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Roger over to it. Cliffy won’t accompany Roger, so he’ll have to ride up into the
ship alone. 7

Once Roger is inside the ship, save the-game and look around. Don't try and
climb into the cockpit; doing so will kill Roger. Instead, open the panel on the east
wall. The locked compartment inside holds the ship’s cloaking device. The
compartment’s locking mechanism is a series of two latches, four knobs, and four
panels. First open the top latch, and then the bottom one. The self-destruct
countdown starts when the first
latch is opened. You now have ap-
proximately five minutes to finish
this sequence before the ship ex-
plodes and obliterates Roger. Don’t
worry, it’ll be more than enough
time. Now, to finish opening the
compartment, turn the top-left
knob, then the bottom-right knob.
Open the top-left panel (click the
Hand icon on it), then the bottom-right panel. Turn the bottom-left knob, then the
top-right knob. Open the top-right panel, then the bottom-left panel. Take the
cloaking device.

Once Roger has the cloaking device, walk him back onto the elevator and exit
the ship. When Roger is outside WD40's ship, he and Cliffy will automatically beam
up just as it self-destructs.

Back in the Eureka, Roger gives Cliffy the cloaking device, and Cliffy tells Roger
that he’s putting WD40 back together to serve as a member of the crew. After Cliffy
finishes speaking, return Roger to the bridge. Once Roger is seated, order Droole to
Lay in a Course. Look up and enter the coordinates for the Spacebar, then order
Droole to go to Lite Speed. When Droole informs Roger that they’re approaching
their destination, order him to cut back to Regular Speed. Next, order Droole to put
the Eureka into Standard Orbit around the Spacebar. As soon as the Eureka is orbiting
the Spacebar, Roger’s crew will beam down for some R&R. Walk Roger back to the
transporter room, but before you beam him down, take Spike out of the specimen
tank. Once Roger has Spike, beam down to the Spacebar.

"mllll!!ll‘lllllllllllill-

@At the Spacebar

When Roger arrives at the Spacebar, look around. When you’ve taken in the sights,
walk Roger over to his crew’s table. He’ll automatically sit down, and they’ll all order
drinks. A scruffily dressed merchant will approach and try to sell his wares to Roger.



This sequence is animated, so sit back and enjoy it. The merchant will leave after
giving Roger a free sample packet of dehydrated space monkeys and his business
card. When the merchant leaves, Captain Quirk shows up. He and Roger taunt each
other, and Quirk challenges Roger to a game of Battle Cruiser. Roger accepts. _L

After Roger is seated opposite Quirk at the Battle Cruiser game, read the
directions on how to play. Your objective is to destroy all of Quirk’s ships. This
sequence is completely optional; you don’t have to play Battle Cruiser at all, but
you do score 25 points for each of Quirk’s ships that you destroy, up to a maximum
of 100 points.

The game is just like Battleship™ in most respects. You have four ships and
three ten-by-ten sectors to place them in. After you place your ships, save the game.
Roger and Quirk will take turns shooting at each other. To fire, choose which of
your opponent’s sectors you wish to fire into, then choose the square on the grid
you want your shot to hit. You have a choice of two munitions: regular photon
torpedoes or probes. Photon torpedoes hit only one square on a sector grid. If they
miss a ship, a green marker appears where the shot hit. If they hit a ship, a red
marker appears. Probes don’t "hit" anything. Instead, they reveal any ships in a
five-by-five area. Any ships (or parts of ships) revealed will be outlined in purple.
You start the game with only two probes, but gain one each time you destroy one
of Quirk’s ships.

Each ship is a different shape and covers a certain number of squares on the
grid. You must hit every part of the ship in order to destroy it. After Roger has fired,
Quirk fires. His shots usually aren’t very accurate, but he can hit you.

