As the game begins, you've

crash-landed into a junk
freighter. Don’t waste time
trying to fix your pod — it’s be-
yond repair.
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SPACE QUEST IlI:
THE PIRATES OF PESTULON

LESLIE MIZELL

Version reviewed: IBM, Tandy, and compatibles; 512K minimum memory;
CGA, EGA, MCGA, VGA, Tandy 16-color, or Hercules graphics; mouse and
joystick optional; Roland MT-32, Ad Lib, or IBM music cards optional. Sierra
On-Line, P.O. Box 495, Coarsegold, CA 93614.

You don’t want a spaceship
that’s a pile of junk, or one that’s
toounwieldy. Look forastream-
lined mode{in fairly good re-
pair.

Though it may seem like this
room is a dead end, there’s an
exit staring you in the face. Just
use your eyes. Or the statue’s.
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Aha! A sporty little spaceship
thatdoesn’tlooklikeitneeds too
many repairs. Look around the
freighter foradditional supplies.
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Be ready to jump off the Follow therail to theright The upper area corre-
bucketconveyor—there’s intoacomputerroom.Get sponds to the rooms be-
ashredderatthe end ofits on the machine quickly or low, so try to form a men-

path.

the robot will zap you.

- g

When using your claw to Once you have the gen-
grab the generator, you erator, install it in your
might have to try two or ship. It’s easily done with
tal map of the floor’s lay- threetimesbeforeyoufind yourmachinein this posi-
out.

the right spot. tion.

erator.

Roger Wilco, space custodian, takes
off on his third galactic adventure. Un-
like some of Sierra’s other interactive ad-
ventures (such as the King’s Quest series),
Space Quest Il has a definite pattern you'll
need to follow. So first things first— find
and repair a spaceship to replace the one
you've crashed. Once you've found a
likely model, you'll need three items:

COMPUTER GAME
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You don’t have to feel threatened when you reach the
rats’ lair. Calmly go about your business, and the rats
will leave you alone. Maybe it’s the bright lights that
keep them at bay. If you want electricity in your
spaceship, you'd better find that light's source.

some wire, a reactor, and a power gen-

You suffer a certain amount of indignity when you get mugged by a rat, even
when it’s almost as big as you are. But there’s no way to avoid it, and the only
way to recover your stuff is to traipse back to the rat’s lair. You’d better

remember where that hole is.

When you're ready to take off, be sure to
switch on your radar so you can avoid
hitting the ceiling. And before you blast
your way to freedom, activate your front
shield so you won’t pulverize yourself or
the hull of the freighter.
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Even space explorers need cash, so you'll
need some money. The seven buckazoids
you can find by rummaging around in the
cockpit aren’t enough to %et bg on. Ma?/be
someone on the planet Phleebhut will be
interested in buying your gem.
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You may think you’ve left your past sins
behind you, but robots rarely forget. The
Terminator is hot on your trail, and the
Kurple sands of Phleebhut aren’t going to

ide you. Prepare yourself for a major

confrontation. Hes out for blood —yours.
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Fester BlOTZ Alien Trader

Once you reach Phleebhut, you shouldn’t have too
much trouble finding Mog or the World of Wonders.
Just don’t go too far back toward the horizon (where
you'll be struck by lightning), or too far forward (where
you'll be bitten by snakes). After meeting Fester — who
trades with practically everyone in the universe — sell
him your gem for 350 buckazoids. Then buy any items
he offers you. Most will prove handy. Others, like the
Astro Chicken hat, willnever be used, but you don’t want
to hurt Fester’s feelings by turning him down. Don’t
worry about money in Space Quest III—unless you're in-
credibly free with your cash, you'll never run short.

CONVMPUTER GAME

2 5 WILCO, THE MAN | HRYE EEEN SENT ACROSS
RACK DOMN AND TERMINATE. | M NOT
HE. YOU TEND TO LERVE A

After leaving Fester’s, you can’t avoid being captured by the
Terminator. But the Terminator is a surprisingly fair guy, and
he’ll give you a chance to escape. Adjust your speed control to
make a fast getaway to Mog.

