


WELCOME TO THE WORLD 
OF 3-D ANIMATED ADVENTURE 

A 3-C animated adventure game ia an illustrated story 
in which YOU are the hero. Stepping through an 
enchanted door into your computer, you BECOME 
Roger Wilco, the main character [you can even rename 
him with your name, or any other name that strikes 
your fancy]. 

Your own wits and imagination shape the adventure 
from start to finish. You identify problems, then aet 
about solving them in the moat creative way possible. 
The more creative your solutions, the higher your 
score will be at the end of the game. 

Your character ia fully animated, but YOU move him 
around the three-dimensional acenea. Uae a joystick 
or the arrow keys on your computer to move in and 
about the different areas of the game. Detailed 
exploration ia one of the keys to aucceaa in any 
adventure game. 
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SPACE GUEST 

CHAPTER I 

THE SARIEN ENCOUNTER 

Cesigned and Programmed 
by Scott Murphy and Mark Crowe 

LIMITED WARRANTY NOTICE 
Sierra On-Line, Inc . wants your continued business. If you fill out the 
enclosed product registration card and return it to us, you are covered by 
our warranty. If your software should fail with in 90 days of purchase , 
return it to your dealer or directly to us, and we will replace it free . After 90 
days , enclose $5 and return the software directly to us. Sorry, without the 
registration card you are not covered by the warranty. This warranty gives 
you specific legal rights, and you may also have other rights which vary 
from state to state. 

COPYRIGHT NOTICE 
Unauthorized copying of this program disk and the documentation may be 
a violation of Federal Criminal Laws (Title 17 USC Section 506). Violation 
may carry a fine of $25,000 or imprisonment or both . 

Sierra On-Line, Inc., P.O. Box 485 . Coarsegold. CA 93614 
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Far beyond the reaches of known space lies a planetary 
system known to its inhabitants as Earnon (er-non]. 

For many years, Earnon's sun has been slowly dying. The 
planets are growing cold and food is no longer plentiful. 
The beings of these ever darkening worlds struggle to 
maintain the daily balance of life. 

The only hope for Earnon's survival has rested in the 
scientific community on the governing planet of Xenon 
(Zee-non], which has been working for quite some time 
on a plan to convert one of the system's lifeless planets 
into a new sun. The effort has been cantered around the 
development of a device called the Star Generator. 

The development team for the project has been 

stationed aboard the spacelab Arcade (Ar-kaw-da) 
and sent to the outer edge of Earnon to further its 
research. You, a lowly apprentice sanitation engineer, 
are employed on the Arcade in tasks requiring only the 
lowest security clearance. 

It is common knowledge aboard the Arcade that the 
scientists have just successfully completed the 
development and first stages of testing of the Star 
Generator. Although still in the experimental stages, it 
appears to be fully operational. Triumphantly, the good 
news is flashed back to Xenon as the crew of the Arcade 
prepares for the trip home. 
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But the news does not travel far before it reaches 
unintended ears. Monitoring the Arcade's 

transmissions are Sariens (Sair-ree-ins], space 
pirates who cruise the galaxies wreaking havoc. Once 
citizens of Earnon, the Sariens were banished long ago 
for their warlike ways (one would think they would 
have gotten over it by now, but apparently they still 
hold a grudge]. 

The Sariens' immediate intent is to capture the Star 
Generator and bring it aboard their battle cruiser 
Oeltaur [Cal-tar]. With the Star Generator in their 
possession, the Sariens would have the ultimate weapon 
with which to be revenged on the civilization that 
ostracized them so long ago. They plan to unleash its 
awesome power on Xenon, destroying all life there, and 
bring the rest of Earnon to its knees. 

The day of reckoning has now come, as the massive 
battle cruiser swings into attack position. 
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As your adventure begins, you are currently conducting 
one of your famous on-shift naps in the janitorial storage 
closet. Suddenly, you are rudely awakened by explosions 
that rock the ship. This does not amuse you as your 
dream was just getting interesting. Immediately, the 
alarm system is activated and an announcement comes 
over the intercom that Sarien troops have boarded the 
ship. 

From your hiding place, you hear laser blasts mingled 
with the screams of your crewmates. With a well­
developed sense of self preservation, you decide to stay 
put for awhile. 

Soon, the commotion dies down and you get brave 
enough to take a look outside. You crack the closet 
door, and peer into the corridor. Your eyes fall upon a 
grisly sight. Several of your fellow crew members lie 
dead on the floor. A group of Sariens, apparently 
admiring their handiwork, are close enough for you to 
touch them! You breathe a sigh of relief as they move 
off. 
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Although you aren't used to doing a lot of thinking 
[your job doesn't usually require much], now your brain 
cells are working furiously. It is obvious (even to you) 
what their objective must be: the capture of the Star 
Generator! 

You're no hero -- to leap out and try to atop these 
murderous marauders would coat you your life, and 
gain nothing. But to hide forever in this closet would 
also be pointless. You are bound to be discovered 
eventually. You must somehow escape from the 
captured vessel. 

Before you leave your sanctuary, you have one last 
thought. You need to find a way to render the Star 
Generator inoperative in the Sariena• hands (perhaps 
some clue as to how to do this might be found 
somewhere on the Arcade]. Because, although you're 
not anxious to throw your life away, neither are you 
willing to see the entire galaxy under the rule of those 
fiendish, evil Sariena. 

Little do you imagine the adventures in store for you, 
as you prepare to risk your life for the freedom of the 
entire universe! 
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TIPS FOR THE BEGINNING ADVENTURER 
If you haven't played one of Sierra's 3-D animated 
adventure games before, here are a few suggestions 
to help you get started. 

