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The anachro-
nisms are there
to add humor to
the game, of
course, but they
also have a
secret, deeper
relevance to the
story — but I'm
keeping that
secret for the
sequel.

The Secret of Creating
Monkey Island

AN INTERVIEW WITH RON GILBERT

hatever possessed you to
create a game about
pirates, anyway?
I'd wanted 1o do a
pirate game for a long time.

You see, one of my favorite rides
in Disneyland is Pirates of the
Caribbean. You get on a little boat
and it takes you through a pirate ad-
venture, climaxing in a cannon fight

between two big
pirate ships.
Your boat keeps

=

you moving through the adventure,
but I've always wished 1 could get off
and wander around, learn more about
the characters, and find a way onto
those pirate ships.

So with The Secret of Monkey
Island™ 1 wanted to create a game that
had the same flavor, but where you
could step off the boat and enter that
whole storybook world. The pirates
on Monkey Island aren't like real pi-
rates, who were slimy and vicious, the
terrorists of the 17th century. These
are swashbuckling, fun-loving pirates,
like the ones in the adventure stories
everyone grows up with.

Once you had the idea, where did
you go from there?

1 started designing Monkey Island
about two and a half years ago. But I
was only about a fourth of the way
through the design when Indiana
Jones and the Last Crusade® came up.
That had to be done quickly, so we
had to put Monkey Island on hold for
a while. That's why it took so long to
complete.

The first thing I do when I'm de-
signing a game is sit down and write a
short story. | wrote a lot of four- or
five-page stories, lots ol'(lll'ftrenl
plots.

Then I'd read each story and ask
myself, is that interesting? Does that
make sense? And I'd say, “well, no.”
So I'd throw it out and write another.

1 kept writing these stories and
showing them to people around the
office, until I hit upon something that
was really intriguing. I had put some
ghosts into one of the stories, and that
seemed to catch everyone's interest.
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where that all began. Still, when 1 put
in the ghost pirate LeChuck, that's
when everything started to come to-
gether for me. Because now I had a
.. good, strong antagonist.
You mention doing some reading.
- Why?
I read a lot of novels
and reference books, more
for the flavor of the
period than for accura-
cy. This isn't a histori-
cally accurate game.
In fact, you'll see
=* when you play
that there are a

I'm not sure why there’s such a
close connection between pirates and
ghosts, and so many stories about
ghost ships and ghost pirates. In all
the reading I did, I never found out

lot of anachronisms, like the vending
machine at Stan’s used ship yard.
They're there to add humor to the
game, of course, but they also have a
secret, deeper relevance to the story

Mmmdﬁmﬂmmmwwsudbﬂkawho
tries to reach the island!

m.ﬁmmwbumbmwmﬂmumm
Think again. First you'll have to prove yourself as a pirale by passing three fricls. In
hepmmyodllhuwbhumbdwl buaawd,mdmwmpmmo{di
'— to fling insults. :

Not to mention the grog. Ywnmtbeapnruhwﬂhoulgmg -

Next you'll need a ship undau'ewwmpmdofﬂnmoﬂheearh Get
ting to Monkey Island is no piece of cake, either. The mysterious pirate LeChuck is
wadbbahﬁragmundﬂ\oﬂkwh‘md.mdhedwmmugamlm

Locals say that the ireasure will probably remain unclaimed, unless someone
comes along who's daring enough to pass the pirate tests, round up a crew, and
command a ship on a suicidal voyage into dangerous waters.

Not much chance of that happening, is there?

— but I'm keeping that secret for the
sequel.

A sequel? Really?

Yeah, but don't tell anyone yet.

Okay, I'll just edit that line out of the
interview before it’s printed. So you've
got your story, and your ghost pirate.
Then what?

The next step was to take the story
and break it up into a step-by-step_
outline of what the player has to do.
You have to pick up some things, you
have to get a ship, you have to find
Monkey Island, and so on. I ended up
with a four-page list of forty or fifty
key points.

Then I started writing puzzles
around each of those points. Each
point might have as many as three or
four puzzles that need to be solved.

At the same time, I looked for
ways to make the story nonlinear, to
give players a choice of which puzzle
to solve next. If you have a lot of bot-
tlenecks, you're going to increase the
chance that players will become frus-
trated with your game. Because
they're sitting in one room trying to
get through one door, and there’s
nothing else to do in the game until
they get through that door. If you can
give them other things they can do
while they're trying to get through the
door, they can put that puzzle aside
for a while and do other stuff. Maybe
they'll even see something along the




way that'll help them figure out the
puzzle.

Can you give us an example of
this from the game? :

- One of the things I did to mal
the story less linear was to add the
three trials at the start of the game.
You have to prove yourself as a pirate
by completing these three tests, and
you can do them in any order that
you want. That was done on purpose,
so.that you don't have to finish trial
one before you can try trial two. 1
think it's good design technique to
have things as nonlinear as possible,
but it does make the storytelling ten
times as hard.

The game went through a lot of
changes in the design process. The
three trials are one example; 1 added
them late in the design stage. Another
change was that I decided to intro-
duce a lot of the characters in a way
that wasn't directly related to the
main plot. These are the people you'll
eventually need for your ship's crew.
But I wanted you to meet them as in-
cidental characters while you're com-
pleting the trials. They aren’t impor-
tant at that point. Then, when you're
presented with the problem of finding
a crew, you think, wow, I've already
met these people, and now you can
go back and really interact with them.

When you've finished the design,
you're ready to start programming,
right?

Wrong,. After the design is
finished, then comes the horrible task
of budgeting and scheduling, which is
no fun whatsoever. You plan out
when each room is going to get
drawn, when each character is going
to get programmed, how much is it
going to cost. This can last a couple of
weeks.

A computer game used to be done
by one person working for maybe
a year, and it would cost thirty or

forty thousand dollars. Now we're do-
ing these huge games that teams of
specialists work on together, and
they're starting to cost huge amounts
of money. Within a few yearsitllcost
a million dollars to put together a
game. When you're dealing with that
much money you have to plan out ev-
ery detail.

Our team for Monkey Island in-
cluded programmers Tim Schafer and
Dave Grossman. They not only did
the programming but they wrote
about two-thirds of the dialog in the
game, too. And Steve Purcell and
Mark Ferrari did the great artwork.

Once the budgets and schedules are
done, you can begin programming at
last. But Monkey Island is an enor-
mous, complex game. Where do you
start?

Our first goal was to get
a crude version of the
game together as fast as we
could. That means a lot of the an-
imation was missing, the rooms
were just sketched in, the puzzles
were wired in as quickly as possible.

It took about. three months to geta |5

primitive version of Monkey Island
that was playable from beginning 1o
end. It was like having a rough cut of
a movie. We could identify a lot of
weak spots — we cut out a whole
bunch of the game at that point be-
cause it just didn't flow well, and we
added stuff where the game wasn't in-
teresting enough.

For example?
~ Before you can recruit one charac-
ter named Meathook, he demands
that you prove your bravery. You had
to accomplish three things. But it
slowed down the flow of the game

too much,
S0 we cut out
two of them. For
our S[DI'}’, one was

enough.

We added some things, too.
‘We realized that once you got to
Monkey lsland, the game became

kind of slow. The reason was sim-
e s ey

to be a deserted island. So we added a
shipwrecked character on the island,
and that gives you somebody to talk
with. And as you piece together the
story of what's been happening on
Monkey Island, you discover that he’s
a very important part of that story.

So that crude first version of the
game actually saved us time. If in-
stead we'd worked each part up to
perfection as we went along, we'd
have wasted a lot of time on things
like that that would eventually be
thrown out, and it would have taken
twice as long to produce the game.

But Monkey Island is on the shelves
at last.

I'm glad it's done. It's been two
and a half years and a lot of hard
work, but a lot of fun, too. We hope
everyone has a great time playing it.
ESC

The game went
through a lot of
changes in the

The three trials
are one exam-
ple; 1 added
them late in the
design stage.
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Maniac Mansion
aims to twist the
mold of situa-
tion comedy into
- something
dementedly
different.

Mansion
Hits the
Tube

A weird new cable television
show this fall is a first—a prime
time sitcom based on a com-

puter game!
aniac Mansion” premiered
\m September 14 on The Family
-Channcl cable network. The
hall-hour, live-action situation come-
dy is loosely based on our hit com-
puter game.

This wacked-out series chronicles
the misadventures of Dr. Fred Edison
and his family. Dr. Fred is an eccen-
tric scientist whose experiments and
inventions all too often go awry. He
tries to maintain a happy family life,
even though his experiments have ac-
cidentally turned his brother-in-law,
Harry, into a human fly, and given his
four-year-old son, Turner, the body of
a six-foot-four, 250-pound man.

“Maniac Mansion” is the neigh-
bors’ nickname for the Edisons’
home, which is inconveniently locat-

Joe Flaherty, formerly of
SCTV, stars as Dr. Fred
Edison, a good-hearted
third-generation scientist/
inventor whose creations
too often go awry. The
new half-hour series pre-
miered September 14 at
7pm (Eastern/Pacific) on
the Family Channel.

<

ed in the middle of a conservative,
upwardly mobile community. The
house is filled with Dr. Fred's inge-

" nious but useless inventions, like his

600-pound particle beam instant egg
cooker that can't be adjusted low
enough to prepare anything but egg
briquettes.

Among the writers and actors for
“Maniac Mansion” are many people
from the screwy comedy series
“SCTV * and equally loopy Second
City Theater company. Joe Flaherty
(SCTV's “Count Floyd" and “Guy Ca-
ballero”) stars as Dr. Fred. Eugene

Levy (SCTV's “Bobby Bittman” and
“Earl Camembert”) is executive pro-
ducer as well as one of the writers.

