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TecHNoOLOGICAL IMPLICATIONS OF THIS VOLUME

(Or, See Roger. See €GA. See Technology Run.)
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PARSER VS. POINT-AND-CLICK

(Or, Smiling Interfaces)

THE PARSER INTERFACE: SPACE QUEST | THROUGH SPACE QUEST ill

ICONS AND CURSORS: SPACE QUEST IV AND SPACE QUEST V

USING ICONS




To open the icon bar, press [€SC] or move the mouse cursor all the way to the
top of your screen.

Some icons will have o menu of choices. Use the [TAB] key, orrow keys or
mouse cursor to move between choices within an icon menu.

TALK

ITEM INVENTORY SYSTEM HeLP

Note: There may be slight variations in the oppearance of icons from gome to
gome. If you are unsure of an icon's purpose, click on the icon with the HELP
symbol (the question mark located at the right end of the icon bar)




OTHER TecHNOLOGICAL Issues

(Or, Moving Around in Several Time Zones)

USING A KEYBOARD

[ENTER]

N



USING A MOUSE

One-Button Mouse Two-Button Mouse

[ENTER] [ENTER]
[SHIFT] - CLICK RIGHT - CLICK
[CTRL] - CLICK [CTRL] - CLICK



Three-Button Mouse

RIGHT - CLICK

hrough available cursors

[ENTER]

MIDDLE - CLICK
Toac e between UJHLK and last




SPACE QUEST 1:
Roger Wilco in the Sarien €ncounter

-years from this solar system exists a galaxy known
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ce and prosperity for many
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ECOUNTER- qalactic government has becc
unresponsive. Young €arnonians have grown rebell ind hostile. Lunatics
and sub-Delta morons have taken control of the TV networks (actually, this
hc“‘r)z ned centuries ago, but nobody noticed until just recently). Worst of all
t which the earthlike planet Xenon t?@-’) non) relies for the building
s of life, is dying. Xenon's very basics of life are threatened. Xenon
ntists predict that only certain insect species t humaon resource
professionals will survive the resulting ice age.
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So with what omounted to a do-or-die dilemma,
plonet went to work. The result was a radical desic
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2 of turning a lifeless planet into a raging ball «
:U.,bow was quite sure, since it had never ac
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lopment team for the Star Generator prc
lab Arcada (Ar-kaw-da) and sent to the
research. (Here's where you come in.)

10



crew of the Arcada. ..os a janitor. That's right, @ janitor — and not a very good
one. You'd certainly have been sacked and replaced were the Arcada not
millions of kilometers from Xenon. Anyway, after months of development and
testing, the mission has been completed. Although still in the experimental
stages, the Star Generator oppears to be fully operational. The good news is
flashed back to Xenon os the crew of the Arcada prepares for the trip home.

But the news does not travel far before it reaches unintended ecrs. Monitoring
the Arcada’s transmissions are Sariens (Sair-ree-ins), space thugs who cruise
the goloxies wreoking havoc by exposing aerosol cans to open flame or fire.
The Sariens’ immediate intent is to copture the Star Generator and bring it
aboard their battle cruiser Deltour (Del-tar). With the Star Generator in their
possession, the Sariens would have the ultimate weoapon with which to terrorize
the universe ond gain sweet revenge against a civilization which ostracized
them so long ago. They'd also get invited to better parties.

Rs your adventure begins, you are currently conducting one of your famous on-
shift naps in the janitorial storage closet. You arise slightly annoyed at the
commetion which has awaokened you so rudely. This does not amuse you as
you had just drifted off to sleep. The alarm system is activated, indicating that
the Arcada is under attack.

When the commotion dies down you take a look outside. Your eyes fall upon a
qgrisly sight. Several of your fellow crew members' bodies lie strewn about the
ship, their posture indicating a total unwillingness to get up and keep living.