NOTE: As you may have guessed, Battle Cruiser is mainly a game of
guesswork and luck. There is no single winning strategy, but here’s one that
works fairly well. Place your ships on the board, start the game, and then
save it before you open fire. At this point the computer has placed its ships
and they will always be in the same places when you restore to this save.
Now, start playing. Every time you hit one of Quirk’s ships, write down the
sector it was in and the grid coordinates it occupied. If you beat Quirk, this
information is useless; but if Quirk beats you, restore back to your save and
you'll know exactly where at least a few of his ships are. Knock them out
right off and then go hunting for the rest of his fleet. Keep writing down
the coordinates of ships you hit or destroy. If you beat Quirk this time, fine.
If he wins again, restore and do it all over again. Eventually you’ll know
where all four of his ships are and can destroy them with ease. Good
shooting!

When Battle Cruiser ends, Roger and Quirk walk down from the balcony
where the game is located and find Cliffy fighting with a member of Quirk’s crew.
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Quirk orders Cliffy thrown in the brig then beams back to his ship, the Goliath.
Once Quirk leaves, walk Roger back to his table and he’ll sit down. Drop the
dehydrated space monkeys in Roger’s drink; they’ll make a great diversion while he
rescues Cliffy. Once the monkeys are floating around and multiplying rapidly, walk
Roger one screen to the east.

The brig is east of the main barroom. Wait until the guards run out to
investigate the alert the space monkeys have caused, then click the Hand icon on
the control panel at which they were standing. This will turn off the invisible force
field that bars Roger from continuing. Once the force field is off, walk Roger north
and look in the second cell on the west wall, where Cliffy stands. Talk to Cliffy, then
put Spike on the bars of his cell. Spike will piddle acid on each of the bars, which
will eat them away and give Cliffy a ready-made exit. The program then takes over
and Roger and Cliffy will be beamed back aboard the Eureka. The Spacebar explodes
behind them as the space monkeys multiply beyond its ability to contain them.

When the animation ends, Roger will be back on the Eureka’s bridge with
orders from StarCon to head for Klorox II for another garbage pickup. You know
what to do by now: Order Droole to Lay in a Course, look up the Klorox II
coordinates, enter them, then order Droole to go to Lite Speed.

When the Eureka arrives at Klorox 11, order Droole back to Regular Speed. Flo tells
Roger that they aren’t tracking a trash beacon and maybe they should investigate.
When Flo finishes speaking, order Droole to put the ship into Standard Orbit. Once
there, order Flo to Hail a Ship. She’ll get the Goliath, but Quirk will tell Roger to get
off the frequency as he tries to make his report. After Roger has finished speaking
to Quirk, walk him back to the transporter room. Droole will go with him. In the
transporter room, put Spike back in the tank, and beam down to Klorox II with
Droole.

Droole and Roger arrive on Klorox II south of the deserted remnants of the
planet’s one colony. They immediately split up, so Roger has no one to turn to for
advice. Save the game, then walk north into the colony’s central building (just click
the Walk icon on the building in the center of the screen—the one with the hole
in its side). Make sure the sound on your computer is turned up; there are lots of
sound cues in the next sequence.

Inside the building, save the game. Try and use the computer console in the
center of the room. As soon as Roger tries to activate it, a pukoid will attack him,
dropping a piece of paper on the floor in the process. The pukoid knocks Roger to

\0



the ground and starts spitting at him. You have to dodge the loogies to keep Roger
from being hit. If a loogie hits Roger, he becomes a pukoid and the game ends.
Here’s how to dodge the loog-
ies: Roger can duck his head to the
right or the left to avoid being hit.
As you can see in this screenshot,
the Hand icon will change to an
Arrow icon in the spots to the right
or left that Roger can move his
head. As long as you click at the
right time, and the Arrow icon—not
the Hand—is visible, Roger can

duck successfully.

The pukoid makes two sounds before it spits. Wait for the second sound,
repeat, the second sound, before clicking the Arrow icon to make Roger duck. For the
first loogie, you can have Roger duck either right or left, but for the rest of the loogies
you have to move Roger’s head to the side opposite the one he just ducked. If you
duck Roger left the first time, the sequence will be left, right, left, right, left.
Alternately, you can go right, left, right, left, right. With that it mind, it all comes
down to timing.

