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Castle Serpenthead, ancient stronghold of the Xanarian empire, was stormed by Salorann and his army of Dragons during the Nine Days's war.  Cendric, having retrieved the parts of the Serpent Scepter, hid the powerful weapon in Castle Serpenthead.  Now, the unthinkable has happened - the return of the Salorann, The Dark Sorcerer.
You play the role of Mage Mharim who must find the Serpent Scepter, remove it from its spell-protected hiding place and use it to get rid of Salorann once and for all.  It's a simple and standard subject: good versus evil.  Unfortunately, there is not much in the way of character development or story twists, a problem that is further exacerbated by a lack of intrigue and surprise.  
 

Serpenthead Revisited utilizes a standard inventory and menu system.  Move your mouse to the inventory word and you will see your inventory items.  A right click will display the menu bar on the top for a standard save/load, exit, and additional game options.  A left click closes the menu bar.  There are unlimited save game slots that consume a very small space of your hard drive.  There is also a kind of non-linearity to the game that allows you to do most of the tasks in any order you want. This is a nice feature that provides a sense of freedom to the player.
 

With so many good quality graphics from other independent developers, it is hard to recommend Serpenthead.  The graphics are not high quality and some of the items (especially animated objects) do not blend nicely into the background.  It often looks as though the images have been patched onto the screen.  Some additional finishing touches on the screens would have greatly improved the quality of the graphics. 


I am not sure whether I am expecting too much from an independent game, but the sound leaves a lot to be desired.  The voice-overs are okay, but not too inspiring and the sound effect are dull and the background tunes repetitive.  Most likely my experiences with Dark Fall now have me expecting that all independently developed games will feature such high quality sound effects.  


Serpenthead is one of the very few games that use an awkward 'fixed' control direction. When I say 'fixed', it is literally fixed.  For example, if you move your character forward until he reaches the end of a location, the only way to go back to your starting point is by moving backward.  You will not be able to turn around and go back to your starting point by moving forward.  It is a bit awkward.  Another aspect of control that is not too practical is the inventory system.  If you want to use an inventory object on the screen, you have to click the inventory item, drag it to the spot on your screen and then finally release the mouse button once you find the location.  This is a little bit cumbersome.  On the positive side, hotspots on the screen are sometime easily spotted.  The mouse's cursor will be changed into a magnifying glass whenever it passes a hotspot.  This is quite helpful since you need to do pixel-hunting to locate some of the objects or spots.  Occasionally the hotspots will overlap each other so it is still difficult to locate specific hotspots.  


Surprisingly, this is a very stable game.  Not one crash was encountered throughout the game; it ran well on both Windows 98 and XP.  It would be great if some retail games ran this smoothly.

 
Serpenthead is a very short game.  In fact, it is even shorter than Timeline, previously the shortest adventure game I had ever played.  Regardless if it is a big-budget or independent title, the minimum standard for a game should be around 6-8 hours, not the 1-2 hours it takes to complete Serpenthead.  It could have been much longer had there been more rooms to explore or more characters to interact with.  The inclusion of a cut-scene for the introduction, instead of short text, would also have been a nice addition.     
 

The puzzles range from easy to medium level difficulty.  The player is required to pay a lot of attention to the notes or books found throughout the game and some solutions can be found in them.  The bad news is, at least to me, most of the puzzles require skillful pixel-hunting.  Honestly, I have a 'pixel-hunting' phobia anyway and while I don’t mind a few pixel-hunts, to play a game where more than 50% of the puzzles utilize this style drove me crazy.  Fortunately there are clues here and there to help solve these puzzles, but I still got stuck one time with a clue that told me to look near a statue's arm. The hotspot area is very small and was easily missed. 

Serpenthead is one of those adventure games that could have been a good if more time had been spent in development.  It is far too short for most gamers and not too attractive graphically for a newbie.  Some may think I’m being too harsh as Serpenthead Revisited is basically the work of one person, but still there are many independently developed games that are of high quality.  A game does not need to have gorgeous graphics to be a good game, but at least it should be able to draw your attention.  Not to worry though, I think Ms. Salisbury has great potential and look forward to her future offerings. 
Final Grade - D

System Requirements:

Dell INSPIRON 8200
Intel Pentium 4 - 1.70 GHz
512 MB RAM
OS: Windows XP Home Edition
Crystal WDM Audio Chip
ATI Mobility Radeon 9000 - 64 MB RAM
Cambridge Soundworks Speakers: Desktop Theater 5.1 DTT2500 Digital