LDDK everywhere. When you go somewhere you 
haven't been before, the first thing to do is look 
around. You should get a description of the general 
area. Read these descriptions carefully -- often there 
is a clue to the game or an indication that something in 
the scene bears further investigation. 

EXPLORE each area of the game very carefully. 
Search the apacelab Arcade, and the nearby planet 
where you may take refuge. Penetrate even the very 
stronghold of the evil Sariena, the starship Deltaur. 

DRAW A MAP that includes each place you visit, 
objects found, dangerous areas, any and every 
landmark you see along the way. Try not to miss any 
area, or you may miss an important clue or item 
necessary to the completion of your quest. And don't 
think that because you've been somewhere once, it will 
be the same the next time. The population of Earnon 
can move around as well as you [some better]. 

Here's a typical map: 
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TALK to just about everyone you meet -- but use 
discretion! Some characters will be friendly and 
helpful. They will give you valuable information and 
advice. Others will try to trick you, so be on your 
guard. Some you meet will shoot first and ask 
questions later -- your best course of action with 
these might be to fight, to run and hide, or to use your 
low cunning to outwit them. 

PICK UP anything that isn't nailed down. You'll come 
across several objects that have a use somewhere 
else in the game. Your inventory is listed on the 
"status" screen (press the TAB key to see the status 
screen]. 

USE the ite.ms you pick up to solve large and small 
problems in the game. Some problems have obvious 
solutions. If you're thirsty, take a drink of water. To 
purchase an item, you'll need some buckazoids. Other 
problems require more imagination to solve. 
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BE CAREFUL. The way you must travel is long and 
dangerous. Be sure to remain alert at all times 
-- disaster may strike in the most unlikely of places. 

SAVE YOUR GAME often. That way, if misfortune 
should strike along the way, you won't have to start 
over from the beginning (see your reference card for 
instructions on saving your game]. 

OON'T GET OISCOURAGEO. If you come to an 
obstacle that seems insurmountable, don't despair. 
Explore the game some more, then come back later 
and try again. Every problem in the game has at least 
one solution, and some have more than one. 
Sometimes solving a problem one way will make it 
harder to solve the next, and sometimes it will make it 
easier. If you're stuck, you might try backtracking to 
an earlier point in the game, then choosing a different 
path. (Or you can buy a Space Guest Hint Book for 

$7.95. Sorry, buckazoids not accepted]. 

May the farce be with you. 
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A NOTE FROM SIERRA 
We hope you enjoy playing Space Guest, our first sci-fi 
adventure using the unique 3-C animated graphics. 
We certainly enjoyed bringing it to you. 

Space Guest contains features not seen in any 
previous 3-C animated adventure. For one thing, you 
can name the main character anything you want. You 
can give him your name, or the name of some great 
freedom-fighter of historic or C & C fame. Or you can 
use his current identity: Roger Wilco. 

Pop-up text windows replace the three or four lines of 
text that used to appear at the bottom of the screen. 
Sometimes these will go away by themselves after a 
certain period, but most of the time you will need to 
press the ENTER or RETURN key (depending on your 
computer) when you're through with the information 
and want to resume play. The new STATUS line at the 
top of the screen tells you your current score, the 
maximum possible score, and whether the sound is on 
or off. 

Space Guest is the first Sierra adventure you can 
inst;all on hard disk. You can also make back-up copies. 
By adding the aforementioned features, expanding 
and complicating the plot, detailing the animation and 
graphics, Sierra has taken full advantage of the larger 
machines. It's unquestionably the most sophisticated 
game technology your computer has ever played! Of 
course, those gamers who loved all our earlier games 
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(King's Guest, King's Guest II, The Black Cauldron) but 
who only have 12BK cannot play Space Guest. Our 
apologies to these folks. Our philosophy is to develop 
products which not only take full advantage of the 
machine, but push that technology beyond existing 

limits. 

NOTE: Even though you can copy the program to a 
hard disk or a back-up floppy, you still need a "key" 
disk to load the program each time you play. We realize 
that this is an inconvenience for many of our honest 
customers, and for that we apologize. However, it is a 
hard fact that there are many people, who would not 
dream of copying business or productivity software, 
who will copy games and pass them along to their 
friends. Perhaps they feel that games are not 
"serious" software. To us, games are very serious 
-- they are how we make a living, and every time 
someone makes an illegitimate copy of one of our 
games it makes it that much harder for us to continue 
producing them. 

Thank you for your continued support. And watch for 
Space Guest - Chapter Two, coming in 1987 to a 
computer near you! 
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OTHER 3-D ANIMATED 
ADVENTURE GAMES BY SIERRA: 
KING'S GUEST 
by Roberta Williama 

The first-ever 3-C animated adventure game, and a 
beataeller. Join Sir Graham as he strives to save the 
kingdom of Caventry and win a crown through glorious 
deeds. 

KING'S GUEST II: ROMANCING THE THRONE 
by Roberta Williama 
The long-awaited sequel, and another beataeller. Join 
King Graham on his quest to rescue a beautiful maiden 
imprisoned in a faraway land. 

KING'S GUEST Ill: TO HEIR IS HUMAN 
Help Gwydion, slave to an evil wizard, overcome his 
servitude to perform brave deeds and receive a royal 
reward. First in the aeries to include magical spells. 
Advanced level, 25Sk required. 

THE BLACK CAULCRON 
by Walt Cisney Personal Computer 
Software and Roberta Williama 
Baaed on the classic children's books by Lloyd 
Alexander, and the feature film by Walt Cisney 
Productions. A beataeller, designed specifically for 
younger or first-time adventurers. Join the boy Taran 
in his efforts to defeat the evil Horned King and free 
Prydain from his reign of terror. 
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