BY SIERRA ON-LINE

As someone who enjoyed
the first three Space Quest
games Immensely, | can
safely say that part four not
only matches the hilarity
and insanity of the serles,
but excels it! SQ IV is not so
much an adveniure, but a
mass of hilarious problems
which the hapless Roger
Wilco has to make his way through. The VGA graphics are
absolutely gorgeous, with some of the most detailed
backdrops ever seen in a game of this type, and if you've
got a sound card for your PC, you can really appreciate
the terrific soundtracks thal make SQ IV more like an
inleractive movie than an adventure. The sheer amouni of
depth is enough to have even the most experienced ad-
venturer stuck to his machine for ages, and the puzzles
are enough to have you pulling your halr oul - once you've
solved one, you're conlronted with another almost in-
stantly! Quite frankly, if you're a PC owning adventure nut,
then there is absolutely no excuse to go out and buy this
immediately. Now you'll have to excuse me, the Sequel

Pollce are afier me again...
ROBERT
SWAN

GOT THE
RIGHT TIME?

To get back from Space
Quest Xl to his rightlul place

in the Space Ques! IV scena-

rio, Roger Is obviously going
to have lo lind some kind ol
lime machine, then find the
required co-ordinales lo zap
him 1o the correct location in
Space-Time.

Luckily, if Roger can hop a
shuttle lo that large struclure
outside the cily on Xenon, he
will lind a Timebuster 2000
SUX, and alter working oul
thal the symbols on the con-
rol pad look a bil hke lellers,
he jus! has to find a likely set
of six letters which the lime-
drive compuler will accepl as
co-ordinales,

Unlariunalely, the lirst sirning
of co-ordinates only gets him

as lar as Space Quest X -
Latex Babes of Estros,
where the Sequel Police will
soon calch up with him. Il he
wanlts to stay alive, Roger
has o lind his next sel ol co-
ordinales and get lo the next
scenano FAST! Those Se-
que! Police lend 1o shoot lirst
and say “hall® later!
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ROGER,
WILCO, AND
ouT

Roger Wilco's three previous
adventures would be enough
o drive anyone nuts, lel
alone |he Sequel Police. The
original Space Quesl saw
Roger, then a lowly janitor
aboard the space lab Arca-
da, foil the evil Sanens’ plol
to steal the Star Generalor
and thereby single-handedly
save the planet Xenon and
the entire Earnon siar sys-
tem from a fate worse than
death. Par two saw the Sa-
riens’ leader, the vile Sludge
Vaohaul, intent on conguering
the galaxy with an army of
genelically-engineered life in-
surance salesmen' Again,
our bumbling good gquy was
able to save the day (more
by luck than judgment!). The
third chapler, The Pirates of
Pestulon, saw Roger's "cre-
ators®, the Two Guys from
Andromeda, kidnapped by a
band of outlaws aul o fleod
the galaxy with a load of sub-
standard sofiware - once

agam, It was down o Roger

lo save the day! Now Space

Quest IV is here - can Roger

save himself?
ICON-TROLS | "R
Unlike Ihe previous Space Quest adventures, part four in- iy |
volves absolutely no typing whatsoever. Now it's jus! a ! i -
simple case ol poinl and click with whalever oplion you . ,". 4 -"m
have selected. Pressing the right mouse butlon cycles -"'4{_1 Tl
through seven command icons (walk, look, action, lalk, ’i_,‘.r v :
smell, lasle and inventory), or you can selecl one directly by < - e
moving the cursor (o the 1op ol the screen. . -1
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HARD DRIVIN’

Unfortunately, all these
luvverly graphics (which
were hand-drawn then di-
gitised, actually) take up a lot
of memory and hence, disk
space, so you won't be able
to play Space Quest IV un-
less you have a hard drive in
your PC! Aiee! Oh, by the
way, the game

MCGA and VGA graphics,
mouse, joyslick and key-
board controls, and PC,
Adlib and Roland sound.
Just thought we'd better give
you all the tacts.

UPDATE

Space Quest IV should be
emerging on the Amiga and
ST real soon, bul no release
dales or prices have been
sel. Be warned, though that
the Amiga game requires
one Megabyte of memory
and two disk drives or a hard
drive to run! The ST version
also requires either two
drives or a hard drive, bul it
has the added leature of
being able lo use any at-
tached MIDI device 1o pro-
duce enhanced music.

Unlike Rob, I've never really
been a big fan of the Sierra
adventures because of the
rather ugly graphics and
those annoying guide-the-
man-through-the-maze-of-t
Ight-gaps bits. However
Space Quest IV is one of
Sierra's new-look games so
it certainly doesn't suffer
from any ugliness problems (if you've a VGA card the
digitised graphics are superb) and the mazes | came
across weren't as intolerably difficult as they were before
so | really enjoyed myself. The other attraction is the
unusual storyline, the jokey scenarios and the oddball
predicaments which are actually pretty funny, and keep
you playing the game just to see where the next laugh is.
The new command system is, | suppose, less daunting to
a novice than the old text-entry system, but seven icons
seemed pretly restrictive to me, and it reminded me some-
what of all those old text adventures with liny vocabu-
laries which forced the player to word commands strange-
ly so that the computer could understand. The system
Lucasfilm used in Indiana Jones and Monkey Island is far
more flexible. That gripe aside, | was very impressed with
Space Quest IV, and I'm sure any Wilco fans out there
won’t be disappointed by this Installment in the series.
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