If you're one of those people who doesn’t do well in problems demanding
coordination, try this: keep at it until you get Roger to duck the first one. At once,
move the cursor to the menu bar and save the game. Pick up from that point and
repeat the process until you get through it. This sequence must be completed in
order to continue the game. Patience will get you through.

After Roger has ducked a total of five loogies, Droole appears and shoots the
pukoid. This begins an animated sequence in which the pukoid changes back into
a normal person, tells Roger there is a secret path to the west, then dies. When the
sequence ends, save the - game. il

Pick up the piece of paper the pukoid dropped when he first attacked Roger.
Look at the paper; it has a number written on it. Now, activate the computer in the
center of the room. When it asks for the access code, enter in 80869. The computer
will display the personal log of the puked colonist who attacked Roger. Read it; it
furthers the plot of the game. After you've read the log, leave the building.

Outside the building, click the Walk icon in the southwest corner of the screen
to follow the secret path the colonist told you about. Roger will arrive at a ledge to
the east of where he and Droole beamed in. On the ledge is a canister labeled
"Primordial Soup" that bears the logo of Genetix, the genetic research corporation.
Look at it. You'll learn that the stuff inside is toxic, but, more importantly, you'll
learn the coordinates of the Genetix research center. The coordinates are 41666;
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write them down so you don'’t forget them. When you're done, click the Walk icon
anywhere on the ledge to exit.

Roger winds up back at the spot where he and Droole beamed onto the planet.
Use the communicator to call the Eureka and have Roger beamed aboard. Don't
worry about Droole; he’s already up there.
_sPAcE - il y ‘ ‘ When Roger appears back on
the Eureka, walk him to the bridge
and sit him down. Flo will intercept
a distress call from the Goliath.
Watch it. Quirk says that his ship is
under attack, and then the trans-
mission ends. Flo tells Roger that
the message came from somewhere
near Thrakus. After the transmis-
sion is cut off, another animated
sequence begins, showing that Quirk and the crew of the Goliath have been turned
into pukoids. Just what you needed, right? Order Droole to Lay in a Course, enter
the coordinates for Thrakus, and go to Lite Speed.

L i
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@o n Thrakus

When the Eureka arrives at Thrakus, order Droole to Regular Speed, then tell him
to Orbit the Planet. Flo will tell Roger that she'is picking up an escape pod beacon
from the planet’s surface. Use the center button on the arm of Roger’s chair to call
up WDA40 (she’s your science officer now that Cliffy’s repaired her) and ask her to
scan the planet. She tells Roger that the atmosphere is toxic. After you have that
bit of information, walk Roger back to the engineering room. Press the red button
on the east wall to activate the elevator to the pod bay. Stand Roger on the elevator
and it will descend.

In the pod bay, look around. There is a panel on the northeast wall where
oxygen masks are stored. Open the panel and Roger will take a mask. Now, click
the Hand icon on the control panel in front of the elevator. You'll see a bunch of
buttons. Press the one labeled "Elevator Door," then walk into the elevator. It will
return Roger to the engineering room.

From the engineering room, enter the transporter room and stand on the
transporter. Before you activate it, have Roger put on the oxygen mask. As soon as
Roger puts on the mask, he beams down to Thrakus.

When Roger appears on one of the enormous mushrooms that make up the
surface of Thrakus, save ;Ee’_g-@e. The escape pod is directly across a chasm from
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Roger. Don’t try jumping—instead walk one screen to the west and Roger will be
on a different part of the mushroom.

On this part of the mushroom, you’ll find a gigantic stem with an equally
gigantic split in it. Walk Roger through the split in the mushroom stem one screen
east.

East of the stem lies the escape pod. Walk up and look inside it; you will see
a frock. Take the frock, and in doing so Roger will uncover a small, flashing red
button: the pod’s homing device. Press the button before you leave the pod; if you
don’t, the pukoids will find Roger much sooner than they normally would and turn
him into one of them. With the homing device turned off, click the Hand icon next
to the picture of the inside of the pod to exit. When Roger is through with the pod,
save the game and walk one screen back to the west.

