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Police Quest

Compared to today's creation of light-and-sound
extravaganzas, making an adventure game eight years ago was
trivial. A programmer and an artist, doubling as game
designers and directors, could throw a game together in a few
months. Back then, games were small, graphics were crude
and less colorful, and the music was little more than a
collection of irritating beeps and clicks, Today, with
sophisticated digitized VGA graphics, music support for a
long list of sound cards, and increasingly complex game
designs, bringing a computer game to life has become a big-
time operation involving dozens of arlists, programmers,
musicians and writers.

As An Designer of the game, Mark Crowe set the look and
feel of Police Quest 3's realistic graphic design. Consulting
with Jim Walls and Assistant Art Director, Jon Bock, he
created the realistic, hard-edged scenes in the game. An
extensive video capluring process called rotoscoping was used
to place the actors (many were Sierra’s employees, as well as
local police, fire, and medical staff) into the game. This
technigue was used to also add the realistic props used n the




game. These images were then diginized into the computer, where they ul- - :S" city of Lytton and all 115 characters. After completion of the dm;ign. %
artistically enhanced to fit into the look of the game. The computer- ~enha hl 8 Police Quest 3 was a project that took ten months to complete. "\‘b
characters were then placed on top of our hand-painted digitized backdropss :
Finally, a series of hand-drawn animation scenes, such as the scene with the ” Interview with the Real Sﬂ-l‘lﬂr Bonds r
police dogs, added the finishing touches.

-

For the music of Police Quest 3, Jim Walls and Mark Seibert *-umui the ‘-'-Ur]d‘ - ¢ Sonny Walls is 23 and lives in Oakhurst, California with his wife
renowned musician and composer, Jan Hammer, 1o compose the main theme for Susan and their dalmatian. Savannah. He works for Sierra On-Line’s
the game. One of Jan Hammer's most interesting credits include the television | Customer Service Department. He and Susan are expecting a new
soundtrack for “Miami Vice." (Many of us here left the game playing on OUE | baby before next Christmas. They plan to call the baby Christopher S8
computers just to listen to this suspenseful soundirack.) Sierra’s Mark Seibert James Walls, if Susan has a boy, or Jessica Elizabeth Walls, if Susan S
and Rob ﬁln;:r.alp also created additional sound effects and themes further adding l ¥ has a glrl
to the authenticity of the game. When your dad first told you about Police Quest, did you

Police Quest 3 is Sierra’s most technically advanced game to date. Video= | 558 know that the main character of the series would be based on you?
captured human actors with life-like action sequences, hand-painted, digitized | A: “Yes. 1 look up to my dad a lot and 1 want to be just like him.
g.nplw.a and realistic sound effects help create the reality of a grinty world: ol | When he told me, I just said, “Thanks dad for using my name.” v
crime and cormuption. The challenge was 1o create ||In.. !lkL ris |ln1'|'| ¢I4:1mt1nf. the i(He laughs) _f-'_?'-"
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(): You've got brothers and sisters, don’t you? How did your dad der:idi__

you'd be the star of the Police QQuest series?

A: “Remember Steve in Carol’s Caffeine Castle (Police Quest 1)? That was
my brother Steve. And my brother John was the main character in Codename:
lceman, In fact, John and my sister Laura are on the cover of the lceman Box.
The truth is I've alwavs had serious thoughts of someday becoming a cop.
When | was a kid, 1 used to go riding with my dad when he was on the force.
I rode with him on the freeways. | remember chasing speeders going well
over one hundred miles an hour. ['ve thought very seriously aboul entening
the Police Academy 1o become a CHP (California Highway Patrol). In fact, &
friend of mine 15 trying 1o get me o go in now with lim on the buddy :-.,:.':-.tl,_"m._
(): The buddy system?

A: “Yeah, The Police Academy has a very tough entry program, similar i

the military academy. And the latest thing is 1o select one of your closesty

friends to join up with you," A buddy of mine has been wanting me to study
and take the written test with him. So if we both passed, we could join the

academy together.

(): What's it like having the main character in one of Sierra’s major
games based on you?

A: “Well, around here sometimes (other Sierra employees) will call me
Sonny Bonds instead of Sonny Walls. They're joking around, ol course.
But when true Sierra fans are introduced to me, they'll ask for my
autograph. or sometimes ask me to send my photo to them. Some of the
fans think I'm wealthy, asking me if I have a Rolls Roycc and stuff like
that. For the record, I'm not wealthy. At least, not yet.”

Q: Why didn’t Sierra use you to act the part of Sonny Bonds in Police
Quest 37

A: “Well, they didn't feel 1 looked old enough. Remember, Sonny Bonds
15 supposed to be a fifteen-year seasoned veteran, 50 they went with
someone else who they felt looked the part. People call in and say "Hey. |
finally gel to see what you look like," and [ just tell them “No you
haven'.”™




): You've played all the Police Quest games. Which is vour favorite in u:-'f-';
series and why? :
A: “Right now it's Police Quest 3—for its realistic graphics and non-stop uL‘[im.“L!
It's got the best features of the other two games. Remember how you couldn'B
control the car in Police Quest 27 Well, you can in part three and the interface 15
just great. | also like it because it's not simple; some actions are very detailed,
like the scene with the pentagram. [ like that sort of thing.”

(}: Would you say the Police Quest series is too hard, too easy, or just right?
A: “It's definitely not too casy. It's easier than Codename: lceman. Maybe cops
would find the game 1o be easy. | usually just tell people that I think the series
lets you understand what it means to be a good cop. If you'ne curious what it's
like to be a policeman, you'll like the Police Quest series. In fact, police
academies have used Police Quest as a training tool.”™

(): What would you say to the young Sierra fans out there?

A: “Don’t do drugs, stay out of jail, and be happy with life. If you're
interested in being a police officer some day, Police Quest 3 15 an
excellent game to play because it's based on real-life events thal
actually happened to a real police officer—my dad. It’s very risky
being a police officer. You can get shot at or involved with some
preity tough criminals. These games teach you how to follow sirict
police procedures.”

(): 1Is this why Police Quest is such a successful series?

A: “I think s0. The Police Quest series is the best realistic game on
the market. In fact, I think it’s the only realistic game of its kind.
Most other games, including Sierra’s other top-sellers, are fantasy
games. | just don’t see too many games like it on the shelf.”
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