Rithough you aren't used to doing a lot of thinking, your brain cells kick into
high gear. Uhat o mess! How am | gonna get those blood stains off the floor?
In the midst of this intensely deep thought (well, deep for YOU) you are
startled into serious reality when you hear o laser blast followed quite closely
by a sickening screom. You briefly consider taking another nap, but it finally
occurs to you that YOU might be in danger as well. This will never do.
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WELCOME ABOARD THE SPACELAB ARCADA

A BRIEF WALKTHROUGH

WARNING: The following information is for beginning adventurers only. The
contents include hints and answers to puzzles that experienced adventurers
may not wish to see. Continue reading only if you are having trouble getting
started in Space Quest /.

Once Roger is standing in the hallway, it's time to look around. IF you are
playing the VGA version, select the LOOK icon from the Icon Bar. Click the €Y€
icon on your character to find out who you are. Click the WALK icon from the
icon bar. Click on the far left of the upper floor. Roger will now walk to the
edge of the screen and disappear into another room.

You are now in the Data Archive of the Arcada. LOOK around. In fact, try
selecting the SMELL and TASTE icons and click those around different features
of the picture. You never know what might yield a clue. Now that you've tried
that, select the UWALK icon and click it on the left door. Roger will once again
walk to the edge of the screen and disappear through the door.

Woalk to the left edge of the screen and into the next room. Once there you
will netice that You've come to a dead end, not to mention a dead quy. After
you've taken a look at him select the HAND icon and click on the wasted
crewman. Roger will bend down to frisk the body, finding a keycard in the
process. It is now part of your inventory. To see it, click on the INVENTORY
icon. You will see two items: a keycard and two buckozoids. You'll need both
items later in the game.

It's time for you to head out and explore the rest of the ship. Uatch out for
unwanted visitors reaming about. They certainly aren't friendly. Good luck and
happy adventuring!
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SPACE QUEST li: Vohaul's Revenge

Space Quest I understands o wide variety of words like:

CALL EXAMINE OPEN SEARCH
cLUumB GEeT PLAY TAKE
DIVE HIDE PRESS THROW
DRINK HOLD PUT TlE

€AT LOOH RUB use

A BRIEF WALKTHROUGH

LWARNING: The following information is for beginning adventurers only. The

contents include hints and answers to puzzles that experienced adventurers

may not wish to see. Continue reading only if you are having trouble getting
started in Space Quest 1.

MASTERING THE UNIVERSE...A BEGINNER'S GUIDE TO SPACE QUEST -
CHAPTER TWO

(Press the space bar to bypass the title screen.)

You begin aboord the Xenon Orbital Station 4. The computer will prompt you to
enter your nome (up to 18 characters). Tupe in your nome and press [Enter.] Orbital
Station 4 is one of many orbiting Xenon, your home planet. It is a transfer point for
travelers seeking transportation to the various planets in the €arnon system. As we
beqin this chopter of our stony, we find you, Roger Wilco, ace janitor, doing what
(ou do best. You are currently sweeping up the decks of XOS 4,

A beep emanates from your wrist watch. You release your grip on the broom.
The broom floats away, never to be used again. That makes the third one this
week. Wait 'til your boss finds out.
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Type: LOOK AT THE WATCH. [Press €nter] A close-up shot of a wrist watch appears.
Type: PRESS H. [Press Enter] Read what appears on the screen.

Type: PRESS T, [Press €nter] Read what appears on the screen,

Type: PRESS C. [Press Enter] Your boss will address you.

Type: LOOK. [Press Enter] You are working outside Xenon Orbital Station 4. Using
your arow keys, walk Roger to the round objext in the center of the ceiling. After o
moment. you'll be whisked away to the airlodk chamber.

Type: LOOH AT THE ROOM. [Press €nter] This is the airlock chamber. From here you
can gain extra-vehicular access. Spare suits hang on the badk wall. Some lockers
are mounted on the side wall. Uolk to the lockers at the right side of the screen.

Type: OPEN THE LOCKER. [Press €nter]

Type: LOOK IN THE LOCHER. [Press €nter] You bravely peer into the lodker to find @
cubix rube puzzle and your athletic supporter.

Type: TAKE EVERYTHING. [Press €nter]

Type: CLOSE THE LOCKER. [Press €nter] Walk over to the spacesuits against the back
wall.

Type: TAKE A UNIFORM. [Press €nter]

Type: LOOK AT THE UNIFORM. [Press €nter] You are attired in the smart-looking
uniform of a Xenon Orbital Station employee. Ualk out the door at the left side of
the screen. You will be addressed by o man.