In the screen west of the pod, walk Roger up to the northwest corner of the
mushroom. Beatrice will leap out and attack Roger, mistaking him for a pukoid.
Both roll off the side of the mushroom. Roger will hang onto the edge and Bea will
hang onto him. Just to make a bad
situation worse, pukoids beam
down onto mushrooms below and
start shooting at Bea and Roger
with phlegm throwers. As soon as
the program returns control to you,
lower the frock to Bea. She will
climb up it, over Roger, and onto
the mushroom. Once she’s safe,

v and you're in control again, im-
mediately call the Eureka on the communicator. Flo will tell Roger it will take them
a minute to recalibrate the transporter and that he should hang on. When Flo
finishes talking, wait for Beatrice to lower a vine. Grab it at once and Roger will pull
himself up.

When Roger is on top of the mushroom, more pukoids will beam in, surround-
ing him and Bea. Luckily, they beam up just as the pukoids fire. Not so luckily, Bea
gets nicked by some Primordial Soup.

When they arrive back in the transporter room of the Eureka, Beatrice tells
Roger to put her in the cryo chamber to slow her change into a pukoid. She also
gives him the Goliath's warp-distributor cap and tells him the pukoids have to
be stopped. As soon as the dialogue is over, press the red button on the east wall
to extend the cryo chamber. Open the cryo chamber, then pick Bea up and put
her in it.

Look at the cryo chamber and you’ll see, apart from Beatrice, a panel in the
lower-left corner of the screen. Click the Hand icon on it and you'll see it allows
you to freeze and defrost things in the cryo chamber (among other options). Look
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Tise Space at the part of the panel below the buttons allowing you to choose between freezing
Quest | and defrosting something; it will tell you, among other things, to do a ten-second
LZ(:SIE(:E::S:] | freeze on Bea. Enter the number 10 on the panel’s keypad, then hit the "Start"

7 ‘ button. At the end of the ten seconds, Bea will be in cryogenic suspension until

"3%) . Roger finds a way to cure her. Click the Hand icon to one side of the picture of Bea

in the cryo chamber to get back to the normal transporter room screen. There’s

nothing more for Roger to do here, so walk him back to the bridge.

Once Roger is seated at the bridge, Droole informs him that the Goliath is
approaching at high speed with her weapons systems armed and ready. Order
Droole to Raise Shields, then wait. The Goliath will make an attack pass. When
Droole says she’s coming around again, order him to take Evasive Action. At this
point, Droole will ask Roger what to do, and you'll see a list of three choices. Click
on the one that reads "OK! Let’s risk almost certain death in the asteroid field!"
Droole will maneuver the Eureka into the asteroid field, escaping Quirk’s wrath.

After the Eureka is safe, Quirk calls up and taunts Roger, telling him that he is
going to "puke out" the entire galaxy. When Quirk finishes talking, Cliffy calls up
and informs Roger that he’ll have to go outside to repair the damage the Eureka
suffered from the Goliath’s attack. This sequence is animated, so sit back and watch
what happens. Just before Cliffy can come back inside the Eureka, he’s hit by an
asteroid and sent spinning off into space. Now it’s up to Roger to rescue him. Get
Roger up and walk him to the pod bay.

In the pod bay, look around. There is a panel in the northeast wall behind
which are tanks of oxygen. Open it and take one. Once Roger has the oxygen tank,
move to the control panel in front of the elevator and press the button labeled
"Rotate Pod." The pod will swing around and open up, allowing Roger entrance.
Climb aboard; as soon as Roger is inside the pod, it leaves the airlock. Save the game. @

In the following sequence, Roger must pilot the pod through the asteroid field,
find Cliffy, grab him with the pod’s mechanical arm, and return to the Eureka before
the pod runs out of fuel or oxygen. It’s not as hard as it sounds.

First look at the screen on the left side of the cockpit. This gives directions on
how to pilot the pod. Read them. You are going to have to use the mouse to pilot
the pod.