“Maniac Mansion” aims to twist
the mold of situation comedy into
something dementedly different. For
starters, the show debuted with “The
10th Anniversary Special,” in which
the Edison family reminisce about
their ten happy years on television,
and wonder that it's all gone by so
quickly. Each episode will abound in
gadgetry and high-tech special effects.

“Maniac Mansion” is produced by
Atlantis Films Limited in association
with The Family Channel and Lu-
casfilm Ltd. Television. ESC

Indiana
Jones and
the Tower
of Babel

Being ruggedly handsome and
handy with a bullwhip just isn’t
enough any more.
o make it as a philandering
‘“ archaeologist-adventurer
-nowadays, you've got to talk
the native lingos.

Our computer games are in de-
mand now all over the world. So
we've been training Indy as a poly-
glot. Already, we've translated our
game Indiana Jones and the Last Cru-
sade into German, French, Spanish,
and Italian. And we're now at work
on Chinese, Portuguese, and
Swedish.

Translation can be a game in itself,
and there are plenty of hazards to trip
up the translator.

“In Indy, for example,” Janine
Pitot recalls, “at one point a Nazi says
‘Orders? May | see them?’ and one
possible reply is a wisecrack: ‘Let’s
see...order of fries, order of slaw.™

But a literal translation would be
pointless. “The play on the word ‘or-
der’ doesn't work at all in French.
Fortunately 1 found something that
did work to replace it with. But it
would be better to skip a joke entirely
than to leave it in if it doesn't make
sense.” :

Janine is Lucasfilm Games' French
translator. She’s adapted Indiana Jones
and several other games as well, so
she’s familiar with the difficulties.

“When you're trying to translate,”
she says, “it’s easy for the humor to
get lost. If you want to recreate the at-
mosphere, you can't translate word
for word because it will sound awk-
ward. You try to make people believe
the game really was done in their na-
tive language.”

“Because our story games don't

use a parser,” says managing director
Doug Glen, “they lend themselves
well to other languages.” A parser is a
program that analyzes a command
grammatically; since each language's
grammar is different, a parser can't

easily be adapted to another language.
For games like Indiana Jones, howev-
er, e use our own programming lan-
guage that eliminates the need fora
parser and frees players from having
to type in commands.

Instead, players choose from a list
of commands and speeches displayed
on the screen. Translating a game,
then, is a straightforward matter of
finding an equivalent for each com-
mand.

Even that, though, has its pitfalls,
says Doug. “The translator
can't just look at the bare
words; he has to consider the
context of what's happening in
the game at that point. We've
learned from experience that
our translators actually have
to play the games while they're
translating.

“The other tricky part of
translation is making gags and
clues work that are based on
American culture. Qur transla-
tors not only have to be good
writers and good game play-
ers, but they also need to be
creative. If something doesn’t trans-
late, they need to be able to invent an
equivalent in another language.”

Indiana Jones and the Last Crusade
won the adventure game of the year
award from the European Leisure
Software Publishers Association, and
was named adventure game of the
year by Tilt and Génération 4 maga-
zines in France and PowerPlay maga-
zine in Germany.

Our first translation was the
German version of Maniac Mansion,
adapted in 1988 by Boris Schneider,
former editor of Power Play. “It
became a major hit,” says Doug.
“Boris’s translations have been cited
by his colleagues as some of the best
German language games ever
done.” ESC

What am |,
Nuts?

I thought it was craxy. It would
never sell to Nintendo™ players.
Those are fast action guys who
like to push buttons, aim, and

shoot.
t was a year and a halfago

\“ when Lucasfilm Games con-

- tacted me about Maniac Man-
sion, a mystery game that involving
thinking and problem solving. 1
thought their proposal — to make a
Nintendo game out of it — was crazy.

However, Lucasfilm's creative rep-
utation and the title “Maniac Man-
sion” hooked me. As did some of the
unique features in the game: the
chainsaw in the kitchen, the nuclear
reactor in the basement, the ZOM-B-
MATIC, and a storyline about a mad
doctor who wants to turn everyone's
favorite cheerleader into a zombie.

The fact that the game was already
a bestseller in the personal computer
market didn't hurt either.

1 accepted a copy of Maniac Man-
sion for review. When it arrived, our
sales director Carol Seitz and her ad-
ministrative assistant Doris Skaja
grabbed the game and started playing.

After five days of unanswered
phone calls and cancelled sales meet-
ings, Carol and Doris emerged from
our testing room with a verdict. Tt
was a hit!

Maniac Mansion is a thinking
man’s game with a wacky personality.
Everything has a potential use and a
player needs the deductive ability of
Sherlock Holmes.

But was I nuts? The cost of pro-
ducing a Maniac Mansion cartridge
would be high, higher than most oth-
er Nintendo games. Most games only
need one
megabit of
memory. But
Maniac Mansion
would require
two megabits to
accommodate
all the rooms,
characters, and
alternate end-
ings. We also
wanted 1o in-
clude a lithium
battery so you
could save the
game at any
point and continue it later.

‘What the hell! If you're going to
build a good game, go for it! We went
for it, and the rest is history. Maniac
Mansion is the wackiest, wildest Nin-
tendo game on the market, with 50
rooms, hundreds of clues, and five
different endings to keep you playing
forever. (That's why you need the bat-
tery.)

It might be pricey, and I might be
nuts for building it, but you won't be
nuts for buying it. ESC

Howie Rubin is President of Jaleco
USA, which manufactures Maniac
Mansion for the Nintendo system.

Howie Rubin



NIGHT
SHIFT

Working the
NIGHT SHIF'I""I
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It's called the BEAST.
ingham’s Environmentally Active
lution for Toys, that is.

1 work the night shift at Industrial
Might and Logic Ltd. IML makes
toys. Lots of toys. Baby Vaders. Little
Luke Skywalkers” Junior Zak McK-
rackens.

And the machine that makes ‘em
all is the BEAST. My job is to keep
the BEAST working. It's dirty work
— but why do I have to do it?

The BEAST is an ecologically
sound machine, entirely pieced to-
gether from used parts. Old electric
plugs, light bulbs, that sort of thing.
Like, the generator is an exercise bi-
cycle hooked up to the battery
(whew! does it ever wear out my
legs!). The resin is made in an old
washing machine tub. The doll parts
are punched out of the molds by a
boxing glove on a spring. You get the
idea. If you tripped over the BEAST in
a junkyard you'd never notice it.

1 gotta tell you, it looked like an
easy job the first night. Frank Fore-
man — he's my boss — gave me my
quota for the night. Then just a cou-

ple of wires to plug in and we were
cranking out the Trooper Toddlers at
full speed.

But soon things started going hay-
wire. A conveyor belt was traveling in
the wrong direction, dumping little
doll heads into the trash — which
meant that the dolls were coming out
with two bodies and no heads! Yow!
You know, they dock me for wasted
dolls!

No sooner did [ fix that, then we
started to lose power. Back down to
pump the bicycle! (Pant! Pant!) Then
a screw worked loose, so 1 had to grab
awrench and tighten it back up. A
moment later, the boiler started bub-
bling over, so 1 had to adjust the heat.

Still, little by little each night, I got
to know the machine better. I
didn’t make so many wrong
dolls. Earned big bonuses for
exceeding my quotas. | was
feeling pretty confident, total-
ly in control.

Then the lemmings
showed up. The female is the
affectionate one, clinging to me and
slowing me down as 1 stomped
around the factory. The male is the
daredevil, jumping into the resin vat
and discoloring the paint supply, or
jamming the moving parts. Fortu-
nately there was a vacuum cleaner
handy, so I just sucked the little dev-

ils up. No prob. Meanwhile, of
course, there are still screws to be

tightened and belts to be adjusted; the

heat just never lets up.

And then there's Larry Lawyer, He
claims to be checking safety regula-
tions, but all he does is hit me over
the head with a writ. Ouch! But he
doesn't bother me so much after 1
kick him down a couple flights of
stairs.

Fortunately, IML provides me
with the tools I need to get the job
done. Wrenches for tightening bolts.
Lemming-eating plants called Venus
traps. Helium balloons for getting up-
stairs in a hurry, and umbrellas for
floating safely back down. You can
pick up the tools all over the factory

— and a good thing, too, because

the tools are biodegradable and

y can only be used once.
L. You've got to keep an eye
on your quota for the night.
If you don’t meet it, you're

«%-w :
o, fired on the spot. If you do
* z ]

you can come back the next

night for another, more
difficult shift,

Now if you excuse me, I'd better
get back to work. The solidifier sup-
plier isn't hot enough, the paint is
coming out the wrong color, and —
ouch! — here’s that darned lawyer
again! ESC

Debugging
the BEAST

$§ COTT MARLTEY

When it's two in the moming
and you haven’t left the office
yet, a title like “Night Shift”
starts to look disturbingly
appropriate.

As the game’s release date ap-

proached, our programmers and

designers pulled many an all-nighter
in order to make the deadline.

“Those of us who are heavily in-
volved in this project really are work-
ing the night shift,” said Greg
Hammond a few weeks before the
game appeared. Greg is the pro-
“ducer of Night Shift. “We're un-
der a real time crunch — the .
candle is running out.”

In Night Shift, a candle at g
the bottom of the screen
marks how much time is left in the
game. The irony was not lost on those
who worked on the game. Here they
were, working all night to get a com-
plex computer game to run properly
— a game that happens to be about
working all night to get a humorously

: »;f your responsibilities. By level

complicated machine to run properly.
For them, life became a simulation of
the game.

John Dean, president of a British
company called Project Management
Consultancy, came up with the idea
for Night Shift and brought it to Lu-
casfilm Games. Two programmers
from England, Fred Gill and Jon
Steele, came to California to work on
the game with us.

