



































































































































THE LUCASARTS SUPER SAMPLER

GAME INTRODUCTION

After double-clicking on the Rebel Assault II demo
icon, you will see a brief introduction that sets the stage
for the game. To exit the introduction and access the
Game menu, press a key on the keyboard or press the
Fire button on your selected game controller.

GAME MAIN MENU

The Game menu contains the following options (to
select an option click on the Fire button, press the Enter
key).

PILOT MENU

If you are playing Rebel Assault II for the first time,
choose “Add New Pilot” from the Pilot menu. If you
have already played the game, choose a pilot among
those you have created.

To create a new pilot, choose the “Add New Pilot”
menu item. You will be asked to choose a difficulty
level for the new pilot. There are four standard difficul-
ty levels, ranging from “Beginner” to “Expert”, and two
custom difficulty levels. (The custom difficulty levels
can be adjusted using the difficulty editor available
from the Macintosh menu bar. See the Difficulty Editor
section of this guide for details.) A new pilot will be cre-
ated with a default name. To change the name, back-
space over the current name and type a new one.

You can delete a pilot or make a copy of one using
the corresponding menu item. You may wish to copy a
pilot to “back it up” before replaying a previously com-
pleted chapter. To continue with a chosen pilot, select
it with the Fire button on your controller.

CHAPTER MENU

In the Rebel Assault II Demo, you only have access
to Chapter 6. Select it and press the fire button to con-
tinue.

OPTIONS

Note that the Options menu is also available by
pressing “o” during game play. Most of the options
available here also have command key shortcuts so
that you can select or toggle them “on the fly” during
game play. Following is a list of the menu’s selections:

MUSIC ON/OFF ($8U) — Turns music on or off dur-
ing the game.

VOICES ON/OFF (30) — Turns voices on or off.

SFX ON/OFF (¥E) — Turns sound effects on or off.

TEXT ON/OFF ($T) — Turns dialog subtitle text on
or off.

CONTROLS NORMAL/FLIPPED (38Y) — Reverses
the up/down functionality of your controller inside the
flight levels.
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RAPID FIRE (3F) — Activates rapid firing.

DETAIL LEVEL (38H or 3W) — Sets the detail level
of displayed graphics.

VOLUME (8+ or §-) — Adjusts the sound volume.

BRIGHTNESS ADJ (3] or &]) — Adjusts the bright-
ness (gamma level) of graphics.

CALIBRATE JOYSTICK

This selection allows you to calibrate or recalibrate
your joystick.
CONTINUE INTRO

If you exited Rebel Assault II's introduction, this
option will allow you to return to it.
QUIT

This selection will quit out of Rebel Assault II and
return you to the Finder.

CONFIGURING REBEL ASSAULT II
Have you checked your configuration settings,
Rookie One?

When you first run Rebel Assault II on your system,
it will automatically configure itself in a very basic way
to your system. If performance seem sluggish on your
machine, or if you think your machine can handle more
enhanced features, you may wish to modify the Rebel
Assault IT preferences to more closely match your sys-
tem’s capabilities.

The first thing you'll need to do is gain access to
your Macintosh’s menu bar again. To pause Rebel
Assault II at any time and bring your Mac back from
hibernation, simply press the Esc key on the keyboard.
Once the menu bar is back, you're free to switch to
other applications or to the Finder. To resume playing,
simply click in the blank area of the screen, or choose
Resume Game from the Game menu.

To begin configuring Rebel Assault II for your system,
choose Preferences from the Game menu.
PREFERENCES

The Rebel Assault II Preferences dialog allows you
to configure the settings that will most strongly affect
performance on your system. These options are
described in this section. After making changes to any
of these options, you will be asked if you wish to restart
Rebel Assault II. Your changes will only take effect after
restarting; if you wish to continue playing, you should can-
cel your changes and make them at a more opportune
moment.

SOUND QUALITY

Choose from Good (11 kHz, 8-bit), Better (22 kHz, 8-
bit), or Best (22 kHz, 16-bit) sound quality. For compar-
ison, CD-quality sound is 44 kHz, 16-bit. You may want
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to look in the Sound control panel, under Sound Out-
put, to see what sound quality your system is capable of
producing. For instance, if the 16-bit Sound Output but-
ton is disabled in the Sound control panel, then setting Best
sound quality in Rebel Assault I won’t enhance sound, but
will hurt game performance.

RESOLUTION

Select Low (320 x 200) or High (640 x 400) resolu-
tion. Low resolution is much less demanding on your
system, and gives you access to additional video
modes to further enhance speed (see “Video Menu” in
the following section of this document). High resolution
gives better quality text and graphics, but may be too
slow to maintain a good frame rate on lower-end sys-
tems.