Type: LOOK AT THE ROOM. [Press Enter] The room will be described.
Walk over to the men working on the consoles.

Type: TALK TO THE MAN. [Press Enter] He will tell you what to do.

14



Walk to the center of the platform ot the left side of the room. It will transport
you up to the second floor. Walk olong the corridor to your right and enter the
transport. It will transport you to another room.

Type: LOOK AT THE ROOM. [Press Enter] The room will be described.
Walk along the corridor to your right and go down the stairs,

Type: LOOK AT THE SHUTTLE. [Press €nter] The room will be described.

Walk to the shuttle craft and climb up the stairs. €nter the shuttle ond start
sniffing around for the mess you must cleon. You ore surprised to find that the
shuttle is not empty. There are two extremely ugly suckers walking toword you.
POUJII THACKI! BINCHI! THUDINI Your protest is cut short as two interstellar
ruffians proceed to thump you unconscious. Everything fades.

Thus beqins your adventure in Space Quest I, Try not to get killed too much.
Remember: Save early ond save often. Good luck, brave janitor.

SPACE QUEST Il - The Pirates of Pestulon

Roger's escape craft wos towed aboard o Space Junk
Freighter. Using his legendory ingenuity and mostly dumb
luck, he escopes to try and the Two Guys From
Andromeda from the clutches of the villainous ScumSoft
Corporation.

When Roger has stepped out of the escape pod and the
door closes, the game will begin. Press ENTER to remove
the comment screen that oppears ofter the pod door
closes, Use your mouse, keyboard or joystick to walk south (down) to the next
areo, where several junk spaceships are stored. Uhile you are here, try
looking around at your surroundings.

15



A BRIEF LWUALKTHROUGH

WARNING: The following information is for beginning adventurers only. The
contents include hints ond answers to puzzles thot experienced adventurers
may not wish to see. Continue reading only if you are having trouble getting
started in Space Quest .

Type: LOCK, [Press €nter]

UWalk to the spaceships.
Type: LOOK AT SHIP. [Press €nter]

Walk to a pile of junk.
Type: LOOK AT JUNH. [Press €nter]

Walk to the crote in the left foreground.
Type: LOOK AT CRATE. [Press €nter]

From this area, walk east (right) to the next room, and walk to the large gear in the
left foreground.
Type: LOOK AT GEAR. [Press Enter]

Walk to the giont arm in the: background.
Type: LOOK AT ARM. [Press Enter]

When you have explored all you want, walk to the right side of the room until you
come to a vertical conveyer that is lifting buckets up and out of the screen. IF you
stand dose enough, in front of the conveyer, it will catch you and camy you to @
horizontal conveyer belt which leads to the shredding machine. At this point it would
be o good idea to save Your gome.

To keep from being thrown in the shredder,
Type: STAND. [Press €nter]

Immediately Type: JUMP [Press €nter] (to reach the rail above the conveyer).

16



Now you will be able to walk along the rail to begin your exploration of the ship.
But be careful! It is still possible to slip and fall to your death. NOTE: IF you have
been using a mouse or joystick to move the character, you might want to switch to
the amow keys for tricky sequences like this one.

Uhen you are on the rail, walk west (left) until you come to an opening in the ship’s
bulkheod. On the other side, hanging from the rail, is a rail-grabber cor. Woalk close
to it ond Types GET IN GRABBER. [Press enter|

You are now on your way to exploring your new environment. Good ludk, and
remember, those Two Guys are counting on youl

SIWAGIESHEE SPACE QUESTIV
R Wilco and the Time Ri

Time travellers everywhere are flocking to futuristic Xenon
to view and photogroph the amazing post-apocalyptic
londscape. If you and your family plan to visit this bleak
et fascinating vacation getaway, this walking tour will
help you get the most from your stay. Here's a Safety Tip:
AVOID THE CYBORGS!

A BRIEF UWALKTHROUGH

WARNING!! The following section includes hints that experienced game
players may not want to see. Continue reading ONLY if you have trouble
getting started playing Space Quest V.

