Malinche Entertainment Jolts the Halloween Spirit 

Long-Anticipated Greystone Game Demo to Launch on October 31, 2003
Tuesday 14 October 2003 10:00 PM
(Las Vegas, Nevada) –  Ghosts and goblins – step aside.  Malinche Entertainment is launching the text adventure game demo of Greystone on the morning of Halloween. Howard Sherman, Implementor of Greystone, remarks “From the opening sequence forward, Greystone is designed to be a haunting experience.” Set in real-world Greystone Psychiatric Park in Morris Plains, New Jersey you are a detective with the New Jersey State Police assigned the desperate task of stopping a maniacal killer before he can claim another victim. Built in 1876 and still in active use to this very day, Greystone is the perfect setting for a haunting mystery.  “Prior to the Pentagon,” Howard offers “Greystone was the single biggest structure in the United States.  Still not big enough to house the 10,000 or patients that eventually found their way there, Greystone exploded into a thirty-six building campus complete with underground train and tunnel systems and so much more. I’m bringing the player inside to explore it all as he pursues the killer.”
With exclusive, privileged access to the entire Greystone complex, Howard is delivering a first-person experience unparalleled by any piece of Interactive Fiction ever written.  Sherman very humbly and hastily adds “I am very grateful for my continuing relationship with some mental health professionals within Greystone itself.  Thanks to them I’m able to walk the grounds and explore the buildings freely. This game wouldn’t be possible without them. The intense experience of my time at Greystone is delivered with full impact to the player.” What kind of intense feelings? “I was standing right next to a convicted killer on the steps of Greystone.” Howard pauses for a moment.” We looked each other right in the eye.  And I didn’t even know I was just a few inches from a mass-murderer until later that day. I was quite rattled for a while.”

And players will be rattled too as they explore the vast expanse that is Greystone.  With thirty-six buildings, both active and abandoned, dark underground tunnels, forest trails, and nearly every walk of life you can imagine, the player will be tested across all plains. 

The main building of Greystone is a breakthrough in Interactive Fiction all by itself.  “It’s massive.” Howard says. “Simply put, it’s the single largest structure ever rendered in a text adventure game.  Maybe any adventure game.  It dwarfs the Duke’s Palace in my last work First Light and that’s saying a lot.  I’ve broken my own record.  Greystone proper is six levels spanning two full wings plus towers, secret passages, coal vaults, and so much more. If the game went no further than just that one building, it would be the same size as Infocom’s Deadline or Suspect just to give two relevant examples.”

Who’s the killer? Naturally, Howard isn’t saying.  Finding the murderer is up to you.

Greystone: The Demo will be available as a free download on Halloween (October 31st) at http://www.malinche.net and the full game one month later on November 28th.  Greystone runs on all major computing platforms.  The demo, screen shots, the developer’s journal and more are available at http://www.malinche.net.
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