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By Roger Strukhof!

Warp speed and warped humor
characterize Space Quest lll

Sierra Online’s Space Quest I11 ($59.95) rep-
resents everything that’s right about com-
puter games and a few things that are
wrong about the MS-DOS platform.

Three things to the good: Outstand-
ing graphics, sophisticated sound and a
high level of often hilarious interactivity
stamp this as one of the major gaming ef-
forts in the history of the young industry.

On the other hand: expensive hard-
ware is needed to get full functionality out
of this game, the sound track is truncated
because of sound’s massive storage require-
ments, and the nature of interactive games
themselves: the jokes just aren’t as funny
with repeated tellings.

As an exercise in bravura game pro-
gramming, Space Quest I1l, subtitled the Pi-
rates of Pestulon, pushes the envelope for
the entire industry. For those of a slightly
cynical bent, SQIII's wicked sense of humor
throughout is a true delight. Whether it’s a
smart remark, a parody of society, or the
uproarious and unflinching company
pitch at the end of the story, this game is

guaranteed to keep you laughing all the
way through. The game’s designers, Marke
Crowe and Scott Murphy, also know more
ways to kill you than you know how to die.
Dying is truly an enjoyable experience in
SQIIL

To get full functionality, an 80286-
based system with hard drive and VGA
graphics is the minimum recommenda-
tion, and installation of a sound board is
desireable. The game will play on lower-
end systems, and in CGA and EGA modes,
at a significant loss of speed and visual
quality. The sound board, ranging in price
from $200 to $500, is frosting on the cake.

The Story
Space Quest I1l, as might be suspected from
its title, is part of a continuing saga. At the
end of II, our hero Roger Wilco had “nar-
rowly escaped death aboard Sludge Vo-
haul’s asteroid fortress,” according to SQI-

II's manual. “Entering an escape pod, he
rocketed away seconds before it burned up
in the Labionian atmosphere.” Alas, Wilco
was low on oxygen, so “making a last ditch
effort to survive, he climbed into the hiber-
natic sleep chamber with the hope that
someone would find him soon.”

Yawn...What a restful sleep.

In SQIII, Wilco’s vehicle is picked up
by a patrolling garbage freighter, which
doesn’t know (or care) that there is life
aboard the small pod. Wilco is jarred into
consciousness in the bowels of the
freighter.

Thé opening sequence is strictly un-
der computer control, and is magnificent
in its special visual and musical effects. The
player asserts control once Wilco jumps
out of the pod and hits the freighter deck
with a nice “ta-ka-ta” of his boots.

There sure is a lot of garbage here.

As you manipulate Wilco through the
freighter, you come upon an old Wile E.
Coyote Acme missile (one of many visual
jokes in the game), a lot of other seemingly
useless space junk, and a few valuables: as-
sorted pieces of wire, a ladder, a warp moti-
vator, and a reactor. Clues to what is good
among the detritus are provided by look-
ing around, then examining areas closely.

HOT TIP: From the beginning, remember 19
save your game every step of the way.

Then when you die, and you will die often,
you don’t have to go through all the begin-
ning steps again and again. And be sure to
pick up everything you can get your hands
on throughout the game.

Wilco’s mission this time out is to res-
cue “universally famous software authors,
those two guys from Andromeda” (who
bear a slight resemblance to Crowe and
Murphy). The two guys have been abduct-
ed by software pirates working for the dis-
reputable software publisher ScumSoft, de-
veloper of such flops as Stuntflogger,
Aquatron, and Scumword. ScumSoft presi-
dent, 14-year-old Elmo Pug, is holding the
two guys hostage, making them write infe-
rior software against their will. This is really
cruel!

Wilco’s mission, once he’s escaped the
freighter, takes him to the exotic locales of
Phleebut, Ortega and Pestulon. But getting
off the freighter is an adventure in itself.
This is a hostile, industrial environment,
guaranteed to chew you to bits if you're
not real careful.

HOT TIP: Don't get discouraged by the
mugger rat on the freighter. Just go back
and get the wire again.

A Planetary Tour de Force
While cruising interplanetary space, Wilco
stops for a quick munch at the ubiquitous
Monolith Burger, featuring a logo reminis-
cent of our own golden arches.

The Monolith Burger episode features
everything good about playing this game.
For humor, there’s a nice send up of pim-
ply-faced fast-food service. Make sure you
try to throw away your own trash. For vio-
lence, don’t go in the wrong airlock or
Wilco gets wasted.

And there’s a game inside the
game—Astro Chicken, an arcade game de-
veloped by Scumsoft. Astro Chicken is an
incredible rip-off, not much fun to play,
and it requires you (as Wilco) to flap the
joystick around in a manner totally unbe-
coming a mature adult. An inane “Turkey
in the Straw” soundtrack accompanies the

game, the only redeeming aspect of which






