BASIC INFORMATION

· GAME TITLE





Planescape: Torment

· COMPANY AND AUTHOR



Interplay - Black Isle Studios

Lead Programmer: Dan Spitzley

Lead Designer: Chris Avellone

· TYPE OF GAME





Two – Dimensional, Single Player Adventure Roleplaying Game

· PRICE


$ 14.99 on Amazon.  When purchased new in 1999, it cost around $50.

· MINIMUM STATED HARDWARE REQUIREMENTS



Windows 95/98 CD-ROM

DirectX 6.1 or better

Pentium 200 MHz w/ MMX or faster

32 Megs of RAM

650 Megs of available Hard Drive space

8x CD-ROM or faster

4 MB SVGA Video Card

· HARDWARE RECOMMENDED


Windows 95/98 CD-ROM

DirectX 6.1 or better

Pentium 266 MHz w/ MMX or faster

64 Megs of RAM

800 Megs of available Hard Drive space

12x CD-ROM or faster

4 MB SVGA Video Card or better

GAME SUMMARY

· QUICK OVERVIEW

Planescape: Torment is a two-dimensional adventure open-ended roleplaying game.  The main appeal is that your character is created by you at the beginning of the game, and can change based on how you interact with other characters and the story line.  The story line is very complex and interesting, with a detailed plot that continues to unfold as you play further.  You begin play as an amnesiac nameless immortal on a quest to discover his past.  The game is based on Dungeons & Dragons, but the player doesn’t need to be familiar with that game system to play this.

The setting is in the other-planar city of Sigil, which connects to a multitude of different dimensions, each with their own unique environment.

· STORY LINE

You wake up in a mortuary with no memory of your past identity.  Your only ally is an animated skull named Morte.  The immediate goal is to get out of the mortuary and to safety.  After that, you are on a quest to find out more information on who you are, how you got to the mortuary, why you can’t die, and what your role in life is.

· PLAYER’S ROLE

You control The Nameless One, the protagonist of the story.  Throughout the game, you will also gain companions that will fight at your side.  There is a combat and formation menu that will allow you to control these characters and direct their actions.

· INSTALLATION

The installation procedure is fairly straightforward.  There are 4 CDs included with the game, but only the first one is needed for the install.  If you are installing DirectX with the game, it’s recommended to restart your computer, but it’s a fairly quick process with the typical install.  To play the game, you need to have disc 2 in the CD drive to start, since that’s where the sound & game files that weren’t loaded are kept.

· USER INTERFACE

The User Interface is not terribly intuitive as a whole. Moving around your characters is easy, just point and click. However, they move fairly slow unless you go into the game settings and turn on the “always run” feature.  In addition, if you wish to interact with another character, you can activate the default action (usually talk) by just clicking on them.  But if you want to do something else, like attack, you either need to hit a hot-key, or right-click to bring up a menu of various choices.  While the menu is a good idea, it takes up too much of the screen.

There are different screens for the various options you might need to use.  Examples include an inventory screen, for managing your items, and a map screen to see where you have been.

The inventory system is a little difficult to use.  You have to ready certain items and put them in a quick draw area that will let you hit keys to use them quickly.  But even early on, your party will accumulate a large amount of items, and it can be hard to keep straight what items go where.

· GAME PLAY

This is a single player game only.  Most of the action is controlled by the mouse, but there is the option of using certain keys as hotkeys to avoid spending significant time navigating through the menus with the mouse, which speeds the game up in situations where reaction time is important.

· SCORING

There is no scoring in the game.  Your saved games tell you how far you are in the game, but since this is a game where the goal is to complete it, there’s no high scores to compete against.  The only thing close to a score is your character level.  As you complete more goals and slay more creatures, you get stronger, and your level increases.

· ARTWORK

Even though the game is three years old, the graphics are still very impressive and do a great job of lending the appropriate atmosphere to the game.

· SOUND AND MUSIC

The game has a stereo soundtrack that is appropriate for the mysterious plot of the game.  In addition, the special effects sounds are high quality.  There is little voice acting, but it is well done.  I found myself wanting more voices instead of just text on the screen.

· SPECIAL FEATURES

I couldn’t find any specific special features in this game.  The character generation process was quite impressive however.  You assign initial characteristics to yourself, and these help dictate what sort of character you play.  For instance, a high strength makes you more likely to fight your way through an encounter, whereas a high intelligence will give you more menu options to talk your way through.

· MANUAL

This game was borrowed from a friend, who lost his manual.  So I can’t comment on that.

· BUGS

I haven’t encountered any bugs throughout the game play and evaluation period.  However, I have been told there are certain areas where the game can freeze up under certain conditions.  There is a patch for this available.  In addition, there are some items that, if not brought along to a specific level, .can stop you from advancing further.  The only way to continue on is to restart from a previous saved game.

GAME REVIEW

· GOOD (FUN) PART OF THE GAME

This game does an excellent job of creating a believable and interesting setting.  Not knowing anything about your background makes it fun to watch as your history unfolds due to your actions.  The fact that your actions and style of play dictate how the game unfolds means that once the game is beaten, it can be played again in a different style and seem like a very different game.

· BAD (NOT FUN) PART OF THE GAME

There are not any options to change the perspective of game play, so controlling multiple characters is only easy when they are all very close together.  This makes tactical combat quite difficult.

· COMPARISON TO SIMILAR GAMES IN THE SAME GENRE

The concept of character creation and having other characters joining your party is common to all games based on Dungeons and Dragons.  However, Planescape: Torment has a significantly more interesting plot than any other game of its type that I’ve played.

· WHY IT IS BETTER

I really enjoy the fact that there is a such an intriguing plot.  It’s obvious that the developers didn’t design this game just to take advantage of new technology, but actually had the writer working closely with the programmers.  It’s a very open-ended game, with different endings based on how you have developed your character throughout the game.

· APPROPRIATE AUDIENCE

The game is rated T, for teenagers and over, and I feel this is appropriate.  There is enough violence, with a gothic feeling that could be too intense for younger children.  In addition, it is fairly complex, and requires a long attention span.

· DESIGN MISTAKES

The only major complaints I have is that there are no options for changing the zoomed in overhead view, and the load times can drag a bit.

SUMMARY

· STRENGTHS AND WEAKNESSES

The plot and flexible storyline is obviously the main strength.  The graphics and sound are quite good for their time, but since this game is three years old, they have been surpassed by newer games.  However, they are more than good enough, and do an excellent job of setting the scene.

· WORTH PURCHASING

I absolutely feel this game is worth purchasing, especially since it is now available for only $14.99

· HOW TO IMPROVE

One way to improve this game would be speed up the load times.  While 5 to 10 seconds doesn’t seem like a long time, it can jar the player out of the mood that that game was evoking.  In addition, a slightly more intuitive menu system would make combat easier.  












































































































































