As you arrive on the streets of Xenon, click the €YE cursor on various locations
on the screen to learn about your surroundings. Walk one screen €ast and
click the HAND cursor on the rope in the lower right side of the screen. Avoid
the cyborg if he should oppear. Walk between the red columns on the upper
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right side of the screen. Select the rope from your inventory window and click
the ROPE cursor on the ground. Wait for the bunny to walk into the noose, and
click the HAND cursor on the rope.

Walk two screens east. A skimmer is parked on the street, Click the €YE cursor on
the skimmer. Click the HAND cursor on the skimmer to search it. Click the HAND
cursor on the glove box to open it, and again to take the PocketPal inside.

Walk one screen north. Click the EYE cursor on the lorge object on the street
corner. Click the €YE cursor on the hole in the side of the tank. Now would be o
real good time to SAVE YOUR GAME. Click the HAND on the unstable
ordnance to take it.

Walk two screens west, to the opposite street corner. Click the Hond cursor on
the sewer grates, until you find one you can dimb into. After you explode,
restore your game and DON'T take the unstable ordnance. Return to the
sewer grote, descend below the city, and enjoy the rest of the gamel

SPACE QUEST V SPACE QUEST V - The Next Mutation

A BRIEF WALKTHROUGH

WARNING: The following information is for beginning
adventurers only. The contents include hints and answers
to puzzles that experienced adventurers may not wish to
see. Continue reading only if you are having trouble
getting started in Space Quest V.

After Roger gets ejected from the academy bridge
simulator, he must get to class quickly to avoid being
expelled from the StarCon Academy. Use the UALK icon to move Roger north
until the door to the classroom is visible. (It has o lodker next to it.) Click on the

18



door with the HAND icon to enter the room. TRANSLATION: After the Roginator
gets hosed in the sim he needs to beat feet to class—so he can scan for babes.

Surprise! The StarCon Aptitude Test is today. Of course Roger hasn't studied
for it, so he's going to have to cheat. Click the EYE icon on the student’s desk
to your left when the proctor droid is facing the back of the classroom. The
miniature version of the test question you are on will pop up over the cadet's
shoulder. You con tell the answer he marked by its position on the screen (i.e.
the top one is "A”, the next one down is "B, etc.). TRANSLATION: Oh shoot!
The SAT is today and it's been "party-hearty” for the Rog-meister. Eyeball the
nerd-herd chieftain’s console to scam the hot top!

After the test, you need to clean the Academy crest as part of your
punishment for being late to class. Get the cleaning supplies from the closet
located one screen north of the classroom. Make sure you get the
Scrubomatic™ floor scrubber AND the oronge safety cones from the closet.
TRANSLATION; Bummin', the Rog-man has to spic-and-spon the academy crest
‘cause he got busted. Snag the Scrubomatic and the orange party hats from
the closet.

Next move Roger south until you find the only hallway leading to the right. Toke
it to the rotunda area. In the rotunda hallway you find a burly security quord
(don't bother himl) and the anti-gravity personnel lift. Click the HAND icon on
the lift to ride it down to the floor of the rotunda. TRANSLATION: Rotate the
Roginator southward 'til you scope the right hallway. Jam down it to Rotunda
then hitch o ride on the o-grov lift. Don't cut on the rent-o-cop, he's o real jerk!

Place the safety cones at the corners of the crest on the floor of the main
rotunda (if you don't, people will wolk oll over it and spoil your work). Next,
toke the Scrubomatic out of your inventory and place it on the floor. Click on it
with the HAND icon to clean activate it. Use the scrub brush icon to mover
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Roger around on the scrubber. TRANSLATION: Toss the cones around the crest
and snag a ride on the Scrubomatic. Shred the duffers if they get in your way!
When you have finished cleaning the crest it will sparkle and Captain Quirk will
walk in with o woman of your acquaintance (pay attention to their diologue
exchange). Then go back and put your cleaning supplies away...ond watch
the nifty "meanwhile” sequence. TRANSLATION: Chill, scope the babe. ond let
the fresh ortwork slide by your eyeballs...