Night Shift has 30 levels in all. You
play either Fred or Fiona Fixit, over-
worked employee of Industrial Might
and Logic Ltd. At the beginning of
the game, you only have to check on
one or two areas within the BEAST to
keep things running
smoothly. But with each
new level, another part of
the machine is added to

30, you're jumping from place
to place as fast as you can,
tightening bolts, adjusting switch-
es, and fixing conveyor belts like
crazy.

“The nice thing about the progres-
sion,” said Greg, “is that you get a
chance to master each part. There's a
lot of satisfaction in gradually under-
standing more and more about how

the different parts of the BEAST inter-

act.
Debugging Night Shift, though,
was a lot like starting the game on
level 30. Each part of the BEAST had
to be carefully adjusted, and now and

then something that the programmers

thought they'd finished with would
develop a quirk.

“We just fixed a minor bug in the
body hopper,” Greg said. “It wasn't
letting the doll bodies drop out at the
right intervals.” Instead, it was block-
ing the path of the bodies, so that the
BEAST produced only defective dolls
with one head attached on top of an-
other.

With all the visible bugs fixed,
Night Shift was ready for the “Quality
Assurance” phase.

“QA is a sacred time around here.
After we've developed a product to
the stage where we think it's ready to
go the manufacturer, then we give it
to the testers for two weeks. The pro-
grammers aren’t allowed to touch it
during that time.

“The testers play it and bang on it
and do everything they can do make
the program break down. If there are
no major problems — though the av-
erage game pops out of QA a couple

of times for répairs — the game goes
into production.

“I'm really excited about Night
Shift. 1 think it's a good new direction
for the company. It has some of the
same qualities as Pipe Dream, but
with a very different style of game-
play.

“I like that Night Shift shows a
working environment. It pokes a little
fun at the silly things we all have to
do as part of our jobs, things we do
without even noticing how silly they
are. And the graphics by Chris Gibbs
are a lot of fun.” ESC

You've got to
keep an eye on
your quota for
the night. If you
don’t meet it,
you're fired on
the spot.

Above: The Beast



“,..The Americans
are good at mak-
ing fancy cars and
refrigerators, but
that doesn't
mean that they
are any good at
making aircraft.
They are bluffing.
They are excel-
lent at bluvffing.”

Reichsmarschall Hermann
Goering, in early 1942

Secret eapons
of the Lujtivaiye

REVEALED BY NOAH FALSTEIN

The sky above Germany is
bright and clear on this crisp
September aft in 1044,
Perfect flying weather. 1 climb
to 15,000 feet and take a
lock around.

The panorama is breathtaking,
flawed only by a cluster of
dark specks on the horizon...

hey're heading this way.
In minutes they will be
right over my airfield,
just outside Bremer-
haven. 1 open my throt-
tle wide and climb swiftly toward the
growing black shapes.
1 know what they are. And as I fly,
I think about the many brave German

But today is different. I'm flying a
Swallow: the Messerschmitt 262 jet
fighter. The only jet fighter in opera-
tion in the world. Those Mustang and
Thunderbolt pilots may be confident
of success, but today they will geta
surprise.

I'm above them now. I dive in at
full speed and aim at one of the lead
B-17s. In a flash I'm on it, firing a
quick burst of ammunition from my
four 30mm cannons. An instant later
a flash of flame spurts from its tail,
and the stricken bomber spirals down
while its crewmen bail out as fast as
they can.

I marvel again at the speed of the
Swallow. The P-51 Mustang fighter is
the fastest the Allies have, but I'm eas-
ily outpacing it by at least 150 kilo-

dive back among the enemy

system we used for our previous sim-

bombers. This time not a single bullet
hits me. A second round of fire from
my cannons sends another B-17

ulation, Their Finest Hour: The Battle
of Britain™* For Secret Weapons, we've
added many features and refinements,

down in flames.

My indicators
edge into the red.
The odds are
against me if I try
to land now. The
Luftwaffe, I
reflect, is shorter
of skilled pilots
than of planes.
Reluctantly 1 bail
out of my beauti-
ful green shark of
the sky.

And not a mo-
ment oo SooN.
Seconds later,
even as my chute
is still opening,

On his first mission, ball turret gunner
Sergeant Maynard “Snuffy” Smith was
busy firing ot FW 190s as his B-17

bombed the submarine pens at SaintNazaire. When he
heard no other gun positions firing, he crawled out of his
ball turret to find out why. What he saw was a badly
wounded tail gunner, two emply waist gun positions, and @
radio compartment engulfed in flames. After giving first aid
to the gunner, he fried to put out the fire by stomping on it,
and, in desperaticn, even urinating on the flames. When
FW 190s began firing at the damaged bomber, Smith
manned both waist guns and fired back. When the fighters
broke off their attacks, he managed fo put out the flames
with his bare hands. Because of his efforts, his B-17 was -
able to make it back across the English Channel 1o Britain,
and Smith was later awarded the Congressional Medal of
Honor. His actions were confirmed by the crew of another
bomber, who could actually see him through the numerous
bullet holes torn in the B-17's fuselage.

against those B-17 Flyng Fortresses
and their dangerous escort of P-51

pilots who have been lost going

Mustangs.

—J ] L. “One time | got a bullet in the cooling system, and

| saw the temperature was going up, so | tumed
18T my Bf 109 around and made a belly landing. At
the moment when | was on the ground | heard an explosion
and | thought that soldiers were shooting at my crippled air-
craft. | thought, “You have to get out fast.” | was opening the
canopy and was just Irying to pull out, when | saw two Ger-
man soldiers ten or fifteen meters in front of me who were
crying and waving with their arms. | looked around at my
aircraft and saw that it didn't have a tail anymore. Then |
looked around and saw that there were a lot of black box-
es. | had come down in a minefield! And to cross the ten or
fifteen meters to get me out, the minesweepers needed two
hours to reach mel They were lying on the ground and feel-
ing with their fingers and pulling the mines away, and then
they came to my aircraft and got me out. Two hours | was
left in o minefield!

Luftwaffe General Walter Krupinski

meters per hour. I feel invincible.
An American fighter gets off a

snap shot at me as I streak by. The

ting of a ricochet tells me the bad

news: the Ameri-
can was lucky,
or perhaps un-
usually skillful.
I'm losing oil
pressure in my
left engine, and 1
look out the port
window to check
it.

The engine is
on fire.

With luck, 1
have a few sec-
onds more flying
time before it
blows up. 1 bring
my jet around in
a wide curve and

my jet explodes

into a ball of red
fire and black smoke. As 1 drift down,
1 console myself. I took two bombers
with me. That was good.
But not good enough. I'll have to

try again.

hat’s an account of a mission 1 re-

cently flew in Lucasfilm's new
flight simulator, Secret Weapons of the
Luftwaffe. The game improves on the

and we've taken advantage of ad-
vances in computer hardware like
VGA graphics and add-on sound
cards.

The new flight dynamics here are
more accurate than ever: the plane re-
sponds to the joystick with a more re-
alistic feel. Yet this simulation is even
easier to use than Battle of Britain.
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Itis the

greatest flight
simulator
you've ever
seen, a
stunning
graphics
o " tour-de-force that
ets you answer the question, "What
if Nazi Germany's secret weapons had
fought against the allies?" You will fly
the hot twin-jet Me-262, the rocket-
powered Me-163 Komet or the eerie
Ho-229 batwing. Or try the
Luftwatfe's front-line fighters, the
Me-109 and FW-190. The key word
in Secret Weapons of the Luftwaffe is
authenticity.

Like all Lucasfilm Games flight
simulators, you can fly for either side-
climb into the cockpit of the best U.S.

THEIR FINEST HOUR:

THE BATTLE OF BRITAIN™
It was 1940, England’s darkest moment.
A small band of brave Royal Air Force
fighter pilots stood alone between the
British people and the almost
overwhelming force of the German
Luftwaffe. And when it was over, the
RAF was victorious. It had truly been
“Their Finest Hour.”

In this spectacular flight simulator, you

can fly Spitfires and Hurricanes against
Messerschmitt fighters or Stuka, Dornier and

fighter aircraft, such as the top-rated P-51
Mustang or the P47, known by its pilots
affectionately as the "Jug." Or pilot a B-17
Flying Fortress heavy bomber and even man
all of the crew positions. The graphics in this
simulation are unsurpassed with all new
special effects. Special features also include a

“mission builder” that lets you design your
own scenarios. All this for just $69.95.

With our soft, black leather Luftwaffe pilot's
jacket, you'll cut a dashing figure in the
squadron ready room-or anywhere,
especially if you top it off with our 100% silk
pilot's scarf. For those warm summer days on

SECRET LWEAPONS + LUFTUJAFFE.

in leather jackets and vests,

Ouir leather jackets dnd pests are made
exclusively for us from the finest materials
available and then finished with superb care
and workmanship. There's no better value

Software $69.95 Luftwaffe black T-Shirt
IBM 51/4"  (4100)  leather jacket. g“!eul-l‘ sizes %‘}47955)
IBM 31/2" (4101)  Men'ssizes  $225 omal :
Poster (8374) $495  Small (9005) ﬂedmm g;?;
Pilot's scarf ~ $35.00 Medium (9007) Exrtfael.argc (8378)
White (9015)  Large (9008) q
MousePad  $1595  ExtraLarge (9009)
(8362)
About Our Jackets

Lucasfilm Games logo
- on the back.

Celebrate your victor-
ies with the beautiful
“box-art poster for Their
"~ Finest Hour: The Battle of
 Britain, shipped rolled and
i ready-to-frame. And for a
“taste of authentic flight
action, watch The Battle of
Britain, starring Michael Caine and Laurence
Olivier on VHS videocassette.

