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Game Informer

was first introduced to
Fable, then known as

PrﬂjeCt Egﬂ.! during a
closed-door meeting

at the 2001 Electronic
Entertainment Expo

with the enigmatic head
of Lionhead Studios,

Peter Molyneux. If you have ever had
the opportunity to meet Mr. Molyneux -
which sadly many of you haven't - he has
this ability to make any game sound like
it's going to revolutionize the industry.
It's an amazing skill, but lucky for us, he
is usually right and tends to find develop-
ers and products that push the envelope
just as he describes. -

Peter's resume is proof of his ability,
featuring gaming landmarks like Popu-
lous, Magic Carpet, Syndicate, Dungeon
Keeper, and Black & White. There are
both positive and negative observations
that can be made about his former
projects, but no one can deny that each
and every one of these titles pushed the
accepted boundaries and left players with
experiences that simply couldn’t be for-
gotten. Whether it was cruelly punishing
your followers to instill fear of your god-
like powers in Black & White, or simply
setting a trap for the hapless adventurers
who had the poor luck of wandering

he gives gamers memories that they will
cherish for a lifetime.

S0, when Peter let us in on a screening
of a short preview movie of his latest
masterpiece, Fable, we were more than
just a little interested. The imagery that
Fable delivered was amazing, but details
regarding this new piece of Molyneux
magic were few and far between.
Thankfully, this has changed. Recently,
Game Informer ventured off to merry
old England to find out why many in the
industry are speculating that this highly
anticipated title may well prove to be
Lionhead Studios’ greatest accomplish-
ment to date. Gather around the fire, we
have a Fable to teil...
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throughout the game. Kill everyone and
everything in your path, and the game
will answer accordingly. Lead a chiv-
alrous life, and you will attract ardent
fans and the admiration of the common

he centerpiece of any RPG Is
the hero, but in the case of
Fabl-atmua:puthtakentn
an extreme. In reality, Fable
isn't so much an RPG, but a simulation
of a world. The hero starts off as a

people.
young boy who must write his own tale. The objective here is to teach the
You can be what you want to be, for player that everything has conse-

| good or L.
: Fable is bulit from the ground up with

| this in mind. All the characters have

their own independent intelligence that
reacts to the moral decisions you make

quences and that you have to live with
them. This aspect, at first, can be rather
daunting, but once you start to see how
things work it makes sense. Basically,
our hero has two ways to interact with
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N e | You start off your adventures as a young boy. and
" : : . from there all the cholces are up to you

the people. You can draw your sword or

give them items from your inventory to 2 °Y --:
see how they respond. i =~
If you choose to kill them, a series of e
events can unfold. For example, if you | =
slay one of the women in town and she ..-(, NEA

just happens to be married, her husband

will attempt to off you, and her children 3:
will cry and run away all as a result

of that one choice. The amazing thing -

is that everything is presented to the 5
player with very obvious animations and
facial expressions from the villagers.
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The BigBlute Bo

s It tums out, Fable is
actually the work of a
brand new developer
by the name of
Big Blue Box. However, the term
“new” might be a little decelving
as Its founders, Simon and Dene
Carter, are longtime veterans of
both the industry and Molyneux's
unique approach to gaming, having
worked closely with him on Dungeon
Keeper. This partnership spilled
over into the development of Fable,
with Molyneux's Lionhead Studio
glving financial and creative support
throughout the project.

“The last two and half years of
Dungeon Keeper we worked in the

-3 A

back of Peter's house. There was
an awful lot of conversation going
on there about gencral game ideas.
from ldeas for Black & White to
ideas for [Fable],” remembers Dene.
However, the origins of the game
date back further than that. The
two brothers, who have an uncanny
knack for completing each other's

about that age [pointing to a picture
of them as children), because Dene

and | were always coming up with

came up with this rather fatuous

Xbox

l

and stupid design for the perfect
game, which was kind of a role-
playing thing which had

in It. It was almost like a simulatigy
of life in a role-playing world. Thig
game is a plece of that.”

Trying since childhood to find the
platform that would enable their
dream to become a reality, Project
Ego (as the game was tentatively
titled) made stops on PC and
Dreamcast before It finally found
a home on Xbox. Once you start
looking at all the pieces that make
Fable the unlikely RPG that it is,
it's easy to see why they needed 3
machine with the advanced capabiij.
ties of the Xbox.
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Here are various exampies of the looks the hero can sport

It's really quite astonishing to see. The
children rub their eyes crying, and the
husband runs around, shaking his fist,
calling you out for the bastard you are.

. Of course, the game won’t punish you
for being bad. It's a very viable approach
to playing through Fable, but there will be

consequences. If you kill more villagers,
! the town guards will gather a posse and
7«  track you down, and you can pretty much
- . ¥'ﬂtn off ever being able to buy any items

S

_or stay at the Inn.

