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Of Might and Magic…

it was during a summer break in 
high school when i played Might 
and Magic VI: The Mandate of 
Heaven for the first time. i remem-
ber getting excited as i watched the 
opening movie and feeling a little 
intimidated once i saw the charac-
ter creation screen. i was supposed 
to create a party of four characters, 
choosing from a variety of classes 
and skills. not knowing what kind 
of party would be ideal, i accepted 
the character classes offered by 
default, randomly assigned skills, 
and started the game. My party 
was at the gates of new Sorpigal – 
the first town in the game – ready 
for adventure. there were many 
buildings to explore, people to 
meet, and quests to take. it wasn’t 
long before i encountered a gang 
of goblins. i eagerly rushed into 
battle, only to realize that my four 
warriors were utter weaklings. 
they could barely hold their own 
against a couple of monsters.

Might and Magic VI was not the 
kind of game that held the play-
er’s hand and told you what to do 
at every turn. You had to explore 
on your own and gradually un-
ravel the game’s intricacies. Sev-
eral hours later, i had traveled to 
a couple of other towns, started to 
understand the game’s magic sys-
tem, learned about mixing potions, 
and solved several quests. My 
characters had leveled up a couple 
of times and were slightly better at 
holding their own in battle. i had 
realized archery was an invalu-
able skill, making sure each char-
acter was equipped with a bow. 
My party died many times in the 
process. they had to retreat from 
many battles, returning to town to 
get healed. Might and Magic VI was 

not meant to be easy. 
it was a game you had 
to learn to play. 

However, it also 
greatly rewarded the 
time and effort play-
ers put into it. there 
were numerous dun-
geons to explore. 
Secrets were hidden around each 
town. Most importantly, the game 
had a tremendous sense of pro-
gression. as my party continued to 
gain levels, the monsters that were 
a significant challenge at the begin-
ning of the game became a com-
plete joke. What was once a group 
of pathetic fighters had turned into 
a band of mighty warriors. there 
seemed to be countless quests. 
Several of them dealt with the cen-
tral story of the game. there were 
also promotion quests that helped 
make my characters significantly 
more powerful. Side quests were 
abundant in every town, urging my 
party to visit different dungeons. 
as the characters leveled up, i 
could upgrade their skills so they 
could go from being beginners to 
being experts and masters. these 
upgrades were hardly arbitrary. For 
instance, there was a water magic 
spell called lloyd’s beacon, which 

allowed the caster to put a marker 
on a particular location. You could 
cast the spell again later to return 
to teleport back to the location in 
question. a beginner in water mag-

ic could only create one beacon at 
a time. a master of water magic 
however could create five beacons, 
which made traveling between 
various locations extremely easy.

the game was also beautifully ir-
reverent. there were plenty of hu-
morous moments mixed with the 
serious questing. there was a high-
ly amusing mixture of science fic-
tion and fantasy lore that became 
more and more apparent as you got 
farther in the game. the develop-
ment team appeared to have had 
fun with the project. it was a deep 
and immersive game, but one that 
did not take itself too seriously.

over forty hours into the game, 
my party felt very competent and 
powerful. Yet there were still nu-
merous areas left to explore. there 
were still many creatures that could 
defeat my warriors in seconds. 
Might and Magic VI was a huge 
game. You could easily spend weeks 
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playing it and still have things left 
to discover. to date, i have spent 
well over a hundred hours playing 
Might and Magic VI. i also played 
all the sequels that have been re-
leased since. though installments 
7, 8, and 9 weren’t nearly as well-
received as the Mandate of Heav-
en, i still had a blast playing each 
game. despite the many problems 
cited in reviews, i have fond mem-
ories of each chapter, stories to tell 
in other editorials.

For several years, i was con-
vinced the 9th game would be 
the final installment, considering 
the publisher 3DO was dissolved 
shortly after Might and Magic IX’s 
release. it was a great treat to see 
the series make a comeback this 
year with Might and Magic X: Leg-
acy. the 10th game of the series 
was a throwback to the days even 
before The Mandate of Heaven, 
featuring a grid-based movement 
system. With its character classes, 
skill progression system, and jokes 
referencing former Might and 
Magic games, Legacy was clearly 
designed for the fans of the se-
ries in general, but The Mandate of 
Heaven in particular. 

Progression through the new 
game was a little more guided com-
pared to The Mandate of Heaven, 
with the player restricted to certain 
areas and not too many opportuni-
ties to waltz into impossible battles 
early on without warning. However, 
Legacy still made no excuses about 
its difficulty. Just like The Mandate 
of Heaven, Legacy expected players 
to explore, try different options, and 
figure out what it took to win. Play-
ers had to think about what kind 
of party they wanted and upgrade 
their characters wisely. the game 
covered far less territory than The 
Mandate of Heaven, generally fea-

turing smaller dungeons and fewer 
quests, but there was still plenty of 
exploring to do.

i choose to create a party with 
three types of magic users and one 
swordfighter. Being familiar with 
the previous games in the series, 
i had a general idea about how 
to spend skill points and which 
abilities to improve. i appreciated 
that even the lower-level mon-
sters presented a fair challenge. 
You could not just blast your way 
through dungeons. You had to give 
some consideration to which spells 
you should use and how to ap-
proach different enemies. legacy 
was a much shorter game than 
the Mandate of Heaven. it took me 
between thirty and forty hours to 
complete all the quests and reach 
the ending. However, there were 
still things left to do. i could run 
through the game with a different 
party to get a feel for the remain-
ing character classes.

it also felt tremendously refresh-
ing to play a game that was more 
challenging than the average new 
release these days. Legacy wasn’t 
afraid to let people figure things 
out on their own, make mistakes, 
and maybe have to start the game 
over with a different party. it is 
wonderful to have plenty of games 
that are easy to learn and easy to 
play. it makes gaming accessible 
to a larger audience, making it 
less intimidating. However, there 
is also a place for the games that 
ask players to experiment with dif-
ferent tactics, learn from mistakes, 
and maybe even get a little frus-
trated before succeeding. those 
slightly harder games can also be 
the ones that deliver the most ful-
filling gaming experiences. 

the official reviews gave legacy 
average scores, citing problems 

with the game’s graphics or diffi-
culty. i thought about writing my 
own review after finishing the 
game, but felt that i was too much 
of a fan of the series to do so. after 
all, i was pretty much the exact tar-
get audience for the game, some-
one who enjoyed several of the 
previous installments and eager to 
revisit familiar territory. neverthe-
less, i could not resist talking about 
legacy in this editorial, partly be-
cause i had a blast playing it and 
appreciated it for what it is, but 
also because legacy ended up be-
ing the last game i played before 
finishing medical school.

i remember booting up The Man-
date of Heaven a few days before i 
moved to the u.S. it was one of the 
last games i played before moving 
across the atlantic. i wasn’t bring-
ing my computer with me. all of 
my games were getting left be-
hind. i ran through some of my fa-
vorite locations one last time, just 
to say farewell. Many years later, 
it seemed very appropriate to play 
through a new Might and Magic 
game as i am getting ready to make 
another move. as i write this edito-
rial, medical school is over. Gradu-
ation is just a few days away. i am 
in the middle of packing the house 
to move to a different city and to 
start my neurology residency. it 
will be a new road, a new journey. 
it’s hard to say what the residency 
years will bring. However, there is 
something comforting in knowing 
that even as i walk into new ter-
ritory, there may be the occasional 
old friend that can still find me.

