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ELCOME TO
KinGg’s Quest VII, IN THIS,
SIERRA ON-LINE'S 15TH
YEAR! [ HAVE TO ADMIT, |
REALLY LOVE THIS GAME,
AND I THINK YOU WILL
TOO. IT HAS FANTASTIC ART,
INCREDIBLE ANIMATION, AN
EXCELLENT AND INVOLVING
STORYLINE, AND TERRIFIC DIALOG. WELL, THAT’S MY (SLIGHTLY
BIASED) OPINION AS CO-DESIGNER, ANYWAY. I'M SURE YOU'D

RATHER HEAR FROM ROBERTA WILLIAMS...

Introduction
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So the project was finally winding down (at least in the design phase). |
invited Roberta out to lunch to talk about the seventh King's Quest game.
We were relaxing over pasta and iced lattés, talking about dogs and kids,
maovies, books and games. We caught up on our chatting (which we're
wont to do whenever we get together—just ask Ken), and then it was
time to get to work. | pulled out my handy-dandy pocket tape recorder

and plunked it on the table. Roberta leaned back in her chair, smiling up at

the (rarely) blue Seattle sky as | asked her the first question.

Robwerta Willims,
cresrtor of the Lorelei: | can't believe the King's Quest series is up to seven! We've come a

e e long way since Quest for the Crown. How would you say this King's Quest is
different from the KQs that have come before it?

Roberta: This King's Quest has very different animation. | would call it feature-film
style, which is a different thing for King's Quest. It also features two protagonists,
which is different and unique for the series. Both of them happen to be female,
which | think is an interesting twist. | think having female protagonists added a
softer, more whimsical
approach to the game.

Lorelei: Less bashing and
more thinking?

Roberta: Yeah. Less of
King'’s Creest I - CGA King's Chrest VI €D the macho element. But |
think players will find the
puzzles just as challenging and fun. Let's see, how else is it different? Well, it's
written in chapters, which you can play in any order. You can skip around, like a
book. Although King’s Quest VII has a continuous storyline, each chapter is
complete in and of itself. They're almost like little mini-games within the larger
game. You also alternate characters with the chapters: You're Valanice, then Rosella,

then Valanice, and so on. Of course, they do come together at the end...

Lorelei: 50 it's more conducive to people’s active lifestyles. They're not faced with
a huge, endless-looking game; they can actually see goals, and gauge their progress
through the chapters.

Roberta: Yes. Absolutely. But it's still a complete, rich storyline, and a long,
satisfying game. The story is more compelling than previous King's Quests, and the
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art is more like an animated feature film than what people think of as “computer
art”. | think this one will be a hit in the mass market.

Lorelei: One thing that people always seem to notice about King's Quest is that
vou put a lot of yourself into the game; plenty of fun and humor. What is your
favorite part of the game design process?

Roberta: Hmm. | think my favorite part is coming up with the story at the
beginning. You know, thinking about what is this story, who is the character, what
are they going to do. It's almost like playing a game yourself. Sometimes when you
start, you don’t know how the design is going to end. It’s Kind of a weird, vicarious
way of playing your own game before anybody else does. (laughs) In fact, after
writing these games, | find it anticlimactic to play someone else’s adventure game.
I'd rather be designing!

Lorelei: Do you have a favorite part of King's Cuest VI?

Roberta: Give me a minute. I've been so immersed in Phantasmagorial* (laughs)
Oh, gosh. | think the Troll Underground is so much fun. I like all the trolls; they
have a lot of personality. | also like Ooga Booga a lot.

Lorelei: That's my favorite part.

W~

Roberta: (laughs) That figures. | don’t know, Maybe | just like the e
maore sinister aspects of the game... %

Lorelei: Do | sense a little Phantasmagoria creeping in here?

Roberta: That's what it is! Mavbe 1 just got saturated with r:_
Phantasmagoria and | can't get it out of my head. (laughs) °

Anyway, those two areas seem to have a little more humor, A
and they're a little more tongue-in-cheek and quirky than f \
the rest of the game,

*Footnote: In case you haven't heard, Phantasmagoria is Roberta’s new adult horror
game. With a 3-D rendered environment, live videotaped actors, and an ultra-
spooky storyline, it's sure to make vour hair stand on end and your skin crawl right
off your bod!

An Interview with Roberta
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Lorelei: What do you think is the hardest part of game design?

Roberta: Probably coming up with the proper interface. That's the hardest part.
The stories aren’t that tough to come up with.

Lorelei: That's the good part.

Roberta: Yup. | would say the toughest things to deal with are the interface and
the technical aspects of how you want the game to work. I'm not a technical
person by any means, but | have enough of an understanding to know what | can
and can’t do on the machine. | put lot of thought into that before | start working
on a game. There’s a certain visionary aspect to that. If yvou're thinking about a
game to be released two years from now, you have to take into account what the
technological advances will be,

Lorelei: Do yvou ever have ideas that are just beyond the ability of the computer to
execute?

Roberta: All the time. That's one reason some of my games are
ahead of their time. I like to push the envelope. My ideas are -~
bigger than reality, for the most part. | always have to take it {
down a little bit. Of course, I'm in a unique position there. It
helps to be a co-founder of Sierra, and to be married to the
company’s president, ken Williams.

Lorelei: 50 yvou work with Ken during the design process
when you're trying to figure out if vou can actually do
something on the computer?

Roberta: Oh yeah. A lot of people don't realize this, but o~ : /J
Ken was a programmer before he was a president of a 4 b
company, and he was actually an extremely good
programmer. He's worked with compiler development,
language development, artificial intelligence, lots of things.
There are probably very few people in the computer industry
that are better than Ken in the areas of programming and
technology. It's just that he doesn't get much time to do

that any more, Jh Q]
- J

Lorelei: Do you think he misses it?
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Roberta: | know he does. We talk about “One of those days when we're retired,
what will we do?” | talk about maybe writing books, he talks about going back to
programming. He really loves it. I'm very lucky | can talk to Ken about these ideas.

Lorelei: Are you planning on doing King’s Cuest VIIT?
Roberta: (grins) That's what they tell me.
Lorelei: That's great. What do you see in the future for King's Quest?

Roberta: Boy. At this point in time, | already have two games in my head, and |
really don't want to think about a third! The possibilities are endless.

Lorelei: It'll just have to be a surprise.

Roberta: Sure will! {laughs)

50 what was it like to work with Roberta? Well, it really wasn't bad,
other than the occasional severe beatings she gave me, and the cattle
prod she keeps in her desk. MADE YOU LOOK! I'm just kidding. It was
terrific. Roberta is a delightful, creative and intelligent person. There's
no such thing as impossible when you're working with her. S5he has a
wonderfully infectious laugh, just like a little girl. Sometimes when we
were jamming on ideas, coming up with every possible solution we could
think of for a puzzle, we'd get really silly and just crack each other up. [ gpelei Shammon, King's
We'd be there with our heads on the table giggling wildly, and Ken Quest VII co-designer.
would come in and roll his eyes at us and say “Don’t vou have WORK

to do?” That would only make us giggle harder. Let me tell you a secret. That's

where great ideas come from—fun. The more you laugh and open vour eyes and

enjoy the world, the more your mind will open and ideas will flow. Don't get me

wrong. Designing King’s Quest VII was hard work. Sometimes it was stay-up-all-
night-and-drink-coffee-til-your-eyes-bug hard work. But it was always fun, because

Roberta made it fun. When vou play, [ think yvou'll feel it.

An Interview with Roberta -