MENUS

In addition to the options available in the Prefer-
ences screen, a number of options are accessible via the
Video, Sound, and Controls menus from the Macintosh
menu bar. Unlike the Preferences options, all of these
options will take effect immediately, without the need to
restart the game.

VIDEO MENU

Small (88S) /Interlaced (3£I) /Doubled (3D) — These
three options can be selected only if you're running the
game in Low Resolution (specified in the Preferences
dialog). Overall, these options allow you to decrease
video quality for improved display speed. Doubled is
the slowest but most graphically enhanced setting, fol-
lowed by Interlaced, and then Small.

Vertical Stretch (35L) — Due to differences in the way
Macintosh graphics and other systems’ graphics are
handled, the images on your machine may appear to be
a little “squashed” vertically. Turn on this option to
approximate how the image was originally designed to
be seen. Note that this may slow down drawing and
cause text to appear a little distorted.

Low Detail (W) /High Detail ($H) — These
options control the detail level of the graphics being
drawn to the screen. High detail level provides the most
graphic detail, but may result in a lower frame rate on
some systems.

Darker (35[) /Brighter (38]) — These options control
the brightness level of the displayed images. Use them to
fine-tune the display to your preferred brightness level.
SOUND MENU

Music (38U) — Use this option to turn music on or off
during the game.

Effects ($8E) — Use this option to turn sound effects
on or off.

Voice (380) — Use this option to turn voices on or off.

Text (3T) — Use this option to turn dialog subtitle
text on or off.

Quieter (3-) / Louder (¥6+)— Use to adjust sound vol-
ume.

CONTROLS MENU

Joystick (28J) — Use this option to select joystick
control. If done during game play, you may need to cal-
ibrate your joystick by pressing the “j” key, or use the
Calibrate Joystick command.

Keyboard (88K) — Use this option to select keyboard
control.

Mouse (38M) — Use this option to select mouse con-
trol.

Flip Y Axis (38Y) — Use this option to reverse the
up/down functionality of your controller inside the
flight levels.

Rapid Fire (38F) — Use this option to activate rapid
firing,

Calibrate Joystick (33B) — Use to calibrate or recali-
brate your joystick.

CONTROLS AND MOVEMENT

Maneuver quickly and carefully, Rookie One...

Rebel Assault II can be played with a joystick,
mouse, or keyboard. You can choose which control to
use via the Controls menu in the menu bar, or by using
the following command key shortcuts: Joystick (38J),
Keyboard (3K), or Mouse (M)

JOYSTICK CONTROL

You can recalibrate manually using the “Calibrate
Joystick” item in the Game Main Menu or by pressing
“4” during game play. You will be asked to:

1 Center the joystick and press the Fire button,
2 Move the joystick to the upper left and press the

Fire button,

3 Move the joystick to the lower right and press the Fire
button again.
GAME PLAY PERSPECTIVES
Learn every vantage point, Rookie One.
COCKPIT FLIGHT

Moving your controller moves your ship and aims
your target sight. Shoot targets by pressing Fire and
dodge other targets by steering your ship away from
them. Note that when dodging, it takes time for the ship
to move in whatever direction you point your cursor.
Therefore it will be necessary to plan and act ahead to steer
clear of obstacles.
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X-WING

Welcome to the Rebel Alliance! This pilot manual
contains highly confidential information on Alliance
starfighters, their controls and weapon systems and
their proper employment. To become a starfighter pilot,
you must study this manual as if your life depended on
it, because it does! As a member of the Rebel Alliance, it
is your duty to ensure that this document does not fall
into the hands of the Empire or its agents. Guard it with
your life! Unauthorized possession or use is considered
treason and will be punished to the fullest extent of the
law. Good luck and may the Force be with you!

PILOT PROVING GROUND

Also known as the “MAZE,” this is where you will
fly an increasingly challenging series of obstacle cours-
es. Each exercise briefing will outline the requirements
for success. Be aware that the gates and platforms are
actually holographic projections with which you can
safely collide. You are scored on speed through the
course, the total number of gates flown through, and
the number of targets destroyed.

Select PROVING GROUND at the spaceport by
clicking on the left hangar door.

You'll now find yourself flying in your spacecraft
through an obstacle course. The course is designed to
test your skills in maneuvering through gates and firing
at fixed targets in 3-D space. There are a total of eight
levels.

