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"5_.““ THis Book

3 adlly want to be told how to use this book? Or is this
just'the last section you're reading because it doesn't recily
matter? Regardless, here’s a few suggestions that even a
Leary would follow.

First, avoid reading those sections of the bock that give hints
for locations you haven't played yet (or those you plan to
revisit)) Next, resist all temptations to forge ahead to the
points list in the back of this book. Then, look carefully at the
questions that precede each set of hints to find the one that
most closely matches the question in your mind. Once
you've found the one question that pertains to your specific
situation, read the hints in order. The first cmswer is usually a
mild hint, scmething to nudge you in the right direction. The
second is a little more specific. The third and subsequent
answers are the exact steps you must take to help you
through your problem. 5top there! Don't read the next
question. Use the hintbock only when you just can't get
through the sticky spotsl

The back of the book contains a complete map of the game,
divided into sections to assist you in your travels around La
Costa Lotta. As much as Laory would like it, in this case, one
inch doesn’t ecqual a mile!

lllmm BEGINNING ADVENTURERS

“ﬁmg tips will help you get started and make your
adventuring more enjoyable!

*  Remember to save your game frequently and under
vamous titles, especially whenever you're about to try
something thet could be risky. If you mess up, you camn
restore to your previous position and try something
different. Your Sierra Game Manual has more details on
saving and restoring games.

* Examine your surroundings carefully. Look at, and Talk
to everyone. Take anything that isn't nadled down.,
Onee it's in Inventory, Look at it, Do things to it, Use
other objects on it... in short, try everything. Clues are
often found in unlikely places...cmd you'll need them cdl!

*  Try anything. It might just be the solution to your
problem. Just remember rule number 1 above.

*  Findlly, cnd most importantly: Hove Funt!

Thank you for purchasing Leisure Suit Larry 6: Shape Up or
Slip Out! and thank you for purchasing this hintbook. We

had a great time creating both of them and hope you enjoy



Look at the icon menu at the bottom the screen. These
icons represent all possible game activities. When you
choose an icon, your cursor changes to that shape. You
can cycle through the cursors by clicking your right
mouse button (or option-click on Macintosh). You con
toggle between the walk cursor and the previous cursor
with the middle mouse button (or commeaomd-click on
Macintosh).

Example: To Walk somewhere, select the "walking
figure” curser, then click it where you want to go.
Leory will walk there and stop.

Example: To Look at things, select the “eve” cursor,
then click it on things you want to see.

Example: To Do something, select the "hand” cursor,
then click it on cn chject or person. This cursor
performs mony different actions. Use it liberallyl

Example: To Take objects, select the “hand over the
tricngle” cursor. Take anything you can. You never
know when you'll get lucky.

Example: To Talk to someone or something, select the
“word balloon” cursor, then click it on the person,
cbject, cnimal or plamt.

Example: A Zipper icon? Hmm... why would we put a
zipper in a Leisure Suit Laary ]%cﬂne? is one you'll just
have to figure out for yoursel!
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How do I get to items that [ can't see in m
Inventoryg y

® To view all the itemns that you've collected in your
Inventory, click the cursor on the scroll corows that
appear at either end of the window containing your
Inventory objects. These crrows only appear when you
have more objects than the Inventory window can hold.

Hnwdgrlvgetthm%mtamdnutnim?

Invent

" To pick up an item from a game screen, click the Take
cursor on it. If it's something you can take, it will be
added to your Inventory. To use an object, it must be in
Inventory. Select the “Take" icon, click it on cm object in
the Inventory window. That object becomes your cursor.
Click it in the main game window or even on other

E?em in the Inventory window to combine or alter
TI1.

I've never played an adventure game before! I
want to know what's going on!

» You'e not supposed to know; that's why it's cm
adventure!

» How do you know what to do? You don't! That's why you
bought this hint booki

» The game presents you with a series of puzzles you must
sclve in order to win the gome.

" Look at everything. Pick up everything you can. Explore
everything. Talk to everyone.

® Even when you do something wrong, vou'll usually be
given a clue whet to do next.
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Use your hand on a door to try to open it. If it's locked,
you may be able to find a key for it later.

You don't understand. I want to know exactly
how to get started in this game!

Geed Pushy, cren't we? Well, okay. Talk to the front desk
clerk until you get your rcom key.

Walk up the stairs to the hallway outside your room.
Click the Take icon on your key, click your key on the
door to unlock it cnd enter.

Look at the table in your room. Look at all three cards on
the table. Click the Hand on the telephone to use it. Dial
the phone numbers on the cords.

Eventually you'll discover everything you need to do.

I've never played a Leisure Suit Larry game
before. What's the plot?

I'm in the front lobby at the

There isn't one! Nah, you're a balding, broadening leftover
from the swinging 70's Disco scene out looking for chicks
So, everytime you find a babe, Talk to her. Perhaps
several times. Leaom whart she needs, get it for her, and get
ready for some gratitude. Notl You see, this garme's exactly
like real life. So don't get frustrated. Be patient. Each
womcm is here for a specific reason. Eventually, things
My go your way.

of the

game. I don't know what to do next! Whaaa!

R —

Stop your crying, you big baby!

Talk to the womamn behind the front desk clerk until you
get your room key.

Walk up the stairs to the hallway outside your room.
Click the Take icon on your key, click your key on the
door to unlock it and enter.

Look at the table in your room. Look at ol three cords on
the table. Click the Hand on the telephone to use it. Dicil
the phone numbers on the cords.

Er}ter the bathroom door. (It's the door nearest the
windows.) Use your bathroom sink. Look at the brown

Using the telephone numbers you leamed on the cords,
dial Maintenance on the telephone. Request a plumber,
Go downstairs while he arrives. Later, when you retumn,

he'll be working in your bathroom.

Enter your bathroom. Talk to the plumber. Notice the
clue about his hexrvy tool belt. Click the Take icon on the
plumber to steal his wrench. Click it again to Take his
file. (He doesn't care; they're compemy tools))

et the idea?

How do I use the elevator near my room? And
how about that ice machine?

Some things that are useful at some times may not be
useful at all times.

Ignore the elevator and ice machine at the beginning of
the game. But, don't forget about them. There's a good
chance you'll need them before the game is over.

Things change. 50 keep your eyes peeled, and look at
things letter on that weren't useful to you at the

beginning of the gamel




I don't know what Rosé the High Colonic sefiorita
desires.

Lock around the High Colonic Treatment Suite. You'll see
lots of flowers.

Rosé loves flowers. You need to find her some more
flowers.

The only flowers you can take are in your room.

Take the flowers from the vase in your room. Give them
to Rosée.

Suffer through a few indignities and she'll give you an
orchid for your trouble.

Loter, give the orchid to someone special.

I can't find the Aercbics Classroom.

" Go to the Mud Baths. Walk to the right to enter the
Weight Room. Open the door on the right to enter the
Aerobics Classroom.

» Or, from the Swimming Pool, open the door on the right
recr waill.

I found the Aerobics Classroom but no one will
talk to me!

® Remember high school? Why not disrupt her class?
s Click your hand on the empty step to start dancing.

® Cavaricchi Vaume, the Aerobics Instructor, will become
frustratted with your bad rhythm and dismiss the class,
Now, you can get her attention.







