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© vou remember “The Breakfast Club”? [ thought it was great. For me, it was the
high-point of the clghties. Everviihing about that movie just really feozts my bosits

[ liked the music, [ liked the dialoque, [ liked the acting, and the premise was
great = a greoup of archetypal personalities stuck with each other in & situation
none of then [iked,

In & sense, | Have No Meouth, And [ Must Scream is kind of like “The Breakiast
Club.”

But walt, vou're saving. Feow can a ganme with a e like that be In any wa

similar to ene of the mest upbeat movies of the last two decades? The answer s
simpler than you think,. Take all the characters and make Hhem deeply disturbed
peeple, haunted by demons from & past they don’t hecessarily remenber Take
the universal punishment = after-school detention — and make it & macabre,
never-ending descent into pitch-=-black chambers of pain, sorrow, and guilt. Take
the alry hich school and watch as it changes before your eves into & collection of
tired, dim, dirty roems where mirrers and windeows reflect only the fears and
syspicions vou've harbered about the characters from the bealnning. Take the
schoolteacher and turn him Inte & mad god, & brilllant mind trapped in a decaying

body, wishing that he could eonly rot away but Instead entombed alive in an




Iridivm=insulated cofflhs.

Trust me = it’s actually fun.

Writing Makes the Difference
pavid Siegel [if yvou can, linke that te https//www.dsiegel.conm] has called Myst

“the frst game worth crticizing.”
| Have No Mouth, And | Must Scream has surprisingly litHle to critclze,

When [ first ran Scream, | was, frankly, a [ittle disappointed. There were no Ffull-
screen multimedia extravaganzas, no beautiful Hellvwood actresses caveorting
around my screen in black leathern brandishing Uzl’s. Instead, there was the velce
of Harlan Elllsen, one of the most iInfluecntial sclence fction writers in the werld,
@asing In and out of My speakers like the Hde, telllng me just how much he hated
ME&s

Seream s based on Harlan Ellilseon’s short story of the same name, ene of the ten
most reprinted stores in the English language. Truth be told, the story welighs in
a tad on the cheesy side, and If vou’'ve seen “The Terminator” you’ll know mest ef
it to begin with.

he premise Is simple: In the sbdles and sevenitdes, the superpowears addaed one
more weapon o thelr arsenal: the computer And, In thelir predictable wany,
began competing, bullding bigger and better machines to Hght & theoretical war
that spiraled upward in complexity until 8 human commander had ne hope of




managing it

They fed them Killing data, Information on war and mass murder, and the petty
feelings which eventually blesson inte mushreem clouds. They lost control, The
computters were ordered sealed in thelir blast-proof underaround bunkers, but b
then it was too late; they had already merged, jeined hands miles beneath the
surface., Thelr leader was the Allled Mastercomputer created by the Americans
and sponsered by the lsraclies and the British aleng with others. Tegether, the
called themselves AM, Not Allied Mastercompuiter, but the werd, AM. As in coglite

@rge Su,

And of course they put the Killing dats o good use
Scream takes place In fThe ne-space beneath Hhe surface, a hundred and nine

ears after the now-unseen sky was blackened with Ffallout by the triumvirate of
mastercomputers. AM Is new a limbless menster, immertal ruler of its ewn
domain, selated in the bowels of the world it destroved. Except for the five &n
flames slowly burning in the center of the e@arth, AM s everything.

And AM has kept the ive main characters alive, feeding them and replacing thelr
broken parts for one hundred and nine years. AM, in a way, lives vicariousl
through them. Unable to Kill ftsalf, it satisiies fts hunger with the bittersweelt
feelings of thelr suffering and sorrow. Unable o lay itself to rest, it makes thelr
axistence one never-ending death. A sort of after-school] detention, i Vou will,

Seream s not a slug-fest, nor is it 8 melodramatic glimpse Inte the tawdry [ives of
five one-dimensional cardboard cutouts. It is real drama, brilllantly bullt areund
an Interweavineg, non=llnecar structure. Scream s t© compuiter gaming what the
irst talking flns were to mevies.