STARFIGHTER COMPUTER SYSTEMS
Maneuver Controls

All starfighters get their forward thrust exclusively
through the main propulsion engines. The pilot is able
to control the speed through the cockpit propulsion
control system. These controls are inter-linked with the
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NAV computer or onboard R2 droid to provide and
maintain automatic synchronization of the directional
thrust and stabilizer jets for a smooth turning radius.
Joystick Controls

Holding top button
and moving right/left

Bank
Right b

<

Nose

Up rolls your spacecraft
o £ around its axis
Clicking top button with Pressing trigger
target in sight selects target  button fires weapon

. 9

S o

Keyboard Controls
DIRECTION FUNCTION
m Up Pushes the nose of
BB arrow the starfighter down
s Down  Pulls the nose of
arrow  the starfighter up
ﬁ Right ~ Banks the
B arrow  starfighter to the right
s Left Banks the
arrow  starfighter to the left

@ E F Pressing Ctrl and

B Right/Left arrow
rolls your spacecraft around its axis.
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Cockpit Views (Keypad only)

2 2 @

Left Forward Right

forward 12 o’clock forward
10 o’clock 2 o’clock

& 8 8
Overleft  Straightup  Overright

wing wing
9 o’clock 3 o’clock

E 8
Overleft  Rear view Over right
shoulder 6 o’clock shoulder
7 o’clock 5 o’clock

> e
Toggles you between  Pilot view
“wing-level” view and with no
45° “high” angle view cockpit
Returns you to the

& org starfighter pilot view from an external or
missile view mode.
p E Selects camera view of

B or VB missiles/torpedoes. Repeated key press-
es will step through multiple missile views.

p Orﬁ p Toggles external

or VM camera view mode.

p @ Repositions camera

/B or VBB viewpoint in external view mode.
1. Use the maneuver controls to position the view-
point.
2. Use the joystick/mouse buttons to zoom in or out
(or the Ctrl key).
3. Press F4 again to regain flight control.

Propulsion

The current throttle settings of the engines is shown
on the Engine Power Level Display. It is displayed as a
horizontal scale along with a digital readout of the cur-

rent speed.

KEY FUNCTION

“ Increases \ Decreases
B throttle B throttle

46

s Sets throttle
B to zero power

s“ Sets throttle to 2/3 power

[

p Set throttle to 1/3 power
[

Sets throttle

I 1, {1l power
m Matches speed
—— ]

with target
‘“ Engages hyperdrive. This will effectively end

BB the mission. Press again to abort hyperdrive

sequence.

sﬂ Toggles S Foil wing position on the X-wing.

/BB |.asers cannot be fired with the wings closed.
COMBAT SYSTEMS
Power

The starfighter’'s power may be allocated to the

engines, shields or lasers in any configuration you
choose. This is shown in bar graph form through the
Power Configuration System. Be aware of the trade-
offs this implies as full power to one system will draw
power away from the other systems. For example, full
power to the engines will allow much greater speed, but
will eventually drain the lasers and shields!

KEY FUNCTION

Adjusts laser
& org recharge setting
2

o e st
=8.8...c
i) Y
=8.8...
e

Shields

Current status is shown on the Hull/Shield Strength
Indicator. Status is indicated by color and shade. Bright
green is full strength, yellow is medium strength, red is
low strength and black is none. Note that hull integrity
is indicated in the same fashion on the Hull Display in
the center of the Shield Display. A white flash on any
part of these displays indicates a hit.

from your
lasers to shields
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KEY

2

FUNCTION

Toggles shield configuration.

The shield configurations are:

All shields forward.

All shields rear.

Equal distribution of shields forward and rear.
Weapons

The current status of your Weapons Systems is dis-
played above your Combat MultiView Display. It incor-
porates your Laser Firing Configuration, Missile/Tor-
pedo Firing Configuration, and Laser Energy Levels of
your starfighter.

Laser or Missile/Torpedo Firing configuration: The
configuration light indicates your current weapon
selection. It also lets you know when your weapon is
charged and ready to fire. Your weapon is being
charged when the light is yellow. A green light indicates
your weapon is ready to fire. No light (gray) indicates
you are not able to fire lasers or missiles/torpedoes. To
charge up your laser cannons, change your power con-
figuration appropriately.

Laser Energy Levels: There is a laser energy level
bar for each laser cannon on your ship. Each level indi-
cates the remaining laser charge and its strength. There
are two levels of charge. A yellow light indicates a
boosted charge and a red light indicates a nominal
charge.

KEY  FUNCTION

w Toggles through weapon systems.
/B (1aser cannons and proton torpedoes.)

s“ Toggles firing

B configuration.

For missiles or torpedoes the choices are right launch-
er, left launcher, or both.

For X-wing cannons: Single-fire, alternating dual fire-
linked, or quad fire-linked.

