The French
SINN Quarter is abuzz
5 about the serial
killings plaguing
their town, the so-
called “Voodoo
Murders”. Voodoo
implements and symbols are always
found around the victim, but the police
are certain that the evidence is meant to
lead them away from the real killer.

You are Gabriel Knight, a young man
whose bookstore specializes in rare
books. Your dream is to one day turn out
a blockbuster mystery novel, but writer's
block is hampering the conclusion of

Gabriel Knight
by Sierra
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Game Summary
A graphical adventure game, you
must unearth the clues and put
together the evidence to solve the
serial murders that have recently
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MURDERS IN THE HEART OF
MODERN New ORLEANS...

SIERRA’S GABRIEL KNIGHT: SINS OF THE FATHERS WILL
LEAVE YOU HEART COLD AND YOUR HANDS CLAMMY.

The game is filled with interesting and accurate
information about New Orleans.

your latest (and, to date, only) book. Not
to mention those strange nightmares
that have ended only when you awaken
to the sound of your own screams.
Although Gabriel doesn’t know it, he is
the last in a lineage of Schattenjagern,
or Shadow Hunters. He is fated to fight
the dark forces of the supernatural, tor-
mented by a centuries-old curse. He
must spend every waking moment
scouring the side streets and alleys of
New Orleans for the key to his past. And
when he sleeps, the nightmare begins.
For this adventure game, Sierra has
updated its venerable gaming engine;
commands are now somewhat easier to
access with the more intuitive interface.
The game is dark and-forgive me for

using the word, but nothing else
fits—gothic. The backgrounds are dark
and gritty, much like New Orleans (more
specifically, the warehouse district of the
French Quarter) at night. They are beau-
tifully rendered, and not much in the way
of the so-called “hot” colors are used,;
deep blues and greens dominate.
Conversation now takes place away
from the game; each person you can
talk to appears in a separate segue
away from the action of the game. Con-
versation is menu- and event-driven; you
can only talk in generalities until a spe-
cific topic has been broached by the
NPC you’re talking to. Once you've

Is your Granny a woman with a dark secret or
Just an innocent bystander?




Conversation takes place away from the action
of the game.

uncovered a new topic, it gets added to
your conversation menu, and you can
ask almost anyone about the new topic.

Movement from one distinct location to
another is done through the use of an
icon map. For instance, to get from
Jackson Park to St. Louis Cathedral, you
exit the park, a map comes up, and you
click on the St. Louis Cathedral icon.
This is a departure for Sierra; anyone
who'’s ever played any of their games
and is expecting more of the same will
be surprised. Even though New Orleans
is beautiful, what game designer would
want to hand-render it?

Most of the concrete locations have a dark,
urban gothic feel.

A warning for parents: this game is
meant to be for adults only. There are
scenes of graphic violence, and the lan-
guage has less in common with King's
Quest 6 than it does with Stephen King.
If you are going to let your child (or chil-
dren) play or watch you play this game,
you do so at your own risk. When he or
she starts having nightmares, you'll have
no one to blame but yourself.

An icon-driven movement map helps you get from
place to place.

£
;
i

trol is simple, and moving from place to
place occurs on a map screen, SO you
no longer have to memorize the path
from one area to the next. It's nearly
impossible to get lost. The characters
have

Wow. Sierra has produced a point-
and-click adventure game that | actu-
ally like. GK has the lush feel of a
real story, combined with the textured
detail of a graphic engine and truly
dazzling music. The background
music in Gabriel's bookstor
very beginning introduces
that will be found many tim
a hauntingly simple tune that
in your head for days. While G
tures (I should say suffers fro
trademark Sierra interface, it -
ages to invoke the interface so
smoothly and easily that | am forced
to admit that point-and-click can work
on occasion. Atmosphere is para-
mount in GK; the designers chose an

__0dd variation on horror that | am very

Sierra hasn’t turned out a game in
about three years that I've actually
enjoyed playing, and | didn’t think the
streak would end with Gabriel Knight.
Byt, as you can see from my score,
the streak has ended and Sierra i
back in my playground. This ga
disturbing, nightmarish, and ju
erally creepy; the designers
aged to get me deeply involved
storyline, to my surprise. The on
reasons the game didn’t score hig|
were based on economics: the
is expensive and requires a high-end
machine to run with any kind of
speed (it seemed a bit punchy in
places on our 486-66). Getting to the
meat of the action, let me expound

. on the virtues of the game. Although

What can you tell me about. . .action/
adventures? It looks like the pro-
grammers responsible for Gabriel
Knight can tell a lot of people every-
thing they’d want to know. GK is a
tremendous game, filled with atmos-
phere, horrific elements, o
wit and a lot of charm. M
ences in New Orleans are al
limited, but it seems that GK
tured much of the essence o
city. The interface has been s
what updated from previous Si€

titles, making it simple to play and
easy to get into. The quest itself is
decidedly interesting, revolving
around the unique horrors of voodoo
magic and ritual murder. The actual

game itself is a dream to play. Con-

pleased with. Instead of attempting
standard horror, which rarely works on
a computer, GK uses an intellectual
approach, whereby the title character
begins in a slightly creepy but perfectly
normal world. Slowly, through increas-
i unters and terrifying dreams,
his world dissolving into a
ch d violent world just under the
su of New Orleans. It's an
that works well in novels and
works well in GK. | urge you
ase the CD version if your com-
puter is so equipped, since the voice
talent Sierra recruited for this game is
excellent and adds to the atmosphere
immeasurably. GK breathes new life
into the hackneyed graphic adventure.
Seeiit. -Kevin

the animations are a little chunky, the
backgrounds are delightfully rendered;
the designers apparently went to a lot of
trouble to add at least one subcon-
sciously disturbing image to each (e.g.,
the

ictures in Granny’s living room).
ough I'd like someday for some-
come up with a sound schema
on the fly, it ain’t happened
ices would be nice (the CD ver-
them), but text will suit for now.
usic is haunting; it really
ed my enjoyment of the game.
The interface is nicely placed away from
the main game area, so you don’t run
into it with the mouse too much. | still
don’t like point-and-search, but this
game was compelling enough to make
_me forget | was havingtodoit. _ -Ted

their own personalities, which
whole new element to the
pu have a CD-ROM, do your-
and pick up the CD version
e. The voices really add to
ence. If you are CD-less,
at dissuade you from playing
night. The experience is unfor-
gettable and you may find yourself hav-|
ing nightmares similar to those of Mr.
Knight. Play it, enjoy it and finish it.
Then, take out a pen and paper and
demand a sequel from Sierra. We need
more games like this! -Steve
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