Game: Legend of Zelda: Ocarina of Time
Platform: Nintendo 64

Rank as of writing: #1

Overview

I’ll just start off by saying; I am a huge Zelda fan, maybe even fanatic. That not withstanding, I am going to try to be very objective with this. I started playing this looking for faults, looking for what was wrong. There is a reason why this game is number one. I started playing with the goal of playing at least three hours and, at the end of the fourth hour, I had to just walk away.
Intro

The game starts out with a very poetic scene of Link riding a horse across huge green hills. It’s a very peaceful scene that just has the Zelda feel to it. The music has the quality of when you hear it to make the player think, “This is Zelda!” Few other game series pull this off well; it really helps to give the player an emotional attachment to the game. After pressing start, the classic three save slot Zelda screen pops up. While nostalgic menus are nice, it was also kept for its simplicity. It was designed to allow the player to select his profile without having to go through any other menus, which is nice. After selecting the profile, if it is a new game, you are asked to enter your character name. Then the game begins, this is where the real introduction is played. It begins with a nightmare of a girl escaping from a castle on horse back being caused by this menacing dark figure.
You are then told the story about a Kokiri boy who does not have a guardian fairy, like all of the other Kokiri. He is lying in bed shivering and this gives the character the feeling of weakness. Right off the bat, the game gives you the feeling that this boy is different. You’re then introduced to a fairy called Navi, who is sent to bring the boy without a fairy to the great Deku Tree, who is like the guardian of the forest. Through a first-person view, you see the fairy fly through the village of the Kokiri, which acts as a mini-tour. It also helps to give you the sense that this fairy is an actually being, throughout this mini-tour she attempts to fly through a fence. She bumps into the fence and gets knocked back, you also hear this ouch sound that she makes due to the impact. Then you enter the house of the boy without a fairy, who gets woken up by the fairy. I think the request by the Deku Tree, on top of the nightmare, gives the player a great ambition to see what is going on and what will happen next. The player gets control with the boy waking up inside his house.
Pros
· Maintains the feel of the series, provides emotional attachment
· Simple interface that doesn’t take player away from the game
· NPCs display personality
· Tried and true storyline; small people doing big things
Cons
· Story is overused
Getting Going

When you begin the game, you are given very little direction. You are told where you need to go, but certain aspects are kept unclear to make the player want to explore. The starting village has a playground feel with the green colors, nature setting, and up beat music. Within the village, the whole sense of a community is well portrayed by little details like for example; you have one kid who is being bullied around by another to do his chores for him. This feel of a living world is kept well through the game and works to tell the player that game world is not centered on him or her. I do think that there is too little direction in the beginning of the game; you are forced to explore to figure out what to do. This does cater to the fact that there are no forced tutorials. Practically all of the tutorials and explanations are found by chatting with random people. Most actions are simple enough for the player to figure out on his or her own, but it can be frustrating.

Pros
· Unclear objectives induce the player to explore

· Small details make the world feel real

· No forced tutorials, found by exploring

Cons
· Too little direction, can be discouraging
Fun

Through out the game, the player will find the most fun, along with the most pain, in the puzzles. The more complex puzzles relay on common sense and some abstract thinking. While this can be rewarding after figuring something out, it can make some parts of the game very frustrating. The hardest part of my four hour adventure back to this game was when I encountered the Goron leader who I needed to give me the fire stone. He was upset due to the fact that this little boy was sent on this heroic adventure and he doubted the boy’s ability. After spending 30 minutes running around the Goron city, I ran back to the Kokiri village. I was taught a song for the ocarina, which I will get to in a second, called Sara’s Song. Even though this song had nothing to do with the Goron leader, I had to play the song in front of him to cheer him up so he would help me. With more tips or clues on what to do, I think it would have been near perfect. As it is, I think it is too difficult for some players to see through.
Given the title, the game revolves around a flute like instrument called an ocarina. You obtain an ocarina just after leaving the starting village and it is a fully functional instrument in-game. The player learns songs, which are played with simple button combinations, which allow the player to do certain actions. This can range from opening doors, to changing night to day, calling a horse, and much more. When playing the instrument, you can press one of five buttons which plays five different notes. These are the five notes used for all of the songs involved in the gameplay. Beyond this, the player can use the control stick to increase the note pitch, decrease note pitch, add a faster reverb, or add a slow reverb. This allows the player to use this in-game instrument for practically any song that exists and all of this is totally separate from the gameplay. This is one of the great features that almost no one knows about; the game never mentions the affect the control stick has on the notes. Extras like this, which are beyond simple mini-games, can add to a game immensely.
Fighting in this game introduced a targeting function that allowed the player to lock on to an opponent. When locked on, the player can perform actions which include; strafing, forward/backward movement, attacking, and switching targets. The system made combat very simple, which also had the effect of making it very easy. The player is given clues on how to defeat each enemy and boss. Once these enemy systems are figured out, the player rarely has the fear of losing a battle. Adding some randomness to how enemies attack would have went a long way to making combat more interesting and challenging. On the other hand, I don’t think this game really wants to focus on combat. It was probably a design decision to make the combat rather easy so that the player could focus on what this game is about, the puzzles.
Pros
· Challenging puzzles provide great sense of accomplishment