Software $59.95  RAF brown leather

Heink_el bombers. Or sit down in t_hc Genlmn }g:; ;: 11 ::; g;;g; E::glﬁ {gﬁ?
cockpits to see what combat was like against Amiga (3578)  Size 38 (9001)
the gallant pilots of the RAF. With smooth, Atari ST (3580)  Size 40 (9002)
accurate control response, authentic period RAF brown leather Size 42 (9003)
detail, and a 200-page manual crammed with ;_‘!Sl-}ﬁ (3317;) ?j—l‘;-h.;-:t (9004)
G G T = : ize -Shi
hv_-tur_}, it's almost like stepping into a time Size 38 (9011)  Menssizes  $1495
SBE Tt = Size 40 (9012)  Small (8303)
; Pilots in the I%altle of Britain had a 3 Size 42 9013)  Medium (8304)
dashing look that's just as popular today asit  Sjze 44 (9014)  Large (8305)
was then. Now, with our Royal Air Force Poster $4.95  Extra Large (8306)
brushed lambskin vest (8373)  The Battle of Britain
or RAF Luftwafe THEIR FINEST MISSIONS™ S
leather pilot's jackets, | Conceived by some of Their Finest Hour: %309?5}

you'll have that same
look. Our Battle of
Britain T-Shirt features
a full-color Spitfire on

the front and the IBM 51/4" (9267)

The Battle of Britain's finest fliers, these
advanced missions challenge even the
most skilled computer pilots. $19.95
(Their Finest Hour: The Battle of Brilain required)

31/2" (9268)

CALL TOLL-FREE 1 (800) STAR-WARS

RAF Brown
Leather Jacket

Add the P-38 Lightning and the P-80 Shooting Star to the
unique collection of aircraft already featured in Secret
Wenpons of the Luftwaffe. Each Tour of Duty expansion disk
contains 16 ready-to-fly missions and two complete tours of
duty. Create your own P-38 and P-80 missions with the
Secret Weapons mission builder! (both require Secret Weapons

of the Luftwaffe software)
TOUR OF DUTY: P-38 LIGHTNING
With its unique profile and formidable fire-
power, the P-38 Lightning played a vital role
as a long-range escort fighter. And with its
four thousand pounds of payload, the P-38
packed a mighty punch against Germany's
war industries. $29.95
IBM 51/4"12MB (9281)

31/ (9282)
TOUR OF DUTY: P-80 SHOOTING STAR
America's first operational jet fighter, the P-80
missed seeing service during World War I1.
The Shooting Star was developed in record
fime to combat both the German Me 262 jet
fighter and the Me 163 rocket fighter. $29.95

IBM 51/4"12MB (6254)
D

31/2" (6246)

COMPANY

the flight line, proudly wear our Secret
Weapons of the Luftwaffe :
T-Shirt. And of course,
every hangar wall needs a
full-color Secret Weapons
of the Luftwaffe poster.

FREE |
MOUSE PAD

Order Secret Weapons of the Luftwaffe
direct and receive FREE a full color
mouse pad that'll make you fly like an ace.

RAF Brouwm
Leather Vest

THE OFFICIAL LUCASFILM GAMES
AIR COMBAT STRATEGY BOOK

Whether you're on your first mission or your
hundredth, there’s always a little higher you
can fly. That's why you'll want to keep The
Official Lucasfilm Games Air Combat Strategy
Book by Rusel DeMaria and George R.
Fontaine handy in your cockpit. Get all the
help you need to succeed in Battlehaiks 1942,
Their Finest Hour: The Battle of Britain, and
Secret Weapons of the Luftwaffe. $18.95 (9272)

BATTLEHAWKS 1942°
Fly authentic Japanese Zeros, Kates and Vals
against American Dauntlesses, Wildcats and
Avengers on a variety of fighter, bomber and
torpedo missions. Only $29.95

Software $29.95 T-Shirt

IBM (Combo) (3528)  Men's sizes $14.95

Amiga (3531)  Small (8284)

Atari ST (3534)  Medium (8285)
Large (8286)




INDIANA JONES™
AND THE
LAST CRUSADE:
THE GRAPHIC

THE SECRET OF

famous pirate and learn The Secret of Monkey
Island? Do you have what it takes to best the
ghost pirate, LeChuck?

FREE

SPECIAL! Get the Clue Book FREE
with your direct order of The Secret of
Monkey Island. It's guaranteed to make
you a real swashbuckler!

Duel with the Sword Master, tackle
vicious Piranha Poodles and find valuable
buried treasure! But once you do, the real chal-
lenge begins in this delightful point-and-click
graphic adventure from Ron Gilbert. Complete
with original reggae music, vivid graphics and
animation and cringingly funny humor.

For all you truly dedicated buccaneers,
here's your chance to hang a glorious, full-color
Secret of Monkey Island poster on your game
room wall. Or decorate your “treasure chest”
with a custom long-sleeve T-Shirt, embellished
with Monkey Island graphics in full color.

Software §39.95 T-shirt
IBM Men's sizes $14.95
51/4" EGA  (4098) Small (8354)
31/2" EGA (4099) Medium (8355)
Software §59.95 Large (8356)
51/4° VGA  (4302) Extralarge  (8357)
31/ VGA  (4318)  Clue Book $12.95
Amiga (9050) (8365)
Atari ST (9051)  Poster $4.95
Macintosh New (6305) (8380)
IBM upgrade to VGA edition §15.00
(plus your original disks) 51/4" (9087)
31/ (9088)
NEW IBM CD-ROM (6208) $49.95

It's a movie! It's a game! It's an

action adventure that tests whether
you can be a better Indy than

Indiana Jones himself! Enjoy all

the suspense of the Academy Award-winning

_ movie as Indy tackles Nazi villains and

medieval traps to save his father and find
~ the Holy Grail. Outstanding graphics,

+ hypnotizing animation and a super

- sound track that will make you want to

interface puts the adventure back in
| adventure gaming.

Hot Price: 529.95

(IBM, Amiga & Atari ST only)

MONKEY ISLAND 2:

LECHUCK'S REVENGE"
Return with us toa nobler time, when pirates
ravaged the seas — and body odor ravaged the
pirates — with
Monkey Island 2:
LeChuck’s
Revenge, the
hilarious
sequel to The
Secret of Mon-
key Island.

The
Ghost Pirate
LeChuck is A
out for revenge. You
killed him once, but he's too mad to
stay dead. LeChuck's big, he's bad, he’s back,
and he’s looking for you...

Sit back and enjoy the amazing iIMUSE"
reggae soundtrack and dazzling 256 color
graphics* as you search for the lost treasure of
Big Whoop and battle once again with the
putrefying remains of the ghost pirate with an
attitude.

Software $59.95 Clue Book $12.95
IBM51/4"  (6154) (6259)

31/2"  (6155) *32-color for
Amiga (6156) Amiga system

for everyone.
Whether you like

INDIANA JONES™AND |32 mind-bending puz-
THE FATE OF ATLANTIS | o zles, two-fisted action
Grab your whip and put on your f | ortalking your way
fedora, because Indy’s off on his lat- J outofajam, you'll
est race against the Nazis. You'll experience all the
cross the globe, from Algiers to Ice- i excitement and adven-
land to the Yucatan, in a search for the F#| tureIndiana Jones fans
fabled city of Atlantis. You'll have to be on = have grown tolove. Fea-
your toes to beat the Nazis to the Lost tures stunning 256-color graphics and cin-
City's secret — a force more powerful ematic IMUSE soundtrack.
than the atomic bomb. Softyare $59.95

With three ways to play, Indiana ~ 1BM 51/4" (6157  Clue Book $1295
Jones and the Fate of Atlantis has something 31/ (6158) (6260)

And for the complete Indy experience:

Pull on your full-color Indiana Jones and the
Last Crusade T-shirt, then slip into your top-
quality, Indy-style leather jacket. Grab your
brown felt Indy hat and sit down, ready for
action, in front of your computer. . . Slide your
mouse across the smooth, fast surface of the
Indy mouse pad. . . Don't worry —if you hit a
tight spot, you can reach into your rugged
black leather Indy backpack for the Clue Book
you've hidden there.

Tan Leather Hip Pack G

Tan Leather

Star Wars. The name alone
evokes images of star destroyers
and wookies, droids and
Jedi masters. If you'rea Star |
Wars fan, here's your chance
to own some of the best 4
Star Wars memorabilia
and relive some of your favorite |
movie moments.
For the
Imperial Storm

Trooper in you, the
Don Post Studios
have re-created
the white Storm
Trooper helmet in

soft-molded
flexible plastic. It's

® perfect for a vacation
. on the moons of
Endor. One size fits all.
Storm Trooper helmet (9028) 79.95

LUCASFILM~GAMES

COMPANY
STORE

"I am your father, Luke.” Darth
Vader's hidden countenance and
memorable voice made all of us
wonder who - or what - was
under that ominous helmet and
) mask. We have created a faithful
replica of the fantastic Darth Vader
mask and helmet in resilient,
heavy-gauge plastic. One size fits all.

Darth Vader™ helmet (9029) 57.95

Star Wars Trilogy (9034) $64.95

Standard VHS (NTSC format)

Too late it is not, Luke. . . Not too late, that is,

to get your very own genuine Yoda wristwatch.
Cunningly decorated with the 3D holographic
Jedi master. The force will be yours!