Targeting

The starfighter’s targeting systems consist of three
highly sophisticated interlinked computer systems: the
Combat MultiView Display, Targeting Sight Display,
and the Sensor Displays. This combination of systems
is designed to enable the pilot to successfully engage
and defeat the enemy.

It is very easy to target other starfighters and ships.
You may select a target by pointing at and moving it
within the targeting sight, and pressing either the top
button on your joystick, CTRL, or U key. The selected
target will then pulsate orange, be bracketed on your
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sensors, and be identified in the Combat MultiView
Display.
Targeting Sight Display

This is displayed in the forward view above the
instrument panel. It has two or four arrow indicators,
which correspond (and are aligned) with the ship’s can-
nons, and a targeting box. The Targeting Sight display
has two different modes: cannon mode and
missile/torpedo mode.

In cannon mode the arrow indicators will turn light
blue and the next-to-fire cannon(s) will have a green or
yellow light at the base of their arrow. When a positive
firing solution has been calculated for a particular can-
non, its arrow and the targeting box will turn green.

In missile/torpedo mode the targeting box will turn
light blue. Since it takes some time to acquire a solid
lock-on, the target must be kept within the targeting
box. The box will turn yellow when it has acquired the
target and red when it has achieved a solid lock-on. To
achieve a lock on a large ship you must be within six
kilometers, for smaller targets, 2.5 kilometers. This is
the best time to fire the weapon.

Combat Multiview Display (CMD)

The CMD has two modes: Identification mode and
Targeting mode. Identification mode displays target
ID, a schematic of the target, its contents and status,
and its distance from your craft. In targeting mode, it
assists the pilot by showing the current target as a green
cross, the Target Sight. When the enemy ship overlaps
the Target Sight, the Lock-on Indicator will light up.
This is the best time to fire the weapon.

KEY FUNCTION

p Toggles between CMD Identifica-

BB tion mode and Targeting mode.

s Selects craft
B attacking player.

s“ Activates CMD and selects ship within Target
B Sight. (Or use button 2 on the joystick.)

ﬁ Selects nearest enemy

B starfighter as target.

Activates CMD and

selects next available target.

Cycles through the available
targets in reverse order.

=
)
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or i B S S
E toE

Selects

OR VIS to I preset target.

Sensor Displays

These two, circular sensor displays in the upper cor-
ners of the forward cockpit view present the forward
(on the left) and rear (on the right) long- and short-range
sensors. Targets are color coded for type and bright-
ness coded for distance. The brightest dots are within
1500 meters, medium bright dots are 1500-3000 meters
distant, and faded dots are more than 3000 meters
away. The targeting computer designates the current
target with brackets.

Red dots are enemy spacecraft

Green dots are friendly spacecraft

Blue dots are neutral spacecraft

Yellow dotsare  missiles or torpedoes

White dots are mines and satellites

NAVCOM SYSTEMS
Onboard Computer/R2 astromech Droid
Navigation, Communications, and Damage Assess-
ment is performed with the aid of an R2 astromech
droid aboard the X-wing. The R2 droids or NavCom
computers act as a second crew member. This signifi-
cantly reduces the pilot’s workload by allowing him to
concentrate on mission objectives while the
Droid/NavCom watches over the ship’s systems. Your
R2 unit is especially helpful in alerting you to incoming
enemy missiles. He will ask you if you want the missile
targeted. Press the spacebar to answer “yes.”

KEY FUNCTION

Approval of Onboard
— ]

Computer/R2 Droid messages.

Communications

Each starfighter is connected through subspace
transmission with all Alliance forces, and have direct
communication with other pilots within your squadron,
pilots of other squadrons and the fleets High Com-
mand. You can give orders to other pilots by targeting
them and then assigning one of the following orders:
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FUNCTION

KEYS

m ‘_ Head Homel!

m G Report In!
s

m E Evasive Maneuvers!

m s Wait, for further orders!
—

m sg Go ahead and engage!

Wingman commands only

m E Cover Me, Wingman!
m E Attack Target, Wingman!

(Note: select target through CMD.)

m E Ignore Target,

Wingman!

During combat there is always a lot of communica-
tion. Therefore, many of those messages are color-

coded..