; cﬂﬂ“m,m.cm“m“ﬂm'
4 Give a woman a box of candies and watch
her blush. Do it again and she may even
take a liking to you. Clear out some of
the bandits patrolling close to the town
and you can return a triumphant hero,
mtlﬂHMllwrwwm”
clapping happily with a gleam of admira-
tion in their eye. They may even try to
look like you, because quite frankly, you
are the coolest thing to hit the town
since that juggler with the bad limp.
How people react to you Is an easy
Wtunmﬂtmm;mmtm

=

various Inhabitants, but Fable also has a
Renown meter to show how good of evil
you are being. Plus, every town features
a Mero Podium where all the people will

gather around to give you the overall
temperature of the current public opinion.
This can be an ego boost or a letdown,

and mayhem left to ex .
mmrmummmmmm

conventional route of gaining experience

tngotmutpdnﬂanduwlnm
skills. Instead, your hero has all things

ﬂﬂaﬂltnhhmmmuﬁﬂ

as well, be it a magic user (or Fae, as .
it Is called in the game), a m““lﬂn‘
ranger, a stealthy thief/assassin, or som,
combination of all of these. it all depenq,
on the way you play the game. However,
keep In mind that whatever direction yq,,
take will determine what items you cap
and can't use. For example, you can't he
a thief in big clunky armor, and if you've
never touched a bow in your adventures_
ynuwun'thenhlntnhlttlnndcufm
from six paces.

To bring all these different choices to
life, Big Blue Box has implemented ovey
600 animations to show your ability or
jnability to do different things. Equip a
sword as @ weakling wizard and you wij
drag the blade through the dirt and give
a half-hearted, pathetic-looking swing
whnnynutrrtuattack. Try to summeon
a companion as a warrior, and you won't
get a fiy to follow your commands. Don't
even think about attempting to sneak
hltnihmliﬂtu:ltﬂmm“eww“
when in full armor, because your clumsy

gnltwllwdrghvernu away. - )
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ife in Fable is in constant motion.
Just because you are away from a
village doesn’t mean it stops
growing, or that the inhabit-
' ants don’t continue to go about their
daily tasks. The game is meant to span
;m.mmmm
himself with the skills he leams and traits
heglvutnhigchmtm.mﬁrtlmﬂm
MMFMEMham
lquld.thumuunphynmheruf
technological marvels and a fantastic art
For example, you will find various
haircuts and tattoos that you can then

: take back to any town and have a local
"'*-: @\ merchant outfit you with this new look.
f}.\ﬂndihlcrmelﬂ:,hyﬂnnnldmﬂ
Y it fits, because every person in the world
= FIIiIIMMd,tm.:de
mmwmmmmmm
| _thhﬂﬁuM!#ﬂhmw
without a bandage, will tum into scars.
‘The hero and all the main characters in
the plot will age as the game progresses,
lnllmlpothnummhthnhth-m

to travel under cover of darkness, and your
character will be a pale looking creature
of the night (much like many of the video
Eame players out there).

Characters aren’t the only things
that react to time and the actions that
take place during the game. Weather is
constantly cycling between rain, snow,
and sun. The wilds of the world are home
to numerous factions which are constantly
going back and forth controlling differ-
ent points. This means that a place that
was once friendly can, in time, tum into
a wasteland that you wouldn't want to
venture into unless covered by the veil of
night.ﬂutlingtmbetakaniurmtu
be what it once was.

The only exception we found was that
the environments themselves aren’'t
affected by seasons. However, the quest
will take you to many outdoor locales,
cities, and deep dark dungeons, each with
hmﬂmmmymﬂlwm
mmmmmm

of most RPGs. However, the art team at
Bkﬂuﬂuxhhhcm“m“

vdmlcmd:mthtmth-lm_

-mmmwumm

of Fable is simply gorgeous, achieving
an unprecedented level of beauty. From
the casties to the monsters in the world
everything has a very organic look, with
some of the most detailed models we have
ever seen in a real-time rendered world.

To finish off the experience, Fable
will also include many audio cues and
cutscenes that give the player a feeling
of being part of a bigger story. These also
give evildoers and other creatures that
menacing backdrop that will instill the
player with the sense of fear and awe that
is the mark of any good story. You won't
hear the hero speaking to anyone, but
almost all the rest of the interactions are
delivered through voiceovers complete with

Another interesting thing to note is the .
fact that you will not be the only hero in
the world. Sadly, this doesn’t mean Fable is
Xbox Live enabled, as it is most definitely

a single-player adventure, but rather that
other Al-driven adventurers will be wander-

where you can check to see where you

stand in comparison to the other heroes in

_ the game, much like Pokémon Centers.




most certainly a good thing. Dene and
Simon Carter, along with the rest of
“ﬂt..ﬂ““m&l'“m
to break new ground in the RPG realm
and it shows In both the product and
their attitude. “[In most RPGS] you are
nothing until you have brought back
someone’s cat, or rescued the entire
village from [some threat],” explains

you get is ‘The thing you are looking
for next is over there.” That’s it. That's
the sum total of your thanks. I've just
saved you, your wife, your children, and
your entire village, and that's all you're
gonna do for me? That's pathetic.”

“1 hope people will actually genuinely
care about thelr own interactions with
people [in the game). | hope they don’t
just wander into town and say, ‘Oh,

I'm gonna kill everybody.’ | hope they
find themselves thinking that would be

really cruel if they did that, and perhaps
mmwmw
wouldn't normally make in a game.”

As you can see, Fable isn’t just about
the story or the adventure, it's about
the people, places, and things you
mmmmmmwn//

Already two years in development with ' MY
no solid release date on the horizon, 'i ;;r /
gamers will just have to wait for Fable ; AN
to become a reality. It will likely change ,F"""\’
everything you ever thought an RPG - ol
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| The developers are toying with the idea
| of giving tities to the piayer by the things
you do. Lose an eye and people may