Yoda wristwatch (9035) $35.00
Darth Vader wristwatch (9273) $35.00




T-shirt
Men's sizes
White:
Medium

Large

Indy brown
fur felt hat

Sizes:

Small 63/4

51/4" (4258

t067/8
Medium 7
to71/8
) ) Large7 1/4
'IBM 51/4" (9063) to73/8
- IBM 31/2" (%064) ExtraLarge
. NEW IBM 71/2to
CD-ROM $49.95 75/8
(6207) Black leather
| ClueBook  $12.95 back pack
] (8310)
MousePad  $1595 Tan leather
(8322) hip pack
Brown leather
jacket A2 Bomber Tan leather
style. $225 duffle bag
Men's sizes
Size 36 (9000)
Size 38 (9001)
Size 40 (9002)
Size 42 (9003)
Size 44 (9004)
M T
Okay, Jedi knight.
Here's your chance to rescue
death. Man the gunnery of
MPC/Ertl is known for its e
high-quality polystyrene Death Star — home base toa - He’:san.nedamimdy
model assembly kits. few hundred thousand af';}]y- The question is, are you?
Now they have reissued armed stormtroopers, Nintendo cartridge ~ $59.95
three of the most notable of | the Lord of the Imperial (9033)
the Star Wars spacecraft,

including Han Solo's Millenium Falcon, Darth
Vader's Tie Fighter and Luke Skywalker's
X-Wing Fighter. Each kit includes instructions

for easy assembly.

Millenium 1695 X-Wing $8.95

FalonKit ~ (9030)  Snap Together (9264)

TIE Fighter Kit $8.95  TIEIntercepter $5.95
(9031)  Snap Together (9263)

X-Wing $8.95

Fighter Kit  (9032)

% 7 Gy

Have your treasured Star Wars T-Shirts
and sweatshirts seen better days? Are you
distressed at having to throw them out?
Why not replace them with these new
HOT designs, created exclusively for
Lucasfilm Games. It's the uniform of the
day on most Star destroyers - - you'll fit

right in.

Death Star T-Shirt Darth Vadar

Men's sizes $14.95 Sweatshirt

Small (9039) Men'ssizes  $26.95
Medium (9040)  Small (9046)
Large (9041)  Medium (9047)
Extra Large (9042) Large (9048)

Extra Large (9048)

We begin with the finest quality, Hanes

About  100% cotton T-Shirts, then design our
Our unique graphics, logos and art and carefully
= screen them on the T-shirts in full color. You
T‘-Shlfts won 't find better T-Shirts — or shirts you'll

treasure more -~ than from Lucasfilm Games.

LUCASFILM~GAMES

LOOM™
In a truly unique
fantasy graphic
adventure, you
play the role of a
young Weaver in
the Age of the
Great Guilds.
Despite your
young age, you
hold the fate of the
Universe in your
hands. Loom by Briar
Moriarty is a tale of magic, music, , and dragons
unlike any game you' ve ever seen. And it
comes complete with a 30-minute
audio cassette that sets the stage
for your quest. Super graphics
and sound support. Just the
right challenge for the

beginning adventurer.

ZAK McKRACKEN AND THE
ALIEN MINDBENDERS ™
FLASH! Space Aliens have landed! This just in
- they've taken over the Phone Company and
are reportedly trying to reduce everyone's IQs

to single digits!

Think you might've read that report last
week in the supermarket check-out line? Well,
as Zak McKracken, ace reporter for the
National Inquisitor, you've made up stories just
like that to sell a few newspapers. But this
story is true! And only )ou can save the world

¥ If you're the only
one in town who hasn't played
Maniac Mansion yet, don't be left out!
It's crazy, it's funny and it's spooky-
everything you want in an graphic
adventure. Award-winning
Maniac Mansion pioneered the point-
and-click interface that makes typing
obsolete. Find out for yourself why Dr.
Fred kidnapped your favorite cheer- *

COMPANY

STO

RE

To set the Loom mood properly, you'll
need a genuine Loom T-Shirt, endorsed by
Bobbin himself. Then, once you're appropri-
ately dressed, use the Loom Clue Book to help
guide you through the mists of ancient times.
And for hauntingly great sound from your PC,
add the Loom Roland upgrade disk for use with
your Roland LAPC-1 card or MT-32 Sound

Module (not included).
Software $59.95 Clue Book $12.95
IBM 5 1/4" (3575) (8311)
IBM 3 1/2" (3601) Roland PC Upgrade
Amiga (3577) disk $15.00
Atari 5T (3579) (8331)
‘v{aantosh (4311)  T-Shirt §14.95
== Men's sizes
Small (8323)
Medium (8324)
Large (8325)
Extra Large  (8326)
NEW IBM
CD-ROM $49.95
“Talkie” (6209)

from the alien menace in this wonderfully
loony graphic adventure. No typing — just
point-and-click. Amazing price: $19.95
Need to get to
Mars in a Volks-
wagen van? Maybe
you need a Zak
McKracken Clue
Book! And
remember, the
uniform of the
day on Mars
could onlybea -~
Zak McKracken T-Shi

Software $19.95 Clue Book $12.95
IBM (Combo) (3536) (8309)
o4 (3533)  T-Shirt $14.95
Amiga (3583)  Men’s sizes

1K (35300  Small (8280)
(German, Italian, Medium (8281)
Spanish and French Large (8282)

language versions are
also available. Call or
write for prices and
availability.)

leader. . .and just what Nurse Edna is doing
with that scalpel. Now just $19.95 on disk,
$54.95 for Nintendo cartridge.

Dr. Fred! Your weird but wonderful
Maniac Mansion T-Shirt is available now. Or
wrap yourself up in a Maniac Mansion poster.
It's shipped neatly rolled, never folded, spin-
dled or mutilated!

Software $19.95 (German, Spanish
IBM (Combo) (3588) and French language
Applell (3532)  versions are also
Chd (3535) available. Call or
Amiga (3581)  write for prices and
ST (3584)  availability.)
g Nintendo
cartridge $54.95
(9025)
Poster $4.95
(8279)
T-Shirt
Men's sizes  $14.95
Small (8313)
Medium (8314)
Large (8315)
ExtraLarge  (8316)
Clue Book  $12.95
(8308)



(C ACTION ARCADE )

FREE
T-SHIRT

SPECIAL! Order
Night Shift now

~  and receive a
Industrial Might & Logic T-Shirt!

It's the chance of a lifetime: you just got a job at
Industrial Might & Logic, producing fabulous
Lucasfilm toys like baby Darth Vaders™,

Indiana Jones™ and Zak
McKrackens™. All you've
got to do is keep the creaky
machine running, vacuum
up those furry pests that
follow you around and
dodge the nasty lawyers!
Great graphlcs, splendid

sound and challenging game play.

Order Night Shift now and receive a free
Industrial Might & Logic T-Shirt! (Don't
forget to specify size.)

Software $24.95 T-shirt

IBM 51/4" (4253) Men's sizes $14.95
IBM 31/2" (4254) Small (8367)
Amiga (4255) Medium (8368)
Atari ST (4257) (8369)
Software $29.95 Extra Large (8370)
Cod (4256)

X 3

OUR GUARANTEE

We guarantee that you will be 100% satisfied with everything you buy from us.

If for any reason you are not satisfied with anything you buy from The Company Store,
simply return it to us complete and undamaged within 30 days and we will replace
it or refund your money, at your choice. Lucasfilm Games Company Store.

Our name is your guarantee of satisfaction.

INDIANA JONES™ AND
LAST CRUSADE:
THE ACTION GAME

You'll need to be quick on the joystick in this :
arcade challenge from the Academy Award-

8 - Wzlge'fnsmmeh;f;kemdm"ﬁmgme 1
LUCASFILM~GAMES ToDDeErs, angry rhunos, an [a]lmngksas}'ou
COM M C ALL TOLL -FRE E B reiive Indy's struggle to keep the Holy Grail out -
: B of Nazi hands. Hot price: $29.95 i
STORE 1(800) STAR-WARS |8 L8 i B e
P.0.BOX 10307  SAN RAFAEL CA 94912 [ | ?;M ' bo) (3555] Small :
om|
ORDERED BY SHIP TO : Amiga (3543) Medium
Atari ST (3541) Large
= | Spmal price Extra Large
NAME NAME 5
$19.95
( ) L ) l
DAYTIME PHONE # DAYTIME PHONE # .
ADDRESS ADDRESS I
B
cmy STATE ZIP amy STATE Filg .
COUNTY COUNTY .
a
CATALOG PRODUCT PRICE TOTAL .
NUMBER DESCRIPTION SIZE COMPUTER TYPE QUANTITY | EACH PRICE . Atari ST
™
i PIPE DREAM et
v PP T W 1t sosimple: just put a pipeline Macintosh
s = — J together from handy pieces of pipe! 2 Nintendo
[ The problem comes when an evil cartridge
s “1n slime starts flowing down the pipe, .
P stay ahead of it or lose everything. 3 E;Sl-fm_
b B One or two players and 30 levels for many e Wi o
| W hours of great gaming. Great price: $29950n 1B\ (Combo) (360) Medium
B disk, $34.95 for Nintendo cartridge. Amiga (3664) Large
= = i If you're a Pipe Ce4 [3668} Extra Large
eab e a]) i e 0200 Dreamer, let everyone
i know with our exclusive, "“'-H
----------- = == i never-slimy Pipe Dream /
T-Shirt.
- : (P
S | : =%
]
SHIPPING & HANDLING: $4.00 per order { $3.00 per order for Hint SUBTOTAL .
Books and Posters.) Three or more items ordered, no charge, Outside ¥ \
North America, $10.00 per order. In-stack items will be shipped within HE) 77"0’; [ | \
48 hours. ifornia 7. .
TOLL-FREE ORDER LINE: Visa / MasterCard orders may call New York 8.25% i ~
1{B00) STAR WARS (1-800-782-7927). In Canada 1(800) 828-7927, I ] e prETT .
CHECKS: In US. dollars only please, drawn on U5, or Canadian banks. SHIPPING & HANDLING
MAIL ORDERS TO: Lucasiilm Games Company Store P.0. Box 10307 TOTAL " l
San Rafael, Ca %4912 .
METHOD OF PAYMENT (Check as appropriate} .
[] Check or Money Order || Visa (] MasterCard
payable to Lucasfilm Games. - . .
e = g
ACCOUNT NUMBER EXPIRATION DATE [ |
ADVENTURER
L : B
CARDHOLDER'S NAME SIGNATURE .
TO FAX YOUR ORDER TO THE COMPANY STORE: 1 (415) 456 - 4381 ADVEooz i 1

§14.95

(8298)
(8299)
(8300)
(8301)

(3666)
(3672)
(3670)

$34.95
(9026)

$14.95
(8350)
(8351)
(8352)
(8353)
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You can hop right into your plane
and take off, without having to learn
a long list of commands.

