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Many things have been 

happening lately at the AGS scene, 
although it is summer and everyone 
wants to take 
their break 
and go 
sunbathing 
at a lovely 
seaside 
place… First 
of all, one of 
the most 
anticipated 
freeware 
adventure games ever, Apprentice II, 
has been released – and to celebrate 
that, we have an exclusive interview 
with the creators of Herculean Effort 
productions, as well as a preview of 
their present project, “The Find”. So, 
what else has 
been happening? 
The AGS Ezine 
turned one year – 
and it’s the jubilee 
issue you are 
reading right now 
– number 10. It 
has been a great 
year doing this 
ezine, and I am 
glad you readers 
enjoy it and send your comments and 
crits to vel@abv.bg. What else have 
we got this month? A review of the 
sequel to “5 days a stranger”, “7 days a 
skeptic”; reviews of the recent MAGS 
games by our beloved Ian Welch and 
last but not least, an article on non-
linearity – the only way for adventure 
games to evolve from their current 
state and make a comeback, in my 
opinion. So, read on and send your 
thoughts on this issue to vel@abv.bg 

Velislav Ivanov 
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� �� 
�� � � 
� �� 
� ����
 AGS version 2.62 beta 3 
released. Check out this thread for 
more information and download about 

Chris Jones’s 
latest 

creation. 
 AGS 

Team 
Challenge is 
over. Sadly, 
only two of 
the seven 

teams 
finished their 

games, and they were both chosen 
winners. Look here for further details. 
 King’s Quest III: To Heir is 
Human (non-AGDI) VGA announced. 
“Infamous Adventurers” have started 
working on a gorgeous remake of 

Sierra’s 1980s 
classic – just look 
at this thread! 
 Third case 
of the “ Ben 

Jordan: 
paranormal 

investigator”  
has been 
announced. If we 
can believe 

Francisco 
Gonzalez, it will be even better that the 
first two ones, so be sure to investigate 
here. 
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EZINE: Tell us a bit more about 
yourselves - what you work/study; what you 
like doing etc etc. 
 
IAN: We do most of our adventure 
development work during summer and winter 
break, especially now 
that Gregor is 
attending college, 
too. By the end of this 
spring semester I will 
(hopefully) have my 
degree in advertising. 
In addition to 
drawing, painting, 
writing, and designing 
adventure games, I 
enjoy weightlifting 
and varsity fencing.  
 
GREG: My life could be summarized in one 
simple word: music. Scripting games, my other 
job at Herculean Effort Productions, isn©t the 
most fun thing I could imagine, but when it 
comes the making music for adventure games, 
I have a blast. I wish I could do the music for 
each and every AGS game in production, but 
time happens to be a barrier. Hobbies of mine 
include 3D graphics, learning Chinese, and 
voice acting. 
 
EZINE: Which were the first adventure games 
that you played(both commercial and 
freeware)? 
 
IAN: When my dad bought our first Pentium 
computer for home use about ten years ago, it 
came with a lot of bundled software, including 
several Lucasarts adventure games.  
 
EZINE: So I guess the first proper adventure 
game I played (or at least the one that 
influenced my memory) was the talkie version 
of Fate of Atlantis. Although the very next day I 
started on Day of the Tentacle.  
 
GREG: Those are the first adventure games 
I©ve ever played, too. I also remember a few 
years later we got Teen Agent. Although some 
of the puzzles were illogical, I enjoyed it a lot. 
 
EZINE: When did you first want to make a 
game yourselves? 
 
IAN: Oh, man, a long time ago. I guess after 
playing the original Commander Keen series, I 

knew I wanted to make games. We had 
Autodesk Animator Pro back then, and I used 
to draw my games (a bit like a mock-up), and 
animate them like an arcade demo would run. 
 
GREG: I think we©ve just about always wanted 

to make games, 
there just weren©t 
the tools available to 
make that possible. 
It was mainly the 
programming side 
on which we were 
lacking. I mean, we 
had QBASIC, but it©s 
hard to program a 
good game in it. At 
least, for me. 
 
EZINE: Which of the 

older adventure games are your favourite? 
 
IAN: For its excellent quality and nostalgia 
factor, I©m going to have to go with DOTT. I 
think every once in a while, a team project just 
clicks, and every element harmonizes. I have 
yet to play a better point-and-click-adventure. 
 