Here’s hoping you will have a 
wonderful summer.

until next time,
 

–   Ugur Sener
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upcoming releases

gOg.com supporting Linux
As blackwell comes to an end, what’s next for 

wadjet eye? (gamasutra)
the best Adventure games of All time? (us gamer)

Following Freeware: February 2014 releases
Following Freeware: march 2014 releases

doom myst 20 years After (nyu game center)
myst Online: uru Live (the game Archaeologist)

myst uses emptiness (A.v. club)
mysterium 15

silence: the whispered world 2 (daedalic)
technobabylon (technocrat)
the Forest trailer (endnight)

vsevolod (svArun)
syberia 3 (benoit sokal)

syberia website (benoit sokal)
spirit (holden boyles)
draugen (red thread)

tesla effect: A tex murphy Adventure pre-
order (big Finish games)

mind: path to thalamus (cOmA)
soma hands-on (Frictional)

Quest for infamy release date (blackthorne)
the witness screenshots ( Jonathan blow)

the eldritch cases: dagon
pub master Quest: portable knights

stasis
Last Life

the breakout (pixel trip)
spire (hitbox)

inspire me (blyts)
dreamfall chapters preview

gabriel knight: sins of the Fathers
20th Anniversary preview
the starry expanse project

L 
a 
s 
t
L 
i 
f 
e

http://www.gog.com/news/gogcom_soon_on_more_platforms
http://www.gamasutra.com/view/news/214503/As_Blackwell_comes_to_an_end_whats_next_for_Wadjet_Eye.php
http://www.gamasutra.com/view/news/214503/As_Blackwell_comes_to_an_end_whats_next_for_Wadjet_Eye.php
http://www.usgamer.net/articles/ten-of-the-best-adventure-games
http://www.adventuregamers.com/articles/view/26216
http://www.adventuregamers.com/articles/view/26371
http://vimeo.com/92838909
http://massively.joystiq.com/2014/03/29/the-game-archaeologist-myst-online-uru-live/
http://www.avclub.com/article/myst-uses-emptiness-calm-you-its-sequel-uses-empti-203238
http://www.mysterium.net/
http://www.daedalic.de/en/news/Silence_-_Adventure-Gamedesign
http://www.technocratgames.com/Games/TB.html
https://www.youtube.com/watch%3Fv%3Do9mr4k9X6c8
https://www.facebook.com/media/set/%3Fset%3Da.574610959313283.1073741827.151829058258144%26type%3D1
https://www.facebook.com/photo.php%3Ffbid%3D10152267254038930%26set%3Da.10151348184458930.496101.740128929
http://www.syberia.microids.com/EN/syberia/story
https://www.kickstarter.com/projects/holdenboyles/spirit
http://redthreadgames.com/games/draugen/
https://www.youtube.com/watch%3Fv%3DWkvJQGaFSwA
https://www.youtube.com/watch%3Fv%3DWkvJQGaFSwA
http://steamcommunity.com/sharedfiles/filedetails/%3Fid%3D244996887
http://www.pcgamer.com/previews/soma-hands-on-submurged-scares-in-frictionals-sci-fi-horror/
https://www.kickstarter.com/projects/1992695780/quest-for-infamy-an-adventure-game-by-infamous-que/posts/827735
http://the-witness.net/news/2014/04/whats-this-2/
http://orderofdagon.com/dagon/
http://collective.square-enix.com/projects/16/pub-master-quest-portable-knights
http://www.stasisgame.com/april-update/
https://www.kickstarter.com/projects/1717469366/last-life
https://www.kickstarter.com/projects/2084621640/the-breakout
http://spiregame.com/
http://www.adventuregamers.com/articles/view/26228
http://www.adventuregamers.com/articles/view/26223
http://www.adventuregamers.com/articles/view/26223
http://www.starryexpanse.com/2014/04/16/in-gehn-we-trust/
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new releases

updated releases

bosch’s damnation: A carol reed mystery interview (mikael nyqvist)
moebius: empire rising ( Jane Jensen)
the blackwell epiphany (wadjet eye)

the samaritan paradox (screen 7)
broken sword – the serpent’s curse: episode 2
Journeyman project: pegasus prime (presto)

ether One (white paper)
Jazzpunk (necrophone)
rehearsals and returns

heroine’s Quest: the herald of ragnarok (screen 7)
Little big Adventure [Android, iOs] (dotemu)

grim Fandango interface overhaul
broken sword motion comic

the whispered world: special edition (daedalic)
the inquisitor: the plague uncensored edition
humongous entertainment coming to steam

dracula trilogy on steam
what makes you tick? the talkie

v 
s 
e 
v 
o 
l 
o 
d 

http://www.adventuregamers.com/articles/view/26137
http://www.postudios.com/company/games/moebius/
http://www.wadjeteyegames.com/games/blackwell-epiphany/
http://store.steampowered.com/app/283180
http://revolution.co.uk/news/broken-sword-5-the-serpents-curse-episode-two-now-available-2/
https://www.facebook.com/gogcom/posts/10151964243552657
http://www.ether-game.com/
http://necrophonegames.com/jazzpunk/
http://rehearsalsandreturns.peterbrinson.com/
http://store.steampowered.com/app/283880
https://play.google.com/store/apps/details%3Fid%3Dcom.dotemu.lba
https://www.youtube.com/watch%3Fv%3Dr8DKMM65Jk0
https://www.youtube.com/watch%3Fv%3DBZ2wvcgV6JY
http://www.daedalic.de/en/news/TWW_-_Special_Edition_release_on_May_6th_2014
https://www.facebook.com/microids/photos/a.10150095573372405.268924.367502717404/10152047628847405
http://kotaku.com/remember-putt-putt-pajama-sam-freddi-fish-theyre-com-1564576509
http://store.steampowered.com/sub/40595/
http://lassiegames.com/stitch/wmy-talkie/
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news from the Big Blue cup

1st

20

5

30th

15

25

10

March

symbiosis ( Juanit) - a man wakes up in a 
strange dream, where he’s going to discover 
a very old secret about the origin of the hu-

man race.
MaGS February 2014 entry.

Lema sabachthani (billbis) - You have 
been sentenced to death. But what you have 

done, had to be done.
MaGS February 2014 entry.

Zog Moonbuckle: the Mysterious Planet 
(vortex) - during a journey home from the 

far reaches of space, you are forced to crash-
land on a mysterious planet not on any of 

your star charts. 
Faced with the challenge of repairing your 
damaged spaceship, it soon becomes clear 
that you’ve become involved in something 

altogether more interesting...means.

the 4th wall (hanaindiana) - an adventure 
game character has a spiritual epiphany, and 
the player is his God. the 4th wall has been 

broken. 
MaGS February 2014 entry.

the coming of age: a Lorna Bains whodunit 
(reventure games) - tallahassee, 1933. Meet 
lorna Bains, young college student, part-time 
waitress at a local cafe and aspiring journalist. the day after You went away (reventure 

games) - tallahassee, 1933. after the tragic 
incident in eddie Papatuccio’s cafe, nothing is 

quite how it used to be.

tomes: Layne’s discovery (domithan) 
- a short story-driven game that revolves 
around a young man with a litany of per-

sonal problems. through investigations and a 
fair amount of seeing his way through inter-
nal crises, layne eventually stumbles upon 

the tomes, and a new mystery begins.

