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brings emotion

to the series for the first time
by Chris Thursten

motions are a real pain, aren't

they? Think of all of the

a |u:-w.il':@r things we could

achieve if we didn't feel

anything other than the
momentary satisfaction of having our
needs met. I've been plaving Tie Seonr 3
lately, atter a visit to Maxis to see the
hyper-popular life simulator’s
upcoming sequel. In The Seeer 3, tny
virtual me has no worries other than
when he'’s going to eat and when he's
going o sleep.

When the toilet breaks, he gets
mad—but the satistaction of fixing the
toilet (something I never thought I'd
particularly go for) is sufficient to send
him bounding on his happy way. Te
doesn't slack off and go eatice cream in
the bath becanse he's teeling down. He
15t compelled to lay intoa punching
hag after a rough trip to the
supermarket. Ie doesn’t pass by a
painting and find himself compelled to
go create something of his own.

Instead, he's focused, kean, and
efficient. He's had three books
published and works out in the
afternoon. I sort of wish [ was him.

In Tl St o, Maxis is bringing the
full weight of emation to bear on the
shoulders of the game’s tiny automata.
An argument might keave a Sim feeling
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angry, while professional failure
might lead to depression. A
darkened room [t by
tlickering candles might spur
your Sim into a “romantic”
state, an emotion [
suggested several
unpublishable names for
during my visit.

“We really want to
dive deep and focus on
the 5ims' emotional

experience,” producer
Ryan Vaughan says.
“We teel like these
Sims are more -

relatable and 2

believable /

than ever, and x

the content I “'LJ

supports that.”

Second that emotion

The emotion system replaces the
hinary happy and sad states of prior
Sims with 14 teelings that impace that
character’s behavior. An impressive
new animation system enables
everything froma Sim’s facial
expression to their walk to be
impacted by mood. I even change
the sound of their voice and what they
talk about to other Sims. ]
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The new animations will shake
things up for existing Sims players in
other ways, Characters now move
much more realistically, and i series
first, a group of Sims can walk downa
staircase one by one without looking
like they're recreating the video for
Dhatt Punk's “Aroumd The World.”
Furthermore, vou can direct people to
multitask—waatching TV while eating,
for example, or telling anecdotes
around the dinner table—in ways that
make micromanaging your Sim's
individual needs less arbitrary. Fans of
John Oshorne will note that it is now
possible to direct your Sims to have an
argument while washing the dishes.

Maxis's take on what emotions mean
in practical terms is interestng. The
most obwious system to implement
wonld be one where you always wanted
your Sims to be hap};}'.. but that's not
the case here: every emotion confersa
benefit of some kind, even negative
ones, [Fyour character is enraged, you
can direct them o work cutona
treadmill more intensely. Mot only will
they burn off the anger, but the
workout itself will be more effective.

This then feeds into the game's
broader objective, which is to populare
the world with engaging characters:
becanse athleticism is a prerequisite for
working in the space program, vou'll
probably want to ensure that your

would-be astronaut is abways angry at
roppetbing, Angry Astronaut sounds ke
a4 pretty interssting guy.

“Diepressed Sims make better
writers,” quips executive producer
Rachel Franklin during a presentation.
There’s an uneasy ripple of laughter
around the table, I eonsider asking if
Sims that feel pleased with themselves
give better presentations, but don'.

My sentimental Sim
“What's fun, when we see some of the
emergence come through, is chaining
together things unexpectedly that
you don't plan for)” says prodwcer
Lindsay Pearson. “The fact that
we have a walk overlay that's
really sad ends up being
really fummy when you
have them walking
over o make coffee in
the morming and they =it
there and sigh and slump,
and you're like, “Yeah!
I've had that!™

Many of the benefits
unlocked by emotions
take the form of new
interactions with objects in
the enviromment. Sad Sims
can paintan exclusive set of
paintings, for example, and
then Sims that pass those
paintings on the wallwill

Your
Ins

have some of that emotional weight
transferred to them—a technique that
could be called “revenge,” but is also
another way of interacting with the
time management game ticking away
undermneath every Sims session. I'm
also vold that Sims under the sway of
“romance” will unlock the power to
woeabor in the shower. Again, it's not the
word I'd have chosen.

You'll also have greaver control over
the memories that come to define a
Sim's outlook on lite, Unlike The St
3, where these sometimes felt arbitrary
(“remember that time when [ fixed the
oilee? T hat was great!™) youll
assign emotional significance to
events yourself, Reminiscing
abeut these later is a way of

carrying, say, the emotiomal

high following a wedding into
the years to come. That said, if
vou choose to make the
" associations more arhitrary,

the game won't stop you. “Tf

you wanted, you could say that
vour Sum remembers a
particular shower and he's
super ecstatic about it,”
Pearson says. *That could he
one of his moments.”

“Ttwon't be a situation where
objectives simply fave an
emotional [connotation],”

Franklin continues. “You
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won't be thinking, ‘Oh man, Treally
want that new stove—but it's the Sad
Stove! It's more selectve than that.”

Monetheless, the new system will
make house planning more importane
and place greater emphasis on the

things your Sims surrounds themselves

with. T fimd the politics of The Saus
fascinating—it is unquestioningly
consumerist in its outhook—but the
way the emotion system ties intoe home
decor is a comcelt to SUpport strategy
and simulation, not away to transmat
the message that you should spend a lo
of money onan exciting shower.

If you build it...
Assisting in vour quest to build an
optimally depressing writer-cave 1sa
comprehensive set of updates to the
construction toolset. It far more
intelligent than it has been in the past,
despire leoking broadly similar on the
surface. You still lay out foundations,
walls, and Furniture on an isometric
grid, but the game now recognizes
when a walled-off area constitutes a
rownm, and is capable of smartly
rescaling and reposiioning that
romnn—decor and all—on the fly. No
more redesigning an entire house
becanse vou made the kivchen one tile
too narrow for the fridge you wanted.
[t'Il also be possible to adjust ceilling
heighe, allowing for much greater

architectural freedom. The game’s
art style has shifted, too, away from
what Maxis view as a Bostonian style
towards an atmospheric Southern look
teaturing multi-level gallery houses
that recall MNew Orleans. The world is
still dazzlingly vibrant, but the color
palette is being managed carefully: 1
see concept art for a mghe-time
neighborhood drenched in deep
purples and oranges, setoffwith dark
green foliage. Its an atmospheric
image, and that's not smmething ve
assoctated with the series betore.

The same attention has been paid o
the Sims themselves. The new buld-
a-5im tool works remarkably like the
revamped EFE character ereator that
debuted with the MMOs Incarna
expansion: an instance of parallel
thinking, I imagine, where two teams
of developers realized in tandem that

tweaking sliders to adjust somebody's
nose just isn't fun. In The Sims 4, yo
sculpt vour character by clicking and
dragging on areas on their body, which
highlight as your mouse passes over
them. You can make vour Sim tubby,
thin, or gangly, give them a hooked
nose or cram their eyes close together.
Then, an array of other detals—voice,
musculature, their defanlt walk—
complete their personality.

Many of the ancillary sysrems that
have been added to the third game
owver the years won't be presentin
The Swmmr # when it launches next year:
bt what walf be present 1sa more
fundamentally detailed way to enact
the life of the lirtle person you've got
in your head. Ill be able to make a
tiny me that deer o and eat jce cream
in the bath—and I suppose that's a

good thing. m
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