GREG: Those funny Lucasarts games are the 
best. I like Day of the Tentacle and Full 
Throttle the most. 
 
EZINE: And of the newer ones (1997-8 
onwards)? 
 
IAN: You know, I really haven©t liked many 
recent adventure games. I tried The Longest 
Journey a little bit, but I think it lacked a certain 
sparkle. If Grim Fandango can qualify as a 
recent adventure, then it wins hands down. 
 
GREG: I really like Monkey Island 3. It©s just 
about my favorite adventure game ever. Grim 
Fandango was also most excellent, but the 
interface was hard to get used to. 
 
EZINE: How long did the first Apprentice take 
to finish? And the second? 
 
IAN: I started making puzzles and 
backgrounds for the original Apprentice during 
spring 2001, but I worked very sporadically on 
it. It wasn©t until summertime that Gregor and I 
ironed it out. I had most of the plot for the 
second Apprentice figured out before that 
Christmas, and I finished all the backgrounds 
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and started on the animation by the time I went 
home again for summer again. For both 
games, about 90% of the work got 
accomplished during the summer. 
 
EZINE: How many hours per week do you 
spend working on your games? 
 
GREG: When I make music, I can easily spend 
an entire afternoon on a single song. But no 
more. I have this little 
problem with music: 
it©s extremely difficult 
for me to make a 
song over several 
days. Sleeping and 
eating really breaks 
up my train of 
thought, so I can©t 
really continue where 
I left off every day. To 
answer your question, 
I probably spend 
about 28 hours per 
week on music. Same goes for scripting, 
except for the last few weeks, when I worked a 
lot harder. A lot of times I would get back from 
a gig or rehearsal with a band and then work 
on the game until 1:00 in the morning. It was 
pretty tiring, but I think it was worth it. 
 
IAN: There were definitely some late nights 
involved, but I©d say we average a few hours 
per day each when we©re feeling in prime 
condition.  
 
To put that into numbers, I©d say we spent a 
combined average time of 30 hours per week 
working on the games. 
 
EZINE: Where did you come up with the idea 
for the Apprentice trilogy? 
 
GREG: That was Ian©s idea. He had a really 
cool idea for a game, with an equally cool 
storyline. We knew that it©d be tough to make 
the whole game in one piece, so we split it up. 
That had a good side and bad side. The good 
side was that we were able to get the game out 
on AGS in not very much time. The bad side is 
that the continuity of the storyline was broken. 
Apprentice has a really great storyline, and 
splitting it up into pieces really seemed to 
make it look ordinary. 
 
IAN: Believe it or not, Terry Pratchett had 
nothing to do with it. I©ve only played the demo 
of the first Discworld game, and I haven©t really 
read any of his books until recently. I guess I 
just wanted to work on a completely fanciful 

game world, when we took a break from the 
first The Find demo (which still totally sucks, 
don©t you dare download it). Actually, the whole 
idea of the wizard and the apprentice came 
from me drawing over the Sam and Max 
sprites. The game grew from there. 
 
EZINE: Which will come next - The Find or 
Apprentice II: Checkmate? When, 
approximately? 

 
IAN: Definitely expect 
us to make The Find 
first. I know I left 
Apprentice 2 at a bit 
of a cliffhanger, but I 
need to take a break 
from animating Pib. 
We©re even debating 
over whether or not 
to make the third 
Apprentice high-res. 
We©ll probably stick 
with low-res just to 

make the series consistent, in case we ever 
want to release talkie versions of the three 
games on CD or something.  
 
GREG: Making The Find first is going to be a 
good break for us anyways, and I think you 
guys will like the game a lot. 
 
EZINE: Since the quality of your games is top-
notch, have you been approached for a job in 
the gaming industry? 
 
IAN: Wow, thanks for the compliment there. 
You know, maybe our games would©ve been 
good for the mid-nineties, but I understand 
they©re a bit out of date in today©s full 3D, FPS 
world. I would love to have a job designing 
games, but I doubt it will happen in this 
lifetime. I can©t see myself selling out to garner 
a mass market appeal. 
 
GREG: I haven©t been contacted either. But 
then again, maybe my spam filter is getting a 
bit enthusiastic. 
 
EZINE: What is your inspiration for working on 
freeware games? 
 