Oceanspirit dennis: Lgs (miguel, the ugly 
Files)[demo] - check this take on the oSd 

world, with incredible new canon!
Moustache Quest (Oldschool_wolf) - Join 

Moustache Mike as he prepares for the an-
nual Facial Hair championships!

MaGS March 2014 entry.

http://www.adventuregamestudio.co.uk/site/games/game/1775/
http://www.adventuregamestudio.co.uk/site/games/game/1776/
http://www.adventuregamestudio.co.uk/site/games/game/1778/
http://www.adventuregamestudio.co.uk/site/games/game/1777/
http://www.adventuregamestudio.co.uk/site/games/game/1786/
http://www.adventuregamestudio.co.uk/site/games/game/1787/
http://www.adventuregamestudio.co.uk/site/games/game/1788/
http://www.adventuregamestudio.co.uk/site/games/game/1789/
http://www.adventuregamestudio.co.uk/site/games/game/1790/
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the day after You went away (reventure games)

Lema sabachthani (billbis)

symbiosis ( Juanit)

the coming of age: a Lorna Bains whodunit

the 4th wall (hanaindiana)

tomes: Layne’s discovery (domithan)
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news from the Big Blue cup

1st

20

5

30th

15

25

10

april

Play it again (Alex whitington) - this game 
was created by recruiting as many actors as 
possible to improvise variations on the same 
four characters and then using randomization 

to mix and match those performances. no 
specific dialogue was written down for them, 

only vague instructions on what each line 
should include.

MaGS March 2014 entry.

Bruce Quest: secrets of the Outback (Alex 
scobell) -the australian outback can be a 
harsh and mysterious mistress. can Bruce, 
just an average australian bloke make his 
way home? or is he just one lousy dingo’s 

foot away from destruction?
MaGS March 2014 entry.

tales (Aprilskies)[demo] - an out of work 
layabout, alfred Walsh, thinks he has found 

a cushy job as the custodian of a private 
library. When otherworldly forces intrude 

he is forced to abandon his career path and 
is thrust into a battle to save the very heart 
and soul of what makes humanity what it is.

edmund and the Potato (the Fool) - a short 
and slightly wierd game about a guy who 
wanted to plant a potato. With the bluesy 

soundtrack.

the dream Job ep.1 (springthoughts) - Be-
low the surface there are meanings waiting 
to be discovered. You can explore it at your 
own pace. there is a light tone about every-
thing. the experience that i intended for you 

is the gentle unveiling of a mystery. 

June 20th (pierrec) - He collects beer caps. 
She loves birds. Seashells too, but not as 

much. they’re alone on the beach. it’s warm. 
they’re in love. everything’s fine.

a game made in 48h for ludum dare 29. 
theme : Beneath the Surface

the samaritan Paradox (Faravid interac-
tive) - a writer has died. His daughter seeks 
the help of you, ord Salomon, to find his se-
cret last novel. during the search, questions 
will emerge. crack codes, decipher secrets & 
find a lost fortune in this exciting adventure.

Mudlarks (shaun9991) - an atmospheric 
dialog and puzzle driven adventure game, 

bringing together elements of science fiction 
with a strong supernatural theme as you 

undertake your quest to find your friend and 
unravel many secrets along the way.

play it Again edmund and the Potato (the Fool)tales (Aprilskies)

http://www.adventuregamestudio.co.uk/site/games/game/1791/
http://www.adventuregamestudio.co.uk/site/games/game/1792/
http://www.adventuregamestudio.co.uk/site/games/game/1793/
http://www.adventuregamestudio.co.uk/site/games/game/1794/
http://www.adventuregamestudio.co.uk/site/games/game/1796/
http://www.adventuregamestudio.co.uk/site/games/game/1798/
http://www.adventuregamestudio.co.uk/site/games/game/1797/
http://www.adventuregamestudio.co.uk/site/games/game/1795/
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the day after You went away (reventure games)

the samaritan Paradox (Faravid interactive)

symbiosis ( Juanit) tales (Aprilskies)

Pick of the Month: Breakage

ever wanted to talk to a tree or see a turtle carrying 
a burning candle on its back? Get yourself teleported 
to the surrealistic world of Breakage with its cute and 
creative setting and characters. Being as clueless as 
the player character you can enjoy exploring a color-
ful world of coherent absurdity with a variety of good 
puzzles and certainly some of the best animations 

you can find in an aGS game.

chosen by cat
developed by vegard stolpnessæter

http://www.adventuregamestudio.co.uk/site/games/game/1741/
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R E V I E WA N G E L I C A  W E A V E R :  C A T C H  M E  W H E N  Y O U  C A NA D V E N T U R E R ' S  R A V I N E

Angelica is no ordinary police officer. She does not get called in for simple cases with a clear suspect or motive. 
The Chicago Police Department relies on her for the cases that can’t be resolved with a simple investigation. 
Angelica steps in when there are no suspects, no clues, and no obvious leads. Detective Weaver has a special 
psychic gift. She possesses the ability to see through a victim or killer’s eyes. She can feel what they felt and 
experience what they went through. She will need that gift tonight to catch a ruthless killer terrorizing Chicago.

etective Weaver arrives 
at  Andrew Chapman’s 
apartment in her squad 
car. Before she can even 

enter the building, she is shaken 
by a strong vision. The vision 
reveals Chapman’s final moments. 
Angelica sees a chase that begins 
in the streets of Chicago. Then, 
abruptly, the scene changes to 
19th century London. Chapman 
reaches a dead end and dies 

Review by Ugur Sener

Angelica Weaver 
Catch Me When You Can

Genre: casual adventure Developer/publisher: Mumbo Jumbo
Release date: 2012 Platforms: Windows, Mac OSX Website: none

12 13a d v e n t u r e  l a n t e r n a d v e n t u r e  l a n t e r n
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R E V I E W A N G E L I C A  W E A V E R :  C A T C H  M E  W H E N  Y O U  C A N A D V E N T U R E R ' S  R A V I N E

The game begins as Angelica 
arrives at Chapman’s apartment to 
start her investigation. A forensic 
team has already been through 
the place, looking for evidence. 
Angelica is called in when they 
fail to come up with any leads 
or significant clues. The young 
detective uses her unique psychic 
powers to search the apartment and 
track down the killer. However, she 
will not be in Chicago much longer.

After  combing through the 
apartment and the surrounding 
streets, Angelica suddenly finds 
herself in 19th century London. 
The year is 1888 and she is at the 
scene of a different murder. It is not 
clear whether Detective Weaver 
physically travels through time 
or space or just has an elaborate 

vision. Nevertheless, the London 
murder is clearly connected to 
Angelica’s case in Chicago. It will 
be up to her to discover exactly 
how the two murders are linked. 
The past holds the key to catching 
the modern-day murderer.

A s  t h e  g a m e  p ro g re s s e s , 
Angelica travels back and forth 

within moments. Angelica knows 
Chapman did die at the end of 
the street behind his house, with 
nowhere else to run. Yet she can’t 
understand the vision of London. 
Is it a mere hallucination that the 
victim had in his final moments, or 
something more sinister?

Whatever her vision might mean, 
Angelica can feel that the killer 
enjoys the hunt. The detective 
can feel the kil ler ’s arrogance. 
This murder is not about lust or 
vengeance. This is a killer that gets 
satisfaction from being the bringer 
of death and from outsmarting the 
police. Chapman was not the first 
to die in the murderer’s hands. 
He will not be the last one either. 
Detective Weaver knows she must 
act quickly, before more innocent 
people lose their lives.

