ROBERTA WILLIAMS'

e "
NS I

THE PRINCELESS BRIDE 1§

@

¥4

o

THE OFFICIAL HINT GUIDE
‘ S = AR R:.L,ﬁ.' = . M ‘

i
.




<0000¢6

252024,1 L8B08

Ly &
__u

X=5L0-L4048-0 NBGIT






£ 1994 Sierra On-Line, Inc. All rights reserved. Printed in the United States of America. King's
Cuest and Sierra are registered trademarks of Sierra On-Line, Inc.

Mo part of this publication may be reproduced, stored in a retrieval system or transmitted in any
form by any means, electronic, mechanical, photocopying, recording or otherwise, without prior
written permission from Sierra On-Line, Inc.

Published by Sierra On-Line, Inc,
Cakhurst, California 93644

@SIERRA'

KING™S QUEST VIl HINTBOOK



&7 o0 £ 4
;Afw//ga:: Drrelerild

PART |

INTRODUCTION . ...t isin s ern s s rannnnraannnsnnnsns 1

AN INTERVIEW WITH ROBERTA WILLIAMS ........ 0o iveunnsansssnsnns 2

THE MAKING OF KING'S QUEST VII
THEBIE ot s o T i e A A R A S A e ST R 6
THE ATNTOREIONN oo v vom wonwm v s e im0 w0 T 0 0 1 0 7
The MusiC ...ttt s st sna s nasasnaa s raansnsasnsnsnsns 9
The ProEainmIE i s sa va s s e v i a s e s v e et s e 10
MR O BRI i ok R S R o o B i o i TS A B I R 10
Pulling It All Together: The Project Management ..............cccovnnn. 11

A SUMMARY OF KING'S QUEST -V
AT IR " v v cn bonimm ot s s o e B B e e B A b 12
RS ST Tl e G S i e e i b 5 e oLt B o o L L i 13
R ARt RIS s s R R R s SRR 14
B S OB TV o o v i i o i e o B o 0 A e e B 15
PADES KIIESE W o i i oo e more R O o R R R 0 L W AR 16
KingsQuest V1 . ...ttt iateissnasssnarnnnsns 17
KIDESLRIESENTT oo v nns am e s omsa 88 b A LB ER 0 285 R S5 s R s 19

HOW THE BOGK WIOBRES Cwid sl s s i S eie Sl e §r da §E 4l aidiid v 20

Part 1l

HINTS
General Questions ... ... s R R S R R L R R R 25
CRANREE ¥ s w wad i b i M 3 e e R S S R 26
BETVIIMEE ot oo om0 0 0 e S o 37
L - 46
PRI o f N R o 6 A E R LW R 00 B e s B ab
PR O i o e R S N IR SR R TS 66
CHApeT 6 ovieingas s R R R R R R N e e B0

Contents



AFTER YOU'VE FINISHED THEGAME .. .. .. ... it iiaans B4
Part 1
OBJECT LIST
NRARBTUIOR 5 o i o o S o T b o R e e 89
IRCRBRAREL " s oo om0 00 0 0 K A T g o R AT 96
CLICK THROUGH
[ e L o BT ] 11 A e D e e P R 103
LLDapher 2 - ROSBILA- e v i R R R R e R R 107
Chapter 3:=- VABAIOR oo vvvnviveviemi i s s s s s Bes i snnm s 111
EHAPEET = ROBBEIBRL ..o v o vmminiigons om0 0 0 R 0 O BB 115
Chapter 5-Valanice . ........ccovieiiiiivenisnssisarsarasssssses 121
LNADTEE B ROSEIIR 5 s am 5 v v min i v 6 S e e B R R R 128
BACKSTORIES ANMD LEGENDYS . i wiai s v il da i s o S0 San s i Sy 130
BRI i o e S e A N T R A S 133
RERRBIIES: o ienm s s R b o B S T A S B T R R 138
DO TN o o, o 0 0 TN A A A LA TN 141

KING'S QUEST VIl HINTBOOK









C . = . C
._Z:/Pﬁrérrﬂﬁk# //H/ %r/f 1/4?##.«'-#

ELCOME TO
KinGg’s Quest VII, IN THIS,
SIERRA ON-LINE'S 15TH
YEAR! [ HAVE TO ADMIT, |
REALLY LOVE THIS GAME,
AND I THINK YOU WILL
TOO. IT HAS FANTASTIC ART,
INCREDIBLE ANIMATION, AN
EXCELLENT AND INVOLVING
STORYLINE, AND TERRIFIC DIALOG. WELL, THAT’S MY (SLIGHTLY
BIASED) OPINION AS CO-DESIGNER, ANYWAY. I'M SURE YOU'D

RATHER HEAR FROM ROBERTA WILLIAMS...