After the meanwhile sequence Roger can go back and pick up his test scores.
Results are posted on the bulletin board next to the classroom. If Roger scored
well on his test, he should be on his way towerd commanding his own ship.
Give yourself a pat on the head, you've earned itl TRANSLATION: Scan the
scores, and see if Rog busted a move or got ‘86ed. If the Rog-man scores
some new duds, pop a cold onel You scored a bonus!

YESTERDAY'S STATE-OF-THE-ART SYSTEMS

SPACE QUEST | -The Sarien €ncounter SPACE QUEST IV - Roger Wilco and the
Criginally Released —1986 Time
State-OF-The-Art-System — IBM PC XT Originally Released —1991

(4Mhz); 256K memory; EGA: Dual 5.25" State-Of-The-Art-System —
386 PC-Compatible: 1 Mg. memory; VGR;

SPACE QUEST Il - Vohaul's Revenge (D-ROM Drive: DAC compatible scundcard
Originally Released —1987
State-Of-The-Art-System — IBM PC AT SPACE QUEST V - The Next Mutation

(8Mhz); 512K memony; €GA; Dual 5.25" Originally Released — 1993
State-Of-The-Art-System —

SPACE QUEST Il - Pirates of Pestulon 486 PC-Compotible; 16 meg memony;
Originally Releosed —1989 SVGA; Dual speed CD-ROM Drive; 16-bit
Stote-Of-The-Art-System — soundcard

286 PC-Compatible; 1 meg memory; VGR;
20Meq Hard Drive: Adlib Card
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CorPvY PROTECTION

(Or, What Irritates You More Than Anything €lse?)
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SPACE QUEST | VGA COPY PROTECTION

Hrcudo Planetary Reference Library Catalog: Data Carts are filed and retrieved
ally by code sequence, not by alpha order. To request a data cart,
ter the code sequence corresponding to the topic of your choice.

e buckazoid per day charge for overdue corts.

TOPIC CODE SEQUENCE TOPIC CODE S€

=

ENCE

Q

£ © =3
= 7 )

L1
i
ot | Y

LTIl
—I221M

LU |

UL
ot | (L L
=[]

11
—I

-------

T HL T
=D CoiLlg
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NAVIGATIONAL GRID CODES

Per the recent contract provision enacted by the United Federation of Jargon
Writers, the following code system is now mandatory “in order to facilitate droid-
assist navigational system standardization.” Use the following obscure codes
when telling your droid where to go.

SECTOR cope secTo cope

AR HE:H BF EIUUi!
o lligl . OCCI
« Hil=1i o IHE]ij!
w —LCE=il o I3
« il E e 1TEH
. =3l L Clil
e = NI
i UT|U HD H;:_.l'
o lidNl = s qr gl
AD i!IEEE IC |E|_'TE
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SPRCE QUEST V COPY PROTECTION

During your interplonetary journeys, you'll save light years if you know the
coordinates of your destinations. Please refer to the handy in-flight Planetary

Coordinates Chart below.

ENGLISH

Throkus .. ......#53284
K 2 H000Y]
Lukaszuk Il . ... .. #91001
Gingivitis:. . .. ... . #81100
Monostedt VI . . #54671
Hlorox . .. ......#90210
Gongularis . ... . #71552
Commodore UV #01015
Spacebar . ..... #69869
Peeind. .t ok anh #99767
Spittoonie . ... . . .#4409]

GerRMAN FRENCH

Throkus . ...... #53984 | Throkus:........
Kiz Urozqubi - .. #20011 1 1° G R
Inkubus . ... ... #9100] . Lukoszukll . . . ...
Hokolores .. .. .. #81100 | Gingivitis . . .. ...
Furunkel IV . . ... #54671 Monostadt VIl ..
Obmoll .......#90210 | Omoll .. ......
Influenzaris .. ... #71552 | Gonguloris .....
Rotzbuz XV .. . #01015 | Commodore IXIV .
Allbar . ....... #69869 Bar de U'Space . . .
Limburgis . .. ... #92767 | Peeyu .........
Saliva ......... #4091 Spittoonie ... ..

