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to increase their chances of survival.
This “mutation” is applied totally by
the player—you can choose to change
the shape of your creature, add bones,
limbs, and a host of other body parts to
make your organism fiercer, faster, and
so forth. This object editor is the crown
jewel of the game—it’s like being an
artist at Pixar, with the ability to create
nearly any creature you like. And after
you finish, you can play as the new
creature.

After generations of success in
the ocean, your creature gets a chance
to replace its fins with legs and make
the transition to land. Here, a whole
new vista filled with plants and ani-
mals awaits. Your goal is to find prey,
evade predators, and maybe join a
group of other organisms of your own
species. Find a mate, and this will al-
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ture evolves to become sen-
tient, and is able to communi-
cate and cooperate with other
organisms of the same species
to build a city. Here, the game
becomes analogous to Sim-
City, and you can construct
and modify the buildings in your city
and keep your city’s inhabitants happy.
Other nearby towns may ally with you
to foster trade, or attempt to conquer
you through force.

Once your civilization’s technol-
ogy reaches a certain point, you can
build UFOs to explore the planet, and
even other planets and surrounding
galaxies. At this point you can zoom in
and out of galaxies, planets, and cities,
and see everything that goes on in the
rich universe you have created.

Though the gameplay is a major

focus, the visual aspects arc just as
strong. “I'm really expecting about
40% of the experience to be aesthetic,”
notes Wright. Incidentally, close atten-
tion has been given to organism and
terrain detail. The capability to view
things at the creature, civilization, and
interplanetary levels really highlights
the huge scope of the game and the
freedom it gives to players.

The release date for the game
hasn’t been officially announced, but
according to Wright it will be out
sometime in 2007.
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