CRY OF DESTINY REVIEW

Ah, we come to another review. Cry of Destiny has been created by FinalSoul himself, the webmaster of Draken Productions, so the game is of the highest elite. Let us review. Onward!

GRAPHICS: 16/20 

Fairly standard Mac&Blue chipsets litter the past world, but they’re used quite well, with some chips in there that I haven’t thought to use before in my game. The part where the chipsets really shine, though, is the quality of the modern sets used. The futuristic sets are excellent, especially the ones I haven’t seen before. Pure graphical brilliance from the future sets. Charsets are standard RTP, and quite unremarkable. Battle anims are lifted from OrochiWeapon’s extensive collection, but fit the game very well. Monsters are a mix of standard RTP and semi-standard downloaded monsters.

GAMEPLAY: 17/20

Mostly standard RPGing fare, with a few tweaks to make it highly enjoyable playing. The class system never fails to amuse, and the bugs are minimal to none, making the system a foolproof one that actually delivers on the easy user interface level. There are one or two puzzles in the dungeons, consisting of one in a cave where boulders must be pushed in order to progress, one in a futuristic area where a flashing light appears on some squares on the floor and you must memorise the order, then press them in that order. Unremarkable but very, very solid. And fun too.

MUSIC/SOUND: 19/20

Pure aural bliss. The musical themes in this game differ from some almost disappointingly ripped music (Final Fantasy, Chrono Cross) to some much more obscure and fitting music. All of the themes in this game fit their locations extremely well and one gets the image that FinalSoul has, rather than the classic image of the RM2K musical FF/CC ripper, actually sat down and chosen meticulously his themes to fit his locations. Sound effects are mostly RTP, but definitely used well in their places.

STORY: 18/20

The standard RPG story is ‘Good meet evil. Good fight evil. Good prevail.’ I think FinalSoul must have got achingly bored with this hackneyed old storyline and created something to do with time warp that ISN’T Chrono Cross/Trigger. It’s very difficult to review the story without giving anything away, but it’s a very interesting concept for once that the main character has never seen a monster before when he begins the game. The time warp factor is very interesting, and you really grow attached to your characters as if you were there with them. Hugely satisfactory.

FUN: 20/20

I almost literally played this game all the way through from start to finish, coming out from the experience tired, emotional, but happy. This game is just that-not a standard by-the-numbers RPG game, but a full experience for your computer, a feat that is difficult to achieve using just 2D sprites and flat map pieces. My hat goes off to you, FinalSoul.

OVERALL: 91/100

One of the most perfect RPG Maker 2003 games out there. If ‘most perfect’ can be used, that is. It perfectly describes this game though. Get it-you will most certainly NOT be disappointed.