Angelica Weaver: Catch Me When 
You Can is a casual adventure 
game from Mumbo Jumbo. The 
game puts players in the role of 
Detective Weaver, as she tries 
to stop a murderer in modern-
day  Ch icago.  The  adventure 
takes players through Chicago 
and London, as two separate, 
but related investigations unfold 
side by side. With its interesting 
storyline, excellent graphics, and 
suspenseful atmosphere, Catch 
Me When You Can manages to 
rise above many other casual 
a d v e n t u r e s ,  d e l i v e r i n g  a n 
entertaining gaming experience.
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Angelica is no ordinary police officer. She does not get called in for simple cases with a clear suspect or motive. 
The Chicago Police Department relies on her for the cases that can’t be resolved with a simple investigation. 
Angelica steps in when there are no suspects, no clues, and no obvious leads. Detective Weaver has a special 
psychic gift. She possesses the ability to see through a victim or killer’s eyes. She can feel what they felt and 
experience what they went through. She will need that gift tonight to catch a ruthless killer terrorizing Chicago.

etective Weaver arrives 
at  Andrew Chapman’s 
apartment in her squad 
car. Before she can even 

enter the building, she is shaken 
by a strong vision. The vision 
reveals Chapman’s final moments. 
Angelica sees a chase that begins 
in the streets of Chicago. Then, 
abruptly, the scene changes to 
19th century London. Chapman 
reaches a dead end and dies 

Review by Ugur Sener

Angelica Weaver 
Catch Me When You Can

Genre: casual adventure Developer/publisher: Mumbo Jumbo
Release date: 2012 Platforms: Windows, Mac OSX Website: none
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between Chicago and London. The 
game does a good job of handling 
these transitions. The plotline is 
nicely advanced in both locations 
as players try to find the modern-
day killer’s identity and prevent 
additional murders in Chicago. 
The game may not feature an 
astonishing mystery or highly 
elaborate plot, but the story is still 
engaging and intriguing. You can 
expect it to hold your attention 
throughout the course of the 

adventure. Nicely-timed transitions 
between the two settings and 
Angelica’s strong drive to catch the 
killer help create a sense of urgency 
and a suspenseful atmosphere.

The only problems I had with the 
game’s story and narrative was the 
abruptness of some transitions 
and the reliance on Angelica’s 
journal to explain certain events. 
For instance, the game begins 
with a short scene where Angelica 
witnesses the murder in Chicago 

through the victim’s eyes. Players 
take control  of the detect ive 
outside the victim’s apartment, 
with only a passing explanation of 
what they just saw. However, even 
at this early point of the adventure, 
Angelica’s journal contains a brief, 
but adequate explanation of who 
the detective is and how her 
psychic powers work. This passage 
helps orient players to the adventure, 
but it would be very easy to miss if 
you do not open the journal. 

Later in the game, as Angelica 
f inds more c lues and delves 
deeper into the case, the game 
again uses cutscenes to depict 
important events. However, the full 
meaning of what transpired is not 
always clear unless you read the 
corresponding entry in the journal 
or pay close attention to the brief 
commentary Angelica provides to 
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set the next scene. This journal and 
game design is most likely due to 
the developers’ desire to limit the 
amount of exposition within the 
game itself. Detailed information 
is typically available in the journal 
for those who want to read it. The 
players that only want to focus on 
the puzzles and largely ignore the 
story do not have to endure long 
monologues or conversations. 
Nevertheless, there are a small 
number of segments where the 
game would have benefited from 
more detailed exposition during 
the cutscenes. With the details 
lacking, some of the transitions 
feel abrupt and the events at first 

seem a bit disjointed. Fortunately, 
this does not significantly detract 
from the experience and a quick trip to 
the journal is usually adequate to get 
Angelica’s perspective on things without 
interrupting the flow of the adventure.

Angelica herself makes for a good 
protagonist. The story is primarily 
focused on the murders and the 
victims. As such, the detective 
does not get much in the way of 
character development. However, 
with her unassuming appearance 
and helpful commentary about 
the investigation, she manages 
to  come across  as  a  car ing , 
compassionate, and clever police 
officer. Her drive to save people’s 

lives makes it easier to care about 
the case and keeps you pushing 
forward with the investigation.

The game is played from a first-
person perspective and uses a simple 
mouse-driven interface. You can pick 
up items and go from one screen to the 
other with a left click. The inventory is 
accessible at the bottom of the screen, 
where items can be selected and 
used on the environment. A portrait 
of Angelica is also visible next to 
the inventory. The detective’s facial 
expressions change based on what’s 
happening with the investigation. While 
this may initially seem odd, it does help 
Angelica seem more involved with the 
case and makes her seem more real.
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between Chicago and London. The 
game does a good job of handling 
these transitions. The plotline is 
nicely advanced in both locations 
as players try to find the modern-
day killer’s identity and prevent 
additional murders in Chicago. 
The game may not feature an 
astonishing mystery or highly 
elaborate plot, but the story is still 
engaging and intriguing. You can 
expect it to hold your attention 
throughout the course of the 

adventure. Nicely-timed transitions 
between the two settings and 
Angelica’s strong drive to catch the 
killer help create a sense of urgency 
and a suspenseful atmosphere.

The only problems I had with the 
game’s story and narrative was the 
abruptness of some transitions 
and the reliance on Angelica’s 
journal to explain certain events. 
For instance, the game begins 
with a short scene where Angelica 
witnesses the murder in Chicago 

through the victim’s eyes. Players 
take control  of the detect ive 
outside the victim’s apartment, 
with only a passing explanation of 
what they just saw. However, even 
at this early point of the adventure, 
Angelica’s journal contains a brief, 
but adequate explanation of who 
the detective is and how her 
psychic powers work. This passage 
helps orient players to the adventure, 
but it would be very easy to miss if 
you do not open the journal. 

Later in the game, as Angelica 
f inds more c lues and delves 
deeper into the case, the game 
again uses cutscenes to depict 
important events. However, the full 
meaning of what transpired is not 
always clear unless you read the 
corresponding entry in the journal 
or pay close attention to the brief 
commentary Angelica provides to 

15a d v e n t u r e  l a n t e r n



� A D V E N T U R E  L A N T E R N

R E V I E WA N G E L I C A  W E A V E R :  C A T C H  M E  W H E N  Y O U  C A NA D V E N T U R E R ' S  R A V I N E

Catch Me When You Can certainly 
delivers in its visuals. Each location 
you visit in Chicago and London 
is depicted with beautiful and 
detailed backgrounds. The dark 
gloomy tones used throughout the 
game help elevate the atmosphere. 
The fog and otherworldly hue that 
permeates the London scenes are 
an especial ly nice touch. They 
make the 19th century locations 
seem rather surreal and add to 
the feeling that Angelica may not 
actually be traveling through time 
and space, but rather experiencing 
a very powerful vision. Similarly, 
the sound effects and music add 
to the atmosphere. The music is 
never overbearing or intrusive, 
adding to the feeling of suspense 
without being distracting.

