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by Christy Marx

hen the idea of doing a Robin Hood game was suggested to me, [ was
delighted. Robin Hood has always been one of my favorite heroes, not
to mention how much I love the Medieval time period in general. Just about any ancient
time period, in fact. 1'm fascinated with the details of how people lived their lives, how
they thought and reacted, what they ate and wore, and so
on. I'm fascinated by ruins, by ancient writing and
tantalizing hints of lost knowledge.

S0 here was another chance to mix legend and
history. Robin Hood himself is pure legend, but the setting
of twelfth century England allowed me 1o explore and use
history.
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began my preparation for
designing the game by reading
different versions of the Robin
Hood stories. Then 1 obtained
some excellent books which
provided the original ancient ballads and lots of
scholarly research into the outlaw legends.

I read and researched many aspects of
the time period, including reading fanciful
ballads written about King Richard, which
featured an amazing mishmash of historical
battles and wildly improbable adventures.

I contacted the historical library of
Nottingham and obtained all sorts of wonderful
information about the town which included
maps, drawings of the castle, descriptions of
their Fairs and market products, and all those
obscure, but useful bits of background
information that become so vital to the richness
of a game

Reading and absorbing all of this took a
couple of months. Then | began to formulate
the direction I should take. Iwanted one large
goal for the game, with lots of secondary
goals and subplots. 1 decided 1o use
historical fact as my jumping off
point and selected the capture of
King Richard in 1192 a5 he was
i»




attempting to return from the Third Crusade. He wasrawelling through Europe in
disguise when he was betraved and taken prisqmet MW Austria. The
ransom demanded varies from source to soyfoe ::;M‘ﬁg ﬁlﬁez-i@ tfﬂnr 150,000 marks,
He was released early in 1194 1!’1u a gmtdw] lf t:n ngut‘ by Pl:hilh 1:3}:11 and others
failed to prevent it. N 'l 1}
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his provided.me With 4n E.‘u;ﬂlﬁ-njbﬂchhnllu rﬂ_;"u ﬂmr g ise
ransom 1A e the R'.ns.',

I'begamytawork out Which oltiracters st w‘hiwhnt their
relationships would be. One of iy @adsdecisions was tg/skip allithe¥irious storles about
how Robin met his men. Those staries hive.béeh wld in/pleaty of mivies and other

forms and didn't contributemsch to famé play

Marian was another Charactez4s whomlgave 2 Intof thollghe” I Ehad 1o
aive her some new and different ranst.

Slowly, an entire plotliog ok shape, T rabbed elemenié di rectly fromHie old
Robin Hood ballads, added histoniga ibits; thitwgsabits and pieces fromi thisKing
Richard ballads, and incorporanéd & Jefofidy-ceseach into the Drilidé.

Why the Druids? Because one of the lifiigelt charactérs in the Robinyilsaegends
Is one that is most often ightred — the forest itself. The forest was thanl thiggthat
made the existence of a Medieval outlaw possible. An outlaw
was literally that — a man outside the law. No law-abiding
citizen was allowed to help an outlaw in any way. No tgw of
village or dwelling was supposed to admit him. There jyas
nothing left except the forest
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showed ever¥'sifp in the entire game outline, they covered two boards that were forty-
seven! inchig [:}riﬂl1nr§'-fe111r inches each!

e iw]’uﬂumr :Lr'L-E'I {ither pEﬂE'[éhrﬂer it over, we discussed various
h{:ﬂ:ﬁ and t'[l:irlt‘ ch: anges as needed. By having the game laid out
sty step l:r.'smp we could look for problems in how the player
wolkd et It oriejplace to another, or how the overall game design
mulﬂﬁmvﬁlm!rwr'e event to another,

Leherr wrote Mrl;:uﬂn:-. jorall the characters in the game, covering everything
Fropmthci persbnalisy ifaits o swhat KIREof €lothes they should wear. The artists did
chardcheesketghis which were approved or revised

