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LeChisk's Rewnge

AsoucT
(TIONKEY ISLAND 2:
LeChuck s ReveNGge

n Adentrkey flang 20 LeChuot’s Revenge,

wou play the rele of Guybmush Threeprasgod.

In e months since be defeated the Ghost
Pivate LeChuck and rescwed hiz one true lave
— Crovernor Elaine Marley — in Adoekey
fefamd Cuybrush has made his way to Scablb
Island in search of the biggest treasure of them
ali: Big Whaoop.

Here's where vou come in... You direct
the actions of Guwbrush in his search for
adventure, treasure, and the validation of his
peers, Cuybrush faces many ebslacdes in kis
path, not the least of which is the specterof. ..
LeChuck's Rovernge!

If thiz is your first compater adventure
pame. be prepared for an entertaiming chal-
lenge. Be patient, even if if fakes a while to
figure out some of the puzzles. IFvou pet sluclk,
wog might reed fo sobve anather purzle firgt o
fird and wse an object. But hang in there and

use wour imagination. .. vou and Guybneh
will eventually prevaill

PLaying The Game

5 the sfory opens, Guybnush is
atlempting to explain fo Haine
arley just how he managed to pet

bivseself et thils fis, Shaorily, the soene Rashes
back to a campfire on Scably Island, where
Cuybrugh is regaling his nevw Fricrade with (ke
thrilling tale of his stupendous defeat of the
Crhost Pirate LeChuck, These sequenoes are
ko a8 @ “ut-scenes” — shart, animated
sequenoes, like soenes from a movie — which
can prowide dues and information about the
characters. Cut-scenes are alse used to show
gpevial animated soquences, such as when
Larpa LaCrande graces Scabb Island's taven
wilh his philegmatic presence, When you are
wiening a cub-sceme, you do not direct the
action.

“Yau begin directing Guybrush's actians
a5 soon 45 hee armives on the Bridge leading 1o
Wogdlick. The screen is divided into the fol-
lwing sections:

k= The Aunimation \Windows is e
largest part of the soreen and is where the ani-
rsabed action takes plage, Dialogee spoken by
the chamcters, as well as game-related mes-
saqpes, also appears here,

s Avvailable verbs are listed in the
lovwer left-hand comer of the soreen, To seledt a
werly, position e curser onver the word and
press the left mouseoystick button or the
EMITER. ke, The interface wou use o play the
game has an “auto-highlight” festure that high-
lights an appropriabe vert when the cursor



fouches an interesting or usehdl objed
on the screen. For example, when
Carybrush is near a door that can be opened,
positioning the painler aver (e door will high-
light the verl Open. Pressing the right
mouseSjoystick butlon or the TAR key will use
the highlighted verly with the abject, which in
this case opens the deor [don’ worry; This fea-
ture won't give avway selutions bo any purzles).
Keep in mind that even thowsh a verb is high-
lighted, that one verb may not be the only way
fo wse an object. Try the ofher verbs as welll

= The Sentence Ling is directly below
the Amimation Window. Yow use this line to
construct sentences that tell Gudiush what fo
do. A sentenice consists of & verb (action word)
and one or bavo nouns lebjeds). Some exan-
ples of sentences you might construct an the
Semtenice Line are "Wee slick with box™ or "Whee
pins in voedoo doll”. Conneding words like
“on” or “with” will autornatically be inserted by
the prograrm,
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Mouns {objects) can be seledied
in teva wways. rou may selecl a noun by
placing the cursor over an object in the Ani-
mation Window. Aany objecis in the envi-
ronment, and all wable objects in the game,
hawve names. If an objed has a mame, i will
appear on the Sentence Line when you posi-
tiar the cursor aver it. IF no name appears far
an object on fhe soreen, you can be sure that it
has no significance other than as part of the
background. ou may alse select nouns by
dlicking on them in the Inventary.
k2= The lmvendany icons are located 1o the
right of the Yerbs. At the beginming of the
pame Cuybnuesh's inventony consists of an
almast unlimited supply of riches. When he
picks up or is given an object to use during
game play, an icon for that object s added to
the Inventory. There is no limit ko the number
of objects Crndush can carmy, When there are
more than eight abjects in the Inventory,
armows appear b the left of the icons, Click en
i to seroll the icon windaw up or down.
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Tor meve Gasvbush around,
gmply point the cursor where you wanl
him to o, and dick. Motice that Walk o is
the default verh in the Senferoe Line — this is
because moving arownd iswhat Guybnush will
bie doing most often.

ThiNGS TO Ty
IN WoooTICKk
ou will shonlly be presented with
wour first epportumity to camy on
meaningful dizlogue with ene of the
calgful inhabitants of Scabl lsland,
See the next seclion, "Talking fo Charachers,”
for mare information.