Introduction
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So the project was finally winding down (at least in the design phase). |
invited Roberta out to lunch to talk about the seventh King's Quest game.
We were relaxing over pasta and iced lattés, talking about dogs and kids,
maovies, books and games. We caught up on our chatting (which we're
wont to do whenever we get together—just ask Ken), and then it was
time to get to work. | pulled out my handy-dandy pocket tape recorder

and plunked it on the table. Roberta leaned back in her chair, smiling up at

the (rarely) blue Seattle sky as | asked her the first question.

Robwerta Willims,
cresrtor of the Lorelei: | can't believe the King's Quest series is up to seven! We've come a

e e long way since Quest for the Crown. How would you say this King's Quest is
different from the KQs that have come before it?

Roberta: This King's Quest has very different animation. | would call it feature-film
style, which is a different thing for King's Quest. It also features two protagonists,
which is different and unique for the series. Both of them happen to be female,
which | think is an interesting twist. | think having female protagonists added a
softer, more whimsical
approach to the game.

Lorelei: Less bashing and
more thinking?

Roberta: Yeah. Less of
King'’s Creest I - CGA King's Chrest VI €D the macho element. But |
think players will find the
puzzles just as challenging and fun. Let's see, how else is it different? Well, it's
written in chapters, which you can play in any order. You can skip around, like a
book. Although King’s Quest VII has a continuous storyline, each chapter is
complete in and of itself. They're almost like little mini-games within the larger
game. You also alternate characters with the chapters: You're Valanice, then Rosella,

then Valanice, and so on. Of course, they do come together at the end...

Lorelei: 50 it's more conducive to people’s active lifestyles. They're not faced with
a huge, endless-looking game; they can actually see goals, and gauge their progress
through the chapters.

Roberta: Yes. Absolutely. But it's still a complete, rich storyline, and a long,
satisfying game. The story is more compelling than previous King's Quests, and the

2 KING'S QUEST VIl HINTBOOK



art is more like an animated feature film than what people think of as “computer
art”. | think this one will be a hit in the mass market.

Lorelei: One thing that people always seem to notice about King's Quest is that
vou put a lot of yourself into the game; plenty of fun and humor. What is your
favorite part of the game design process?

Roberta: Hmm. | think my favorite part is coming up with the story at the
beginning. You know, thinking about what is this story, who is the character, what
are they going to do. It's almost like playing a game yourself. Sometimes when you
start, you don’t know how the design is going to end. It’s Kind of a weird, vicarious
way of playing your own game before anybody else does. (laughs) In fact, after
writing these games, | find it anticlimactic to play someone else’s adventure game.
I'd rather be designing!

Lorelei: Do you have a favorite part of King's Cuest VI?

Roberta: Give me a minute. I've been so immersed in Phantasmagorial* (laughs)
Oh, gosh. | think the Troll Underground is so much fun. I like all the trolls; they
have a lot of personality. | also like Ooga Booga a lot.

Lorelei: That's my favorite part.

W~

Roberta: (laughs) That figures. | don’t know, Maybe | just like the e
maore sinister aspects of the game... %

Lorelei: Do | sense a little Phantasmagoria creeping in here?

Roberta: That's what it is! Mavbe 1 just got saturated with r:_
Phantasmagoria and | can't get it out of my head. (laughs) °

Anyway, those two areas seem to have a little more humor, A
and they're a little more tongue-in-cheek and quirky than f \
the rest of the game,

*Footnote: In case you haven't heard, Phantasmagoria is Roberta’s new adult horror
game. With a 3-D rendered environment, live videotaped actors, and an ultra-
spooky storyline, it's sure to make vour hair stand on end and your skin crawl right
off your bod!

An Interview with Roberta
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Lorelei: What do you think is the hardest part of game design?

Roberta: Probably coming up with the proper interface. That's the hardest part.
The stories aren’t that tough to come up with.

Lorelei: That's the good part.