Now, the controls: the screen in the center shows the radar screen and the
oxygen and fuel gauges. Don’t worry about the oxygen gauge; Roger will run out
of fuel long before he runs out of air. The radar screen consists of two blips and a
set of crosshairs. The green blip is the Eureka and the red blip is Cliffy. Roger’s pod
is located at the center of the crosshairs. The joystick in Roger’s left hand is used to
move the pod. To rotate the pod to the left, move the Hand icon to the left side of
the joystick and click it. Keep trying until you see the cursor change into an arrow;
it’s just like the one in the pukoid scene on Klorox II. To rotate the pod to the right,
move the Hand icon over to the right side of the joystick and click. To move forward,



move the Hand icon to the front of the joystick and click, and if you want to move
the pod backward, move the Hand icon to the rear of the joystick and do the same.
To stop moving, click the Hand icon on the center of the joystick. The joystick in
Roger’s right hand controls the pod'’s retractable arm—but we’ll worry about that
when it becomes an issue.

Now that you know how to fly the pod, rotate it to the left until the red blip
on the radar screen is aligned with the vertical bar of the crosshairs. When the blip
is in line with the crosshairs, stop rotating the pod and move it forward until the
red blip is in the exact center of the crosshairs. Look out the viewscreen of the pod,
and there’s Cliffy. Now you have to
pick him up in the pod’s claw. First,
click the Hand icon on the joystick
in Roger’s right hand to extend the
pod’s arm. Now, click the Hand
icon on the joystick button under
Roger’s right thumb to open the
arm’s claw. If the arm is close
enough to grapple Cliffy, you will

- 3 see a green rectangle appear along
with a message saying that he is in range. If you don’t get the rectangle, move the
pod to the right or the left until the rectangle appears. When it does, click the Hand
icon on the joystick button under Roger’s right thumb again to close the claw on
Cliffy

hen you have Cliffy, rotate the pod to the left until the green blip is lined
up with the vertical bar of the crosshairs. When it is, stop rotating the pod and
move forward. You don’t have to dock the pod at the Eureka; instead, just fly up to
it. The Eureka’s tractor beam will pull the pod in and deposit it back in the pod bay.
This sequence is much easier than the directions would have you believe. Still, use
your time efficiently; if you take too long, Roger will die.
@Back in the pod bay, listen to Cliffy thank Roger, then return to the bridge.
der Droole to Lay in a Course, enter in 41666, the coordinates for Genetix, then
order up some Lite Speed. Once the Eureka is approaching Genetix, return to Regular
Speed, then go into Standard Orbit. That done, walk Roger back to the transporter
room and beam down to Genetix.

7\ R R ER RN R ERERERNRRNNERRNRERREEEMN

@ 'n Genetix

As Roger beams down to the surface, a fly buzzes into the transporter and the
transporter field malfunctions. Roger arrives on the surface in the body of a fly, but
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with his own head. Roger’s body now has the head of a fly and stumbles off to find
some garbage to play in. Save the game. | 7

Look around. Roger’s communicator is lying on the ground next to a pond,
and a bridge leads over the water to the west. Look at the icon bar and you will
notice that, as a fly, Roger can’t pick things up, order things around, or access his
inventory. Using the Fly icon, buzz
Roger over the eastern edge of the
pool (see the screenshot for just
where to fly) until a mutated frog
leaps out and tries to eat him. The
frog will miss but land on the com-
municator and activate it. After this
happens, land Roger on the com-
municator and talk to Flo. She will
tell Roger that there’s a large under-
ground structure to the west. When she finishes talking, fly off the communicator,
and buzz one screen to the west.

West of the pond is a waterfall feeding another small pool, and a doorway
with an electronic keycard slot next to it. Fly Roger into the keycard slot.

Inside the slot you will see nine thin beams of light coming down from the
ceiling. To the right of the beams is a row of lock tumblers. When Roger crawls
through a beam of light, either you will hear a click and see a tumbler move, or
nothing will happen. Make a diagram of the beams of light on a piece of paper,
then move through each one of them. On your diagram, label which ones make a
sound and which ones stay silent. (The center beam and the four corner beams
shouldn’t make any noise.) When you're done with the beams, move Roger north
through the lock and he’ll be in the Genetix laboratory. You now possess the
information to solve what is claimed to be Space Quest V’s toughest puzzle, but that
comes a bit later.