(Un)willineg Suspension of Disbaliei

Seream does net rely on the usual crutches to get its message across. You womn’t
see full-metion videe er Hollywoed-style speclal effects here. Instead, the game s
populated with talented veolce actors whoe make the game believable desplite the
lack of visual feedback. If there’s anyvthing | was disappeinted with, it was the
lack of flash., When vou can’t see an acter’s face, emotions become detached, and
scenes which would’ve been considered well-acted become Sillvs

s, the story shines through. Although the game is geoal-orlented, It’s clear that
there Is no real “winnine.” With nothing above but ash and nothing below bult
AM’s milllons of miles of circults, all vou can hope for is death. The goal of the
@ame s to redeem vour characters as people, to show thelr true humanity and te
@o out with dignity. What worse punishment could AM receive than to be
dismembered & [imb at @ time as lits five eves inte the world it’s created wink out

one by one?

T this end the desianers have provided {the spiritual barometen 1t's an indicakion
of your character’s self-esteem, and as the game progresses it becomes
increasingly Important. Each character’s adventure culminates in & sort of
catharsis, an act which affirms thelir humenity and pushes awey the fear which AM
has been reinforcing. Unless the plaver chooses the most humane, moral path,
the characters will never have {the courage and the self-confidence to faca thelr
fears.,

And what characters thera areal



Gorrister, the sulcidal loner who's been beaten down adain and again untll death
is his only escape. Ellen, & brilllant but secially agraceless engdineer whe goes Into
hysterics when forced o see the color vellow, Benny, 8 man “altered” into a
human chimpanzee, burned by radiztion and heobbled with arthritis. Nimdok, an
old man who AM sees as a Kindred spirlt and who seems comfortable ait
Auschwitz, elthoudh he has no memoery of Nezi Germany. And Ted, the eynical
paraneid, 8 snetty womanizer convineed that evervbody is out to get hims.
Perhaps they ares

Ag you wander through the deep canyons of AM’s twisted Imaginaticon, the actors
do an iIncredible job of making veou feel and believe what vou're watching. The
won’t win any Oscars, butt they can act with fealing and with & sense of charactan
Witth se many Cb ROMs relving en pretty faces to pass muster, it’'s great te see a
game whose plot Is so well execuited that the word “rfecling” can even be
mentioned in the review.

Siahts aned Seouncs
Althouah Scream isn’t the most brilllantly rendered plece of work ['ve seen, [ts

meedy araphics and well-done (if ll-synthesized) music draw yeu in and maka @
surreal experience seem bellevable, There are quite a few breathtaking scenes,
and although you won’t be watching the mevies from this one over and eover, the
araphics are moere than adequate,

The velce recording is very hiah-fdelity. and there’s ne audible hiss = a bia plus,
as nothing makes an earie room seam more ridiculous than the sound of staiic
behind the recordings. | was pleased with the music, If not everwhelmed.,

Control is by the now-familiar sentence methed, like the Interface used In Indiana
Jones and the Fate of Alantls and other games. Althoudh 8 hew Interface
wouldn’t have been out of place here, the cholce to go with & tried-and-true setup
is understandable.

StEll, the key factors in Scream aren’: sound and graphics = {this is the first
adventure game "'ve reviewed where they’'ve simply not been factors. The story is
so good that the eve candy is almest meaninaless. In the world of adventure
games, this is probably the mest well-executead plot [“ve seen, | do think that
video would’ve helped, althoudah | can see that it would ve been @ multi=CD
production. One {inal criticism Is that the actors are pushed to the limit by the
lack of visual cues,

One Werds Wew
Scream was a lov to play and an experiencs | won't soon forqet. [E’s unmistakabl

g step in the raht direction: toward complicated, intense plots wikih real
characters and away from silly pulp shockers that bill themselves as telling
stories. Far-ouft, believable and deecply disturbing, it’s not & game for kids = it’s a

game for sophisticated plavers who are tired of the same old requraitated storfies,
Highly, highly recommendad.

Pros

o Brealling storviine

c Compelling acting

c High production values

° Geod graphics and seund




o Sophisticated pla
o Truly well-writtan

Cons
o Lack of eve-candy and video pushes actors a [ittle too far
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