
After the utter disappointment that was Unreal 2, I decided to check out another game using the same engine to see if the problem was systemic to the engine or a fault of the Unreal 2 team. Under the advice of my roommate, I started playing Tom Clancy’s Splinter Cell. I was pleasantly surprised. While every bit as pretty as Unreal 2, Splinter Cell also has brains to back up it’s good looks. There is hope!


Splinter Cell is one of a relatively new genre of shooters that de-emphasize combat in order to focus on subterfuge.  Popularized by games like Metal Gear Solid and Thief, this subgenre is an interesting break fro the standard “run-and-gun” shooter fare. In fact, the object of Splinter Cell is to shoot as few people as possible.


The game uses a third-person view with a novel control concept. Instead of using mouse movement to change the direction your character is facing, it will dolly around the character. This is a simple, but brilliant innovation that helps immensely with the spatial orientation of the player. This control setup also makes 

