OPINION

* r *
Scorpion’s View
When Is a Sequel More Than a Sequel?
Sierra’s King’s Quest V

Scorpla Is an experfenced and
respected adveniure game expert CGW
is pleased lo be able lo provide this
forum for her distinctive and, often, con-
troversial perspective,

eep in the crystal, the clouds begin

to disperse. A ray of light burgeons

into a dazzling amay of colors, sur-
mounted by a golden crown. There i no
doubt aboaut it: the king has returned, in a
blaze of rainbows.

Without question, King's Quest Vis a
graphic tour-deforce. This is the game to
boot up when you want to shaw off your
VGA system. Rich in color and lavish in
detall, scene after scene unlolds in gor-
geous glory, ensugh to brightan the most
jaded eye, including mine! | don't usually
get very excited over graphics, but these
are something special. Over twenty people
are listed under the art cradits and they
should all stand up and take a bow,

One of the rmost autstanding features of
the graphics is how they sustain mood.
King's Quest V is, essentially, a fairy tale
and this delicate atrosphere is maintained
throughout the game, in spite of one jarring
element {more on that later). You really
have the feeling of being in some magical
realm, where anything can happen.

In spite of the detall, the animation was
very quick. Only in the most crowded
scenes was there any noticeable slowness,
and even that is acceptable. Do keep in
mind, though, that the game was reviewed
on a 386 with a fast cleck; on a slower sys-
tem, there is likely to be more delay.

Those who have a sound card can enjoy
the additional enhancement of excellant
music, There is a wide variety of tunes in
the game, each very well done and careful-
Iy matched to the scene. The scoring may
be the best ever in any Slerra game. It
sounded quite good on my Soundblaster
and those with Roland cards claim that it is
superh,
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Unlike previous adventures, King's Suesi
V features a totally non-typing interface,
vaguely reminiscent of the one In the Man-
hunter series. Everything is controlled via
icons from a menu bar at the top of the
screen. The cursor itself changes shape to
indicate which type of icon is active: move-
ment (a striding figure}, examination (an
eye], manipulation (a hand) and so on.

Once you get the hang of this system, it
is simple to use and eliminates a great deal
af the repetition ordinarily found in most
games of this Kind. Instead of typing "look
at this" or "look at that", you need only posi-
tion the "eye" on something and click the
mouse button. If there is anything special
about the abject, you see a message; if not,
the icon changes briefly to a red X.

Maovement is handled better here than

ever before through the use of the "travel”
icon. This allows Graham to walk anywhere
you click on the screen without having to
maneuver past obstacles, Instead, the on-
screen character will avoid them automat-
ically and go directly to the designated spot.

In & similar vein, picking up or manipulat-
ing objects is accomplished by clicking on
themn with the "hand" icon. Graham doss
not have to be next to the item first (unless
reaching it is part of a puzzle), This does
away with all the "you're not close enough”
silliness that has been the bane of gamers
fat a long time. You won't ever see that
message here,

On the other hand, this also creales some-
thing of a drawback (just as it did in the
Marhunier games). Many of the puziles,
which are already easy, are made more so
by simply running through the inventory
and trying everything you have, Most of the
time, you don't even need to figure out how
to use something. Instead, the program will
perform the correct actions just by "point
and click™ alone,

Conversalions (there are many pecple
and creatures to talk to) are handled in the
same fashion. You simply click the "talk®
leon on semeane (of something), and the
rest is completely automatic. This is certain-
Iy a boon for those who are never sure
what to ask about, or who rapidly become
tired of running through a series of
"keywords® with everyone they mest. For
those gamers who enjoy directing every-
thing, however, it might be a little frustrat-
Ing, even though Graham's chats are al-
ways to the point.

Inventory is simple, Graham picks up
whatever he can, and never drops anything.
There is no drop command, therefore noth-
ing can be lost. If an object has no function
In a situation, nothing happens, and the
itern does mot get used up. However, thers
are a couple of tricky instances where an
item can be used incorrectly, 50 some cau-
tion is necessary. (sually, carrect use af an
object is heralded by the sound of a bell
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and an Increase in score. The absence of 50, off he goes to explore this strange Iusury of unlimited time to look around or
these is often an indicator that you made a world. The only thing K@ V lacks is an auto- think things out. He must act very quickly
mistake, mapping feature, so it is necessary to make or the game will be lost,

your own maps as you go along. This is
particularly important in the desert, one of
the few not-so-bright pans of the game.

In & way, King's Quest V brings the seres
ull eircle. The Mirst two games centered on
Graham's telals in becoming king of

The desent temple is one of these quick
action sequences. Oraham has only a few
moves to pick up the two items he needs

Coventry and finding a wife. The next two | mapped out a hundred and thirty (1) and get out before the door shuts, imprison-
focused on his sen and daughter. Mow, we screens of this arid wasteland and have ing him forever. There is really no time to
return again to Graham, a bit older, a fittle heard it is even larger. Why so much space look arcund at all and players may be in
grayer of hair, but still fit and trirn and was given over to something that is mostly for an unpleasant surprise when they see
ready to take on a quest, even if it isn't nothing is hard to understand, especially Just how little time there is to do anything
quite by choice. since Graham can't last very long amaong in here,

the sands without water. Six screens is all

Out picking posies (literally) one day, i B O thé ewertly Re dross disd of

Ciraham retums home to find he has none:

The catl and mouse scene (s another,
Craham must save the mouse while it is

bath his castle and his family have i | being chased, Otherwise, it will be killed

vanished without a trace, The only witness There are cases along the way that can and the game cannot be completed. The

to this gargantuan removal s an owl, sitting sustain him, but finding them is a matter of mouse does not appear again (aflter all, it's

on a nearby branch. Unfortunately, aside trial and error. All you can do is move kitty chow) and that critter is very impor-

I'mrnl:lnlling CGraham what happened, the Graham around in dilferent directions, res- tant.

bird (Cedric by name) can provide little in- toring when he dies and hoping it won't be - -

g:rr?aﬂon. J-tlluwvur. he can transport too long in between before he finds zome hmuﬁ]ﬁn L;h;u:n:::nmc:;r:::i;en:u;:]-::nﬂu!
raham to the wizard Crispin, who may be water. This is particularly aggravating as ; : A e

able to help. ; there are mlylﬁlree Io-caytiuﬂe of anﬁmpcr— '?;::Hh::eh:uci;de:cwiz:lﬁ 1;:;;;;_
Thus begins Graham's quest to find aut :;‘l::-':ﬂ;l‘:ﬂue{lthﬂ Tke!&tpn'tnnd ;he ?:n' they have na directions and no particular

the who and why of this amazing theft, as it p- Everything else is just sand an goal (st least, | never found any hints in the

well as how to get back his home and fami- i game about this). It is mainly a "let’s go

Iy again. Much of the acticn takes place in Also frritating are several "time depend- see what's out there® expedition and what

and around the country of Serenia, since ent” situations in the game, as well as some they Keep running into much of the time |s

Crispin Is able to determine that this is the “instant death gotchas” (the jarfng element a sea serpent

land that holds the answers, GOraham, how- | mentioned earlier). There are occasions in | i fatialy. v b

ever, must find those answers on his own. the game where Oraham does not have the L eats them immediately, with no chance

of escape. Ergo, there is much tedious res-
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toring as you try to find, by trial and error
alone, the safe path past the monster. For
both this and the desert, a map or other
direction of some Kind would have been
preferable, thereby saving a lot of frustra-
tion and wasted time, Therefore, save often.
Any time you think Graham may be head-
ing into trouble or any time you feel nerv-
ous aboul something, save the game. Also,
save it just on general principles now and
then, to avoid an unexpectad and un-
pleasant surprise that may set you far back
in the game.

Cedric is sometimes an indicator of poten-
tially dangerous situations. Any time he
refuses to enter a particular area, it is a
good idea to save before proceeding on-
ward, Cedric may not have to go
everywhere, but Graham certainly does,

One save you should have and be careful
not to over-write is just before Graham and
Cedric enter the mountains. Beyvond a cer-
tain point, there (8 no turning back. If
Graham is lacking any important objects,
he can't return for them, and your only
recourse is to restore the game.,

As | noted previously, many of the puzzles
are not very difficult. Usually, if you are
stuck on something, it means you don't yet
have the necessary item to overcome the
cbstacle. When you can't make headway in

a situalion, no matter what you do, leave it
and go looking elsewhere. For instance, the
Forbidden Forest s best left alona until the
desert is completed. The tavern should be
avolded until the mouse has been saved,
and so on.

Paying close attention to the screen is im-
portant. Look at everything when you arrive
at a new location. | had a hard time with
ona purzle because | kept missing a stick
on the ground (and it is easy to miss). The
"eye" makes it easy to check for critical ob-
Jjects; don't neglect doing that.

Above all, be kind to (most) animals, This
is a constant theme throughout the game.
Graham has the ability to talk to them, and
doing so is crucial to success, Being nice
{most of the time) is one means of making
progress in the adventure,

A word of caution s necessary here in
regard to the end of the game. After the vil-
lain is defeated, Graham is reunited with his
family in a long, automatic sequence. For
some reasan, this sequence appears to re-
quire more memory than the rest of the
game; there have been reports of the pro-
gram crashing at this point. With that in
mind, you may want to remove any
memory-resident programs belore entering
the end game portion (in the castle) to
avoid this dilliculty.

In one sense, the irritations noted eadier
are a shame, as they mar what might other-
wise have been something close to the per-
fect adventure. King's Quest V is not out-
standing for the puzzles. Those are mostly
simple, but a game need not be a
mindbender to be good. The flaws men-
tioned above aside, the fusion of elements,
graphics, music, storyline, thematic con-
cepts, interface and atmosphere make this
game stand out.

For the beginner, King's Quest V is ideal.
The Interface removes much of the frustra-
tion and "learning curve” associated with
the more text-oriented adventures and the
majority of puzzles are not very hard. For
the more advanced gamer (particularly
those with VOA, fast clock speed and a
sound card), It can be a pleasant diversion.

As the erystal clouds over again, remem-
ber if you nead help with an adventure
game, you can reach me in the following
ways: On Delphi: stop by the GameSIG
(under the Groups and Clubs menu). On
CEnie: visit the Games RoundTable (type:
Scorpia to reach the Games RT). By US
Mail (enclose a sell-addressed, stamped en-
velope if you live in the United States): Scor-
pia, PO Box 338, Gracie Station, New York
MY 10028, caw
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