Roberta: Yup. | would say the toughest things to deal with are the interface and
the technical aspects of how you want the game to work. I'm not a technical
person by any means, but | have enough of an understanding to know what | can
and can’t do on the machine. | put lot of thought into that before | start working
on a game. There’s a certain visionary aspect to that. If yvou're thinking about a
game to be released two years from now, you have to take into account what the
technological advances will be,

Lorelei: Do yvou ever have ideas that are just beyond the ability of the computer to
execute?

Roberta: All the time. That's one reason some of my games are
ahead of their time. I like to push the envelope. My ideas are -~
bigger than reality, for the most part. | always have to take it {
down a little bit. Of course, I'm in a unique position there. It
helps to be a co-founder of Sierra, and to be married to the
company’s president, ken Williams.

Lorelei: 50 yvou work with Ken during the design process
when you're trying to figure out if vou can actually do
something on the computer?

Roberta: Oh yeah. A lot of people don't realize this, but o~ : /J
Ken was a programmer before he was a president of a 4 b
company, and he was actually an extremely good
programmer. He's worked with compiler development,
language development, artificial intelligence, lots of things.
There are probably very few people in the computer industry
that are better than Ken in the areas of programming and
technology. It's just that he doesn't get much time to do

that any more, Jh Q]
- J

Lorelei: Do you think he misses it?

KING'S QUEST VIl HINTBOOK



Roberta: | know he does. We talk about “One of those days when we're retired,
what will we do?” | talk about maybe writing books, he talks about going back to
programming. He really loves it. I'm very lucky | can talk to Ken about these ideas.

Lorelei: Are you planning on doing King’s Cuest VIIT?
Roberta: (grins) That's what they tell me.
Lorelei: That's great. What do you see in the future for King's Quest?

Roberta: Boy. At this point in time, | already have two games in my head, and |
really don't want to think about a third! The possibilities are endless.

Lorelei: It'll just have to be a surprise.

Roberta: Sure will! {laughs)

50 what was it like to work with Roberta? Well, it really wasn't bad,
other than the occasional severe beatings she gave me, and the cattle
prod she keeps in her desk. MADE YOU LOOK! I'm just kidding. It was
terrific. Roberta is a delightful, creative and intelligent person. There's
no such thing as impossible when you're working with her. S5he has a
wonderfully infectious laugh, just like a little girl. Sometimes when we
were jamming on ideas, coming up with every possible solution we could
think of for a puzzle, we'd get really silly and just crack each other up. [ gpelei Shammon, King's
We'd be there with our heads on the table giggling wildly, and Ken Quest VII co-designer.
would come in and roll his eyes at us and say “Don’t vou have WORK

to do?” That would only make us giggle harder. Let me tell you a secret. That's

where great ideas come from—fun. The more you laugh and open vour eyes and

enjoy the world, the more your mind will open and ideas will flow. Don't get me

wrong. Designing King’s Quest VII was hard work. Sometimes it was stay-up-all-
night-and-drink-coffee-til-your-eyes-bug hard work. But it was always fun, because

Roberta made it fun. When vou play, [ think yvou'll feel it.

An Interview with Roberta -
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THE ART Let's face it. This game is downright gorgeous. From the glowing hand-
painted backgrounds to the hilarious animation, Kings Quest VII rocks.
It took a lot of work, imagination and creativity to get that way.

done before in the series. We were inspired by the animated feature

i “The look of King'’s Quest VIL" says Art Designer Andy Hoyos, “Is that
of an intensely brilliant cartoon. It's different from anything we've

6

films of Disney and Don Bluth...particularly “Aladdin.” The intensity
of the palette used by the “Aladdin” artists was amazing.”

Amazing is a good word for King’s Quest VII's nearly one hundred hand-
painted backgrounds. Each one is a stunning work of art, created by
some of the finest artists in the gaming industry. Once completed, each

painting was scanned into the computer, retaining all of its sharpness
and detail thanks to high resolution.

When asked what his favorite area of the game might be, Andy had to think
hard. He (quite understandably) likes the entire game, and all of its different
regions. After a while, he answered, “Probably the troll area. I'm not sure exactly
why...Well, actually I think it's the characters in that region that [ really like. As
for backgrounds, I'd have to say Ooga Booga is my favorite. 1 guess I'm just
drawn to creepiness (laughs).