Inside the laboratory, save the game, then look around. There is a computer
screen next to the east wall. Fly Roger down and land him on it.

Move Roger over onto the restart button to restart the computer. Once the
computer begins functioning, walk Roger over the button labeled "Systems," and it
will bring up a picture of three domes. Walk Roger over onto the dome number
three, then move him onto the button labeled "Security." This will bring up a view
from security camera number one and three buttons. One button is for exiting the
screen and returning to the main menu, and the others are for the remaining two
security cameras in the compound. Camera one’s view shows Roger’s body climbing
into a dumpster. Switch to camera number two. It shows the pool near where Roger
beamed in. Switch to camera number three. This one shows the waterfall west of
where Roger beamed in, and it also shows Cliffy and WD40 beaming down to look




for Roger. Once you've seen them beaming in, move the Fly icon off to the side of
the screen until it reads "Fly Away," then click it to fly off of the computer screen.
Once Roger is off the screen, fly him back outside through the lock.

Outside the lock, fly over and land on Cliffy who will ask Roger to show him
where the rest of his body is. When Cliffy is done talking, fly off behind the big
rock outcropping to the east. Cliffy will follow.

Behind the rock is the dumpster. When Cliffy opens it, Roger’s body falls out
along with the rest of the trash. Cliffy tells Roger to land on his own body so he
can try to reverse whatever it was that happened in the transporter. Land Roger on
Roger’s body and Cliffy will fix him up as good as new. Once Roger is one with
himself, Cliffy will walk back to the doorway of the Genetix lab. Follow him.

When Roger is back at the doorway, go into his inventory. Click the hole
punch (from Cliffy’s toolbox, remember?) on the business card. This will bring up
a close-up shot of both items. Now, get out your diagram of the lock and notice
which beams didn’t make a sound when you moved Roger through them. Use the
hole punch to punch holes in the card in the same pattern as the beams that made
no noise.

NOTE: If the hole punch is not in Roger’s inventory, click either the Talk
or Command icon on Cliffy. He'll offer Rog the chance to beam back aboard
the Eureka, which will allow him to retreive the punch. Clicking the
communicator on Roger will not get him back aboard.

The pattern should be in the
shape of an X—like the five on a
die, just as you can see in the
screenshot. When you've got the
holes punched in the card, put it in
the keycard slot to open the door.
As soon as the door is open, walk
on in. Cliffy will remain outside.

Back inside the lab, walk
Roger down to the computer and
the program will bring up a view of the computer’s screen. The computer will still
display the security camera view since you didn’t go back to the main menu before
buzzing away as a fly. Go back to the main menu and press the button labeled
"Projects." Read about "Primordial Soup." You won’t learn much here, but you will
discover that the mutations caused by the Primordial Soup are slowed down
dramatically by the application of extreme cold. Once you've read through the
information, return to the main menu and press the button labeled "Accounting."
Read through the accounting file. Among the other expenses, you see that Genetix
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The Space paid Quirk vast amounts of money as bribes. When finished with accounting, return

Quest to the main menu. You don’t need to read the activity log unless you want to. To

C;;\?%Z’::?O’; exit, move the Hand icon to the side of the screen until it reads "exit," then click it.

When Roger finishes with the computer, look around. You will see a black

%’:’ panel on the north wall of the lab. Walk up to it, press it, and a hatch will open,
revealing two tanks of liquid nitrogen. Take them and leave the lab.

As soon as Roger leaves the lab, WD40 returns from patrol and gives Roger
back his communicator, and Cliffy beams her up to the Eureka. Roger automatically
gives Cliffy the liquid nitrogen; Cliffy asks Roger if he wants to beam up or stay on
Genetix and look around some more. Choose to beam back aboard the Eureka.

When Roger and Cliffy are back aboard ship, a long cartoon begins in which
Spike tries to tell them something by jumping around between the cryo chamber
and the transporter pad. When Roger asks what Spike is trying to tell them, choose
the answer that reads "We should initiate a manual control bypass to reverse the
phase polarity of the interface grid and then use the transporter to reintegrate

4 Beatrice’s DNA molecules." Cliffy will agree with Roger and tell him to get Bea while
M he adjusts the transporter. Look at the cryo chamber and use the Hand icon to get
a close-up view of the panel in the lower-left corner of that screen. Set the cryo

chamber to defrost, enter the number 10 on the panel’s keypad, and hit the "Start"
button.