IAN: I really want to get our name out and build 
a reputation, because eventually I©d like to sell 
a game. Once people realize that we know 
how to make something decent, I think selling 
a game will become much easier. Deep down 
inside, I really miss the old school feel the 
Lucasarts adventures give me. Ultimately, if 
our games give people goosebumps, we©ve 
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succeeded. 
 
GREG: Lucasarts stopped making the good 
old adventure 
games, so now 
someone else 
has to. 
Apocalyptic 
things could 
happen 
otherwise. My 
inspiration 
comes from 
memories of 
playing those 
adventure 
games for the 
first time, not 
knowing what 
was going to 
happen next, 
solving the 
puzzles, etc. It©s 
cool making 
games for other 
people knowing 
that©s what 
they©ll 
experience 
when playing 
our games. 
 
EZINE: Is there 
a possibility 
that you©ll be 
selling your 
future games? 
 
IAN: Yes, 
definitely. It©s 
too early to give 
anything away, 
but I think we 
might have 
something big 
on our hands. 
 
GREG: You 
know, one thing 
I©ve noticed when we make games, is that I 
never feel like I©ve got something back for the 
work I put in. That©s the hard part about making 
free games, you obviously can©t expect 
anything in return besides compliments. I 
mean, compliments are good, and I like to 
know that someone enjoyed playing our 
games, but it doesn©t make up for hours and 
hours of hard work. To the topic, I©d like to 
eventually sell games, but there©s some legal 
issues that need to be sorted out first. We 

need to research it first. 
 
And by "research", I don©t mean our usual 

definition: 
playing dozens 
of rounds of King 
of Fighters. 
 
EZINE: Which 

adventure 
games are you 
looking forward 
to most(both 
commercial and 
freeware)? 
 
IAN: As far as 

professional 
projects go, I 
can©t wait to play 
Vampyre and 

Psychonauts. 
For the amateur 
productions, I 
think The 
Fountain of 
Youth, Kinky 
Island (both of 
which I©m doing 
some sprite work 
and animation 
for), Roger 
Foodbelly, and 
Bad Timing will 
end up being 

awesome 
games.  
 
GREG: Of the 

commercial 
games, I©m most 
looking forward 
to A Vampyre 
Story -- it has a 
lot of promise. 
To do with the 
freeware games, 
I©m looking 
forward to (off 

the top of my head) Guard Duty and MIA. 
 
EZINE: Thanks for your time. 
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So, 
what’s next 
from the guys 
at Herculean 
Effort? Before 
we get our 
hands on the 
final chapter of 
“Apprentice”, 
we will have the 
chance to play 
“The Find”, a rather unique game.  

Most of the game’s plot is kept a 
secret, but from 
what we know 
is that it will 
have 
something to 
do with 
resurrecting 
and finding 
your own 
murderer, 
something 
seen in games 
like Shadow of 
Destiny and 
Discworld noir. 
We can surely 
expect great 
writing and 
wonderful plot 
twists from 
those guys. 

As for graphics, we’ve already seen 
the magnificent 
work of these guys. 
However, this time 
they are turning the 
style around, to suit 
the darker and 
more serious 
atmosphere of the 
game. The game 
will use the 
640*400 resolution 
and 32bit alpha-
blended sprites,  
something that has 
been implemented 
recently into AGS, 
but has not been 
used by many. The  
backgrounds will be 
hand-drawn; the 
characters will be downgraded from cell-

shaded sprites 
and will walk in 
8 directions, 
something not 
that often seen 
in AGS games.  
 Another 

top-notch thing 
in this game will 
be the music. 
The creators 

promise hours of music, and I smirk at the 
thought that it will be for a darker-themed 

game than 
Apprentice, 

something I 
personally like 
more. Moreover, 
there will be 
several songs 
recorded for the 
game, with 
vocals and 

everything. 
Need I mention 
that the music 
will be digital? 
And that there 
will be a full 
voice pack? 
Hope not. We 
can expect 

commercial 
quality 

soundtrack if you ask me. 
The game 

will be also quite 
lengthy, featuring 
about 50 rooms 
altogether. The 
cutscenes will be 
full-screen, 3D 
maybe? There will 
also be subtitles in 
German and Italian 
for non-English 
speakers. To top it 
all, there will be 
day/night sequences 
to enhance the 
story. Two thumbs 
up for this one! 
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Introduction. Not so long ago, 
Yahtzee released a game that won 5 AGS 
awards, “5 days a stranger”. Almost a year 
later, the sequel came out. Let’s now take 
an in-depth look at whether it is better than 
its predecessor.  