Another majot et of e g,ami. design was to decide upon and then write
desCeiptionsef eaeb/ictime that fiad to be painted for a background. [ needed to determine
the st foreach plecenlaction and describe what we needed to see in each one

To help the artiss as much.as Loould, [ brought in whatever reference material |
could Hand: Gnstume-books With Medieval clothing, hats, boots, ete.; what the earliest form
of spingifeiiEe Jomked-tike whitthe coin of that time looked like; the maps of ancient
Notting{ram, Indsoon. '

With storyboard, jcharaeter designs 4nd picture sketches approved, the ant team was
divided into backgroupt FeliSis gnd animation artists

The background artists deseghe pictures. Then
the drawing wis either paiiedbw.one of our
artists, opwas ssfil tociranimetin studio
overseas [0 Bejraintedy and ther nsudlly
touched-up onbélit Fameback
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Final padnting of Robin
Hood ready [or scenniing

Finihedl lime
drowings lor (wa
of the actbon
"al_'l.ll.ll,""l,l"'u

mghow archer from Fresno who brought uhisuﬁnlmghcm We taped B
1§ the bow from all the angles, then taped him walking and jogging@
ith bow in hand, and various other actions.
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During the prodiction-of-the artwork <% \? ﬂ[fﬂ]]{ tunies andd wis ﬂle o hnng in several traditional Robin

. - which took many, many-months, T was- ;-?" Hood songs to EH'E' as g bagis.of inspiration for some of our
. writing the actwil documentation and et = e

. for the game.| By documentation, Uimean™ 2

- a detailed description’for the programmers, We hiad to :lete'rmire how efany picoes of theme music we'd need
of every single detion and Vasiable {9‘“ and'fop which ehiiracters, and also generate a list of every single
passibility that could occur in the game. r spundeffect that*had to be dune. We ended up with something on
the drder ol oveqthree-hunred sound effects.

i

S The text is whatever you see on the.sereén (of, i €Dy what you
hear): every response that comes up whien'you elick an icon, all 3

As Director ofthe game, I'was gqually involved in developing art
of the dialogue between characters, riddles, et

figr the bok cover, writing the game book, and overseeing all
n.w of the game:

e fh"‘s ﬁ}ﬁ‘

I have an my desk three 3-inch binders and two 2-jnch binder
that are packed full of hundreds of pages of @oCimentatiog, 1 Eul:agamfjm t:mﬂtedh?mn one person. [t's the result of 2
figure 1've penerated exsily enoughmaterial forfive screenpl m.'lnrlrmtﬁ nl't'l'ﬂﬂﬂn t‘llld‘l many creative people contribute. So
or one whole novel. pioducer, artists, figrammers, composers, and QA (game
IESEEL'&]- Iﬂﬁﬂt“qbf;ﬂ' iivagks for helping tum my design into a
At the time | write this, we have over 1,500 séparate pieces of ‘4‘? ﬁﬂﬁl‘i&}pmduﬂ i‘l’hﬂ'lmﬂmﬂﬂﬂ it along the way.

animation for the game and 81 pictunes. o' e ,5.\ )

_ l-hﬂpE‘um.l #E“ﬁu_]n}'altlﬂu tour through the birth and

Once pieces of art and documentation reachied completitm, 1He= st W[ﬂfﬂﬂﬂﬂw Your feedback is always welcome. You

programmers could start their work, Thewput in months ﬂfnm/f‘;s,' (i wite tﬂ@ﬂ’ﬂt the following;
hard work writing the code that mkes: it all come logether i
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a game, 3-»:? >/ ] Christy Marx
], \ :
Along with my writing, | was consulting with the composer to work out thegnusic. e ﬂ: :ﬁ:& \ c/o Siema
agreed with me that we should go for the sounds of the Medieval instruments, Tike the }EO/ P0. Box 600
psaltery and lute. Because of my background playing the Celtic harp, 1 have good b _,//i arsegold, CA 93614-0600 3
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HOW THIS BOOK WORKS