In terms of the puzzles, the game 
offers a variety of inventory-based 
challenges, hidden object hunts, and 
logic puzzles. While there are multiple 
hidden-object sequences that must be 
navigated, do not expect an endless 
series of item hunts in Catch Me 
When You Can. You will not spend the 
majority of your time sifting through 
long lists trying to identify tiny items 
in tangled messes. Instead, the game 
is much more focused on inventory-
based puzzles. During any given 
chapter, you will be confined to a 
relatively small number of screens. 
In general, you will first search these 
screens for inventory items and then 

use those items to find clues about the 
case or gain access to additional areas. 
As such, Catch Me When You Can feels 
more like a traditional adventure game 
than many other casual adventures.

Sprinkled between the object hunts 
and inventory-based challenges are 
the logic puzzles. Catch Me When You 
Can offers a variety of these puzzles. 
Some of them, such as the simplified 
Sudoku game, may be familiar to 
most players. However, there are also 
some fairly novel challenges such as 
the puzzle involving manipulating 
a series of ropes to knock down 
hooks. For me, the only problematic 
puzzle was a sequence that involved 
stacking objects on top of each other 
to reach a window. At the beginning 
of the puzzle, the items you need to 
stack are scattered on the ground. 
You need to drag each object under 
the window and rotate them into 
the right position to be stacked. 
The dragging and rotating is rather 
slow, making the experience a little 
tedious. Fortunately, this was one 
out of the many puzzles in the game 
and the issue did not substantially 
detract from the overall experience.

In general, the inventory-based 
puzzles, hidden-object hunts, and 
logic puzzles are all straightforward. 
Other than the occasional inventory 
item you may overlook, the puzzles 
should not pose a substantial 
challenge to seasoned adventurers. 
Neverthe less ,  i f  you  do  get 
stuck, the game has several help 
features to get you through a given 
challenge. The first help feature is 
the collection of 52 dreamcatchers 
spread throughout the game. These 
items allow you to get hints about 
the current inventory-based puzzle 
or object hunt. For instance, if you 
can’t figure out where to go next or 
what to do to make progress, you 
can click on the hint button near 
Angelica’s portrait. The game will 
then direct you step by step toward 
the next item you should find or the 
inventory item you should use.

During object hunts, an additional help 
function is available. You can click on 
the items on the list to make Angelica 
use her powers and conjure a mental 
image of the object. The image will be 
all black, but that’s usually sufficient 
to give you an idea of what to look 
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for. There is help available for the logic 
puzzles as well. There are instructions 
on how to approach each logic puzzle 
at the bottom of the screen. While 
these instructions never give away the 
answer, they do help you understand 
what you are trying to achieve. It is also 
possible to skip the puzzles altogether. 

In terms of its length, Catch Me 
When You Can offers a fairly satisfying 
experience. If you play the game 
without utilizing the help functions very 
frequently, you can expect to reach 
the ending in about four to five hours. 
During that time, you will go through 
good variety of locations in London and 
Chicago, solving a substantial number 
of puzzles along the way. Given the 
scope of the story, the length of the 
adventure feels very appropriate. The 
ending sequence, while brief, provides 
good closure to the story, with all the 
major questions that arise during the 
investigation answered.

In the end, Angelica Weaver: Catch 
Me When You Can is a very enjoyable 
experience. The game offers a likeable 
protagonist, good variety of puzzles, 
diverse set of locations spanning two 
time periods, and a fairly compelling 
story. Catch Me When You Can makes 
good use of Angelica’s powers as well 
as its modern-day and 19th century 
settings. The investigation remains 

interesting throughout and the fairly 
wide selection of challenges keeps the 
game from becoming tedious. If you 
are in the mood for a casual adventure 
with a strong atmosphere, fun story, 

and a solid sampling of puzzles, 
Angelica Weaver: Catch Me When You 
Can is certainly a good option. Here’s 
hoping there will be other cases for 
Angelica to investigate soon. 

BRIGHT MOMENTS:
Compelling story, good protagonist, great 
visuals, and a fitting suspenseful atmosphere.

FUMBLES IN THE DARK:
A few of the transitions between chapters 
could be handled better.

VERDICT:
A solid casual adventure.
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Catch Me When You Can certainly 
delivers in its visuals. Each location 
you visit in Chicago and London 
is depicted with beautiful and 
detailed backgrounds. The dark 
gloomy tones used throughout the 
game help elevate the atmosphere. 
The fog and otherworldly hue that 
permeates the London scenes are 
an especial ly nice touch. They 
make the 19th century locations 
seem rather surreal and add to 
the feeling that Angelica may not 
actually be traveling through time 
and space, but rather experiencing 
a very powerful vision. Similarly, 
the sound effects and music add 
to the atmosphere. The music is 
never overbearing or intrusive, 
adding to the feeling of suspense 
without being distracting.

In terms of the puzzles, the game 
offers a variety of inventory-based 
challenges, hidden object hunts, and 
logic puzzles. While there are multiple 
hidden-object sequences that must be 
navigated, do not expect an endless 
series of item hunts in Catch Me 
When You Can. You will not spend the 
majority of your time sifting through 
long lists trying to identify tiny items 
in tangled messes. Instead, the game 
is much more focused on inventory-
based puzzles. During any given 
chapter, you will be confined to a 
relatively small number of screens. 
In general, you will first search these 
screens for inventory items and then 

use those items to find clues about the 
case or gain access to additional areas. 
As such, Catch Me When You Can feels 
more like a traditional adventure game 
than many other casual adventures.

Sprinkled between the object hunts 
and inventory-based challenges are 
the logic puzzles. Catch Me When You 
Can offers a variety of these puzzles. 
Some of them, such as the simplified 
Sudoku game, may be familiar to 
most players. However, there are also 
some fairly novel challenges such as 
the puzzle involving manipulating 
a series of ropes to knock down 
hooks. For me, the only problematic 
puzzle was a sequence that involved 
stacking objects on top of each other 
to reach a window. At the beginning 
of the puzzle, the items you need to 
stack are scattered on the ground. 
You need to drag each object under 
the window and rotate them into 
the right position to be stacked. 
The dragging and rotating is rather 
slow, making the experience a little 
tedious. Fortunately, this was one 
out of the many puzzles in the game 
and the issue did not substantially 
detract from the overall experience.

In general, the inventory-based 
puzzles, hidden-object hunts, and 
logic puzzles are all straightforward. 
Other than the occasional inventory 
item you may overlook, the puzzles 
should not pose a substantial 
challenge to seasoned adventurers. 
Neverthe less ,  i f  you  do  get 
stuck, the game has several help 
features to get you through a given 
challenge. The first help feature is 
the collection of 52 dreamcatchers 
spread throughout the game. These 
items allow you to get hints about 
the current inventory-based puzzle 
or object hunt. For instance, if you 
can’t figure out where to go next or 
what to do to make progress, you 
can click on the hint button near 
Angelica’s portrait. The game will 
then direct you step by step toward 
the next item you should find or the 
inventory item you should use.

During object hunts, an additional help 
function is available. You can click on 
the items on the list to make Angelica 
use her powers and conjure a mental 
image of the object. The image will be 
all black, but that’s usually sufficient 
to give you an idea of what to look 
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Broken Age: Act 1 is the first half of Double Fine’s Kickstarter adventure game. It was released to the 
public in late January, 2014, after Kickstarter backers got an early taste; The second chapter is due on 
some unspecified date later this year. Broken Age’s first claim to fame came long before this, when it 
was the most successful Kickstarter to date by a large margin, raking in many times more money than 
they had hoped for at $3.5 million. It sort of launched the following Kickstarter crase that quickly saw 
other projects hitting milestones in the millions of dollars, and funding huge professional games by 
both new and classic developers. But there is more, this was to be the first full, undiluted, adventure 
game that Tim Schafer worked on since Grim Fandango; My Schafer being the creative genius behind, 
not only Grim Fandango, but also the legendary The Secret of Monkey Island series and Full Throttle.