Story. Almost 100 years have 
passed since the events in the first game.�  
You are Jonathan Somerset, a psychiatrist 
on board of the 
Mephistopheles, 
a space station of 
some sort. The 
story begins when 
your crew finds a 
floating object, 
which is later 
taken and 
opened. And this 
is when the 
strange things 
begin to 
happen…  

The story of “7 days a skeptic” is at 
least for me, inferior to the one of “5 days 
a stranger”, even for the very fact that if 
you have played 
the first one, you 
know the answer 
to the mystery. 
However, there 
are some 
interesting 
moments, which I 
wouldn’t want to 
spoil, but are 
quite scary. 

Graphics. 
The graphics are 
in the same style as the one in “5 days”, 
just maybe a bit less detailed. The 
characters are quite well animated, and 
each one has its own distinctive look. 

Music and sound. Here, as “5 
days”, “7 days a skeptic” lacks a lot. While 
there are some tunes in the game that 
somewhat suit the mood, they are few and 
far between and ripped – something that’s 
a definite minus in my book. As for sound 
effects, they are there and enhance the 
atmosphere, though not as much as good 
music would have. 

Gameplay. The game uses a 
pretty simple interface – right click on an 
object brigs down a menu with all available 
actions and inventory items. The puzzles 
fit the plot nicely, and, thankfully, are 
logical, even though a bit on the easy side. 
A good thing is that they are diverse and 
you won’t find yourself bored. There are 
some timed sequences too, so remember 

Al Lowe’s words: 
“Save early, save 
often”. The game 
itself is not very 
lengthy, don’t get 
fooled by its title – 
the whole game is 
maybe 70% of the 
length of “5 days a 
stranger” – you can 
finish it in about 3 
hours.  

Miscellaneous. The download size 
is extremely small, so even those who 
have slow internet connections can play it 
in no time. The first release of the game 

was quite buggy, but 
I believe that latter 
ones are not. 

Conclusion. 
While not superior to 
its predecessor, “7 
days a skeptic”  will 
provide several 
hours of fun to fans 
of horror and 
mystery. Looking 
forward to Yahtzee’s 
next releases! 
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There©s an exciting, electrifying four 
reviews this month.  There should have been 
five, but Neil "spud" Mapletofts MAGS game 
Confessions of a Cat Burglar seemed 
impossible for me to download.  The games 
One Day a Mosquito, Cougar©s Quest for 
Freedom, A Very Special Dog and 
Confessions of a Cat Burglar come from the 
entries for the July MAGS competition, where 
the theme was "Animals".  Max and Maggie 
comes from the June competition where the 
theme was, oddly enough, Max and Maggy.  (If 
you look hard enough, you might also find a 
reference to Grease or two, but that©s besides 
the point). 

 
One Day a Mosquito. 
This is a pretty quirky game, right from 

the intro.  It starts with dark, moody, sinister 
music with graphics to match.  This soon 
changes completely, to a happy, classical tune.  
I©d be able to tell you exactly which song it 
was, but my knowledge of classical music 
doesn©t go much further than naming which 
movie it was used in, and I can©t even do that, 
this time around. 

The creator, Dennis Phoeger, has cut 
some very efficient corners in this, his first 
foray into the world of AGS.  For starters, 
making the main character a mosquito is a 
stroke of genius.  You, the player, take on the 
roll of a single black dot.  This didn©t only mean 
he didn©t to draw a character, he didn©t even 
need to draw separate views for it. 

Sure, it references the games of the 
(in) famous Yahtzee, but as far as I know, it©s 
only really the title.  Besides, titles are fair 
game for plagiarism.  There©s some games out 
there, completely based upon a hilarious title 
and very little else..  This isn©t one of them. 

One of the MAGS rules for this entry, 
was to have an unusual GUI, and this games 
doesn©t fail to deliver.  You©re a mosquito, so 
most standard GUI features would be useless.  
I©ve never seen a mosquito with pockets, so 
the inventory is the first thing to go.  <NAME> 
has taken this theory a step further, and given 
the option to "Attack" things.  This basically 
means you fly into them, with the speed 
affecting the outcome. 