Mexd, look af the sign next o the bridge.
Place the cursor aver (ke sign. Motice that the
werl Look at is highlighted, Press the right
mousesgoystick bulton or TAR key and
Giuybirush will walk to the sign and fell you
what he sees, The experienced pirate makes a
habit of shzaling anything that's not nailed
deram: bry to pick up the sign. Select the wverb
Pick up with the cursor by pressing the Left
mousesjoystick button: or the ENTER key.
Malice thal the words “Pick up” appear on the
Sentence Line. Position the cursor over the sign
and press the lelt mouseSjoystick butten: or the
EMTER key. This completes the sentence
“Pick up sign” on lhe Sentence Line. [f
Cuybrush is not already standing by the sign,
hie will walk over bo it and by te pick it up. An
iean will be added to your inventory,

To commence your exploration of
Wlondiick, walk bo the left edge of the screen,
While there are o number of establishments in
toven which you will wish te investigate, let's
start with the tavern: walk fo the hatch found

e i ke boneser part of the Animation
Window
Fird st wrbsat you can by talking to
the barkeeper: point fhe curser ab bum and press
the right mouseoystick button or the TAR
Rey.

Try walking Harowgh the door to the Left.
IHere's the first of mamy obstacles that will be
strevem in Guybrush's path. .. ¢ if you can
digcover anather way to get indo that room,

TALRING T90O

CHARACTERS

here are plendy of characters in the

game with wiam you can con-

werse, Mearly everyone Gunbinush
mieets will have something to say, whether
friendly or unfriendhy...helpf, or unkbelpholl
Oiften, you can falk with someone at one point
in five game, and then retumn fo kim or her later
to qet now infanmation. VWhat you leam and
discower in anedher anea may open more con-
wersational Bopics wilh someone to whom
wou v previously spoken. Te talk with charac-
ters, position the pointer on them and press the
right mousefowatick buthon or fhe TAR ey to
use the Talk to verb aulomalicaliy,

I @ conversation, you select what Cary-
brush says from ameng the possible phrases at
the bottom of i screen. Jus? click on the
phrase you want him fo say. OF courze, whal
Cruybrush says will affect how other people
respomd. And, as conversations conlinue, you
could be presented with a new armay of dia-
bogue choices. Don't womy —we Il never pun-
ish you for seledling the “wiong” or funmy dia-
logue response. After all, you're plying this
game to have fun!




FuncTion KRevs
SAVE YOUM progress in a
game, erabling vou fo furm the
computer off and start again later in
the same place, use the save feabure, Simply
press the Save/Load Game function key [F5 on
mast computers — see your reference cand for
more infarmation).

To load a game you have saved, use the
SavesLoad Game function key any time after
Momkey lsland £ LeCherch: s Revenge has
been loaded. IF necessary, the prograrm will
change game difficulty modes to match that of
Ehe parme vou have loaded,

To bypass a cut-scene, press the ESC key,
of press bolh mowsefowstick bullons al onoe,
Lee your computer reference card for details.
Adber you've plaved Aonkey Ieand 2
LeChuck's Revenge several fimes, you may
weand to use this function to skip over scenes
you have seen before.

To restart the game from fhe beginning,
press the key indicated on your reference card
{F3 on most computers),
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To pause the pame, press the
SPACE BAE, Press if again bo resume play.

To adjust the speed of the Message Line
Eo suit your reading speed, press the kews indi-
cated om your reference card {+ and - on most
computers), When you've finkshed reading a
line of dialogue, you can press the Done key
(the period — . — i most computers) 1o dear
the line and proceed.

ise the keys indicated on your reference
card b adpust the sound valurme (hard brackets
— [and ] — on most computers), [f wou are
using tie intermal speaker, these controls will
tum the sound off and on. If your sound cand
Fras a welurme oomrol, make sure it is set higher
than level zera before using the keyboard con-
Erols be fine-lune the volume level.

To quit the game, press the key combina-
tion indicated on your relerenee card {Control-
 on most computers). If you plan to retumn to
the game vou're preserdly plaving, remembsr
b save game before quitting.

You can't live off your
glories forever!
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Qup Game .
DESIGN PHiLOosSophy

¢ believe that you buy games
\/ e be entertained, nat to be
whacked over the head every

time you make a migtake, S0 we don't bring
the gamee o a screeching halt when you poke
wour nose inboe a place you haven't visited
before. We fry to make it clear, however,
when you are in a dangerous situation.

We think
vou'd prefer ta solve
the garne’s myshernies
by exploring and dis-
convering, el by
dying a thousand
deaths, We also
thimk you like to
spend your fime
itvvalved in the
shary, naot byping in
symeyms umtbl you stumble upon the comput-
er'sword for a certain object,

Linlike comventional compater adven-
tures, you waon't find yvourself accidentally step-
ping off a path, or dying because vou've picked
up a sharp object. There are a few dangeraus
sifuations swhich will bring the game fo a pre-
mature end, but to anficipate them takes just a
little common sense, nol excessive paranoia.
Save the game when you think you may be
entering a dangerous area, bul don't assume
hat every wrong step will result in death. Use-
alby you'll get another chance,

A Few
PeLppuL IMNTS

k= Pick up everylhing you can. Odds
are, at some point all those strange things will
ECMVE SOIME PUrpst,

= If you get stuck and can't fgure out
haw to praceed, Ery looking through all the
items you've found and thinking about how
each ane might be used [perhaps wilh wet
anolker item in your inventory). Think about

e the places you've

pone, and the peo-
Fle vau've mel,
Chanees are, there
will be a4 connedion
heat'Il put you back
on frack,




