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Basic Information

The game “The Elder Scrolls IV: Oblivion” was developed by “Bethesda Softworks” and published by “2k Games” and “Bethesda Softworks.”  Oblivion was released on March 20, 2006 with an initial ESRB rating of teen (13+).  The ESRB rating however was soon changed to Mature (17+) mainly due to a third-party nude “skin” mod for the PC version, as well as lesser reasons such the use of alcohol, and some very violent assassin quests relating to murder and the associated blood and gore.  The game is a single player role-playing game or rpg set in a classic medieval fantasy world, but can be better described as an “action rpg.”  The game work best in a first person view, but third person is also available.  The game is not turn-based like some rpgs such as the final fantasy games, nor is the combat simple and similar to massive online rpgs such as “World of Warcraft” or “EverQuest.”  The game sells currently for about 60 dollars for both the PC and Xbox 360, and 70 dollars for the collector’s edition.  An Xbox 360 is simply needed for that version of the game.  As for the PC version, the minimum system requirements are a 2 Ghz processor, 512 MB of RAM, 128 MB of video memory and 4600 MB of hard drive space.  Recommended system requirements for the PC however state that a 3 Ghz processor is needed with 1024 MB of RAM and the latest videos card currently available.  I played the game using the Xbox 360 version.

Game Summary

As I earlier stated, Oblivion is a action rpg, not-turn based or similar to combat in “World of Warcraft” or “EverQuest.”  Every attack whether a weapon or magic is based on your own ability to aim, which determines a hit or miss rather than certain attributes that affect such things like in other games.  Like an rpg however, you still gain levels, modify your own attributes to gain greater skill in areas; as well as choosing a personal style of play.  You can play as a fighter, assassin, thief, wizard type or a mixture of all over time.  You can also even become a vampire if bitten by one, which radically changes your playing style based on how most think of vampires.  Your actions, whether finishing grand quests to killing an innocent NPC, stealing items, or trespassing can result in fame or infamy.  And you may be confronted by imperial guards and must choose between going to jail, paying a fine, or actually resisting arrest.  You can also buy horses and real estate.  Another major feature of the game is it’s immense world of cyrodiil, estimated to be about a 16 square mile virtual world filled with cities, town, caves, dungeons, mines, ruins and various other hostile locations in which the player can choose to explore at any time.  Another feature is that the world is filled with numerous non-hostile NPCs (non-player characters), each of which actually talks with sound instead of just text speech.  The player may also obtain quests from them, and play mini speech games in order to find out information.  There are however a limited number of voice actors for the hundreds of NPCs, so many will actually have the same voice.  To begin the game you must choose a race, which includes various humanoid variations, elf variations, and others such as cat and lizard types as well as orcs.  Each race offers unique advantages and disadvantages with certain skills and abilities.  Your must also choose a birth sign that also may give you an extra ability or modify your attributes.  You must also customize the character face, with many options to alter the tiniest details of the characters head and face.  It can actually take some time to create one the player likes.  You then begin the game in a prison, and soon meet the king and his guard who are trying to escape assassins.  You tag along and soon witness the king’s death.  Your character is then entrusted to find the King’s last son, the heir, and restore him to the throne.  The main antagonist’s are a cult that worships the character Mehrunes Dagon, roughly described as sort of a demonic prince from the other plane of Oblivion, which has gates that open all over the world in which you play.  Oblivion is best described as a hellish place, filled with more demonic looking enemies than what is in cyrodiil.  And the only way for the character Mehrune Dagon to enter cyrodiil, is there not to be a king on the throne.  There are also a wide variety of uniquely modeled enemies to fight.  From other races you can choose, to various natural animals, goblins, zombies, ghosts, and other undead, demon-like daedra and other well known mythic creatures like minotaurs and trolls. There are numerous quests to discover on your own, as well as a series of major quests relating to the main storyline, as well as 4 other big quest series that are given by the 4 major guilds in the game.  In the initial quest with the king, you are asked to clarify aspects of your character, most importantly your character’s class.  A number of classes are described, all of which are rather under whelming in terms of power, which especially becomes apparent to those that start to level up and face more difficult enemies.  It is best for the character to create their own class based on their own skill preferences, and even give it a name.  A character is determined by its main two attributes, which consist of 8 (strength, intelligence, willpower, agility, speed, endurance, personality and luck).  The character is however more importantly described by its main 7 skills out of the total 21.  There are the 7 combat skills: block, armorer, heavy armor, blunt, blade, athletics, hand-to-hand; the 7 magic skills: destruction, alteration, illusion, conjuration, mysticism, restoration, alchemy; and lastly the 7 stealth skills: security, sneak, acrobatics, light armor, marksman, mercantile, speech craft.  Each of the skills is governed by one of the 8 attributes, which determine leveling.  Each skill level also ranges from 0-100, and new special abilities regarding each skill become unlocked at 25 increments (25, 50, 75, 100).  To level you must improve any combination of your 7 main skills by a total of 10 points.  Upon leveling, after your character sleeps, you are asked to increase 3 of the 8 attributes by  +2 - +5 modifiers, with an attribute cap of 100.  Each of the modifiers ranging from 1-5 is determined by how many times you increased a skill governed by that attribute whether it is a main or secondary skill of your characters.  For example, if only one strength skill increased by one, you get a +1 modifier choice for strength.  For 1-4 strength skill increase, a +2 modifier, for 5-7 a +3 modifier, for 8-9 a +4 modifier, and for 10 or more +5.  This system can be relatively complicated and can cause problems for some people, which I will describe later.  Given all of these customizable aspects, from race, class, and skill choices, there is an incredible amount of different characters to create.  As for the manual, it seems rather inadequate for this game with all its details and content.  The manual covers most aspects of the game only briefly, with little strategy and does little to fully explain the leveling system I described above.  I personally had to view game guides online to fully understand all aspects of the game.  Despite many rpgs having confusing interfaces describing the character to more casual players, I think Oblivion does a good job of organizing all relevant information regarding the character in an organized manner.  Your actual playing screen displays all relevant information in a way that does not block your viewing.  Your character menu is also categorized well into 4 main sections: your personal stats, inventory, magic, and maps/quest.  The world in which you explore is quite beautiful with some of the best-looking graphics in this genre; especially the well-detailed foliage and sky whether during the day or at night.  The lighting and fog effects outside areas, but especially in places like dungeons where it can especially create great atmospheres.  The music and sound effects are also well done, with the music’s classic symphony scores even obtaining awards.  Also, most of the game’s environments are fully interactive; and every independent object that looks moveable or actually is.  The game’s physics also seem realistic enough, and all objects are able to be picked up, taken, thrown and dropped and act in a realistic fashion.  Enemies also die in a rag doll like fashion, and are also moveable and persist after death instead of just fading away like in most games.  Other features include mini games like lock picking, speech games with NPCs, and alchemy, which combines various ingredients you find in the world or from enemies to make potions.  A player can also save their progress at any time in the game, and returning at the exact spot and time when it’s loaded.  Each time your character enters or exits a place, the game creates an auto save, so that you may undo short-term mistakes.  Lastly, depending on the skill of the player, there is a difficulty-sliding bar accessible at any time in the menu to decrease or increase the difficulty of enemies, even between fights if the player wishes to do so.  The game lacks any multiplayer for both the PC and Xbox 360 version.  You can however download new content and areas periodically for a fee.  It would have been nice to at least have small pvp matches available to test your character against others.