GAME PLAYER'S
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As the Terminator makes his approach, position yourself by
one of the two pulleys. Get close, but don’t touch it yet. When
the Terminator is about to grab you, swing the pulley and
recycle thatbig bag of bolts. Then head back to your spaceship.
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You’'ll notice that there aren’t
many stoEs in this section of the

galaxy. The game is easier if you
visit them in a certain order, but
your ship won’t run out of en-
ergy if you make a false stop or

" coMP
ofthe |

Narrow escapes make you hun-
%ry, so head over to Monolith
urger for some galactic fast
food. It may not be haute cuisine,
but any place the USS Enterprise
frequents can’t be all bad.

The charming hostess will take

your order. Study the menu
carefully. Price may be no ob-
ject, but you're not here just for
sustenance. Get a meal with a
little something extra.

UTER GAME

INSERT BUCKAZOID!

Asyoueatyourcholesterol-filled
meal, you'll find the key (OK,
the ring) to the whole game.
Something needs decoding —
yc})ujusthavetoﬁgureoutexactly
what.

Astro Chicken, ifyou haven’talready noticed, is the videogame that’s currently
sweeping Roger Wilco's section of the galaxy. If you're good at arcade games,
you should have a pretty easy time with this section of Space Quest.

During escap

Move the chicken over to the landing pad as quickly as possible. To flap its wings, press the cursor-up key; to move left or right, press

the cursor-left or -right keys (unless you have a joystick or mouse). A crash landing results in the worst kind of chicken fricassee.

hen

?lou’ve positioned the chicken over the landing pad, straighten it into a landing position by hitting the cursor-down key. For a successful

anding, learn how to flap just fast enough to slow down the chicken. Too much fla
timing is right, you can actually see the chicken slowing down as it nears the pad.

Guys generously give you additional chickens at certain points in the game
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ing lifts the chicken upward off the screen. If your
ith practice, this becomes routine, and those Two
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The scanner shows there’s only one more
stop after Monolith Burgers, so it doesn’t
take a genius to know that you should set
your course for Omega.

Torelease planet Pestulon from the shield-
ing ray, you have to blow uE the genera-
tor. Funny, you didn’t pack any explo-
sives. Butlook around the surveying site.

Don'’t barge into the surveying site; wait
for the workers to leave. Not much of their
equipment will be of use, but look it over.
And take a peek through their telescope.

- N
Take careful notice of the path to the gen-
erator. Blowing up the machinery is going

toupset thebalance of this volcanic planet,
and you'll need to make a fast getaway.

After you've taken off from Omega, you'll find a new area on
your scanner. Naturally, your game should end on Pestulon,
fighting those pirates — whoever they are.

Remember that the power supply of your invisibility belt is
extremely low. Don’t turn it on until you're ready to high-tail
it to the Pestulon base.

GAME PLAYER'S 66
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Inside the Pestulon Base

The accounting area is a huge maze that repeats
itself endlessly to the left and right. There are only
two items you need inside, but you can’t neglect
your trash-vaporizing duties while you look. For
the most part, the slave-driven workers will ignore
you, but they won’t hesitate to report a suspected
spy.Remember that you'relooking foritems which
will allow you to get past the cell-door scanner. So
work your way over to the photocopying area at
the bottom of the screen, and Elmo’s office at the

top.
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Just when you thought your troubles were
over, Elmocaptures Kou and theTwoGuys.
Don'’t expect any help from those two
airheads, either. As usual, your survival
— and that of the Two Guys — depends
solely on you.

GAME PLAYER'S

USE THE. UNCH!
USE THE M KEY TO BLOCK

It’s important in Nukem Dukem to re-
member that an? move on your part saps
your energy (unlessit's adirect hit on your
opponent, which gives you energy). So let
Efmo’s robot come to you, and make each

punch count.

T
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If you're using the keyboard, there might
be a slight delay between entering a com-
mand and seeing the action. Time your
punches and blocks accordingly. ‘And
watch Elmo — he follows a pattern.
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When you try to escape from Pestulon, you’ll find that the
Firates have sabotaged your ship. Before you can fix your
ight-speed warp drive, you must fight off the forces of the

Pestulon fleet.

C?MPUTER GAME
of the

Afterward

Once you've defeated the Pestulon spaceships, your
part in Space Quest 111 is finished. So sit back, relax, and
watch the rest of the action unfold. All that's left is to
wait for the next Space Quest adventure.

GO e o
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Make sure you're at attack speed before checking your weap-
ons system. Then prepare to blow some pirates into space
dust. You'll have to destroy at least five of their ships before
the rest of the fleet will give up.

You cut the engines to sub-lightspeed as
you near a seemingly habitable planet.
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