There are many different missions
for you to fly, and a mission builder
program lets you design your own
battles. Our unique replay feature lets
you record your exploits and play
them back later, view-
ing them from any an-
gle you like. You can
even change your
point of view as the
recording plays, mov-
ing in closer, or high-
er, or to the right —
any direction at all.

The reproductions
of the planes, both in-
side and out, are
beautiful. If you have
an [BM or compatible
with an MCGA or
VGA card, you'll even
see land and sky that
smoothly shade into
haze at the horizon.

As in our previous simulations,
-}fou can fly for either side. As the
American player you can try to dis-
rupt Nazi Germany's war industries
while protecting your planes and

crews. Or you can take part in Ger-
many’s last ditch effort to end the Al-
lied onslaught, flying one of the Luft-
walfle’s secret weapons.

The secret weapons themselves are
what’s really special about this game.
You'll fly aircraft like the Messer-
schmitt 262 jet fighter, the first jet

“We need the Me
262 more than
anything else —
more than sub-
marines and more
than tanks,
because without
this aircraft all
armament pro-
duction will be-
come impossible.”

Feldmarschall Erhard
Milch, in January 1944

Y L) i

Perhaps most impressive of all is
the Gotha 229 flying wing, which be-
fore WWII was over was flown only
in prototype. The Gotha was powered
by twin jet engines, and was con-
structed on the same principles as
America’s current B-2 Stealth Bomber.
We can only speculate now on the ef-

. fect these remark-
able planes might
have had if the Ger-
mans had been able
1o produce many of
them before the
war's end.

On the American
side is the B-17
bomber, which the
8th Air Force

mandy invasion? What if the Gotha
fighter had been rushed into produc-
tion earlier? Would radical designs
like these have made a difference in
the course of the war? Or would a dif-
ferent Allied strategy have neutralized
these technical advantages?

Our designers interviewed pilots
and military experts from both sides
of the conflict in order to find an-
swers to these questions, and the in-
formation they gained has been incor-
porated into the game. Furthermore,
our documenters have produced an
outstanding manual, filled with facts
and anecdotes about the people,
planes, and weapons of the air war
over Germany late in World War I1.

sent on so many
daring daytime
raids into the
heart of the
Third Reich. Es-
corting the US
bombers is the

plane in the world to be produced in
significant numbers. Or the Messer-
schmitt 163 rocket plane, which was
even faster than the jet but much
more volatile and risky to fly.

= |

L A few U.S. bombers and fighters that had crashlanded in German-occu-
pied Europe were repaired and made airworthy again by Luftwaffe

1R T ground crews. This group of aircraft, known as the Wanderzirkus, or

“traveling circus,” toured Luftwaffe bases, giving German fighter pilots invaluable

knowledge of the aircraft they were fighting against. Some of these patchedup B-

17, still retaining their U.S. markings, would infilirate American bomber forma-

tions and even open fire on the startled bomber crews.

P-51 Mustang,
perhaps the best propeller-driven
fighter of the war. The P-47
Thunderbolt is available for
short-range escort and ground at-

“They're still trying to pump ‘soup’ into the superman.
:o: Becoming more frequent are the appearances of these

hoppedup gobuggies, and they're one of the last
ditch hopes of the Nazi overlords.

Suffice it to say if they become prominent, we'll have adequate
countermeasures for them. Tests already show they'll walk away from
conventional aircraft. Which from the bomber's point of view means only.
one thing: You have less time to hit him, and he has less time to shoot at

U.S. Air Force newsletter arficle, tiled “Warm Your Guns for Jerry's

Final Brainstorm,” warning crews about the Me 262 and the Me 163

tack missions. Conventional
fighters on the German side include
the Messerschmitt 109 and the
Focke-Wolf 190 fighter planes.

With Secret Weapons of the Luft-
waffe, you can create alternate histo-
ries. What if Hitler hadn't delayed
production of the Messerschmitt 262?
Would it have made a difference if it
had been available before the Nor-

We've included plenty of rare pho-
tographs and first-hand accounts
from the aces of the day.

Thanks to such detailed research
as this, Secret Weapons of the Luftwaffe
lets you explore history, not only as it

was, but as it might have been. ESC THE ADVENTURER
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Loom" is the
RADDEST game

I have.

Andy Ekholt
Tucson, AZ

[ etters

Irecemly bought Loom and am com-
pletely amazed! No other game |
have ever played captured and kept
my attention like Loom did. The story
completely captivated me and the as-
tonishing music drew me deeper into
that world. I can honestly say I en-
joyed every second of the game, and |
hope to see a sequel.

Nick Stone

Raleigh, NC
We are considering the possibility of a
sequel, but we haven't decided anything
yet. Maybe if you asked Brian Moriarty
really, really nicely... — Ed.

hough 1 have purchased about

sixty games in all, 1 believe that
Indy: The Graphic Adventure is among
the best. The fluid ani-

- e

'dmper Only 75 cents a minute
it is. Recorded hints it has for Se-
cret of Monkey Island, Secret
Weapons of the Luftwaffe, Zak
McKracken, Maniac Mansion,
Their Finest Hour — all the

mation and well-
thought-out user inter-
face (unlike the type-
for-five-years-trying-to-
get-what-you-are-
thinking-to-be-under-
stood-by-the-computer
method) is so enjoyable
that | am now playing
it for my third time!

I noticed that your

8 Fmbl:cl;.w call 1'_415_ newest release Loom
721-3333. Call from 8:30 am to suppores e LIS
i Ator vou reach, | Sic board. Do you have
T ell ‘l:,ml' Y, odal lw;u = a patch that would let

me get this improved

sound through my sound board on
indy?

Also, 1 have read in every maga-
zine on this planet that Their Finest
Hour: The Battle of Britain is the best
air combat simulation available. Does
it support CMS?

John Yeman

Albany, NY
We do have a patch for Indy, and it’s
available on Compuserve in the Tandy
forum. You can also get it from us for
$10: send a check or money order to
Lucasfilm Ltd., P.O. Box 10307, San
Rafael CA 94912, or use your Visa or
MasterCard and call 1-800-STAR-
WARS.

There’s no patch davailable for Battle of
Britain, but that game supports AdLib
sound as is. — Ed.

am requesting the VGA update to
Indy: The Graphic Adventure. |
thank you for your courteous and
helpful phone support crew, and 1
commend you on the quality of your
games, which seem to just get better.
1 was surprised and delighted to learn
that you were offering an updated
version of an already great piece of
entertainment to take advantage of
my computer’s somewhat advanced
capabilities.
Mark Church
Gaithersburg, MD
Indy fans: If your computer has VGA
graphics and is AT class or better, you'll
enjoy Indy even more in our new VGA
version. Send your original disks, along
with a check or money order for $15, to

Lucasfilm Ltd., P.O. Box 10307, San
Rafael CA 94912. —Ed.
oom was my first Lucasfilm game.
It only took me two afternoons to
solve it, without a clue book or any
sort of help. In my definition, your
game is just too easy.
Steven Fessler
Rancho Palos Verdes, CA
We designed Loom to be easier than
our other games, which beginning
gamers have often found to be too chal-
lenging. We hope that experienced
gamers will still be caught up by its
vivid style of storytelling, but some, like
Mr. Fessler, have been disappointed
that it wasn't harder. — Ed.
oom was absolutely mindblowing!
It's the first game to succeed in
accomplishing Sierra Online’s goal of
creating an “interactive movie.” I left
my computer screen and 1 felt like 1
was leaving the theater.
Bill Borre
Glendale CA
love Zak McKracken and Maniac
Mansion. It gets really spooky at
night when 1 play for hours. Keep
making cool games. P.S. What is the
hotline number?
Dan France
Information on the hotline we have.
This page it is on. — Ed.
bought your game Maniac Mansion
and we've been playing it for hours
on end and have gotten pretty far, but
now we seem to be stuck. We have
looked everywhere and tried every-
thing we can think of, but we have

run out of answers. We were wonder-
ing if, out of the goodness of your
hearts, you could spend a few min-
utes and give us a little hint so we can
stop yanking our hair out and my
husband can get some sleep at night.
The next letter 1 write could be from
a padded cell!

Barbara G. Edwards

Shreveport, VA
You'll find information about hint books
for Maniac Mansion and other games
on pages 10 and 11. Whatever you do,
don’t put the hamster in the microwave.
—Ed.

Iam returning Zak McKracken be-
cause 1 find it quite unsuitable. The
excellent game playability and graph-
ics further compound the real prob-
lem: the game is saturated with New
Age/Satanism teachings and concepts,
including Eastern religions, medita-
tion, magic, out-of-body experiences,
mindlinking with animals, teleporta-
tion, mental telepathy, and mind con-
trol by aliens.

I not only find these false teach-
ings objectionable, but consider the
immersing of them in humor and
presenting them as a game very dan-
gEfGUS.