The graphics, aside from the mosquito, 
aren©t that clever, though.  They are very 
simple, and could use some improvement.  
However, they have a "feel" to them that 
seems to work.  As for the puzzles or puzzle, 
depending on how you look at it, makes you 
think.  They don©t make you think to hard, but 

they do challenge you enough to keep you 
interested. 

There are two major problems with this 
game.  Firstly, it©s difficult to make an 
emotional bond with a dot, but the character©s 
comments go a long way to correct this.  
Secondly, the length.  It takes a few minutes to 
play, and in that time you get used to the GUI 
and the character enough to want to continue 
playing after you have escaped the first, and 
sadly, only room. 

One Day a Pixel.. sorry, Mosquito, is a 
valiant first effort, let down by it©s length.  I 
have my fingers crossed that this becomes 
more of a demo than a MAGS entry. 65% 

 
Cougar©s Quest for Freedom. 
Whiz.  Bang.  Hello, Stereo-Types..  

Sure, I©ve never been a fan of passé clichés 
and the like, but Cougar©s Quest handles it 
well.  You play the role of Cougar, a little black 
cat.  As the title suggests, you©re on a quest for 
freedom, and luckily for the player, it©s a 
humourous adventure. 

From playing it, I©m pretty sure the 
maker, Leonard Carter, is a cat person.  Not 
that he has whiskers and a tail, and that he 
buries his mess, but that he prefers cats to 
dogs.  What makes me think this, is the fact 
that the NPC dog is a complete buffoon.  
Classic animal comedy, pulled off nicely. 

The graphics, on the whole, do well to 
make it seem like it©s the cats game.  Most 
rooms actually made me think my eye level 
was pretty low to the floor.  The animations, 
especially of Cougar jumping, are very well 
drawn.  The only let down is the fact that the 
front view of the two cats look oddly triangular. 

The music.  What can I say?  Well, it 
does seem to suit the cat theme, what with it 
being Alley Cat, by Frank Bjorn.  (Okay, I admit 
that I only know that because I read the 
Readme file that came with the game).  When I 
was playing the game, my father woke up and 
asked me the following questions: "Jesus, 
what is that? Is that an East-End (of London) 
Pub-Management Simulator?".  I thought about 
it for a moment, and it©s true.  Frank Bjorn 
sounds a lot like the cockney "musical" duo, 
Chas and Dave. 

There©s also a nice touch in this game, 
where Cougar©s owner is using a computer.  
The man is running AGS, and is actually 
making the you©re playing.  Sure, it©s paradox, 
but it©s a fun little reference.  More profound, is 
the fact that the NPC is having problems with 
the programming, which unfortunately, I found 



 

 

Page 13 

AGS Ezine 

translated out to the real world equivalent as 
the game crashed several times. 

The game crashed far too often for me 
to be able to complete it, but from the way the 
puzzles were setting themselves up, it looked 
like the makings of a very enjoyable game. 

Lots of Potential, but it needs some 
sort of virtual bug spray. 60% 

 
Special Dog 
You play as Rex, a German Shepherd, 

an Alsatian, the dog that always looks slightly 
confused even when it©s trying to chew your 
arm off.  Just like every dog, you©ve had a drink 
and now you need to go and make friends with 
a tree, a lamp post, a fire hydrant or a the guy 
who gives out parking tickets.  You can©t 
however, as you©re currently trapped in-doors. 

In the past the game©s maker, 
Sinitrena, has said she often makes mistakes 
due to English not being her native tongue.  
This game doesn©t do much to exploit that 
weakness.  As far as I can tell, it has been 
translated very competently. 

The graphics are the game©s 
downside.  Don©t get me wrong, it©s not that 
they©re bad, but with the other MAGS entries I 
have been bullied into reviewing this month, 
they don©t stand out.  Sinitrena has a very 
technical style, with a good grasp on 
perspective.  I just think that the more obscure 
and abstract styles used in the other games 
lend themselves to the theme better.  Also, the 
color scheme used in this game is worryingly 
garish, the colors need to be toned down quite 
a bit.  On the plus side, the character art of 
Rex is nicely drawn, if a little stiffly animated. 