KING'S QUEST VIl HINTBOOK



Ooga Booga is a wondertful region of the game, but I suspect Andy’s choice has been
influenced by all the long hours he’s spent art directing Phantasmagoria
simultaneously with King’s Quest VIL If that doesn’t impress you, it should! An art
director has an awesome responsibility to the project. “As Art Director,” says Andy,
“I'm responsible for the overall look of the project—the directions it takes
aesthetically. | supervise the artistic end of the project, and make sure there's
consistency between the animation and the backgrounds and everything. 1 have to
break down the script into its individual constituent parts, analyze it, and figure
out what art is needed. Keeping consistency throughout a game is very hard. But
it's worth it. Coming up with the concepts for the environments is so much fun.
Every time we do a new game, a whole new look is called for. I have such a lucky
job. When | think about it, every aspect of what I do is so engrossing...even having
to work on two projects simultaneously. The ability to switch gears and immerse
myself in each project one after the other was a lot of fun.”

I couldn’t resist asking Andy if it was tiring. He just grinned at me and said, “What
do you think?”

THE ANIMATION You've never seen animation like this in a Sierra game before, In
fact, you've probably never seen it in any other computer game
before. It's feature-film quality animation, with characters that are
lively, funny, and altogether unique. Lead animator Marc Hudgins
had this to say about them: “The characters in KQVII run the
gamut, from very ‘straight’ characters such as Rosella and Valanice,

to the very cartooned types like the jackalope or the ghoul kids. For
# a character designer, they provided a great range of character types
to develop. | really got to stretch myself as an artist designing all of
these different character types.”

Every piece of animation in the game is traditional paper
animation, where each individual frame or “cel” of animation is
drawn in pencil by an artist. Says Marc Hudgins: “The process is
identical to the animation process used by feature films and

The Making of King's Quest ViI



This is just a small portion of an animation sequence of a ghoul Kid climbing up to his treeliouse.
This sequence actually took S0 individual drawings!

television. The only difference is that we scan the animation into the computer in
its pencil phase, then color it digitally, then it is programmed into the game. The
difference between game animation and traditional animation keeps getting more
and more blurred. These days the traditional studios are using computers to scan
and do their ink and paint just as we do. They even use computers instead of
cameras to actually film the animation. On the other hand, we are beginning to
incorporate more cinematic techniques into our games. It's kind of funny.”

You'll see lots of funny things as you play this game. But fun has a price, and that’s
a lot of grueling work. For Marc Hudgins, coordinating a project this size was a
Herculean task. “This was something new to all parties involved,” he said. “To start
with, the needs of this project were such that we used outside animation houses to
help us. We had never gone outside our own art department for animation before.
Second, most of the animation houses we were dealing with had little or no
experience with making games. It was a bit of a challenge trying to communicate
concepts unique to computer games, such as generic animation (animation that
can happen anywhere) and the idea that three or four different actions could
branch off of one animation. Just to make it a little more complex, some of the
studios were in other parts of the world (5t. Petersburg, Russia and Croatia), so we
had language barriers to hurdle as well.”

Despite the enormity of the task, Marc and the Sierra animators, with a little help
from their friends around the world, created the most excellent animation in a
computer game to date.

KING'S QUEST VIl HINTBOOK




THE Music Whenever | tested King’s Quest VI in my office at Sierra, the
music and sound effects would always draw people in from
M1 the halls. Once they got in and saw the art and animation,
it was all over. I had an audience for the rest of the
1 ‘ ‘ ‘ ‘ | afternoon. But I really can't blame them. The music of this
game is pretty irresistible, thanks to musicians Jay Usher,
Mark Seibert, and Neal Grandstaff. When asked about
creating the music for a game this size, Jay had this to say:
“With a game like King's Quest VII having over 70 distinctly
different characters and moving through a myriad of
completely different areas of play, it becomes quite a feat to
keep the music for two separate heroines and the characters
they meet transitioning smoothly at all times. | feel it's my
responsibility to compose a musical score that creates the
emotion to carry the player along through the game. The
last time | counted, it looked like we were up to about 120
different tunes to accomplish this goal.”

And where does the inspiration for this much music come from? Both Jay and
Mark agree. “It comes from the characters themselves,” says Mark. “I'm always
bugging the artists to give me a copy of their pencil sketches,” says Jay. “Just seeing
how a character carries himself, acts, or walks ultimately determines the outcome
of the music. We've tried to give each character his or her own ‘mini-theme.’ Each
character is unique, so the music should be as well.”

