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King’'s Quest | :

Quest For The Crown (1984)
Originally commisiored ty BV as a show-
piece for their il-etad |BM =Cj, Roberta
Williams' King's Quest would cnly become an
industry oestseller the following year when it
was released for the IBM PC and new Tandy
1000 computers. The first game to fully sup-
port the newly introcuced EGA color card,
King's Quest clearly demonstrated the superior
16-color capabilities of the then $400 optional
video card. The player directec game action
with text-based commands (example: “OPEN
DOOR") and use of the keyboard arrow keys
to control the hero’s onscreen movements.

This original King's Quest game was released
later in an updated version as King's Quest 1:
Quest for the Crown. The new version (a con-
temporary of King's Quest V), allowed the use
of icons rather than a text parser interface, and
had updated graphics and sound to keep up
with the games of that time.

Synopsis:

The King of Daventry is nearing the end of his
life. Tragically, he has no heir to carry on the
royal line, and he worries that his kingdom will
be left without a leader. Daventry is already a
shadow of its former glory, as the three trea-
sures of the realm have been lost to the ages.
And so the king summons his bravest knight,
Sir Graham, and sets him on this quest —
return all three of the lost treasures, and the
throne will be his. Not an easy task, but the
recovery of the Mirror, the Chest of Gold, and
the Shield will take Sir Graham through mythi-
cal perils and magical dangers, and forge a
new kingdom from the ruins of the old!

King’s Quest Il :

Romancing The Throne (1985)

This sequel to the original King's Quest provid-
ed not just a second look at the life of King
(formerly Sir) Graham of Daventry, it also began
a tradition of using King's Quest as a training
ground for future designers. Future Space
Quest series designers Scott Murphy and Mark
Crowe joined the development team, making
this game an even bigger hit than the original.

Synopsis:

Sir Graham is now King Graham, inheritor of
the Daventry throne. But he is a king without a
queen, and his subjects fear the heirless fate
which befell his predecessor. Until the day
when Graham beholds a dreadful sight in the
magic Mirror — a beautiful woman held captive
in a secret tower! Smitten, the king vows to
release her. His search for three magical keys
will lead him to an enchanted land on the other
side of the world. To claim his future bride,
Graham must explore underground caverns,
eerie towers, and ocean wonderlands; ride fly-
ing carpets; and meet and mingle with leg-
endary characters like King Neptune and
Count Dracula!

King’s Quest Il :

To Heir Is Human (1986)

The release of this product in 1986 was quickly
met with loud protests from gamers claiming
that this King's Quest wasn't really a King's
Quest at all. Because it focused on a young
slave named Gwydion and his attempts to
escape his evil master, players didn’t grasp the
connection between Gwydion and King
Graham of Daventry until they finished the
game some months later. (This was before
Sierra began offering hint books or a hint line.)



It was here thet & programme- named Al
Lowe, the futue designer cf the Leisure Suit
Larry series, lea ned the intarnals cf adventure
game programming. An excizing feature of
King's Quest Il was “automagic mapping"”.
This feature was widely promoted on King's
Quest llI's introduction... however, it was not
included in future King's Quest games, since
players' feedback incicated that it reduced the
challenge. Th's mapging feature was later built
into Roberta Williams’ Mixed-Up Mother
Goose adventure game for children, where it
was better appreciated.

Synopsis:

Step into the tattered shoes of Gwydion, a
young slave whose existence has been spent
serving the powerful and evil wizard
Manannan. But now your usefulness to him is
ending, and a landmark birthday approaches
— you are certain that Manannan will choose
to end your miserable life that day. With noth-
ing left to lose, you must finally dare to learn
the wizard's magic spells, explore the world
outside the tower you've called home, and
finally challenge the wizard himself to save your
own skin, and discover the awesome secret of
your own past!

King’s Quest IV :

The Perils of Rosella (1988)

This innovative epic invited players to step not
into the boots of the now familiar adventure
hero King Graham, but instead into the soft
slippers of his young daughter Rosella — a
bold step for 1988, when the audience for
computer games was almost exclusively male.
Designer Roberta Wiliams' move to attract
more female players to adventure gaming was
a success, and King's Quest IV went on to be

one of the most successful games of the year.
From a technical standpoint, King's Quest IV
also scored big as the first commercial enter-
tainment product to support optional music
cards. Hollywood composer William Goldstein
(Fame) provided the stereo soundtrack, adding
new dimensions and motion to the presenta-
tion. King's Quest IV was the first 3-D
Animated Adventure to use Sierra’s improved
graphics system, and allowed the player to use
a mouse to move their character around the
landscape.

Synopsis:

King Graham is hanging up his adventurer's
cap for good! With his beautiful queen at his
side and his kingdom momentarily at peace,
he prepares to pass that symbol of his quest-
ing youth to one of his two children. But before
he can speak, he collapses, struck down by a
fell magical disease! Now his fate lies in the
hands of his daughter Rosella, who must jour-
ney to a faraway land on a frantic search for
the one item that can save her father from cer-
tain death. But when Good and Evil vie for the
throne of Faerie, you can bet that no task is as
simple as it seems. Soon, the ailing Faerie
Queen has Rosella on a quest of her own, to
stop an evil sorceress from taking over. Only by
saving the Faeries can Rosella save her father
— but who's going to save Rosella from ogres,
witches, and ghosts?

King’s Quest V :

Absence Makes the

Heart Go Yonder (1990)

A computer game on a CD? Unheard of! No
game since the original King's Quest had the
impact of King's Quest V, which redefined
adventure gaming in game play, design and


































