As for the puzzles, I found this game 
hard.  In truth, I haven©t finished it yet.  It took 
me several attempts, to figure out how to walk 
thru a door.  It©s the fact that the cursors don©t 
seem to have a clearly defined hotspot, so you 
end up clicking randomly in an area, in the 
hopes that something will happen. 

The music is taken from RPG Maker, 
and sounds like it would suit a Western game 
far better.  As for the sound effects, is nice to 
here the dog bark when you tell it to, but 
making a noise on every action gets very 
annoying, very quickly. 

Unfortunately, A Very Special Dog is 
not a very special game.  This is a 
disappointing effort from someone who I know 
can do far, far better. 30% 

 
The Chronicles of Max and Maggie. 
Let©s face facts, like a lot of AGS users 

Daniel Hanley (aka ReleaseTheFrogs) has 
never had both feet in our reality.  His left foot 
is on Earth, whilst his right foot quasi-exists in 

a bonkers world of abstract art, insane plots 
and whippings of sarcastic cream.  It©s a nice 
place, I©m sure.  Especially since it©s this odd 
side to his personality that shines thru when he 
makes games.  Thankfully, Max and Maggie 
stays true to form. 

Max is a fat cartoon dog, and Maggie 
is pink.  "A pink what?", I hear you ask.  I have 
absolutely no idea.  They have managed to get 
themselves into the auditions for AGS Idol, 
where a modicum of talent is required.  Maggie 
has a little, but not enough to impress the 
chronic whiner, Simon Cowell.  Max, on the 
other hand, is completely devoid of any skills 
valuable to an entertainer.  It©s your job as the 
player, to get them both into the show. 

Let©s take a look at the game©s 
intricacies <SPELLING>, starting with the 
graphics.  If you take the sprites or the 
backgrounds as individual entities, then they 
have a cutesy, almost Cartoon Network feel to 
them.  Unfortunately, when you take them as a 
job lot like a cheap second hand deal, then 
come across as, well...  cheap.  They don©t 
match up to each other well.  You©ll get the 
occasional bargain, but on the whole it comes 
across looking a bit shoddy. 

The music is also a bit of a let down.  It 
consists of a small section of the theme to Pop 
Idol, and nothing else.  Since I never rated any 
part of the show as success, least of all the 
musical content, I can©t but help feel cheated in 
some way.  Sure, the idea behind the game 
requires that the piece be played, but some 
nice atmospheric music elsewhere wouldn©t 
have gone amiss. 

The puzzles are reasonably 
challenging, though a lot of random choices 
come in handy.  Thankfully, no pixel hunting 
skills are required to complete the game.  They 
are a little on the obscure side, though.  For 
instance, the dog character building a Molotov 
Cocktail in order to act better.  In retrospect, it 
does makes sense, but when you©re 
adventuring, little motive for arson is explained. 

The biggest disappointment in this 
twee little game, is the Simon Cowell 
character.  He is known for his scathing put 
downs and bafflingly high waist bands.  Neither 
of which are present here.  In fact, the in-game 
character barely resembles the real-life, 
obnoxious critic.  To be honest, Hanley would 
have done better to scrap the current character 
and created his own "villain". 

The final verdict?  I©m sorry, but it©s just 
not good enough..  Add your own witty put 
down.  [/simon] 50% 
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Objectively, what is an adventure 
game today? A story-driven game in which the 
character talks to others, picks items up and 

solves puzzles. The same thing it was back in 
1984, when Roberta Williams created “King’s 
Quest I: Quest for the Crown”. Or in 1987 
when Lucasfilm Games released “Maniac 
mansion”. Or in 1993 when “Day of the 
Tentacle” came out. Or in 1999 when “The 
Longest Journey” was released. Or in 2004,  
when adventure games don’t seem to have 
made any progress ever since they were 
invented. 

Of course, many of you will say that 
the aforementioned games brought the genre 
to a new level – technically, yes. But not game-
wise. The graphics were shinier, the interface 
was better. The music became General MIDI, 
then digital. There was even voice acting. But 
apart from that, nothing has changed. Still, the 
concept was the same – write a story, put 
some puzzles in and let the character solve 
them in order to progress in the game. Well it’s 
about time that that concept should be broken 
and a new one should take his place. 

