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INTRODUCTION

Welcome to the world of Roger Wilco.

We hope you have as much fun playing this game as we did creating it. Space
Quest 5: The Next Mutation is an interactive adventure game which allows
you to follow multiple paths to win the game.

The whole point of playing an adventure game like Space Quest 5: The Mext
Mutation is to discover puzzles and find the solution to them in a limited
amount of time. However, some puzzles may be extremely well hidden, or so
obscure that you don't have any idea where to begin. Or, this may be your
first experience with an adventure game. If so, don't feel badly if you get
stuck occasionally, you'll get the hang of it in no time.

How to use a hint book.

If you get stuck, look through this book for a question that sounds like your
problem. The hints for each question are organized from “slightly helpful,” to
“here's a big clue,” to “smack! here's the answer!” so you should read them
individually and in order. Place your viewer card with the red plastic window
over each answer to reveal it

How NOT to use a hint book.

Use this book only for the hints you really need. It defeats the purpose of an
adventure game to read this manual from cover to cover and learn all the
answers. Just to keep you honest, we've thrown in a few “Red Herrings” to
trip up those of you who choose not to heed this advice.

If you've finished Space Quest 5: The Next Mulation.
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Even after you've “won” the game once, we're sure we can interest you in
playing again. There are lots of litthe tidbits tucked away in Space Quest 5 that
you probably won't encounter your first time through the game. You may

want to go back and try some puzzies again 10 achieve a maximum score or
just experiment “lo see what happens.”

If you've enjoyed this game, be sure to check out some of the other
installments of the Space Quest series from Sierra. Good luck in your
adventuring and we hope you enjoy Space Quest 5!

HOW TO PLAY AN ADVENTURE GAME

To master this game, you'll need good adventure game strategy. Here are a few
tips that will help.

1. Use the Look - and Hand - icons on just about everything,

especially on a new screen or when new items appear on a screen you've
previously seen, A little discretion is required here as some game characters
may not appreciate being given this kind of once-over. You may want to think
twice before putting your paws on that drooling, seven-foot-tall terror beast that
just walked in, for instance. Always pay close attention to what your crew and
the other characters in the game say to you.

2. It it's not nailed down, take it. There's no limit to how much Roger can carry
in Space Quest 5, so the more items you have, the merrier. If you can pick it up,
you'll probably need it.

3. Try lo use all of your Inventory items on the various puzzies in the game.
Even if an item doesn't work, it might be good for a few yucks.

4. Save early, and save often. This advice is not only good for retirement
planning, it's good for adventure gaming too. You never know when a nasty
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surprise could deep-six Roger. It may also be helpful to save a game right
before a particularly challenging puzzle to allow you the opportunity to test
several approaches.

5. Read and save the Galactic Inguirer. The Galactic Inguirer is a vital part
of what we like to call, the “Space Quest 5 Experience.” If you throw it away
you will not only be missing out on some of the galaxy's juiciest gossip, but
you will also seriously impair your chances of finishing the game.

6. If you get stuck, try visiting places you've already been. Clues are given
in many places, going back may give you a chance to find something that you
overiooked previously.

7. Talk to your crew. They often have a better idea of what's going on than
you do. Even if they don't, they may have a helpful suggestion about where
you should go.



The Making 0f Space Quest 5: The Next Mutation.

The development process for Space Quest 5, began in December 1991 when
Director Mark Crowe and Assistant Director David Selle sal down and began

roughing out the story line for
The Next Mutation. It took
them about 2 month of

conceptual work to come up
with the preliminary design and
story for Space Quest 5.

The next phase of development

was to firm up the story line,
MR SRR S Sy flesh out the design and draw
the storyboards for the project. Technical issues and feasibility of designer
ideas were evaluated and revised with input from both the programming and
arlt teams. For Space Quest 5, this
process stretched out over a two
month period, during which time Arl
Director Shawn Sharp penciled over

200 sketches for the storyboards.

With the storyboards under
development, backgrounds for the
game were being roughed out.
Nearly one hundred backgrounds and

close-ups were called for in The Next

Shawn S.Pur]:-

Mutation. Background painter Rhonda Conley was the in-house specialist
responsible for painting the many backgrounds sketched out by hard-working
ahawn Sharp.

After the storyboards
were drawn up and the
backgrounds specified,
the animation
sequences were planned
and a preliminary art
schedule worked out. An

gxtensive lisl was drawn

Space Quest 5 Art Team From leff to right: Mike Jahnke
Rhonds Conlgy, Sean Murphy, Ron Clayborn, Kerrie Abbot y
and Jarrelt Jesier up for S05 detailing the

more than 1100 loops of animation that would be called for in the finished
game. Lead Production Artist Mike Jahnke headed up the team of artists that
undertook this formidable task.

After the static backgrounds were painted, they were digitized and scanned into
the computer. The animation sequences were brought into the game in two
ways: some loops were hand-painted, while others were digitized in a video
caplure process using live actors and a 3-chip video camera. Production artists
Jarretl Jester, Kerrie Abbott, Ron Clayborn and Sean Murphy took these raw
images and shaped them into the animation loops and backgrounds that were
incorporated into the final game.



About four months into Selle shouldered the burden of writing the

project, the final myriad of text and dialogue needed for The
production schedule Next Mutation.
was arrived al and the

After programming was completed, the

programming team
fired up, led by David
Sandgathe. As the
artists finished
artwork, the

game faced a lour-month quality assurance
process led by Forrest Walker and Greg

Giles to ensure that no bugs or glitches
remained in the shipped version of the game.
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Crowe, Joe Nelson, David Sandgathe and Hugh Diedrichs programming team

went to work combining the disparate elements of the game into a cohesive
whole. Programmers Geoff Rosser, Hugh Diedrichs, Joe Nelson and Nancy
Hamilton faced the daunting task of
bringing together art, music, and
story elements within the framework
of the overall game design. Space
Ouvest 5was programmed using a
proprietary scripling language called
SCI (short for Sierra Creative
Interpreter).

Finally, 14 months after the preliminary design meetings were held, S05was
shipped to eager Space Ques! fans across the galaxy. Bul the story doesn’t end
there, The Next Mutalion will be translated inio five languages and converted to a
full-voice CD-ROM version as well. Whew!

Early in the production process for the game, a sound and music specification
was drawn up by the design team and given to composers Ghris Slevens and

Tim Clarke. Together, they sweated over every grunt, gasp and groan that
went into the final game soundtrack. Meanwhile, Assistant Direclor David

Oually Assurance Team. Seated fn front: Forres! Hf.-i-.r
Back row from Ieft fo right: Nad Rudadph 0, Tocker
Hatfigid, Dave Steale, Dan Hings, EY Hawort, Corsy Reese

anid Gragy Gilds, T






