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Story Consultant

Jane is best known for Gabrel Knight, but it may be the 2010
release Gray Matterthat Cognition shares most with in terms
of its themes.

Cognition is “about loss and violence and how different people
deal with that when it touches their lives,” says Jane. "But it's
basically an entertaining mystery page-turner.” This balance
between emotional depth and sheer entertainment was, of
course, one of the key qualities that made her previous games
50 successful,

Where this project differs is that Jane is not the main designer
and writer - her titte an Cognition is Story Consultant. “ttis a
new arrangement for me, but it's a great oppartunity to work
with some young designers and be a part of something that
isn't fully my responsibility. I'm currently working for another
companuy, so more involvement wasnt possible.” And how
does she feel about this new arrangement? "I'm glad to be a
part of the project in a way that makes sense. It's been fun to
work with César and Katie.”

Bven with the wealth of experience she already has from her
22 years in the business, Jane is always leaming new things
and keeps a sharp eye out for the latest developments. I'm
currently intrigued with tablets and social games,” she saus.
What about specific sources of inspiration? "There have been
s0 many things over the years. But just recently | have been
playing Gardens of Time on Facebook - I'm really interested in
the quest structure they have.’

Along with the multimillion-dollar industry that is Faceboak,
another game-changer in the business has been the iPad

and its charm has not been lost on Jane. *1 have a new iPad
and | adaore that = been playing Puzze Agent (love the simple
graphics) and a lot of small puzzle games. | also have been
reading a lot mare current fiction on my iPad.” And as it
happens, Phoenix Online plan to release Cognition for the iPad
and other 05 devices as part of their bold expansion into new
markets.

Designer and Producer

César is designer and producer on Cognition and has served in
the same roles for The Siver Lining since he joined that project
in 2002. He also has salid credentials from elsewhere in the
industry, having worked at Telltale on Tales of Monkey (sland,
Sam & Max, Wallace & Gromit, and Puzzie Agent, in addition to
a stint at Activision.

‘Some of these characters,” says César of Cognition,
‘especially Erica, are haunted by things that happened in their
pasts and that they are still holding on to. She continues to
investigate her brother's death.” He sees Erica's post-cognition
ability as symbolic as well as literal because he considers
"letting go and learning to move on” the underlying themes of
the story.

It's an intriquing and complex topic - what should we hold on
to, and what should we let go? The past is full of inspiration
and shapes us all, and it was César's love for Sierra that led to
him working on The Silver Lining, which in turn led to
Cognition - anather dream come true. "Working with Jane
lensen is a dream 've had my whale lite. | always thought it
was never gaing to come to pass, and here | am. It's surreal,
and it's something I'm extremely grateful to life and God for.”

Two games stand out as particular inspirations for Cesar;
Phantasmagona and Gabwrel Knight 2, both Full Motion Video
titles (L.e. shot with live actors). "These games qrabbed me like
no other simply because of the cinematic experience that
accompanied the rich gameplay they had. They changed muy
view on video games completely, and it's probably where
draw from most to make the games | make today.’

Mo less impartant is the inspiration he derives from the work
produced by everyone on the team. "Anytime Austin sends me
a new piece, I'm jumping in excitement, because | know he will
inspire me.” Music is very dose to Cesar's heart, but he's
equally excited to see the work that the artists and
programmers produce based on his designs. "Seeing the
words come to Iife is a wonderful feeling and it pushes me to
work harder.” To him, it's all about team work and evengane
helping each other take things to the next level. “Game
development is a constant give-and-take process that is
marvelous to see from beginning to end.”

Designer and PR Director

Katie joined The Siker Lining in 2002 as staff writer, and
worked her way up to designer and PR Directar. Her
co-designer on both projects, César, &ays Cognition "couldn’t
have happened more naturally.” Shigagrees: "Everything about

the project has fallen into place perfectiy.”

"Hearing Khaeon wanted to do a detective stony starring a
redhead fermnale lead had me hooked right away - being a
redhead who loves a mystery and strong female leads!” Katie
goes on to give a perfect example of the'kind o SEreniity
that has surrounded the project (1 will let her da the talking):
"As we worked on the story and saw the art, | continued toges
even more interested, and then the real dincher came: We saw
the Facebook page that someone from Khaeon had set up foF
Erica, which listed her hometown as Needham,
Massachusetts,

"Somehow, for some reason, someone from a Dutch company
had decided that of all the small New England towns for Erica
to qrow up in, the exact same ane that | had grown up inwas
the one to go with! No joke, | grew up and went to schoaol in
Meedham, my parents still live there and everything. It was
too big of a coincidence, and | knew right then this project was
meant to be.” Katie finds the connection invigorating and
thinks it offers many possibilities. "1 love the idea of knowing
where Erica grew up, what the place is like, and maybe even
getting a chance to visit it in the game itself!’

Coming to terms with the past stands out as one of the big
themes af Cognition for Katie. "Erica’s trying to figure out whao
she is now that this huge tragedy has happened to her, and
because she keeps her post-cognition ability secret, she's
doing a lot of it on her own,” It all lends the stony an emotional
undercurrent and tension many of us can relate to. "Even if the
specific events haven't happened to everyone, the feelings are
ones we've all gone through at one point or another.’

"Working at Phoenix Online Studios,” she says, “has given me
experience in a lot of things, from my writing to project
management, to my own confidence and dedication to
pursuing a job and career I've dreamed of since | was a kid, and
it's awesome! How many people really get to do that!”

Artist Romano Molenaar’s signature sketchbool style is evident
throughout Cognition - from the distinct early look of the game's
conceptual artwork to the beautifully hand-painted 2D and 3D
models. The game looks like no other.

“The impact of Molenaar’s art direction
is evident in much of the visual design of %

the project - even the branding, which :
was inspired by the rough, gritty feel of

his concept art.”

- Eriq Chang, Brand Director
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