After Bea has defrosted, open the cryo chamber, take her out and put her on
the transporter pad. Cliffy will then use the transporter to cure her. After Bea is
cured she and Roger will talk, then Roger will put her back in the cryo chamber to

LX) rest. After that’s done with, return to the bridge. Order Droole to Lay in a Course.

o ,M /g;'l\‘), Look up the coordinates for Gingivitis, enter it, then order Droole to go to Lite

n the Goliath

When the Eureka arrives at Gingivitis, return to Regular Speed. Droole will tell Roger
that the Goliath will be in visual range in ten seconds. Use the left button on the
arm of Roger’s chair to call Cliffy. Order him to Cloak the Eureka, then get Roger
back to the transporter room.

In the transporter room, Cliffy will show Roger a hologram of the Goliath and
tell him that there aren’t many pukoids in the engineering spaces. The hologram
will highlight in orange the central portion of the Goliath that he’s describing. When
Cliffy is done talking, look at the area he described. The part the Eye icon is on will
be highlighted in orange. Click the icon and Cliffy will tell you about that part of
the Goliath. Start by looking at the rear, then move the Eye forward along the central




part of the hull until you come to the third section to be highlighted. That’s where
the fewest pukoids are and where you'll want to take Roger in. Don’t worry about
the exact spot it is on the hologram, just remember: the third panel from the rear.

After you're done looking at the hologram, walk Roger down to the pod bay.
Rotate the pod and climb inside. The pod will launch as soon as Roger is aboard.
Don't forget to save the game.

When Roger is outside the Eu-
reka, click the Hand icon on the
third panel from the left on the
Goliath’s hull (it’s the narrowest one
there). The EVA pod will fly over
and attach itself to the hull at the
spot you chose.

When the pod is attached,
you will see an inside view of the
rear of the pod. Press the white but-
ton to open the pod’s door. Use the cutting torch to cut a hole in the Goliath’s hull.
Roger will climb through on his own and find himself inside the Goliath’s engine
room. If the pukoids appear after Roger’s cut the hole in the hull, he’ll be killed. Try
again—you have missed clicking on the proper "hot spot." That’s why we save
games.

Roger will emerge on a staircase under a catwalk in the engine room. At one
end of the catwalk is a computer terminal, and at the other end, far to the north,
is a door. Wait until a pukoid comes through the door. It will walk partway down
the catwalk, not see Roger, and then leave. As soon as it’s gone, walk Roger up onto
the catwalk and then over to the computer terminal. Click the Hand icon on the
computer and you will see a close-up view of the Goliath’s warp motivator. Put the
warp-distributor cap back on the motivator. Click the Hand icon to one side of the
picture to exit out to the normal view of the engine room. Wait until the pukoid
returns and leaves again. As soon as it’s gone, walk Roger out the door to the north.

North of the engine room is a deserted hallway, the floor of which is composed
of metal grates. Lift up a section of the grating and Roger will climb down into the
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crawl space beneath the floor. Save the game. > / S e M

The crawl spaces beneath the decks of the Goliath form a nine-level maze.
Roger is currently on the eighth level and must work his way up to the second.
The key to surviving the maze is to keep moving—if Roger stays in one place for
too long, a pukoid will appear on the floor above him and drip Primordial Soup
on him through the floor gratings. You will see a pad with forward, backward,
left, and right arrows on it to the right of the maze screen. Either click these
arrows with a mouse or use the keyboard to move Roger. Use whichever you feel
most comfortable with.
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From the spot where Roger enters the maze, move him one screen north, one
screen east, and two more screens north. Roger will now be in an elevator shaft with
a ladder. Don’t bother trying to open any elevator doors—you can’t. You have to
move quickly in these shafts or an
elevator will rise and flatten Roger.
Take the ladder up until the screen
changes (use the Walk icon), then
climb Roger into the topmost of the
two subfloor entrances you find.