#81100

#54671
#90210

#71552
#01015
#69869
#92767

#4091
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IMPLIED LUARRANTIES UMITED: EXCEPT AS STATED ABOVE, SIERRA MAKES NO
UJARRANTY, EXPRESS OR IMPLIED, REGARDING THIS PRODUCT. SIERRA
DISCLAIMS ANY WARRANTY THAT THE SOFTUJARE IS FIT FOR A PARTICULAR
PURPOSE, AND ANY IMPUED WARRANTY OF MERCHANTABILITY SHALL BE
UMITED TO THE NINETY (90) DRY DURATION OF THIS LMITED €XPRESS
LWARRANTY AND IS OTHERWISE EXPRESSLY AND SPECIFICALLY DISCLAIMED.
SOME STATES DO NOT ALLOW UMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS, SO THE ABOVE UMITARTION MAY NOT APPLY TO YOU.

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR SPECIAL,
INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF SIERARA IS
ADVISED OF OR AUJARE OF THE POSSIBILITY OF SUCH DAMAGES. THIS
MERANS THAT SIERRA SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST
PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A
RESULT OF LOSS OF TIME, DATA OR USE OF THE SOFTUUARE, OR FROM ANY
OTHER CAUSE EXCEPT THE ACTUAL COST OF THE PRODUCT. IN NO EVENT
SHALL SIERRA'S UABIUTY €XCEED THE PURCHASE PRICE OF THIS PRODUCT.
SOME STATES DO NOT ALLOW THE EXCLUSION OR LUMITATION OF
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE UMITATION OR
EXCLUSION MAY NOT APPLY TO YOU.

You are entitled to use this product for your own use, but may not sell or
transfer reproductions of the software manual or book to other parties in any
way, nor rent or lease the product to others without prior written permission of
Sierra, You may use one copy of the product on a single terminal connected to
a single computer. You may not network the product or otherwise install it on
more than one computer or computer terminal at the some time.
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The use of this product is governed by the terms of an end use license agreement that you must accdpt before you can use the
product. If you do not agree with the end user license . you should i diately return the'product with your sales

receipt to 4247 S. Minnewawa A\re Fnzsno CA 93725-9345 for a refund of your purchase price.
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PLAYING SPALE QUEST a 7/

When the game is started, you will see a screen with your
choices listed. They will be:

1. Start a New Game. Click on this button to start a new game.,

2. Continue a Game. Click on this
button to continue a game you've
already started. You will be asked
to choose which game you'd like
to continue from a list of your
saved games. This option will not
be available until you've saved a
game,

3. Quit. Click on this button to quit
your game. You will be asked to
confirm the choice.




THE IITTERFALE mmmmniiniig
THE ICON BAR

The icon bar appears across the bottom of the screen. Your
cursor choices appear as words, and consist of the following:

[ FeET | E& Walk
h Look
m Take, give, or otherwise manipulate
Talk
h If you don't know, push this button



These are also available from the icon bar.
iJele 4Ry INVENTORY

[«ogpi{e) GAME CONTROLS

At the far right your score will appear. The rectangle in the
bottom right corner of the screen is your inventory box; your
most recently selected inventory item will appear here.

The cursor is what enables you to effect an action on-screen.
With the cursor you can pick an item up, walk over to
something, examine an object, or talk to someone. The
sensitive part of the cursor is at the top point. If you wish to
look at an object, for example, click the cursor on the eye
which appears on the icon bar. The eye will now appear in
the cursor. Position the cursor with the top point on the object
you wish to examine. Now click on the object. Voila!



INVENTORY

Experienced players know that adding objects to their
inventory is the secret to ... having a big inventory. Be sure to
lift everything that isn’t nailed down. In order to pull up your
inventory box, click on the POCKETS icon.

Taking Inventory Objects. If, in the course of playing the
game, you come across an object you would like to acquire,
click on the HAND icon and then on the object. If it is
available to you, it will move to your inventory.

Examining Inventory Objects. You can examine inventory
objects by clicking on the POCKETS icon on the icon bar.
When the inventory box appears, click your cursor on the
EYE, then click on the object you're interested in. You will now
be given more information about the object.

Manipulating Inventory Objects. If you wish to manipulate an
item in your inventory, click on the HAND cursor and then the



item you wish to manipulate. If the object can be manipulated,
it will now reflect that change.