Once asked why the adventure games 
don’t sell as well as they did, Jordan Mechner, 
creator of revolutionary games such as “Price 
of Persia” and “The Last Express” answered 
“The question isn’t why they don’t sell; it’s why 
they aren’t fun anymore.” Or something like 
that – you get the point. My answer is that, to 
the mass audience, such games have been 

done, and done to death. I consider myself a 
hardcore adventure fan, I’ve played all 
Lucasarts and Sierra titles, and I still discover 

more and more 
adventures – but 
they are pretty much 
the same to the 
average gamer. So, 
what next? What 
can bring adventure 
games back to life? 
Or rather, what can 
make them move 
forward? There are 
two ways – the first 
one is to make the 
story exceptional – 
as games like 
Gabriel Knight, 
King’s Quest VI and 
Grim Fandango 
already did. 
However, I consider 
the adventure 
games at this stage 
– great stories, but 
limited interaction, 

and that means that this will not push them 
further.   

The only way forward is to make 
adventure games with immense interaction; in 
other words - non-linear. Let’s now take a look 
at the common types of non-linearity: 

The first and maybe most often used 
method is to create a false freedom of action to 
the player by giving him the chance to visit 20-
30 locations at once. Games like Monkey 
Islands used this – however, I hate being hit 
with a large box of puzzles on the head, and 
that I know that I must solve ALL of them to 
proceed. Not really non-linearity, do you not 
think? 

The second type is to create optional 
puzzles. It was even in games of the mid-80s 
like early King’s Quests, but then it was more 
like ‘go get full score’. In my opinion, if used as 
in a Gabriel Knight III-type structure, it could 
help push the adventures one step closer to 
perfection. 

The next type is multi-linearity. As in 
Fate of Atlantis, you had to make a choice, and 
depending on that, the puzzles were different. 
This gives more replay value, but less freedom 
of action. 

Alternate solutions – something that 
has also been known for quite a while, but 
nevertheless it somehow doesn’t really get 
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implemented into today’s adventures – can’t 
tell you why, come to think of it, really. 

All of the above, however, cannot 
make a game non-linear; they just add to 
replay value. Now let’s take a look at what has 
been done that can make an adventure game 
really non-linear: 

Adding life to the characters. Come to 
think of it, a character that sits on one place 
doesn’t seem too realistic, does it? Well 
apparently Jordan Mechner was thinking the 
same when he created “The Last Express”. In 
it, every character was doing something at 
every moment, and they talked to each other. 

Adding events that depend on the 
character’s actions. This was also 
implemented in 
“The Last Express”, 
and in an 
overlooked game 
from Konami 
named “Shadow of 
Destiny”. It is a vital 
part of the  truly 
non-linear game – it 
actually gives the 
feeling that the 
player can weave 
the story himself. 

Sadly, that 
is all that has been 
made to make 
adventures non-
linear. Let me 
propose some 
ideas of my own: 

Make some 
kind of a realistic 
dialogue system – 
not just the ‘ask 
menu’, but one that has moods of characters in 
mind, one that can change events; one that 
could make the player spend hours talking to 
the same person – the text parser seems the 
best way to do it, and it will need a lot of effort. 

Reduce the inventory puzzles. I know 
that this won’t make the game non-linear but I 
will say it anyway – no-one picks up the last 
piece of junk to use it on the keyhole. The main 
reason that I think they should be reduced is 
that they are overdone – in games considered 
classic inventory puzzles were 90% of the 
whole games.  

And last but not least, make as much 
as possible interactive, and interactive in many 
ways. In the most non-linear games I have 
played, “The last express” and “Shadow of 
Destiny”, it was either a smart-cursor (yeah 
right) or an action button.  

So, if those games that were non-
linear didn’t sell why would a new one do so? 
Well, action games now are like adventures in 
mid-90s. Many, many clones and just graphical 
and sound improvements. Pretty much the 
same applies to strategy and RPG games. It is 
about time for the gamer to look for 
alternatives. And this alternatives can be 
adventure games. That is, if they evolve from 
the state in which they have been for the last 
15 years and bring the genre to a new level. 
Whatsmore, the limitations that existed for 
Jordan Mechner in terms of graphics and disc 
space are now gone, with 3D and DVDs. I 
sincerely hope that there will be a game 
creator smart enough to understand that. If not, 

we can say good-bye to adventure as a genre 
– it will slowly, slowly fade away. 
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