Broken Age
Act 1

Genre: adventure Developer/publisher: Double Fine 
Release date: January 28, 2014 
Platforms: Windows, Mac OSX, Linux, Android, iOS, Ouya 
Website: http://www.brokenagegame.com
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did not know what to think when 
going into Double Fine’s Broken 
Age: Act 1. I have not been following 
the documentary series, nor any 

other in-depth look at the game, both 
pre and post release. I did know that it 
was supposed to be in the classical style 
and that the game was separated into 
two parallel stories of the protagonists, 
a boy on a spaceship and a girl in a 
fantasy land. Now having played it, I am 
not sure where the classic style comes 
in; It is decidedly modern. It does not do 
anything overly new, being a generic 
point and click adventure in gameplay 
style, but it has no specific features or 
flavors of the old. It has tablet styled 
controls, easy gameplay, and extremely 
streamlined interaction; Hallmarks of 
the unabashed modern adventure.

The two protagonists, their gameplay 
and storyline, are completely separate 

and playable in any order. You 
can switch between them at any 
time, or play one all the way 
through before you move on 
to the other. One of the two 
protagonists, Vella, is a young 
girl approaching adulthood, 
who lives in a magical fantasy 
land. She is being forced into a 
dangerous role by her family and 
village, so she runs away to escape 
her fate; Most likely dooming her 
family and village to total destruction. 
Conversely, the young man is being 
stifled in his advanced spaceship 

by a pair of stifling AI parents; 
Who seem incapable of noticing that 
he has completely outgrown their 

overprotective attitudes and childish 
games. He will do anything he can 
to escape their ever present gaze 

and encounter real danger. 
These parallel stories are quite 
engaging; The protagonist’s 
worlds and their places in 
them are interesting, 

enjoyable, and full of whimsy. Vella, for 
example, spends most of Act 1 literally 
in the clouds, in a colony of birds and 
cultists; At the same time, the boy, 

Review by Jonathon Wisnoski

Looking as though it were hand drawn in delicate pastels, then 
animated with storybook papercra�, the game is immediately 

resonant of a lavishly illustrated children’s picture book.
(Rock, Paper, Shotgun)
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Broken Age: Act 1 is the first half of Double Fine’s Kickstarter adventure game. It was released to the 
public in late January, 2014, after Kickstarter backers got an early taste; The second chapter is due on 
some unspecified date later this year. Broken Age’s first claim to fame came long before this, when it 
was the most successful Kickstarter to date by a large margin, raking in many times more money than 
they had hoped for at $3.5 million. It sort of launched the following Kickstarter crase that quickly saw 
other projects hitting milestones in the millions of dollars, and funding huge professional games by 
both new and classic developers. But there is more, this was to be the first full, undiluted, adventure 
game that Tim Schafer worked on since Grim Fandango; My Schafer being the creative genius behind, 
not only Grim Fandango, but also the legendary The Secret of Monkey Island series and Full Throttle.

Broken Age
Act 1

Genre: adventure Developer/publisher: Double Fine 
Release date: January 28, 2014 
Platforms: Windows, Mac OSX, Linux, Android, iOS, Ouya 
Website: http://www.brokenagegame.com
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Shay, explores his advanced spaceship, 
which is decorated in a charmingly 
child friendly way. Overall, this story is 
very enjoyable, and well designed, but 
it does seem to contain some flaws. 
In particular, I was startled with how 
the AI’s treated you after you escaped 
your room. The game sets up this kid’s 
world as completely oppressive; Were 
even five minutes away from perfectly 
structured playtime, or mandated bed 
rest, is a miracle. You literally have to fool 
the AI to escape from your room, as you 
are not allowed out of bed. And then all 
that is gone. You have free reign all over 

the ship, you can do dangerous things, 
you can order the ship anywhere you 
want; And no one bats an eye, not 
you, nor any of the AI.

The gameplay has a great flow; 
It is partitioned into perfectly sized 
chunks, with new areas opening 
up at just the right time and a well 
engineered difficulty. It is not overly 
challenging nor ingenious in any way; 
But neither is it too simple and boing. 
This gameplay is not really about 
ingenious challenges, and enjoyable 
puzzles, it is more a structure for the 
story and overall experience; And 

at that it does a terrific job. The length 
of the game is somewhat influenced 

by the gameplay, and how quick 
you are with the puzzles; But it also 
has a lot of cutscenes, dialogue, 
and general story based length. 
Using this formula, Double Fine 

has created a game that seemed, 
at least to me, a lot longer than it 
really is. Each of the two chapters 
in Act 1 are only two hours long, 
but they each feel like entire 
games. Four hours is not a bad 
length for half of an adventure 
game, but it is not very long 
either; But in this case, there is a 

lot of content in those four hours.
The graphics of Broken Age are 

unarguably, at least as of this first 
act, its best feature. The game is 
illustrated with loving detail and 
the whole thing just exudes charm. 
It looks like nothing other than a 
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hand-drawn painting, with minimal 
animation. And the subject matter fits 
the story so well. There are too many 
great little details in Vella’s world, that 
add to its character and bring it alive, 
to mention, but I want to point out one 
feature of the spaceship that really 
made it feal real for me. A lot of it is 
made to look as if it were knitted out 
of yarn; His robotic play friends, parts 
of the ship, even the AI that controls 
the ship’s propulsion and its star maps; 
Then you go to the “bridge”, which is 
just a large desk with toy controls and 
a large nursery mobile. These details 
just serve to beautifully and vividly 
illuminate how the ship is just one big 
play pen, which you have outgrown.

If you backed the Double Fine 
Adventure because you were looking 
for some Monkey Island spiritual sequel 
you are going to be disappointed. But 
I think the average person is going to 

enjoy this casual adventure, and as an 
original Kickstarter backer I am happy 
with this first delivery; And if Double 
Fine comes back with another four 
hour adventure (with a similar quality) 

I will consider that a reasonable return 
for $15. But it is worth noting that it is 
currently selling for $25 dollars, which 
seems a little high to me; And you can 
get better adventure games for less. 

BRIGHT MOMENTS:
The beautifully illustrated graphics.

FUMBLES IN THE DARK:
The simple/casual gameplay could put off 
anyone looking for a classical experience.

VERDICT:
A great casual experience, so far.
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Shay, explores his advanced spaceship, 
which is decorated in a charmingly 
child friendly way. Overall, this story is 
very enjoyable, and well designed, but 
it does seem to contain some flaws. 
In particular, I was startled with how 
the AI’s treated you after you escaped 
your room. The game sets up this kid’s 
world as completely oppressive; Were 
even five minutes away from perfectly 
structured playtime, or mandated bed 
rest, is a miracle. You literally have to fool 
the AI to escape from your room, as you 
are not allowed out of bed. And then all 
that is gone. You have free reign all over 

the ship, you can do dangerous things, 
you can order the ship anywhere you 
want; And no one bats an eye, not 
you, nor any of the AI.

