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Have you ever thought about a game like
this: It lacks any imperfections, exhibiting
a seamless coherence: the pacing is
impeccable, striking a balance where the
game neither becomes overly lengthy and
sluggish nor rushes ahead too quickly. The
level of difficulty is just right, avoiding any
sense of unfairness that might force you to
exploit the game's mechanics, while still
providing an enjoyable challenge. The
experience points curve ensures a
consistent feeling of being appropriately
situated within the game's progression.
Furthermore, chance encounters are
absent, as all adversaries are visible on-
screen, ensuring that every battle serves a
purpose; many of these engagements can
even be sidestepped if desired. Should the
need arise, numerous foes can be faced
anew for the purpose of leveling up,
although such grinding is never obligatory.
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Chrono Trigger is exactly one such game.
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Even though many games are called "the
best of all time" or "masterpiece”,

they always have some kind of flaws.
Maybe game is too long, or too buggy, has
balance issues, terrible controls, it is
incomplete and so on. However, Chrono
Trigger is perfect. It is undoubtedly the
greatest JRPG of all time.
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Dynamic World, Linear Dungeons
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The game comprises distinct narrative
segments, many of which are obligatory
for game completion. In the initial portion
of the game, these segments are
obligatory and follow a linear path,
guiding the player from their 1000 A.D.
home through various historical eras until
they reach The End of Time.
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After fulfilling this mandatory
introduction, which introduces players to
the universe, gameplay, and storyline of
Chrono Trigger, they gain the freedom to
access previously visited time periods and
traverse the world map at will.
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By granting players the ability to journey
through time and space without
restrictions, the developers expanded the
game's scope for exploration. While a
majority of non-essential narrative
portions remain inaccessible until the
player acquires the Epoch - a time
machine that enables swift traversal of the
game world - players are given the
opportunity to navigate the primary
narrative with minimal intervention.
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This is primarily due to the fact that enemy
encounters are confined to specific
dungeons and are not positioned on the
world map. Consequently, even if players



venture into areas beyond the critical
path, they can engage in some content and
explore a significant portion of the map.
Additionally, players with high-level
characters can revisit earlier segments of
the game without being continuously
bothered by low-level encounters.
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In stark contrast to games featuring
ubiquitous enemy encounters across the
entire game world, which was the
prevailing norm when Chrono Trigger was
released, with random battles occurring
every few steps, the game takes a different
approach. The presence of encounters
often dissuades players from fully
exploring the world map, as they might
unwittingly wander into areas infested
with high-level adversaries.
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These perilous zones are frequently
inadequately marked, adding an element
of risk to exploration until players attain



sufficiently high levels for that specific
area or for the game as a whole. Moreover,
even low-level, unrewarding encounters
must be dealt with regardless of the
player's level, making exploration a
cumbersome endeavor. By sidestepping
these complexities, Chrono Trigger actively
encourages players to venture through the
game world according to their own
preferences.
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This shift becomes most evident after
players conclude the Zeal narrative
segment and acquire the Epoch. With
unhindered time and space travel
capabilities, the game map unfurls entirely
before the player, granting them the
freedom to tackle optional narrative
sections at their leisure.
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The player could ride on Epoch to freely

explore the map

Even prior to the game offering narrative
clues about the locations of these
dungeons, players can simply take flight
over the relatively compact overworld and
stumble upon them. These dungeons are
also relatively straightforward to locate.
For instance, an isolated factory on an
island in 2200 AD houses an optional
dungeon centered around the character
Robo. Through the simple act of piloting
the Epoch around, players can stumble
upon numerous such dungeons and
complete them.
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Through a deliberate emphasis on linear
gameplay within dungeons, the creators of
Chrono Trigger ingeniously offered players
the autonomy to either engage or bypass
entire narrative segments, all in a
sequence of their own preference. This
approach of modular storytelling enabled