This game has music from beginning to end, just like a movie score. When the
scene is scary, so is the music. When it's funny, the music is too. The hardware has
finally caught up with the musician’s ability to tell a musical story, to bring out the
emotion of the action. “With the emergence of CD-ROM Multimedia computers,”
says Jay, “l finally feel that some of the limitations we've had to deal with in the
past have been lifted and we're able to write what we hear in our hearts.”

And all those sound effects! Every one had to be added into the game by the
musicians, whether they looked them up in sound effect libraries, or created their
own. Whenever | looked in on the sound studio, everybody seemed to be having
way too much fun. Jay protests. “You don't realize how difficult it is to create a
truly believable “raspberry” until you've had to record it yourself!”

The Making of King's Quest VII



THE PROGRAMMING After all of this art, animation, music and sound is done, somebody

has to pull it together. Those somebodies are the programmers.
They are the people who weave the game together, making
everything work in harmony as it should. This takes an enormous
effort by a lot of people. Directing this effort are lead programmers
Oliver Brelsford and Henry Yu. Oliver had this to say about his job:
“l can't imagine what I'd rather be doing than taking beautiful
paintings, wonderfully animated characters, music, voices and

FoE 5 sound effects, and bringing them all to life in one seamless,
interactive, cinematic experience. It's a thrill to think of the

thousands of people who will enjoy what we've created.”
Oliver makes it sound easy, but his job is a lot tougher than he lets on. The lead
programmer must act as a liaison between programming and all of the other sub-
teams, such as art and music. He also delegates programming tasks and schedules,
synchronizing the flow of the workload to avoid bottlenecks. When you're
dealing with a game this size, it's an astonishing feat. After all, King’s Quest VII has
at least five times as much animation as any other Sierra game ever created. Nope,

that wasn't a misprint. Five times. No, really!
Says Quality Assurance lead Dan Woolard: “QA is the last hurdle to
QUALITY ASSURANCE be leapt before shipping. By walking the fine line between the
designers’ conception and the programmers’ implementation, we
often end up making neither happy, but all that comes with the
- territory. We're not content until the game looks good, sounds
good, and plays good. The proof is the final version and, as always,
o the public lets us know how well we did the job.”

So you think it would be fun to play games all day long? HAH! You

sce, part of the designer’s job is testing the game for consistency.

Roberta and | had to play the game until our eyes bugged out of our
heads. [ love Valanice with all my heart, but so help me, about the zillionth time
she landed in the desert and asked for Rosella, | found my hand closing on a big,
heavy edition of Roget's Thesaurus...But it was all worth it. That's what | keep
telling myself anyway, as 1 sit in my lovely, clean, white cell and count my toes.

KING'S QUEST VIl HINTBQOK



PULLING IT ALL
TOGETHER:

THe ProjecT
MANAGEMENT

Yes, there is somebody who has to oversee the entire production of
an adventure game. Someone who has to make sure that all of the
development teams—design, art, programming, music and QA—are
working together to produce the best game possible. That person on
King's Quiest VI is our project manager, Mark Seibert, Mark not only
coordinated the efforts of an enormous number of people, he did
the scheduling, budgeting, tracking, and all the icky paperwork that
every game requires and no one wants to do. If vou had a question
for him, he was there. In fact, he was ALWAYS there. 1 have a
sneaking suspicion that he was living under his desk for a while. He
put in more hours than .'ing.fﬂn-: should ever have to. As he said, in
his understated fashion:

“King’s Quest VIl was a real challenge from the beginning. I've enjoyed working on
the King's Quest series since KQIV, as a musician; KQV as lead composer; KQVI,
when | wrote “Girl in the Tower,” and now producing the latest chapter in the saga,
KQVIL. The high resolution art and paper animation have made this, in my
opinion, the most beautiful animated adventure yet. Take a look at the credits and
consider the hundreds of people who worked on this project. It's been a real
challenge trving to keep everyone going in the same direction.”

I'll bet it was, too.