Combining Inventory Objects. Some inventory items can be
combined with others to create a new inventory object. To do
this, click on the CHOOSE icon and then on an inventory
item. The cursor will change to resemble that item. Now click
that cursor on the inventory item you wish to combine it
with. If the two objects can be combined, they will become a
new item, which will appear in your inventory.

GAME CONTROLS

Traditionally, Sierra has provided a controls icon to give
players that oh-so-comforting illusion of control. Space Quest 6
offers a new concept in controls icons: we actually give you
control. From the game controls you can do the following:

» SAVE A GAME

@ CONTINUE A SAVED GAME

= FIND OUT ABOUT SPACE QUEST 6
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w GET HELP ON THE OTHER CONTROLS

= SWITCH TO SPEECH, TEXT, OR BOTH

= TURN THE SCROLLER ON OR OFF

= QUIT THE GAME

= AD]JUST THE SPEED, DETAIL, OR VOLUME OF THE GAME
w CHANGE THE SPEED THAT THE TEXT MESSAGES CLEAR

SCROLLING

As you travel through the exciting worlds of Space Quest 6,
you'll notice that when Roger walks off the edge of one screen,
a new screen appears with Roger in it. Some screen shifts,
however, are handled differently. In the Orion’s Belt bar on
Polysorbate LX, for example, when Roger walks to the edge of
the screen, you will see him continue to walk as the
background screen moves, or “scrolls,” behind him. When
SCROLLing is turned off, the screen will change in the usual
way. If yours is a less powerful computer, you may find that
switching off SCROLLing on the Control Panel will speed up
the game.
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Space Quest 6 provides you with a world to
explore in detail. In any given room there
might be an item you need, a hidden
entrance, or a puzzle’s solution. So look
around already! Click the eye on objects
that look interesting. Click the hand icon
on items that don’t look bolted down.
Explore every nook and cranny. We want you
to have as much fun playing Space Quest 6 as
we had making it.




Y, /=7 [ W77z

PRODUCER

Oliver Brelsford

DESIGNED BY

Josh Mandel
Scott Murphy

WRITTEN B4

Scott Murphy
Josh Mandel

ART_DESIGN

Michael Hutchison
John Shroades

LEAD PROGRAMMER

Steve Conrad

MUSIC_DIRECTOR

Dan Kehler

COMPOSERS

Neil Grandstaff
Dan Kehler

BACKGROUND ART

John Shroades
Chris Willis

10



ANIMATION

Michael Hutchison
Deanna Yhalkee
Karin Nestor
Frankie Powell
Barry Sundt

PROGRAMMERS

William Shockley
Michael Lytton
Arijit De

Sterling Butts
Oliver Brelsford

STODGE FIGHTER CODE

William Shockley

11

GTOOGE FIGHTER ANIMATION

Karin Nestor

30 RENDERING AND ANIMATION

Chiris Willis
Michael Hutchison

B0UND EFFECTS ENGINEERS

Rick & Kelli Spurgeon
Jon Meek

QUALITY ASSURANCE

Leslie S. Balfour



ADDITICNAL AMIMATION

Chris Willis
Jason Piel
Alberto Eufrasio
Jason Zayas

SYSTEM DEVELOPMENT

Larry Scott

Ed Critchlow

Dan Foy

Ken Koch

Terry McHenry
Chris Smith

Greg Tomko-Pavia
Mark Wilden

CONFIGURATION TESTING

Mike Jones
Sharon Simmons
John Trauger
John Ratcliffe
Lynne Dayton

-----------------

Taylor Korobow

VDICES RECORDED AT

Fantasy Studios
Waves Studios
Russian Hill Recording

UOICE DIRECTION
Scott Murphy
Taylor Korobow

12



UDICE TALENT

Narrator: Gary Owens

Roger Wilco: William Hall

Stellar Santiago: Carol Bach Y Rita
Sharpei: Lucille Bliss

Docrot Beleauxs: Roger Jackson
Commander Kielbasa: Denny Delk
Djurkwhad: Joe Paulino