the developers to construct linear
character progressions and interconnected
storylines, all while granting players a
sense of liberty within the broader
narrative framework.
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Leveling System as Guidance
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However, this newfound freedom also
poses a challenge: how can the game
developer effectively steer the player
along the crucial path? Despite offering
readily available narrative clues about the
next steps, the developers must still
ensure that players don't veer too far off
track. If a mandatory dungeon is
completed in an incorrect sequence, it
could prematurely activate specific
storylines, fail to activate them altogether,
or simply lack coherence due to the
player's lack of context.
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To address this dilemma and prevent
players from becoming hopelessly
disoriented, a leveling mechanism is
employed to guide them through the
primary trajectory of the game.
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The strength of enemies within each
narrative segment is predetermined based
on the intended player level upon entering
the dungeon and remains constant,
disregarding the player's actual level.
Players who stray too far from the
intended path or attempt narrative arcs
outside the critical route will encounter
overwhelmingly formidable adversaries,
effectively nudging them to retrace their
steps and seek an alternative route.
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For instance, one of the initial time periods
accessible to the player beyond the
essential path is 65,000,000 BC, which
becomes available right after discovering
The End of Time. While players can freely
explore the map, engage with NPCs, and
traverse peaceful regions, their
advancement within the dungeons is
hindered by formidable foes that possess



significantly higher levels than the player
characters.
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Visiting the Dactyl Nest too early results in

a distinctly difficult battle -- the enemies
here reduce the player character's health
by half in a single hit.

Although victory in these battles is
possible, the difficulty is notably steep.
This dissuades players from tackling
mandatory dungeons out of order; the
Dactyl Nest area, specifically, is
compulsory but only after certain triggers
have been activated.

REEXE R FESMTZ R ER, BXE
EBERS. XMELETIMRARIMFEHE;
Tl EDacty RN, =PAZRGIMERYM
7, BRAEEREFRGHAEZ BT BELIRL

:E‘ﬂ



Enjoyable Battles, Well-rounded

Party
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Chrono Trigger has a delightful start, as
our protagonist Crono is roused from
slumber by his cheerful mother. A
charming feline companion even tags
along as he explores his dwelling! Crono's
journey leads him to the Millennial Fair, an
event where he intends to catch up with
his inventor friend Lucca. Along the way,
he encounters Marle, who, as it turns out,
Is a spirited princess incognito. This trio
becomes embroiled in a time-spanning
escapade, joined by a group of equally
vibrant and unforgettable companions.
Frog, an honorable knight afflicted by a
grievous curse, hails from the Middle Ages.
Robo, a benevolent artificial warrior,
originates from a grim future. Ayla, a
formidable cavewoman from prehistoric
times, brings her immense strength to the
team. Lastly, Magus, a enigmatic and
reserved figure, holds far-reaching ties to
the temporal threats that loom larger than
one might initially surmise.
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The team boasts a well-balanced
composition and exhibits distinct
personalities, which | found appealing. |
appreciated the compact and easily
manageable roster size, especially when
contrasted with the potential largeness
and complexity seen in Chrono Trigger.
Notably, even the supplementary
characters bring valuable contributions,
with the standout additions being the
sorrowful princess Schala and Ayla's
reserved boyfriend, Kino.
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Every character in Chrono Trigger has

unique personality

Battles within Chrono Trigger turn out to
be unexpectedly enjoyable. Combat occurs



in real-time as soon as an enemy visible on
the screen becomes aware of your party's
presence, introducing a strategic
dimension to the fighting process. This
demands timely decision-making, ideally
before your adversary seizes an
opportunity to attack. Even the battle
speed can be adjusted at any point
through the Settings menu. In instances of
particularly chaotic engagements,
reducing the speed and wait time to
slower settings occasionally proved
advantageous, allowing me to prioritize
much-needed healing over the default or
faster options. As the game progresses,
certain team members gain the ability to
employ magic spells, although exceptions
like Ayla stand out, as they remain entirely
proficient in dealing damage without
relying on such abilities.
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Conclusion
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Having luminaries like Hironobu Sakaguchi
and Yuji Horii on the team, renowned for
their contributions to Final Fantasy and
Dragon Quest respectively, it's not
surprising that | eventually found
enjoyment in Chrono Trigger. Given my
fondness for those series, my appreciation
for their creation naturally followed, even
though it took me a bit longer than most to
finally give the title a chance. It's evident
that the skilled development team
invested a significant amount of care and
effort, resulting in numerous enjoyable
hours of gameplay for me. Chrono Trigger
stands out as one of those rare titles that
genuinely lives up to its illustrious
reputation, and | can clearly understand
why it holds the status of a timeless classic
JRPG. It gives a new definition to JRPG,
and its value has surpassed the time to live
forever inside every player’ s heart.
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