· Ocarina gameplay adds fresh twist, great opportunity for meta-gaming

· Fighting kept simple and fun, does not take away from gameplay

Cons
· Puzzles can be frustrating, sometimes too abstract

· Fighting can be too simple, once enemy patterns are learned
Visuals


When I walked out of the Kokiri forest and entered the huge green lands that cover Hyrule, I had to take a few minutes to smell the roses. This game pulls off the feeling of vastness so well that I can only thinking of one or two games that come close. The rolling hills make the player think that the area is larger than it is. Even when the player knows it is not that big, the feeling does not disappear. This is supported by the transitioning from night and day. Time of day is often used as a gameplay element, but it also helps to make the game feel like a real place. Everything changes, except places like dungeons, during the night and will usually become more dangerous. Another visual trick is the use of pre-rendered areas that allow more detail, but limit camera movement.
Pros
· Illusion to give world sense of vastness

· Pre-rendered scenes provide more detailed areas

· Transition from night to day, and vice versa, is very predominate

Cons
· Pre-rendered scenes hinder camera
Intelligence


As I stated before, all enemies have a system to combat. Once you figure out the system, it is rather easy to exploit. So overall, the enemies are very dumb. I would like them to act more intelligent, but not if it would have caused development time taken away from other areas of the game. Unlike a lot of other games, you rarely get the feeling that the game is fighting against you. It is more often the feeling that you are a traveler that is passing through, but gets caught up in trouble along the way. Most of the enemies in the game are natural inhabitants and animals. The player also gets a great sense of personality from a lot of the NPCs; which, adds to the illusion that it is a living world, and not just static.
Pros

· Great sense of traveler passing through town, keeps the world moving

· Non-creature enemies have good personalities

· NPCs display well developed personalities

Cons

· Simple fighting system is easy to exploit, enemies feel dumb
Immersion


The key factor of immersion in this game is having fun. Fun is something very abundant in this game, but it can also lead to its down fall. When I would get pulled out of the immersion, it was almost always due to the frustrating puzzles. After a puzzle stumps you for so long, you really get pulled out of the game, you just get pulled into your mind. Once you are really thinking about it, you realize it is a game and you lose immersion. To relieve some of this stress caused by puzzles, some more clues would be a nice addition. Along with puzzles, mini-games and side-quests are a key component in the fun that can immerse the player. I remember spending hours at the fishing pond just trying to get a bigger fish and I never felt like I was just crunching through another challenge. Riding the horse, Epona, has this same feeling. You can simply ride around the beautiful hills for hours and not get bored.
Pros

· Great storyline and world pull the player into immersion
· Side-quests and mini-games, add to the fun and still maintain immersion

Cons

· Frustrating puzzles can knock the player out of immersion
Cameras


The three types of cameras used where; 3rd person chase cam, 1st person, and 3rd person stationary. The 3rd person chase cam is the view seen most of the time and works pretty well. It does have trouble sometimes when it comes to looking around corners. A separate control stick to move the camera would be nice, but impossible due to the controller. The 1st person view is used for weapons that involve aiming (bow, sling shot, etc) and looking around an area. The biggest problem I had was with the transition between 1st and 3rd when you are trying to fire at an enemy. I only encountered this when I had to look around with 1st person to spot an enemy and then trying to target it which caused the camera to revert back to 3rd person. Simply changing it so you can lock onto an opponent in 1st person would solve this problem. The 3rd person stationary cameras are used for locations with pre-rendered environments. They have to be stationary in order for this technique to work, but it does cause problems. If it is in big area, the player may get so far away from the camera that it is hard to see what he or she is doing due to the perspective of the player getting smaller. Luckily, this is not a huge issue and never happens in game critical areas.
Pros

· 3rd person gives the game a theatrical feel
· 1st person allows for precise aiming with certain weapons

Cons

· Camera makes it hard to see around corners
· Forced change to 3rd when targeting feels flawed

· Stationary camera can be ineffective if player moves to far away

· If hardware allowed, another control stick to move camera would be nice

Controls


The controls for this game worked fairly well and, like everything else, it was kept simple. I like how the action button is context sensitive and tells the player what action will be performed. One thing that did confuse some people was the lack of a jump button, but I think it was a rather innovative solution. If you run off the side of a cliff, the system knows you want to jump, why would you need to tell it that? It also saves one button the player does not need to worry about and it is very easy to get used too.

Pros

· Only two main buttons, keeps it simple with very little learning curve
· Auto-jump simplifies platform jumping, reduces button count

· Context sensitive action button

Cons

· Auto-jump does take some sense of freedom away from the game
Ideas


I think the idea of the gameplay being based around playing an instrument was very cool; it really helps to give this game personality. Besides that, they kept the trade mark Zelda side-quests and mini-games so that is definitely one of the big hooks of the game. They really strive to make you feel like you are Link; this is done in a few ways. Most notably, you can name your character and in-game characters refer to that name. Another decision, which was probably also a technical limitation, the player never, actually talks, not even in text. This makes the player have to fill in the conversation holes with his own words and really helps the player connect with the game.
Pros

· Naming character gives player sense of being in the game
· Game never shows what Link says, makes player fill in the holes with own words

· Non-combative Ocarina gameplay gives game more personality
Cons

· Players may like to hear, or at least see, what Link is saying
· Liked to see more customization like; cloths, weapons, horse stuff

Memory


I had to stop myself from playing more and when I did, I couldn’t stop wanting to play more. There is just so much fun stuff to do in the game, not to mention the great storyline. After playing that little bit, memories of past playing began to come back, which made me want to play more. This is the type of game that gives you experiences that you won’t soon forget.
Pros

· Always one more thing you want to do
· Can get attach to characters and scenes

· The few flaws of the game get overshadowed by the successes

Cons

· None
Focus Statement


In a vast 3D world of Hyrule, Link will control time using the Ocarina of Time to be able to shift between child and young adult. Along his quest to save Zelda, he will encounter characters that he will interact with in both time periods. Aside the main quest, the land is filled with side quests and mini-games; he will also take control of a horse that will help him in his quest as a young adult.