Rev. Merwin Updyke

Altoona, PA
But have you tried playing it back-
ward? — Ed.

=Y

Railroad
Tycoon

from Microprose
REVIEWED BY NOAH FALSTEIN

And we'd like you to know
about it. So in each issue of
The Adveniurer, one of our
game designers will recom-
mend a new game from anoth-
er publisher that's been a fa-
vorite with us after hours.

never had a railroad set when
P 1 was growing up. My fan-
-tasies tended more toward
spaceships and galactic empires than
steam engines and freight cars.

So when 1 heard that Microprose's
latest game was a simulation of build-
ing and running a railroad network, 1
was prepared to be disappointed. But
then I tried the game, and my disap-
pointment melted away.

Railroad Tycoon, by Sid Meier,
brings together a variety of game
ideas, yet forms a harmonious whole.
Like a good railroad engine, this game
is a technological marvel of busily
moving parts, all meshing together in
a fast-moving, well-designed ma-
chine.

It takes a little while to get the
hang of it, so allow yourself an hour
or so of puzzlement before the me-
chanics of laying track, finding
profitable routes, and managing your
trains become clear. There’s a helpful

tutorial in the manual, and a great
deal of interesting background infor-
mation as well.

You can begin simply building
tracks and setting up train routes. Af-
ter you've mastered that, you can
gradually add a more complex eco-
nomic system. This requires more at-
tention to supply and demand, and
adds more realistic train routing and
stock market competition with com-
Jputer generated competitors.

Sid Meier and the folks at MPS
labs have focused on the interesting
aspects of railroading and streamlined
the rest. Throughout the game I al-
ways find it continually challenging
to expand my railroad network
amidst the competition, fluctuating
economy, and changing world.

And as a game designer, I find it
rewarding to play a game that's so
well-polished. I like being able to
zoom in and out on the map, going
from thousands of miles across to just
a few dozen with a couple of mouse
clicks. The displays are colorful and
informative, and you can see your
trains moving along the tracks at
most of the display levels.

The game seamlessly merges the

mES
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hands-on feel of running individual
trains with the vast scope of manag-
ing a continent-spanning rail net-
work. The detail is impressive, ad-
dressing land elevation, train types,
individual switches, and growing
population. The computer competi-
tion is tough but beatable.

My favorite feature of the game is
its variety. As you play, the economy
changes, industries grow and decline,
old resources are used up, new ones
are discovered, and natural disasters
arise just to complicate things.

There are four different parts of
the world to build your trains in, and
new landscapes are generated every
time you play. There are four basic
difficulty levels, and three optional
levels of realism. The many different
computer opponents use varied.
strategies. And — unusual in com-
puter games — each of these different
combinations actually feels different
to play.

Railroad Tycoon will stay on my
hard disk for a long time. If the game
were mine, [ can't imagine any sig-
nificant way I'd have done it different-
ly — can a picky fellow game design-
er say more?

Well, yes, he can say this: If Micro-
prose isn't planning to use a similar
system in a game of interstellar trad-
ing and conquest, they're missing out
on a big opportunity! ESC
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The Adventurer
Puzzle #1

The Treasure
of Blinky
Island

BY HUMPHREY DUDLEY

The villainous pirate LeQuack
himself drew this map of Blinky Is-
land, and he carefully marked on it
the different locations of the six trea-
sure chests he had hidden there. He
buried each treasure chest next toa
different landmark (a haunted shrub,
a polluted spring, a rusty rudder, a
scary cave, a twisted oak, and a weird
boulder). The map shown here shows
these six areas and the only paths that
link them.

Five of the chests are decoys, each
one filled with a different kind of item
(bunches of bananas, expired
coupons, floor cushions, jelly beans,
or rubber chickens). The sixth chest
holds the real treasure: 25 Lucasfilm
computer games.

In order to preserve his secret,
LeQuack didn't record which chest
was buried where, or even which
landmark is at each location on the
map. Now that we've discovered the
map, we'd like to take a trip over to
Blinky Island and dig up the treasure,

but we don't have all the time in the
world. We'd like to dig up the trea-
sure without any delay, but the only
clues we have to go on are seven
notes that LeQuack jotted on the
back of the map.

So we'll tell you what. If you can
help us dig up the treasure, we'll
share the booty with you. Just tell
us at which of the six numbered
locations the games are buried,
and which landmark is at that lo-
cation. After the deadline, we'll
randomly draw 25 of the correct en-
tries we receive; if your entry is
among them, we'll award you the
Lucasfilm game of your choice.

Send your answer (the location
number and the landmark), along
with your name, address, and tele-
phone number, on a postcard (no en-
velopes, please) to Adventurer Puzzle
#1, P.O. Box 10307, San Rafael, CA
94912. (You don't have to specify
which game you want; we'll contact
you if you win.)

All entries must be received by
January 31, 1991. The answer will ap-

ing place of the - ¢ e
expired coupons, you must pass b
where the rubber chickens are buried.

5.The bunches of bananas are
buried due south of where the haunt-

pear in the next issue. 3.To get from the wwisted oak to ed shrub is.
1.There is a chest buried halfway the burying place of the bunches of 6.The polluted spring is due west
between the chest containing the jelly  bananas, you must pass by the scary of the weird boulder.

cave.
4.The bunches of bananas aren't
buried at the polluted spring.

beans and the chest containing the
floor cushions.
2.To get from the rusty rudder to

7.There is no path going directly
from where the jelly beans are buried
to where the games are buried. ESC

Now that we’ve
discovered the
map, we'd like
to take a trip
over to Blinky
Island and dig
up the treasure.



Special Offers!
Free Secret
Weapons mouse
pad ($16 value)
when you buy
the game.

Free cue book
with Monkey Is-
land purchase.
Buy Night Shift
and get a free T
shirt

S OFTWARE
[ ] [ ] ™
Maniac Mansion

by Ron Gilbert and Gary Winnick
he classic comedy/thriller that
defined the no-typing adventure
genre. A mad scientist kidnaps your fa-
vorite cheerleader, locks her in his se-
cret laboratory, and gets ready to per-
form a disgusting experiment. Can you
save her in time?
“A cross between The Rocky Horror
Picture Show and The Addams Family.”
Columbia Tribune

“Game of the year!”
COMPUTE!, Commodore Magazine,
Power Play, A+, Analog Science Fiction,
Isaac Asimov Magazine
New Low Price: $19.95
IBM (3588) Apple 11 (3532) C64
(3535) Amiga (3581) ST (3584)
German, Spanish, & French Lan-
guage Versions! Call for prices and
availability.
NINTENDO® CARTRIDGE
from Jaleco™ (MMNIN]) $54.95

Zak McKracken
and the Alien
Mindbenders™

by David Fox and Matthew Kane
ou're Zak McKracken, ace reporter
for the National Inquisitor, and you
love to invent stories about possessed
toasters, two-headed turtles, and vege-
tarian vampires. But

when you discover that
an Inquisitor story about
space aliens who've tak-
en over the phone com-
pany and plan to reduce
everyone's 1Q) to single
digits is true, you're off
on the adventure of your
life!

“Difficult to stop play-
ing...even for dinner or
breathing.” PC Magazine
New Low Price:
$19.95

IBM (3536) C64 (3533)
Amiga (3583) ST (3530)

)

THE ADVENTURER

German, Italian, Span-
ish, & French Language Versions!
Call for prices and availability.

Indiana Jones™
and the Last
Crusade:

The Graphic -
Adventure

by David Fox, Ron Gilbert,

and Noah Falstein

1-800 STAR WARS

animation, and a terrific sound track.
Relive Indy’s greatest moments in the
catacombs of Venice, the streets of
Berlin, and the inner sanctum of the
Grail Temple.
“Someone should give Lucasfilm an
award: the Non-Sexist, Non-Gory,
Fun-As-All-Getout Adventure Game
Designer’s Trophy. I'll personally con-
tribute my lunch money to have the
trophy dipped in gold and established
as a yearly prize for the game company
with the most respect far its cus-
tomers,” PC Magazine
“Adventure game of the year.”
European Leisure Software
Publishers Association
“Offers more than any comparable
game in the way of sheer wide-eyed
pleasure.”  Computer Gaming World
New Low Price: $20.95
IBM 5 1/4” (3540) 3 112" (3542)
Amiga (3545) ST (3544)
Special 256-color VGA edition
Just $44.95 IBM (4258)

™
Loom
by Brian Moriarty
In the Age of the Great Guilds, one
young Weaver boy holds the fate of
the universe in his untrained hands. In
this dreamy tale of mist and magic,
you play the role of Bobbin, off on the
quest of a lifetime. A richly-produced
30 minute audio drama sets the stage
for the adventure.
“Lucasfilm Games has redefined the
entire concept of the role-playing ad-
venture game. Loom could easily in-
spire a host of imitators.” PC Magazine
“It’s a fantasy, complete with dragons
and magic spells - but it’s like nothing
you've seen or done before.”
COMPUTE!
“Beautiful graphics, simple story, re-
freshingly low body count...an attrac-
tive game for parents to play with
young children.”  Los Angeles Times

Just $59.95

IBM 5 1/4” (3575) 3 1/2" (3601)
Amiga (3577) ST (3579)

1
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Battlehawks
1942"

by Lawrence Holland
Here‘s your chance to relive four of
the most exciting carrier battles in
history: Midway, Coral Sea, Eastern
Solomons, and Santa Cruz Islands. Fly
historically and technically accurate
aircraft from both sides: American
Wildcats, Dauntlesses, and Avengers
as well as Japanese Zeroes, Kates and
Vals. Stunning bit-mapped graphics,
first-person action, and a photo-
packed manual.
“Action game of the year.”
Computer Gaming World
“Writer's Choice best PC game.”
Micro Times
“The graphics are stunning and the an-
imation is very realistic. The designers
at Lucasfilm went all out with this
game.” PC Hands On
“The Battlehawks 1942 manual is al-
most worth the price of the game by it-
self.” START
New Low Price! Just $29.95
IBM (3528) Amiga (3531) ST (3534)