Roger is now on sublevel six.
Move him one screen south, one
screen west, two screens north, one
screen east, and two more screens
north. Roger is now in another elevator shaft. Take the ladder up to the next screen,
then climb Roger into the topmost of the subfloor entrances you find there.

With any luck at all, Roger is now on level four of the maze. Move him one
screen south, one screen west, two screens north, two screens more to the west, and
two screens more to the north. Guess what? Roger’s in yet another elevator shaft.
Take the shaft up one screen, then climb Roger into the first subfloor entrance you
find. oo bl

Roger should now be on fevel two. Move him two screens south, one screen
west, another screen south, oné east, and a last screen to the south. On the
wall in front of Roger is the On/Off switch for the Goliath’s shields. Click the Hand
icon on it once to show a close-up view of it, then click it a second time to turn off
the shields.

At this point, a pukoid will
reach down and grab Roger, then
pull him up onto the Goliath's
bridge. Quirk is there and will taunt
Roger, telling him that he’s going to
be puked. WD40 will beam in and
save Roger—freezing the pukoids
with liquid nitrogen. She and Roger
will then run to the Goliath’s trans-
porter room, where Cliffy waits.

In the transporter room, Cliffy tells Roger to hide and to signal him when the
pukoids following Roger are on the transporter pad; his plan is to stop them by

curing them the same way he cured Beatrice. Roger will hide automatically. Save_

the the game. When the pukoids enter the room, they will walk onto the transporter
pad Wait until the doors to the room shut, then click the Command icon on Cliffy.
He will activate the transporter, transforming the pukoids back into the Goliath's
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crew, and transporting all the Primordial Soup out into space. Quirkisn’t with them; = .
ruising

Roger returns to the bridge of the Goliath. There you'll see the blob of Primordial Through
Soup floating in space in front of the ship. Flo will call Roger and tell him that she’s :}_”:;:‘gg;‘“‘
detecting a shuttle launch from the Goliath, and you'll see Quirk’s shuttle as it runs Wilco i the

straight into the blob of Primordial Soup. The problem with this is that Quirk merges = Next
with the blob, causing it to become sentient. The blob moves to attack the Goliath.

When Flo asks if there’s anything she can do, tell her to beam Roger back over to = "\%
the Eureka.

Mutation

When Roger arrives on the Eu-
reka, return to the bridge; as soon as
Roger is seated, order Droole to
Open Fire on the blob. The
Quirkoid blob is apparently unaf-
fected by the Eureka’s fire, but it still
turns to attack the garbage scow. As
soon as the blob starts to move to-
ward the Eureka, order Droole to
Activate the RRS. The Eureka will
then suck the blob up into its waste compartment.

Now it’s time to give the order captains most despise. Order Flo to Abandon
Ship. Your loyal crew will run out and beam over to the Goliath, but Roger still has
things to do. Sit him back down and press the far-right button on the arm of his
command chair. This brings up the arming mechanism for the self-destruct system.
Activate the self-destruct mechanism, then go to the transporter room. You now
have ten minutes to escape the Eureka.

When Roger is back in the transporter room, let Bea out of the cryo chamber (she
will go stand on the transporter), then get Spike out of his tank. Stand on the transporter
and try to activate it. The transporter will blow a fuse, leaving Roger and company
stranded on the Eureka. Put Spike back in his tank, then walk out into the engineering
section. The blob will have started to ooze out of the waste compartment; don’t worry,
just climb into the maintenance tunnel in the east wall. Save the game. 2 =

In the maintenance tunnel, Roger will be looking at six fuses, three in the
foreground and three in the background. Take out the center fuse in the foreground
and replace it with the one Roger has in his inventory (if you do this properly, the
red circle in the circuit diagram will turn green). When you see the green circle, exit
the screen.

Back in engineering, the blob will burst out of the waste compartment in front
of Roger. Try to enter the transporter room. Roger will manage to open the door,
but the blob will grow a hand and force him away from it. Click the Walk icon on
the open doorway, however, and Roger will leap over the blob and into the
transporter room.







































































































