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Volition 3D rednering. Copywrite Volition Inc.

By Sterling Sanders
Mercury News

As you step through the
darkly tinted, steel-framed
raucous door that bears the
label "Volition" in a thick
white broken text, you are
greeted by a friendly secretary
in a waiting room decorated
as if a hip and stylish dentist
owned it with the phrase,
"Welcome to Volition."

The waiting chairs are
comfortable and covered in
leopard upholstery. The side
table contains large overflow-
ing piles of the latest PC and

Video games

Videogame magazines, and a
large glass cabinet hangs on
the wall containing 30 boxes,
all different sizes, shapes and
colors, christened with the
title, "Decent."”

This is no ordinary trip to a
mundane office overrun with
cubical uniformity, you have
just been absolved into the
world of Volition, Champaign
based Videogame developer
for THQ Inc.

It is here where famed
game series like the

Summoner and Red Faction
were born and bred. Recently
THQ acquired the license to
Marvels The Punisher series
and has adorned Volition with
the task of creating the game.

Once you're taken out of
the front room, you enter a
new world where dimly lit
mazelike passages intercon-
nect and double back on
themselves, each festooned
with story boards, sketches, as
well as level and character
composites.

Each room is set up in a dif-
ferent fashion, but all share

the same eerie emanating blue
glow of computer screens in
the dark. With each room you
pass, you see flashes of walls
covered in videogame, movie
and anime posters, toys piled
on shelves, art books and
physical references stacked
desks embellished with key-
boards, controllers, electronic
pens, multiple monitors and
TV's.

As you regain your bear-
ings from the shock of excite-
ment, the multibillion-dollar
videogame industry, all of a

sudden, no longer looks nor
feels as big and out of reach.

After being walked through
the process of the current
development of Marvels most
menacing  vigilante, The
Punisher, your aspirations and
understanding grows to a
level you've never seen. You
discover that they develop-
ment of a videogame is a
much less static process then
one might first expect.

It all starts with the con-
cept, and what comes with the
license of any Marvel charac-
ter, is a long rich history of

Hl THE PUNISHER
Game type: Xbox, PS2

Age: Teen (13 and older)

Developer: Volition
(www.volition-inc.com)

Publisher: THQ

Release Date: Fall 2004

conflict and character devel-
opment. "The Punisher is one
of Marvel's grittiest heroes
delivering a unique brand o
vigilante justice that is a per-
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