The Making of King's Quest VII
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KING’S QUEST
Quest for the Crown

It was just a few days past Sir Graham's 19th birthday, but the
yvoung knight was bummed. Good King Edward was dying.
FEdward called for Graham, who was his favorite knight, and
sent him on a dangerous mission. You

see, many vears back, the king had
lost the three great treasures of
Daventry: Merlin's Mirror, the
Shield of Achilles, and the Chest &
of Gold. How'd he manage /'
that, you ask? Well, between :
yvou and me, King Edward was
a really sweet old guy, but a -
little naive. Anyway, ever since

the magic treasures had been missing, the kingdom had gone
into a tailspin. Edward sent Graham out to recover the lost
treasures before the Kingdom of Daventry bit the dust, and
promised to make the young knight King if he succeeded.
Graham set out to look for the lost goodies, and found out in
a big hurry what a mess Daventry had become. Under the
influence of evil, it had filled up with witches, ogres, wicked
sorcerers, and all sorts of unsavory critters. Graham was a
smart kid, so he managed to whip them all, either by
knocking the stuffing out of them, or outwitting them (ogres
aren't the smartest guys around). He also made quite a few
good buds, who helped him on his way. To make a long story
short, he found the three treasures, and returned to the castle
victorious. Graham was crowned King, but a few hours later,
poor old Edward passed out of this veil of tears. That night,
after his coronation, King Graham went into his chambers
and cried, which goes to show you that it's OK for strong,
brave dudes to show their feelings.

L i o
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KING’S QUEST II

Romancing the Throne

Not too long after he took over the throne of Daventry,
Graham realized that he was a lonely guy. Kings have a lot of
responsibility, and it's hard for them to get out and meet girls.
Graham was staring into the magic mirror one day,
wondering if his biceps needed more work, when he saw a
vision of the most beautiful lady in the world. This lovely
babe was wasting away in a tower, so Graham wasted no time
in setting out to find her. He packed his suntan lotion and
headed for the tropical kingdom of Kolvma, searching for the
three magic doors that would lead him to his lady’s prison.
Along the way, he met one of the magical, mysterious
merfolk, who decided he was cool and introduced him to
King Neptune. He entered the home of Hagatha, evil witch,
lousy housekeeper, and kidnapper of Valanice (the woman of
Graham's dreams), and he rescued a magical nightingale from
right under her (pretty major) nose. He freed a winged horse
from an evil spell which had turned it into a snake. Graham
even met some dead guys, and if you've ever met any, you
know dead guys always have a really
,.--"-""_ nasty attitude. He finally got to the
Enchanted Isle, where Valanice was
still locked up, wasting away from
boredom and bad tower food. The
tower was guarded by a humongous
lion, which the good-hearted
Graham managed to defeat
without spilling a drop of its blood.
, S0 Graham freed Valanice, and she
A took one look at him and decided he
had a really cute thing going on. She flipped for him. They
were married immediately, and they're still crazy about each
other to this day.

A Summary of King's Quest
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KING'S QUEST III

To Heir is Human

Talk about a bad break! King Graham and Queen Valanice
produced the cutest pair of twins anybody'd ever seen. But
when the baby boy was still just a squeaker, he was snatched
from his home by the evil wizard Manannan, and made a
slave. He was so little when the nasty sorcerer took him that
he never even knew he was a prince. That creepy Manannan
even changed the boy's name from Alexander to Gwydion. He
made the poor kid clean his house, take care of his animals,
cook for him, and basically do all his dirty work. He would
punish poor Gwydion in a totally harsh manner for the
smallest mistake, and sometimes for nothing at all. The one
good thing Manannan did was to teach Gwydion to read.
That was a big mistake, because knowledge really is power!
Gwydion figured out that Manannan intended to Kill him on
his eighteenth birthday (some present!), and that was only a
few weeks away. Gwydion dug through the
wizard's books and found a righteous spell. U N
He whipped up a cookie that turned the | 4
foul-tempered warlock into a foul- |
tempered alley cat. Gwydion hot-
footed it down the mountain and got

the heck out of there. After a L
dangerous adventure and a close
encounter with some cranky pirates,
Gwydion (he’'s really Alexander,
though, remember?) jumped ship and swam to an unknown
shore. What luck! He'd landed in Daventry! He didn’t have
much time to be jazzed about this, because a dragon was
about to barbeque his long-lost twin sister Rosella. Using a big
bad spell, Alexander clobbered the dragon. He was reunited
with his family, and took his rightful place as crown prince.
You can still make him look if vou call him Gwydion, though.

KING'S QUEST VIl HINTBOOK