Red Other Rebel pilots

Blue R2 Droid or Onboard
Computer systems

Green Confirmation and

Approval response
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PREFERENCES
The PREFERENCES dialog lets you FContrel Op gt
. v [ classic Missions [X] Speech
make configuration changes during the - :" ::;i:t' L e P
game. O Use Mouse [J Unlimited Weapons
Control Options O able Starfighter Collision
Calibrate Joystick — Allows you to -General Options —~———————) g's’::rrl;;; ::: ::lr:*::l;ss S::;f:sn;::s
recalibrate your joystick. R Transitions Shown
ey Joy}s,tickj— }éelects P o b [JLow Detail Starfield [ Uideo Interiacing
Detail Levels
fiight only). e Starship Detail:
Use Mouse — Selects mouse. De:: s:m —_
General Options .
Transitions Shown — Toggles
cutscene transitions on/off iy Music: { e
Spoken Text Shown — Toggles text Sound Effects: < [Tl
display on/off in cutscenes
Stereo Output — Toggles stereo sound
on/off
Inflight Options Keyboard Shortcuts
Unlimited Weapons — Sets your available weapons KEY ~ FUNCTION y
———y =2 Pauses the game and activates
Invulnerable — Makes your starfighter invulnerable - menul?ar b
to damage. @E Calibrates joystick.
Starfighter Collision — Disables collision damage
with other ships. EPauses game.

The following options adjust the various detail lev-
els during flight. Use these to trade off detail for better @& Resumes game.

playing speed. Y
Planets and Galaxies — Toggles planets and galax- VEE Quits game.

ies on/off.

Space Debris — Toggles space debris on/off. sﬂ Preferences menu.
Starfighter Markings — Toggles markings on ships gy ;
on/off. m m Toggle music on/off

Engine Glow — Toggles glow on engines on/off.
Low Detail Starfield — Reduces number of stars in EE Toggle effects on/off
starfield background.

Video Interlacing — Skips every line of video. VEE Toggle spoken text on/off

Starship Detail — Adjust slider bar to ;i :
increase/decrease amount of detail on ships. mﬂ Toggle grgphlc 'detall
Volumes /S VI levels (during flight).

Music — Adjust slider bar to increase/ decrease the
music volume.

Sound Effects — Adjust slider bar to
increase/decrease the sound effects volume.

419
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(Game Credits

INDIANA JONES AND

THE FATE OF ATLANTIS

Development Team

Story and Design by Hal Barwood & Noah
Falstein

Produced by Shelley Day

Project Led by Hal Barwood

Programmed by Michael Stemmle, Ron Bald-
win, Tony Hsieh, Sean Clark, and Bret Bar-
rett

Additional Programming by Kalani Streicher

Lead Artist: William L. Eaken

Background Art by James Alexander Dollar,
Mike Ebert, and Avril Harrison

Lead Animator: Collette Michaud

Animation by Avril Harrison, Anson Jew, and
Jim McLeod

Additional Art and Animation by Mark J. Fer-
rari, Sean Turner, Martin “Bucky”
Cameron, and Brent E. Anderson

Indiana Jones Theme Music Composed by
John Williams

Original Music and Arrangements by
Clint Bajakian, Peter McConnell, and
Michael Z. Land

Music Re-Orchestration by Robin Goldstein
and J. Anthony White

Lead Tester: Wayne Cline

Quality Assurance by Howard Harrison,

Tabitha Tosti, Patrick Sirk, Kristina
Sontag, David Maxwell, David Wessman,
Bret Mogilefsky, and James Hanley
Additional Testing by Jo Ashburn,
Leyton Chew, Justin Graham,
Chip Hinnenberg, Kirk Lesser,
Ron Lussier, Eli Mark, Dave Popovich, Jon
Van, and Ezra
Music Produced by Peter McConnell
Sound Effects by J. Anthony White,
Robert Marsanyi, and Clint Bajakian
SCUMM™ Story System by Ron Gilbert, Aric
‘Wilmunder, Brad P. Taylor, and Vince Lee
Macintosh version by Eric Johnson, Aric
Wilmunder and Aaron Giles
iMUSE™ Electronic Music System by Michael
Z. Land and Peter McConnell

Packaging

Product Marketing Manager: Robin Parker
Manual and Hint Book by Judith Lucero
Package Design by Soo Hoo Design
Manual Design by Mark Shepard

Package Illustration by William L. Eaken
Necklace Model by Milton Williams

The Staff of LucasArts Games:
General Manager: Doug Glen
Director of Development: Kelly Flock

Associate Director of Development:
Lucy Bradshaw
Director of Business Operations:
Jack Sorensen
Manager of Planning and Analysis:
Steve Dauterman
Public Relations Manager: Sue Seserman
Marketing Assistant: Marianne Dumitru
International Coordinator: Lisa Star
Direct Sales Manager: Jo Ellen Reiss
Direct Sales Representatives: Rita Bullinger-
Allen, Wendy P. Judson, Kerre Mauel, and
Gabriel McDonald
Product Support Supervisor: Khris Brown
Product Support by Erin Collier,
Mara Kaehn, and Livia Mackin
Computer Systems Supervisor: James Wood
Computer Support by Thomas J. Caudle and
Randy Spencer
Administrative Support by Annemarie
Barrett, Meredith Cahill, Jo Donaldson, Lex
Eurich, Deborah Fine, Michele
Harrell, Brenna Krupa Holden, Marcia
Keasler, Erin Kelly, Liz Nagy, Debbie Ratto,
Andrea Siegel, and Dawn Yamada
Special thanks to George Lucas
and Steven Spielberg