Game Review

The fun thing about this game is that there is so much to explore and discover.  Combating enemies is fun because fighting is in real time, not turn-based, and not completely determined by statistics, but your personal aim and skill as in a first person shooter game.  There are a number of weapon fighting styles, stealth, bow and arrow shooting, the ability to block with shields, and cast spells many types of spells; so each battle encounter may require some strategy, especially if fighting numerous enemies at once.  A player can also play this game as if it were a pure action, stealth, or magic using game.  Each enemy encounter also feels unique, whether its an annoying spell caster, some sort of unrelenting undead that is hard to defeat, or a large hard hitting creature like an ogre or minotaur.  Traveling through the same areas may take some time in such a large world, but there is the ability to fast travel instantly anywhere, and only taking the time that’s calculated by your current speed, whether on foot or on some type of horse.  There are frequent loading times encountered when traveling outside, and a rather bland loading screen when entering a area such as a dungeon, house or another room, which can sort of take you out of the world your exploring.  The Xbox 360 version is quite reliable since the system is the same for anyone, but the PC version would probably benefit with the latest hardware, which is an expense in itself.  Like I mentioned before, the manual is lacking in fully describing all aspects of the game, especially the leveling system.  One design flaw I believe exists is the leveling system has is that is punishes the player for choosing 7 skills that the player likes the most and will use the most.  Because the character will level quite fast, which means there is a good chance not enough of all the skills will increase during the last level to increase the attributes significantly enough.  So probably only +2 modifiers will be available instead of +5 modifiers.  So eventually the player may be fighting incredibly hard enemies, and may have to resort to using the difficulty-sliding bar, or simply starting over at around level 10.  A player with enough knowledge can overcome this my selectively choosing their main skills, and planning ahead of time what to only use and thus create a strong character; however that in itself can become quite boring to most casual players.  The lack of Multiplayer is another flaw, mostly due to the fact that many games currently are online compatible and is the trend for almost all future games.  It is similar in most respects to other rpgs, but improved in almost every area.  The graphics remain outstanding even while keeping a large and fully explorable world.  Most rpgs just present NPCs communication in text, but in Oblivion, all communication is by voice, with good voice acting as well.  Even every detail such as the mini game skills or environment interactions is well done.  There are numerous books in the game that the player can actually pick of and read through and learn about the game world, if they wished to spend their time doing that.  However one minor problem in most humanoid NPCs remain expressionless when speaking unless there are specific reasons not to be and those may only last seconds.  While the game is rated for 17+, it basically has the same content found in most 13+ game, so I would say its for teens to adults.  This game probably is not for smaller children under 10, since there is violence and blood, as well as some very adult dialogue relating to murder.  Much of the game probably would not even be enjoyable for younger children due to its more complicated nature and slower pace game play.

Summary

Overall this game is worth purchasing and should be experienced by most game players.  Its strength relies on its immense content and replay-ability in discovering new things and areas, although there is no true endgame.  Because of the ability to customize your character, there are numerous play styles, which in a sense sometimes feels more like an action, stealth or shooter game instead of an rpg.  The leveling system is unique, and probably would benefit from having a better description in the game or manual.  The graphics, sound, voice acting, enemy variety, interactive environment and story and quests all add up to a rich experience.

