Jesse. Always willing
to sacrifice everything for his friend; when Jesse walks into
danger Cole is always tight there beside him.

Saloon girl in the town of Tuenola, She has known both Jesse
and Cole since her childhood, and with Jesse this friendship has

blossomed into something more.
. Gatling Gunner

These heavily armored members of Carson's mab can be
found either stationed hehind one of their huge, mounted, lead-
gpitting Gatling guns or wildly shooting up the streets with
the-smaller and portable, but still very deadly, versions of
their favorite weapon,

e

1\ These are the lieutenants of Carson’s boys. Deadly accwate with

| "_’El_l:_c ‘

their rifles, even from a great distance. If Jesse encounters them
he will be in @ whole world of trouble.

' Teddy “The Rat”
Griswald

No one knows where o how the head of Carson's Henchmen -—
got his “middle” name, but-no doubt it has something to do

with his repugnant personality. And like his subordinates, the

man has such skill with his rifle it's-as if he was born with

one in his hand.

This tequila-drinking Bandido Teader has a whole army of des-

perate Mexican bandits to-ensore that he gets exactly what he

wants. But, should they fail him, he has his own remarkable ‘
skill with twin six-shooters to fall back on.

Jack Carson

fin ex-Marshall (he lost his badge through corruption), turned

outlaw. Hearing that the leaders of two prominent gangs

{The James Gang and The Younger Boys) have just strolled into
his' town, Carson hatches a nasty sorprise for Jesse and Cole.

e that, when both are dead, will serve as a fearfol example
to-all who wonld challenge his power,
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