MANIAC MANSION 2:

DAY OF THE TENTACLE

Created and Designed by Dave Grossman
and Tim Schafer

Programmed by Gwen Musengwa, Judith
Lucero, Jonathan Ackley, Ron Baldwin,
Dave Grossman, and Tim Schafer

Macintosh version programmed
by Aaron Giles

Macintosh version:

Production Associate Manager: Brett Tosti

Lead Artist, Stylist / Background
Artist: Peter Chan

Lead Animator and Character
Designer: Larry Ahern

Animators: Larry Ahern, Lela Dowling, Kyle
Balda, Sean Turner, and Jesse Clark

Art Technicians: Jesse Clark and Ron Lussier

Music and Sound by Clint Bajakian, Peter
McConnell, and Michael Z. Land

Digital Effects Editing by Ron Baldwin

Lead Tester: Jo “Captain Tripps” Ashburn

Macintosh Lead Tester: Dana Fong

Macintosh Assitant Lead Tester: Erik
Ellestad,

Testing by Leyton Chew, Chip Hinnenberg,
Brett Tosti, Mark A. Nadeau, Dan Connors,
Wayne Cline, Mark Cartwright,

Matt Forbush, Dana Fong, and
Doyle Gilstrap, Jr.

Macintosh Testing by: Dan Pettit, Erik
Ellestad, John Hannon, Janene Gunning,
Kevin Wallace, Theresa O’Connor

SCUMM Story System by Ron Gilbert, Aric
Wilmunder, Brad P. Taylor, and Vince Lee

iMUSE™ Music System by Michael Z. Land
and Peter McConnell

Voices Produced and Directed by Tamlynn
Barra

Voice Technology by Aric Wilmunder

Story By Dave Grossman, Tim Schafer, Ron
Gilbert, and Gary Winnick
Based on Characters Created by Ron Gilbert
and Gary Winnick
Product Marketing by Robin Parker, Mary
Bihr and Barbara Gleason
Public Relations by Sue Seserman
and Tom Sarris
Manufacturing Manager: Jason Horstman
Key Accounts Manager: Meredith Cahill
Product Support Manager: Mara Kaehn
Package Design by Terry Soo Hoo
Concept and [llustration by Peter Chan
Manual Written by Wayne Cline
and Brett Tosti
Manual Edited by Barbara Gleason
Manual Design by Mark Shepard
Print Production by Carolyn Knutson
Special thanks to George Lucas



GAME CREDITS

SAM & MAX HIT THE ROAD

Game Designed by Sean Clark, Mike Stemm-
le, Steve Purcell, and Collette Michaud

Based on Characters Created by Steve Purcell

Programmed by Sean Clark, Mike Stemmle,
Livia Mackin, and Jonathan Ackley

Macintosh version programmed by Aaron
Giles

Macintosh version: Production Associate
Manager: Brett Tosti

Lead Background Artist: Peter Chan

Background Art: Peter Chan, Paul Mica,
Steve Purcell, and Lela Dowling

Animators: Lela Dowling, Jesse Clark, Col-
lette Michaud, Steve Purcell, and Larry
Ahern

Art Technicians: Mike Levine and Jesse Clark

3D Art: Ron Lussier and Ralph Gerth

Music by Clint Bajakian, Peter McConnell,
and Michael Z. Land

Digital Effects Editing by Jonathan Ackley

Lead Tester: Jo “Captain Tripps” Ashburn

Macintosh Assistant Lead Tester: Erik
Ellestad

Testing Supervisor: Mark Cartwright

Testing by Chip Hinnenberg, Brett Tosti, Dan
Connors, Wayne Cline, Matt Forbush,
Dana Fong, Chris Snyder and Doyle
Gilstrap

Macintosh Testing by: Dan Pettit, Theresa
O’Connor, John Hannon, Janene Gunning,
Kevin Wallace

