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Graphically, GKII/ looks com-
pletely different from its predeces-
sors, bringing the characters into a
rich 3D environment and giving
the player a moveable camera.
Unfortunately, it's as if the move
to 3D was an afterthought — the
game design is still very much 2D.
There isn’t a single puzzle that
couldn’t have been done using the
old 2D engine (in fact, sometimes
it helps to think in 2D when solv-
ing a few of them). Click and point




Here at PCXL, we've decided that every game should have a
French maid. (Center) Hey, looks like O)’s on a vacation!

Get used to this screen. SYDNEY, the Schattenjager database,
will help you solve many of the puzzies.

all the way, the multi-icon inter-
face hasn’t changed much since
GKIl. Too bad the camera’s not
mobile enough to let you see up
and down instead of choosing a
“look” icon to get a better view.
Oddly, inventory items don’t
rotate in 3D like they did in GKII.
Can someone explain this to me?
The characters are at the same
time stiff, yet constantly in motion,
like animatronic mannequins mim-
icking life by perpetually bobbing
and weaving, but never fooling you
into thinking they’re real. For that
reason, and because of the deci-
sion to use the in-game engine for
cut-scenes, GK/II just isn’t that
scary. At one point you discover
two dead bodies. The cut-scene
begins, ominous music blares as
onlookers gasp in terror — you
know something ghastly is coming
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— but the polygonal corpses
instantly remind you that it’s all
just a game. Cut-scenes in GK/ and
GKIl were used for dramatic effect,
incorporating graphic novel images
or on-location FMV to elevate hor-
ror and suspense when the 2D
engine couldn’t sufficiently do the
job. Watching the completely un-
terrifying GK/II 3D engine do the
same is like watching an all-hand
puppet production of Dracula.

And speaking of Dracula, for a
game about the undead, GK/// is
surprisingly vampire-light. Consid-
ering the depth of the story, that’s
forgivable, but the bad guys don’t
show up in a major way until the
finale, leaving the bulk of the story
heavy on conversation and short
on action. The game is broken up
into time chunks, progressing to
the next once certain requirements

are satisfied. Like GK//, gameplay
is alternated between Gabe and
Grace, with Gabe looking for the
baby and Grace attempting to
solve the Rennes-le-Chateau mys-
tery. As always, interaction
between characters is handled via
dialogue trees. The format works
well, | just wish the pacing were
snappier and that the vampires
didn’t keep to the shadows so
much. GK/ll is a stand-alone game,
but GK fans will be delighted with
references to Gabe’s past myster-
ies and the series’ running gag of
playing “When The Saints Go
Marching In” at the local bar.
Most of the puzzles make
sense, though solutions aren’t
always readily apparent. Luckily,
an in-game hint system helps get
you through the toughest ones.
The voice acting is excellent and
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Quit sticking out your chest, geek! Don’t you hate tourists?

r

the cast includes “Star Trek”
actors Rene Auberjonois and John
de Lancie, but, ham-for-ham, they
can’t match the Shatner-esque
extravagance of Tim Curry’s
encore performance as Gabriel.
So, what about Gabe and Grace’s
“platonic romance”? I'm sworn to
secrecy, but the cliffhanger ending
almost guarantees a GKIV, which is
definitely good news for all us “girl
game” lovers. »

—CHUCK OSBORN isn’t a bloody
hint line, so don’t don’t even think
about e-mailing him for help
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