The gameplay has a great flow; 
It is partitioned into perfectly sized 
chunks, with new areas opening 
up at just the right time and a well 
engineered difficulty. It is not overly 
challenging nor ingenious in any way; 
But neither is it too simple and boing. 
This gameplay is not really about 
ingenious challenges, and enjoyable 
puzzles, it is more a structure for the 
story and overall experience; And 

at that it does a terrific job. The length 
of the game is somewhat influenced 

by the gameplay, and how quick 
you are with the puzzles; But it also 
has a lot of cutscenes, dialogue, 
and general story based length. 
Using this formula, Double Fine 

has created a game that seemed, 
at least to me, a lot longer than it 
really is. Each of the two chapters 
in Act 1 are only two hours long, 
but they each feel like entire 
games. Four hours is not a bad 
length for half of an adventure 
game, but it is not very long 
either; But in this case, there is a 

lot of content in those four hours.
The graphics of Broken Age are 

unarguably, at least as of this first 
act, its best feature. The game is 
illustrated with loving detail and 
the whole thing just exudes charm. 
It looks like nothing other than a 
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On August 23, 2012 The Serpent's Curse, the fifth Broken Sword title, was announced and a Kickstarter 
campaign, looking for $400K for its continued development, was launched. The Kickstarter went 
on to raise over double the asking amount, meeting and exceeding all stretch goals, as it quickly 
became one of the most anticipated adventure games of the year. But actually, one of the 
most exciting things about the Kickstarter did not even have to do with the fifth Broken 
Sword title; During its champaign, the developers, Revolution Software, announced that if 
they were to hit the target of $1 million they would officially greenlight a sequel to Beneath a 
Steel Sky. Even though they never quite made this target, the developers were happy enough 
with the the success of the Kickstarter to greenlight this sequel anyway.

evolution Software, the 
developers of this title as well 
as all previous Broken Sword 
games, are one of the oldest 

names in adventure still in the business. 
Initially founded during the heyday of the 

graphical adventure genre, Revolution 
cut their teeth on the classics Lure of 
the Temptress and Beneath a Steel Sky. 
They then went on to release the game 
they are most known for, and the start 
of this preeminent series, Broken Sword: 
The Shadow of the Templars. Over the 
following ten years the second, third, 

and fourth entries in the series 
were developed and released, 
amid a few other unrelated 
adventures; Entries three and 
four are noteworthy as they 
mark the series’ entrance into 
3D graphics. The Broken Sword 
series might not be at quite the 

Review by Jonathon Wisnoski

Genre: adventure Developer/publisher: Revolution Software
Release date: December 4th, 2013 
Platforms: Windows, Mac OSX, Linux, PlayStation Network, 
Android, iOS Website: www.revolution.co.uk/games/bs5/

Broken Sword 5
The Serpent's Curse
Episode 1
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not make sense. Now, I might 
give the game the benefit of the 
doubt and assume that the story 
has some reason for the masked 
murderer/thief to pick a helmet with 
a giant logo right on the front from 
a single small business and to not 

cover his large unique tattoo; 
But this excuse cannot be used for 
every problematic area. There 
is one significant section of the 

game where an artist is painting a 
picture with nude models. George 
and Nico recognize the models in 

same level of Myst or The Secret of 
Monkey Island but there are no other 
adventure games, I can think 
of, really comparable in levels 
of notoriety. One interesting 
thing to think about is that 
Revolution Software has 
been continually in business 
and producing Broken Sword 
titles since 1996, making the 
series eighteen years old and 
counting, with five titles all from 
the same developer. This makes 
it the longest continually running 
adventure game series I have ever 
heard of; And if we count remakes 
and ports, Revolution seems to 
have been constantly working 
on one Broken Sword title or 
another, all these years.

The Serpent's Curse throws George 
and Nico back into intrigue and action 
when a Parisian art gallery exhibit, they 
are both attending, is robbed and the 
owner killed. The killer gets away with a 
single painting, a seemly worthless one 
covered in religious Gnostic symbols. 
This puts both George, as an employee 
of the insurer, and Nico, as a reporter, on 
the case; A case that spans continents 
and which centers around a painting 
that hides an ancient religious mystery. 
The story overall is quite engaging and 
well told, but the details often just do 
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the painting, but also call it a forgery. 
How a painting that everyone agrees 
is very different from the original, and 
is not copied verbatim, is supposed 
to be a forgery, I am not sure. These 
inconsistencies do not overly affect 

the game, leaving it overall a 
very enjoyable story.

One of the best and I think 
most important decisions the 
team made early on was the 
art direction. While the last two 

games of the series had been in 
full 3D, that aspect never really 
got much traction with the fan 
base. So it was decided early on 
that they would go with a more 
character rich visual style with 
hand drawn backgrounds. These 
are in full HD, and are generally 
good. I think they probably 

made all the right choices, and it came 
out good, but no one is going to praise 
the game’s fantastic graphics; They 
are just a little bland. The team used 
3D models of the characters to create 
extremely fluid animations for them, 
while the hand-drawn backgrounds 
are almost completely static. In my 
opinion these graphics unfortunately 
lack some of the retro charm of the 
low resolution first two games, but 
they have stuck to the original style as 
much as possible; Producing characters 
and places that are very recognizable.
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We do not return to very many 
locations from previous games (though 
the game is still based around Paris), 
but we do see many return characters. 
The game definitely does not shy away 
from its backstory, and it is packed 
full of references, injokes, and return 
characters that will be a special treat 
for fans of the series. I originally played 
through episode one without any prior 
knowledge of the Broken Sword series, 
and was able to appreciate this simply 
because it made the dialogue and 
characters so much more real, with a 
history that you may or may not know.

The gameplay, which lasts about 
six hours, is similarly well done in a 
generally generic, not overly exciting 
sort of way. The game has a pretty 
consistent moderate difficulty level, and 
is chock-full of reasonable and enjoyable 
puzzles. The only real complaint I have is 
the gameplay seems a little too linear for 

its story, which could benefit from 
being slightly more open ended. 
I have not been painting The 
Serpent’s Curse in a very good 
light, which does misrepresent 
the game. None of the 
individual parts of the game 
are exciting in themselves, but 
as part of a whole they work 
well, creating a good adventure 
game. It is a well told, exciting, 
and enjoyable experience. And 
most of all, It works well as 
both a stand-alone and as part 
of the Broken Sword series. I 
originally played through The 
Serpent's Curse without any 
prior experience of the series 
and it was a fun game that 
motivated me to finally give 
the original classics a try. Having 
played some of the rest of this 
series I can now say that in my 

opinion this newest entry fits 
in the series well, but it is 
a very modern adaptation. 
Much of the challenge and 
humor has been removed, 
creating a blander game, 
but also one that will be 
accessible to more people. 

Compared to the original 
Broken Sword adventure, The 
Serpent’s Curse (or at least 
just this first part of it) does 
not fare well; It is simply 
not as good as the original 
games, but it is still a good 
game. Part two is currently 
in the works, as of this 
writing, but is scheduled to 
appear anytime, 
s o m e t i m e 
w i t h i n  t h e 

first quarter 
of 2014. 

BRIGHT MOMENTS:
The nostalgic reunion with all your favorite 
Broken Sword characters.

FUMBLES IN THE DARK:
Some of the story elements just do not make sense.