SCUMM Story System by Ron Gilbert, Aric
Wilmunder, Brad P. Taylor, Vince Lee,
Sean Clark, and Mike Stemmle

iMUSE™ Music System by Michael Z. Land
and Peter McConnell

Voices Produced and Directed
by Tamlynn Barra

Voice Technology by Aric Wilmunder

Produced and Directed by Sean Clark and
Mike Stemmle

Product Marketing Manager:
Barbara Gleason

Boswell and Tom Sarris
Product Support Manager: Mara Kaehn
Product Support by Tabitha Tosti, Jason
Deadrich, Andrew Nelson, and
Lleslle Aclaro
International Manager: Lisa Star
Administrative Support by Debbie Epidendio,
Dawn Yamada, Lori Beck, Judy Allen,
Christin Buhlig, and Amanda Neuhoff
Key Accounts Manager: Meredith Cahill
Manufacturing Manager: Jason Horstman
Package Design by Steve Purcell and
Moore & Price
Illustrated by Steve PurcellManual Written
by Jo “Captain Tripps” Ashburn and
Brett Tosti
Manual Edited by Barbara Gleason
Manual Design by Shepard Associates
Print Production by Carolyn Knutson
Special thanks to George Lucas

Macintosh Lead Tester: Dana Fong Public Relations by Sue Seserman, Camela

REBEL ASSAULT

Vince Lee Designer, Programmer, Project Leader Eric Johnston Macintosh Conversion Programmer
Casey Donahue Ackley  Associate Game Producer Aric Wilmunder Macintosh Programming Support
Ron Lussier Lead 3D Artist Mark Cartwright Quality Assurance Supervisor
Tamlynn Barra Voice Producer and Director Chip Hinnenberg Quality Assurance

David Vallone 3D Artist/ Animator Brett Tosti Quality Assurance

Richard Green 3D Artist/Animator Dana Fong Quality Assurance, Macintosh
Dan Colon 3D Artist/Animator Matthew Forbush Additional Testing

Ralph Gerth Additional 3D Art William Burns Additional Testing

Steven Sherer Additional 3D Art Mike Levine Special Video Arrangements
John Bell 3D Modeller Collette Michaud Art Department Manager

Martin Cameron 3D Modeller Sue Seserman Public Relations Manager
Leonard Robel Artist/ Animator Meredith Cahill Key Accounts Manager

Bill Tiller Artist/Animator Mara Kaehn Product Support Manager

Larry Ahern Additional Art Lisa Star International Coordinator

Jon Knoles Additional Art Leslie Latham Director of U.S. Sales and

John Knoll Additional Art Channel Development

Aaron Muszalski Lead Art Technician Mary Bihr Director of Marketing

Chris Ross Art Technician Steve Dauterman Director of Development

Leyton Chew Art Technician Jack Sorensen Director of

Gwen Musengwa Art Technician Business Operations

Justin Graham Programming Assistance Randy Komisar President & CEO

Toshi Morita Programming Assistance John Williams Composer and Conductor of Music
Mark Haigh-Hutchinson Programming Assistance Performed by the London Symphony Orchestra ® © 1977 Lucasfilm
Aric Wilmunder Programming Assistance Ltd. Used Under Authorization. All Rights Reserved.

Gary Brubaker Programming Assistance Moore & Price

Edward Kilham Programming Assistance Design Group, Inc. Package Design

Clint Bajakian Sound Editing & Processing Greg Winters Package Illustration

Michael Z. Land Sound Advice Shepard Associates Manual Design

Peter McConnell Sound Advice
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DARK FORCES SPECIAL EDITION
Project Leader = Daron Stinnett
Lead Artist = Justin Chin
3D Engine = Ray Gresko
Story = Justin Chin
Programming = Daron Stinnett, Ray Gresko
and Winston Wolff
Game Design = The Dark Forces Team with
Special Thanks to Justin Chin
Level Design = Ingar Shu, Jim Current,
Matt Tateishi and Brett Tosti
Tools = Winston Wolff
Macintosh version = Aaron Giles
Mac Programming Assistance = Eric Johnson, Brad Post and the
Apple/Motorola Power PC Games Kitchen Staff
Texture Placement = Aaron Muszalski and Chris Ross
Texture Artwork = Chris Hockabout, Patrick Sirk
and Tom Payne
3D Artwork = Ralph Gerth IV, Scott Baker,
David Vallone, Ron Lussier and Bill Stoneham
2D Cutscene Artwork = Justin Chin, Jon Knoles
and Paul Mica
Art Technician = Aaron Muszalski
Video Effects = Michael Levine, C. Andrew Nelson
and Mark Christiansen
Animations = Leonard Robel and Gordon Baker
Additional Art Design = Paul Mica
iMUSE™ Interactive Music System = Michael Land, Peter McConnell,
Michael McMahon and Justin Graham
Music and Orchestration = Clint Bajakian
Digital Sound Effects = Clint Bajakian
Voice Directing and Editing = Khris Brown
Voice Producer = Tamlynn Barra
Kyle Katarn, Imperial V/O = Nick Jameson
Jan Ors = Julie Eccles
Rom Mohc = Jack Angel
Mon Mothma = Peggy Roberts-Hope