The whole point of playing Conquests of the Longhow ks (o discover its puzzles and solutions to

them. However, some puzzles may be so well hidden that you don't even know where to begin. Or 2
this may be your lirst experience with an adventure game. 1 you feed that vou're really stuck, look
throargh and find the question that best describes your problem g

Think of this book a5 your complete reference to Conguests of the Longhow. The Hint@nswers an
arranged 10 progress from a slight hint to an out and out solution to each puzleddnfsct an

answer with a star (*) beside it will be very specific, often giving vou the exdct actions vou pefd 1o 1
solve the puzzle. We recommend you re ad only the hints you need and avoid reading the Tast Ld
arswer of each question unbess you're comp betely stumped. In fact, i fou read every anwer tone .

after another) in this book, you'll complete the game very quickly, hait you'll siss the challenge Er:
and exciternent of this game. You get the [HI'.II'I right? Please use this book with-discrethon. ]
-
Note to Beginning Adventurers -
L
If you've never played a Sierra 3-D Animated Adventune Game, here are some tips to help pet volt] S
started -
-7
1) Remember to save your game frequently, especially whenever you're about ity something Lh:l
could be risky. If you mess up, you can restone 10 Yoy previous pasition. and 1y --..|'|m»|,=i‘h|-'||.1
different. Your game manual has more details on SV | and restoring games. ::

2) Pay attention. Look at everything and talk toeverjone’ Pick up anything that's nof nailed
down. You never know where you might pick up a vakuable object or clie i

3) Try anything, Anything you try might be the solution to a game situation; thotigh some
sojutions have better results than others. Just remember to save first

If You Have Finished Conquests of the Longhow

The lxst section of this hint book entitled After You've Completed the Game contiins 3 poinis list ﬂ.ﬂ
object list, a list of things you may not have tried in the game, maps, and some othef inicresting
detailed information. If you've played through and want to see how 1o improve yvour soofear S8
what you might have missed, take a look Ihank you for purchasing Conguests of the Longhow™ss
We hope you have as much fun playing it as we had creating it
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General Questions I don't understand how time works in this game. How long is a day?

| « {-:ﬂ = S a F r."'-...l:ui-_-;':f-' :." .
X -."‘-'. . :"% I i}

Before reading the hints here, please take a look at the game click-through in your . il -
Longhow game documentation. 2 b U
e 2

Robin moves too fast! Robin moves too slow!

On the Icon Bar you'll find a computer icon. Choose it to bring up the control panel. *
You'll see a slider for adjusting the animation speed. If your game still runs too slowly,
adjust the animation detadl slider down until you find a combination of speed and
detail levels you can live with,

NP T | Mo B
How do I look at things, talk to people, etc.? Ly, o % '_'?-E : ".;‘-'; 45 .

" o .'_ F ] ,,I' ey ..‘.. ‘1||'.::
Check out the Icon Bar at the t{»|]: of the screen (press ESC or place the mouse cursor at D
the very top of the screen to see the Icon Bar). These icons represent all possible game
activities.

When you choose an icon, the cursor will change to that shape. You can also click your
right mouse button (or SHIFT-Click) to cycle through the cursors and the middle mouse
button (or CTRL-Click) to toggle between the walk cursor and the last cursor used.

Or, if you're using your computer's keyboard, press a direction kev on the numeric
keypad, or cursor keys. To stop your character, press the same direction key again. To
execute a command, press ENTER. To cycle through the available cursors, use the
number five key on your numeric keypad.

Example:

To talk to someone, click the talk cursor on him. (With the keyboard, position the cursor

on him using your cursor keys and press ENTER.)

To look at something, click the eye cursor on it. (With the keyboard, position the cursor

on it using your cursor keys and press ENTER.)

To walk somewhere, click the walk cursor on that screen position. (With the keyboard,

simply press your arrow or cursor keys to move in that direction.)

To take action on something or someone, click the hand cursor on the person or thing,
(With the keyboard, position the cursor on the person or thing using your cursor keys and
Pﬁﬂﬁmm This cursor performs many different game actions. You will want to use it
1 Y.
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