Plotice: Luessflg Cames (a divi-
gion of Lucas s Enberfainmend Com-
] resereds B rght to make mpaove-
ments in the product described n this mana-
al & any Bme amd without notice,

The enclosed software product amd this
manual ane cogyiphited and all Aghis ane reserved
by Lucashilm Games, Mo pad of this manwal or
any of the accompanying materials may be copied,
reproduned, or franslated in any form or meedium
weithout the prior written consent of Lucastim
Crames,
Lucasfim Camees wamants to the original
consurmer purchaser Bl fee diskelles furnished in
this pradict will be free from defects in materials
and wrarkmanship under normal we for a perod of
ninety () days from the date of purchase (25 evi-
denged by wour receiplh, IF any diskelles supplicd a:
part of this preduct prove to be defedlive, and pro-
vitheed thal {he consumer purchaser relurns the
redia to Lucasfiln Games in accardance with the
instructions in e following paragraph, Lusasfilm
Cramies will replace any defective diskette: fa) free
of charge b the consumer purchaser, if te disketle
proves to be defective within the ninety 880 day
perichl follensdng the date of purchase, anc (i e
diskette proves to be defediive afler the expiration of
the minehy (905 day wamanky pericd, Lucasfilm
Crarnes will replace the defective media for a fee of
§7.50 per diskelte.

Ta abdaln & replacement disketde, please
return Ehe disketie ondy, postage prepaid, ko
Lucasfilie Canses, at the address below, accompa-
nied by proaf of date of purchase, & stalement of
the defect, and vour nante ard refum address, To
replane defective media afler expiration of the war-
ranty period, senad fhe diskefte only, postage pre-
paidd, fo Lucasfilm Games o The below address,
enclosing proof of purchase, a slatement of the
defest, your name and relum addoess, and a chieds
for $7.50 per diskette, Lucasfilm Cames will mil
o replasement ke you.

THE SOFTWARE, DISKETTES, AL
BOCUMENTATION ARE PROATDED "AS
[%." THERE I5 MO WARRARMTY OF hAER-
CHAMTARBILITY, MOOWARRAMNTY OF
FITRESS FOR A PARTICOULAR \SE, AR
MO OTHER WAREANTY CIF ARY KINID,

_
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\ EITHER EXPRESSED OR, IMPLIEDR
RECGARDIMNG THE SOFTWARE,
o [HEKETTES, OR DOCOUMENTA-
TICHS, EXCEPT AS EXPRESSEY PRO-
WIDED IN THE PRECEDRIMNG PARAGEAPH,
ACCOEDINGLY, THE EMTIRE RISK ASTO
THE WISE, RESLALTS AN PERFORMANCE
OF THE SOFTwWARE, DISKETTES AMD
DOCUMENTATION |5 ASSUMED BY
SO AR NO EVERT WILL LAACASFILR
CAMAES BE LIABLE TO YOU OR ANYOMNE
ELSE FOR ARNY COMSEQIUENTIAL, SFE-
ClAL, OR INDIRECT DARMAGES RESLILT-
MG FRORA POSSESSION, WSE, OR hMAL-
FUMCTION OF THE PRODACT, IMNCLUD.
IMG WITTHOUT LINITATION, DAMAGE
T PROPERTY AN, TO THE EXTENT
PERMITTEE BY LAW, DAMAGES FOR
PERSOMAL INILEY, EVEN IF LLCASFILA
CARMES HAS BEEN ADVISED OF THE POS
SIBILITY OF ARY SUCH DAMAGES OR
LOSS. SOMAE STATES DO MOT ALLOW
LIMITATINS O THE PUEATION OF
IMPLIED WARRAMTIES ARDAOR THE
EXCLSHON OF LIMITATION OF [NCI-
DERTAL QR COMRSECAIERTIAL [hAdd-
AGES, AND THWS THE PRECEDING LIRAI-
TATION AMDAOR EXCLUSIONS AND
LISAITATIONS Ry MOT APPLY TO
SO TS WARRANTY GIVES Y0 SPE-
CIFIC LEGAL BIGHTS, AMD YO MAY
HANE OTHER RIGHTS DEPENDING QN
THE LAWS I YOUR STATE, WO AGREE
THAT THE LIABILITY OF LJCASFILA
GARES ARISING OUT OF ARY KIND OF
LECRAL CLAINA MWRHETIHER 1M COM-
TERACT, TORT, OR OTHERWTSE] WILL
MIOT EXCEED THE ARACUNT 00T OREC-
MALLY PAIL FOR THE WSE OF THIR
PRODACT.

Mdankey fshand £ Lolhock s Revenge
character names, all ather elements of the pame
fardasy, FLSE and Lucosfilm CGames are frade-
rvarks of LucasArts Entertalnmen! Company.,
™ g £ 1991 LucasAris Enterfainmend Company,
{MALUSE patent pernding. Adl rights reserved,

Lucashim Gamees, PO Bax 10307,
San Rafael, CA Q412

015408



