[image: image3.png]


[image: image1.jpg]



[image: image2.jpg]












� EMBED MSPhotoEd.3  ����



Interview with Yannis Mallat, Executive Producer OF 
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1. The expectations for this game are particularly high, considering that Prince of Persia The Sands of Time was honored more than any other game in the industry last year. How did this affect your planning and strategy for Prince of Persia 2?





The development team was very pleased with the critical acclaim we received for Prince of Persia The Sands of Time. It is very rewarding to have all of our hard work recognized by people who love games as much as we do. However, I don't feel like the recognition that we received on the first game has impacted our planning and strategy for the sequel. Our objective remains the same: we want to make the best game possible. Hopefully, another game of the year. The main difference: last year, nobody expected us to do it. This year, they know we have it in us!








2. Sequels can be very difficult because you must please fans of the original game as well as attract new ones by doing something different. How are you facing this challenge?





We've been spending a lot of time understanding what people liked about the first game and we've identified the core experience they enjoyed. We intend to build and enhance those favorite pieces. And, as with any developer will tell you, even after a game has been finished and is out on store shelves, you still have it in your head and you are always coming up with cool features and things that you would like to add. The advantage to doing a sequel is that you have an opportunity to do just that! Our take on it is that we are going to take everybody's favorite game of 2003 and really blow it out.  While remaining true to the original flavor, there will be a lot of surprises in store that will definitely 'wow' the faithful and attract a bunch of new fans in the process! 








3. Prince of Persia 2 storyline was such an integral part of the first game that it even attracted Hollywood - Disney and Jerry Bruckheimer are going to do a feature film based on the game.  Describe the new storyline and how it will evolve?





First of all, it is always good to see a game’s story paving the way to a movie in Hollywood. I can’t say too much about the storyline at this point, but I can tell you that we, in return, attracted Hollywood talent to work on the new game. We are working with some of the best Hollywood scriptwriters, in the most productive way: they are part of the team and both story and gameplay/walkthrough are unrolling together, they are embedded. That’s what makes a good story in a videogame: you play it. Hollywood talent knows better than anyone else how to craft the core experience of a story. So get ready for the most compelling experience of the Prince’s life!








4. Do you consider videogames to be art?





Absolutely! Art is a way of combining processes, methods and means to produce an aesthetic creation. Videogames transcend this definition because they also meld fields from a non-artistic background (computer engineering, etc…). Games are the most ‘finished’ form of interactive art. When you enjoy a painting, a poem or sculpture (which are more classic forms of art) you interact in a certain way with the creation, but not as intimately as with videogames. This is the most complex form of art - it’s today & tomorrow’s art!
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