Stormtrooper, Dying
Rebel and Narrator = Denny Delk
Darth Vader = Scott Lawrence
Install Utility = Gary Brubaker
Landru System Developed By = Edward Kilham
Executive Producer = Steve Dauterman
Project Coordination = Dan Connors
Lead Testers = Brett Tosti (IBM)
& Dana Fong (Mac)
Testers = Chris Snyder, Chris Purvis, Leyton
Chew, Reed Derleth, Darren Johnson, William W. Burns, Al Chen,
John Hannon, Dana Fong, Brian Kemp and Sean Matheis
Compatibility Testing = Doyle Gilstrap & Chip Hinnenberg
Quality Assurance Supervisor = Mark Cartwright
Product Marketing Manager = Barbara Gleason
Public Relations = Sue Seserman and Tom Sarris
Package Design = Jon Knoles, Justin Chin
and Terri Soo Hoo
Package Cover Art (front) = Ron Lussier
Package Cover Art (back) = David Vallone
CD-ROM disc Art = David Vallone
Manual Written by = Jo “Captain Tripps” Ashburn,
Mark Cartwright and Brett Tosti
Manual Design = Shepard Associates
Product Support = Mara Kaehn (Manager)
Jason Deadrich (Supervisor), Tabitha Tosti
& the Product Support Team
Key Accounts Manager = Meredith Cahill
Manufacturing Manager = Jason Horstman
International Manager = Lisa Star
Additional Programming = Mark Haigh-Hutchinson
Special Thanks = Wayne Cline, Donald Bies,
Aric Wilmunder, Eric Klein, Lucy Wilson, Stacy A. Mollema,
Julia Russo, Howard Roffman and Lucasfilm Ltd.
Original Music Score = John Williams
Very Special Thanks to = George Lucas & Kalani Streicher



LucAsARTS DoobDLE PAGE







LucaAsARTS DooDLE PAGE




THE LUCASARTS MACINTOSH ARCHIVES VoL I




PP T L e e N T L1, PP i P T8 T Oy R T




et
i

o

e

== HOW TO REACH US =

J ] lease be certain you have read

and checked each section of the
Troubleshooting Guide before calling Tech-
nical Support. Although we are more than
happy to assist you, we often find that
many problems can be solved by simply
checking the Troubleshooting Guide and
the game’s READ ME file. Please also be
aware that due to the millions of software
and hardware configurations possible, you
may still have to refer to your computer
dealer, hardware manufacturer, or software
publisher to properly configure their prod-
uct to run with our games.
When you call please be sitting in front
of your computer with paper and pen, and
gather as much pertinent information

about your computer as you can assemble:
make, model, peripherals connected,
RAM, hard drive size, the version of the
system software being used, a list of con-
trol panels and/or extensions in use while
playing, the title and version of the game,
and a detailed description of the problem.

ANY QUESTIONS?
Call our Technical Support line at:
415-507-4545
You can also write to Technical Support at:
LucasArts Entertainment Co.
Attn: Product Support,

P.O. Box 10307 San Rafael, CA 94912
Product Support hours are 8:30 am to 6:00
pm Pacific Standard Time, Monday-
Thursday; 8:30 am to 5:00 pm Pacific
Standard Time, Friday.

-

Technical Support FAX 415-507-0300
LucasArts File Library 415-507-0400
24 hours. NOT a message base,
for file download ONLY.

NEED MORE HINTS?

Please do not call Technical Product Sup-
port for HINTS, as they do not give hints
over the phone. However, you may call
our 24-hour automated hint ine at:
1-900-740-JEDI (1-900-740-5334) This
service costs 75 cents a minute, and you
must be over 18 years old or have your
parents’ permission to call.

Hintbooks Available!

TO ORDER GAMES, STRATEGY
GUIDES AND OTHER STUFF
DIRECTLY FROM LUCASARTS CALL:
1-800-98-LUCAS in the United States
or FAX: 818-587-6629
Mailing Address: PO. Box 9367,
Canoga Park, CA 91309-0367

WHERE TO FIND US ONLINE
CompuServe
Game Publisher’s Forum A
(Go GAMAPUB)
America Online Keyword “Lucas”
Internet E-Mail
Send mail to
75300.454@compuserve.com
OR Lucasarts3@AOL.com
Home Page
http://www.lucasarts.com

8022105