Manuel Auxveride: Joe Paulino
Dorff: Doug Boyd

Endodroid: Tom Chantler

Blaine Rohmer: Jarion Monroe

Pa Conshohocken: Charles Martinet
Elmo Pug: Doug Boyd

Fester Blatz: Jarion Monroe

Circuit Sydney: Doug Boyd
Sysinny: Carol Bach Y Rita

Singent Flembukit: Tom Chantler

13

Nigel Rancid: Tom Chantler
Ray Trace: Charles Martinet
PiTooie: Charles Martinet
Hotel Manager: Roger Jackson
Jebba the Hop: Denny Delk
Waitron: Lucille Bliss

Director: Joe Paulino

Intro voice over: Roger Jackson

DOCUMENTATION

Written by: Leslie 5. Balfour
Designed by: Lori Lucia

SPECIAL THANKS

J. Mark Hood
Leslie S. Balfour
Lori Lucia
Darlou Gams
Cyndi Wharton



Y

The use of this product is governed by the terms of an efid use license agreement that you must accept before

“you can use the product. If you do not agree with the end user license agreement, you should immediately
return the product with your sales receipt to 4247 S. Minnewawa Ave, Fresno, CA 93725-9345 for

a refund of your purchase price, | . . ,

.
- .
* .,

©®1995 Sierra On-Line, Inc. ® and ™ indicate trademarks of, or licensed to Sierra On-Line, Inc.
Space Quest is a registered trademark of The Children's Museum of Indianapelis, Inc. and is used
by permission. All rights reserved. Printed in U.S.A.



	Space_Quest_VI_ Cvr.pdf
	Space_Quest_Collection_1TOC.pdf
	Space_Quest_Collection_2.pdf
	Space_Quest_Collection_3.pdf
	Space_Quest_Collection_4.pdf
	Space_Quest_Collection_6.pdf
	Space_Quest_Collection_7.pdf
	Space_Quest_Collection_8.pdf
	Space_Quest_Collection_9.pdf
	Space_Quest_Collection_10.pdf
	Space_Quest_Collection_11.pdf
	Space_Quest_Collection_12.pdf
	Space_Quest_Collection_13.pdf
	Space_Quest_Collection_14.pdf
	Space_Quest_Collection_15.pdf
	Space_Quest_Collection_16.pdf
	Space_Quest_Collection_17.pdf
	Space_Quest_Collection_18.pdf
	Space_Quest_Collection_19.pdf
	Space_Quest_Collection_20.pdf
	Space_Quest_Collection_21.pdf
	Space_Quest_Collection_22.pdf
	Space_Quest_Collection_23.pdf
	Space_Quest_Collection_24.pdf
	Space_Quest_Collection_25.pdf
	Space_Quest_Collection_26.pdf
	Space_Quest_Collection_27.pdf
	Space_Quest_Collection_28.pdf
	Space_Quest_Collection_29.pdf
	Space_Quest_Collection_30.pdf
	Space_Quest_VI_BC.pdf
	Space_Quest_VI_manual_F2.pdf
	Space_Quest_VI_-_Cvr.pdf
	Space_Quest_VI_-_Manual_1.pdf
	Space_Quest_VI_-_Manual_2.pdf
	Space_Quest_VI_-_Manual_3.pdf
	Space_Quest_VI_-_Manual_4.pdf
	Space_Quest_VI_-_Manual_5.pdf
	Space_Quest_VI_-_Manual_6.pdf
	Space_Quest_VI_-_Manual_7.pdf
	Space_Quest_VI_-_Manual_8.pdf
	Space_Quest_VI_-_Manual_9.pdf
	Space_Quest_VI_-_Manual_10.pdf
	Space_Quest_VI_-_Manual_11.pdf
	Space_Quest_VI_-_Manual_12.pdf
	Space_Quest_VI_-_Manual_13.pdf
	Space_Quest_VI_-_Manual_14.pdf
	Space_Quest_VI_-_Manual_15.pdf
	Space_Quest_VI_-_Manual_16.pdf
	Space_Quest_VI_-_Manual_17.pdf
	Space_Quest_VI_-_Manual_18.pdf
	Space_Quest_VI_-_Manual_19.pdf
	Space_Quest_VI_-_Manual_20.pdf