Their Finest
Hour: The Battle
of Britain™

by Lawrence Holland
Southem England, 1940. Convinced
that the British were on the verge of
collapse, Adolf Hitler ordered his
mighty Luftwaffe to “pound them into
submission”. England bent, but she
didn't break. And in defense of her
skies, British pilots gave their country
what Winston Churchill would later
describe as “their finest hour”. Here’s
your chance to fly classic Spitfires,
Hurricanes, Messerschmidts, Stukas,
Dornier-17s, Junkers-88s, and
Heinkel-111s in thrilling, high resolu-
tion, bit-mapped action. Comes with a
richly-detailed 200-page manual.
“Absolutely, positively my favorite
computer game. I've never enjoyed a
game as much or played one as often.”
COMPUTE!
“Action game of the year.”
Computer Gaming World
“Superb, the best combat simulation of
its kind. Their Finest Hour should
definitely find a place of honor in your
software library.” Dragon
Just $59.95
IBM 5 1/4” (3576) 3 1/2” (3602)
Amiga (3577) ST (3579)

° ™
Pipe Dream
by Akila Redmer, John Dale
and Martin Day

T 23 g e

cept is simple enough: just piece to-
gether a pipeline from plumbing parts
that appear at random. But after eight
seconds, a weird fluid starts flowing
down your pipeline. And suddenly,
you're scrambling like crazy to stay
ahead of the flow. 30 levels keep the
game challenging.
“Best PC Strategy Game of the Year.”
Game Player’s Magazine
“All the logical attractions of Tetris,
while adding marvelous color and lots
more excitement.”  Seybold's Outlook
on Professional Computing
“Diabolically clever, horrendously ad-
dictive.” Computing Now
New Low Price! Just $29.95
IBM (3660) Amiga (3664) C64
(3668) ST (3666) Apple 11 (3672)
Mac (3670)

Indiona Jones™
and the Last
Crusade: The
Action Game

by Akila Redmer

his two-fisted arcade-style game

pits Indy against murderous grave
robbers, fanatical Nazi thugs, and me-
dieval booby traps. Assorted perils in-
clude searing fireballs, tumbling rocks,
angry rhinos, and lightning bolts. If
you like excitement and you enjoyed
the film, this game will keep you glued
to your joystick for many, many hours.
“Indy makes the momentous leap from
the Sﬂver screen to the compuler
screen.” Computer Gaming World
“Indy, the action game, should provide
arcade fanatics with many nice, long,
and challenging play sessions.”

START
“Not only does the game follow the
plot of the movie, but the game looks
and sounds like the movie. Thisisa
game worthy of the Indiana Jones leg-
end.” Computer Entertainer
New Low Price! Just $29.95
IBM (3585) Amiga (3543) ST (3541)



Secret Weapons
of the Luftwaffe™

by Lawrence Holland

he US 8th Air Force tangles with

Germany's jet-powered super-
weapons in this extraordinary simula-
tion of a World War II that might have
been. Pilot the lightning-fast Messer-
schmitt 262, the rocket-like Messer-
schmitt 163, and the eerie Horten 229
batwing. Or pilot the classic German
interceptors: the Messerschmitt 109
and the Focke-Wolf 190. Or the great
American B-17 Flying Fortresses, P-51
Mustangs and P-47 Thunderbolts.
Special features include a “mission
builder” which allows players to de-
sign and fly their own scenarios. New
graphic effects include burning en-
gines and oil-smeared, bullet-shattered
canopies.

Special Offer! Free Secret Weapons
mouse pad ($16 value) with game pur-
chase.

Only $59.95 with mouse pad
IBM 5 1/4” (4100) 3 1/2” (4101)

The Secret of
Monkey Island™

by Ron Gilbert

et ready to sling one-liners with a

fast-taking used ship salesman, a
sarcastic swordmaster, a wisecracking
corpse, and a prisoner whose breath
would choke a horse. And hunt for
buried treasure, chase after a beautiful
woman, and — perhaps — unravel

CLUE BOOKS
11 the hints and tips you'll need to
win all our adventures. Hint

books for Zak McKracken (8309),

Maniac Mansion (8308), Loom

(8311), Indiana Jones (8310), and the

Secret of Monkey Island (8363) avail-

able now. The hints are masked with a

special ink that disappears when

viewed through the decoder strip — so
you only see the hint you need.

© -~ Hint books also include maps, ob-

ject lists, and guided tours of the game.

Your Choice — Only $12.95

MOUSE PADS
S:periar quality full color mouse

LE AT HER
J A C K ET S
Our butter-soft goatskin flight jack-

ets are authentic — inspired by
the jackets worn by the World War I1
pilots in Battlehawks 1942, Their Finest
Hour: The Battle of Britain, and Secret
Weapons of the Luftwaffe. Extra fine
quality, specially made for Lucasfilm
Games.

In even men’s sizes, 36 to 44.

British RAF Vest in
brushed lambskin (V243) $175.
British RAF Pilot’s Jacket (A2) $225.
Luftwaffe Pilot's Jacket (243) $2285.

Y I D E © S

one of the twistiest plots in the history
of adventure gaming.

The Secret of Monkey Island features
dazzling 3D graphics, an original reg-
gae sound track, and a point 'n’ click
no-typing interface.

Special Offer! Free Secret of Monkey
Island clue book ($13 value) with
game purchase.

Only $59.95

includes free cluebook!

IBM 5 1/4” (4098) 3 1/2” (4099)

lator features stunning graphics, a
great sound track, and some of the
cutest characters you've ever seen in a
computer game.

Special Offer! Free Night Shift tee
shirt (515 value) with game purchase.
Only $39.95 includes free T-shirt
IBM (4253) Amiga (4255)
ST (4257)

C64 only $29.95
with T-shirt (4256)

° o g

Night Shift

by Jon Dean, Jon Steele,

Christopher Gibbs, and Robert Gill
ou've just been hired to single-
handedly run the night shift at In-

dustrial Might & Logic, a toy factory

producing baby Darth Vaders, C3P0s,

R2D2s, Indiana Jones, Zak McKrackens

and other Lucasfilm favorites. Problem

is, the machine keeps breaking down.

As if thar's not enough, you're con-

stantly pestered by nasty lawyers, an-

noying and a boss who

keeps raising your quota.
This marvelous arcade-style simu-

British RAF Pilot’s Jacket

ads decorate your desk as they im-  The '-"" of Hhh_ . <O R D E R F © R
prove your game playing. Available in his 1969 film stars Michael Caine < R
Indiana Jones and the Last Crusade and Laurence Olivier. Featuring
(movie poster) and Secret Weapons of ~ authentic airplanes, true-to-life air bat- ™™ i
the Luftwaffe (package art) versions. tles, and plenty of excitement. A per- Do e ’ D Ehowe )
Price is $15.95. Luftwaffe (8362)  fect way to get ready for flying your Address Adress
Indiana Jones (8322). computer. Standard VHS (NTSC for-
mat). ; ;
P © ST ER S Only$29.95 (18307 s T
hese gorgeous full color posters oyt i
are shipped rolled to avoid creas- UPGRADES ow Country
ing. Choose from Maniac Mansion India:m_}anes 256-color VGA up- METHOD OF PAYMENT (check as appropriate)
(8279), Their Finest Hour: The Battle of grade (send your original disks) Dmumpﬁ g avisa OMasterCard
Britain (8364), Secret Weapons of the ~ $15.00. Indicate 3 1/2” (8341) gz
Lufowaffe (8367), The Secret of Monkey ~ or 5 1/4” disks (8343) T e i e e
Island (8366), and Night Shift (8365).  Loom Roland MT-32 and LAPC-1 up- i 30 e
Your Choice — Only $4.95 grade. $15.00 (8331) e g
Catalog, Product. Computer Type o Cost per Quantity Total
TEE SHIRTS Number Description size (as applies) Unit Price
Tap quality 100% cotton shirts with full-color screened graphics. These are = e
the same shirts that Lucasfilm Games programmers, designers, and graphic -
artists weamto work just about every day.
In men’s sizes 5, M, L and XL. Your Choice — Only $14.95
SMALL MEDIUM LARGE X-LARGE =
LOOM 8323 8324 8325 8326 - R T
Zak McKracken 8280 8281 8282 8283 == e
Maniac Mansion 8313 8314 8315 8316 B oy
Their Finest Hour 8303 8304 8305 8306 - i e
Pipe Dream 8350 8351 8352 8353 LI'IHASFII'M e
Toul o
Indiana Jones -Tan 8294 8295 8296 8297
il Jones White 8208 8299 8300 8301 i M" e ‘:jhﬁ :;Ih:::: Three or more ttems ordered. no charge. Outside North America, $10 per order
TOLL-FREE ORDER LINE: \isa/MasterCard orders may call 1-800-STARWARS (1-800-T82-7927). In Canaca: 1-800-828-7927.
Secret of Monke}- Island 8354 8355 8356 8357 CHEENS: [ LS dollars only please, drawn on US or Canadian banks.
MAIL ORDERS TO: Lucashlm Games, Company Store, PO Box 10307, San Rafael, CA 94912
Secret Weapons of the Luftwaffe 8358 8359 8360 8361

The Secret of
Monkey Island
features daz-
zling 3D graph-
its, an original

British RAF Vest in
brushed lambskin

Luftwaffe

Pilot’s Jacket

11
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