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I'll admit...the RPG Maker 2000 engine is not the most powerful engine.  In the right hands, however, it can be a powerful tool.  The inverse is also true.  Having said that, I introduce you to Drake's Quest, the latest cookie-cutter run-of-the-mill fan-based sub-mediocre game.  

Originality: 2 / 10
     Originality?  There is no originality here.  Within the first five minutes of playing I found about a half dozen characters from other games.  Furthermore, all graphics and animations within the game that aren't sprites and facecets from other games are RTP.  Not that there's anything wrong with the RTP, but...you don't get originality points for using them.

Aesthetics: 4 / 10
     Even the RTP chipsets can look good if you do them correctly.  Of course, the key word in that last sentence is "if".  There were a few situations where a room was done adequately, but more often than not most areas looked ugly and poorly done.  I will give credit to the author, however, for doing a semi-decent 'walking through door' event.

Functionality: 4 / 10
     The game in this area is also lacking.  Although the character moves the way he's supposed to and there are no movement or event activation issues, combat does not work.  Not in the slightest.  When I fought the first slime in what I think was some sort of pit, I think I managed to damage it once or something.  I think.  All I know was that it would keep hitting me and I could do nothing but run around like an idiot and attack this respawning pot in the upper left corner that would occasionally break and occasionally produce a heart container which restored life.

Sound: 5 / 10
     I didn't hear any sounds or music that weren't RTP.  There might have been one or two, but even then it wouldn't really matter.  Like I said before, there's nothing wrong with the RTP, but you don't get high marks for using nothing but RTP.

Storyline: 2 / 10
     Uhh...I think there's some guy named Drake who is watching some sort of fight in the beginning, then suddenly appears in this big room full of beds and other characters, and has to go talk to this king in what must have been the most poorly designed castle in existence.  I mean, come on.  The king should have beheadded the mason that thought that castle was liveable.  Anyway, the king gives you some sort of cockamamie story about having to get some crystal and gives you permission to enter this pit just off to the right in town.  Once you go in the pit the game becomes unplayable as you cannot kill the slime in the pit.  For me and from what I've seen so far, this is a weak, fanboy storyline that has very little appeal.

Overall: 3.4 / 10
     Ugh.  Something tells me that this game is someone's first attempt at making a game.  I remember looking back at my first RM2K game and nearly kicked myself in the ass.  It was awful.  Even though this game was pretty bad, I've had worse games cross over from the 'net to my computer.