VERDICT:
A solid offering.
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that they would go with a more 
character rich visual style with 
hand drawn backgrounds. These 
are in full HD, and are generally 
good. I think they probably 

made all the right choices, and it came 
out good, but no one is going to praise 
the game’s fantastic graphics; They 
are just a little bland. The team used 
3D models of the characters to create 
extremely fluid animations for them, 
while the hand-drawn backgrounds 
are almost completely static. In my 
opinion these graphics unfortunately 
lack some of the retro charm of the 
low resolution first two games, but 
they have stuck to the original style as 
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The Blood Legacy is the second title in the latest episodic series, which comprises the most recent 
chapter in the franchise of Dracula video games by Microids, the franchise that started with 
Resurrection (2000), The Last Sanctuary (2000), and The Path of the Dragon (2008). It was released 
on November 29, 2013 for PC and Mac, and continues the story right from where we left on in 
The Shadow of the Dragon. It ends in a far more final way than the first episode did, while still 
somewhat implying a sequel; But unlike the previous game it does not promise a sequel.

Dracula 5:
The Blood Legacy

Genre: adventure Developer: Koalabs Publishers: Anuman Interactive Release date: December 2, 2013 
Platforms: Windows, iOS, Android Website: http://www.dracula.microids.com/EN/game-dracula-5
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av ing  j u s t  recove red 
the painting rumored to 
portray Dracula,  E l len 
Cross is back in England, 

at the Metropolitan Museum of Art, 
where she works as an art restorer. 
This painting will lead her to the 
ancient order of The Shadow of the 
Dragon, and eventually to Dracula 
himself.  The game offers two 
endings with a 3-4 hour length.

It could be because I am coming 
into this with drastically lessened 
expectations, but I  found The 
Blood Legacy somewhat decent, 
disregarding the price. It is still a 
ridiculously expensive game, but 
the graphics and gameplay are 
slightly better. We still have the 
problem of it being an episodic 
adventure without advertising 
the fact. At least this time around 
people who have read reviews 
of the first game know what to 
expect; But if you have not you 
could be stuck with a half a game, 
that is missing the beginning, and 
to which you paid $20+ and only 
got three hours out of.

T he  B lood  Legac y  has 
generally bland graphics, 
but they do get pretty 
good in some locations, 
and are universally 
of a good technical 
quality. We also get a 
full voice cast, and 
many cutscenes, 
a l l  i n  t h e 
framework of this 
freelook node-
based adventure. 
Add i t iona l ly,  the 
puzzles are actual ly 
q u i te  d e ce n t .  We 
are sti l l  treated to 
the  s ame  id io t i c 
medic ine system, 
but at least this time 
they do not have us 
scarfing down apples 
to delay the spread 
of a deadly incurable 
disease.

Review by Jonathon Wisnoski

H
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If you liked The Shadow 
of  the Dragon  you wi l l 
love this casual adventure; 
Unfortunately, that would 
also mean that you probably 
have something wrong with 
you. All joking aside, if the 
price does not scare you 
away, and you are looking 
for a short casual adventure, 
this is a good short casual 
adventure ;  Which  even 
throws off the stereotype of 
casual adventures needing 

to be full of hidden object 
puzzles. But there is nothing 
here to attract or entertain 
someone looking for a full 
serious adventure. If this 
game had been advertised 
a s  a  fo u r  h o u r  c a s u a l 
adventure, and the second 
in an episodic adventure, 
and had had a price tag of 
five to ten dollars; It would 
be a good game; Not really 
my cup-of-tea, but a good 
or even great alternative to 
those modern hidden object 
games. As it stands, I cannot 
recommend it to anyone. 
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BRIGHT MOMENTS:
Noticeably better than the last game.

FUMBLES IN THE DARK:  
The price, the length, the deceptive name.

VERDICT:
A decent casual adventure, with horrible 
marketing.
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If you liked The Shadow 
of  the Dragon  you wi l l 
love this casual adventure; 
Unfortunately, that would 
also mean that you probably 
have something wrong with 
you. All joking aside, if the 
price does not scare you 
away, and you are looking 
for a short casual adventure, 
this is a good short casual 
adventure ;  Which  even 
throws off the stereotype of 
casual adventures needing 

to be full of hidden object 
puzzles. But there is nothing 
here to attract or entertain 
someone looking for a full 
serious adventure. If this 
game had been advertised 
a s  a  fo u r  h o u r  c a s u a l 
adventure, and the second 
in an episodic adventure, 
and had had a price tag of 
five to ten dollars; It would 
be a good game; Not really 
my cup-of-tea, but a good 
or even great alternative to 
those modern hidden object 
games. As it stands, I cannot 
recommend it to anyone. 
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“Celebrating the 20th anniversary of Myst!” Cyan has released a remake of a remake with 10 year 
old graphical tech. But this is not all, realMyst would not be realMyst without its long tedious 
loadings screens and jerky frame rate, so this remake brings that all back with a game that requires 
an absolute top of the line current gaming rig to even run.

Genre: adventure Developer: Cyan Publishers: Cyan Release date: February 5, 2014 
Platforms: Windows, Mac OSX Website: http://cyan.com/games/realmyst-masterpiece-edition/

realMyst:
Masterpiece Edition
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riginally released in 1993, 
Myst  h i t  the gaming 
community by storm, 
founding a dynasty for 

itself with several sequels, an entire 
genre dedicated to replicating its 
greatness, and of course bucket-
loads of ports and many remakes. 
First came Myst : Masterpiece 
Edit ion ,  which upgraded Myst 
with almost imperceptibly better 
graphics; So imperceptible entire 
articles have had to be written just 
to assure people that while you 
cannot really tell the difference 
with the naked eye, it is there. 
Next in 2000 came realMyst, a tech 
demo of their in development 3D 
Uru engine, which also served as 
a complete remake of Myst into a 
fully 3D game. realMyst also added 
a few extremely minor game 
elements, such as lighting and a 
day-night cycle, in addition to the 
small bonus age that opened up 
after you finished the game.

realMyst: Masterpiece Edition 
(rM:ME) is just realMyst brought 
into the modern age for system 
requirements and with the 
graphics that still look like 
they are from the year 2000. 
It looks like they used the 
exact same models from 
the original release, and 
just  cranked up the 
amount of shadows; 
making the game so 
dark in some areas 
t h a t  t h ey  h ave 
also necessitated 
t h e  i n c l u s i o n 
of a f lashl ight . 
rM:ME also adds in the 
ability to play the game with 
the same node-based movement 
as the original, and adds motion 
blur to the “Free Roam” mode. 

They have also slightly changed 
the controls for “Free Roam” 
movement ,  making i t  a lmost 
impossible to move around.

I have gone on record 
b e f o r e  s t a t i n g 
my  p re fe re n ce 
of Myst:ME over 

r e a l M y s t ,  e v e n 
while l iking a few 

of the additions of 
realMyst. As it stands 

now, rM:ME is not even 
as good as realMyst, and 

my suggestion stands at: 
just play Myst: ME . If in 

the future Cyan (at least) 
fixes the controls, I would say 

rM:ME could be slightly better 
than realMyst, but still not worth a 
new playthrough or the expense. 

by Jonathon Wisnoski

I only saw realMyst after it was released. As a remake, it was a lapse of reason and 
directionless; overt merchandising of the original Myst. It definitely wasn't how we 
originally envisioned Myst, as was promoted.

- Robyn Miller, Refering to the original realMyst in 2000

“ ”

O

Unfortunately, to really fix rM:ME they 
would have to do a complete overhaul and 
remake the entire thing; Maybe in another 
ten years we will get a Myst remake actually 
worth buying and replaying. 
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