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Overview
The main character, w. ficiall ed Wander a tho 1s n ver mentron

ame, comes to aﬁ(i ce C ﬁ 'd tl!?e lﬂ'orlca)f cci )g d tor v1ve t %ﬁs Féac f é:
ecause she was 0. have a cur e ) rev1ve er, er m e

xte(f ein s co ect;ve 37 {leferrec? to as §ﬁ s 1,1;1y ese e1n se ax‘/xlagl a or 13/\czilen
ih or a t e%a% ee tor v1ve 1n exc ?e ort ee om n ust estr Fy

e s1 teen 1d o Sontai ree th em not estro &)37 mort
H}Lh efeat 1xteen o 08s1 Ttth are gh 1nc rnati ns s to %strgg ?ﬁq es SO w1th t e
orse gro and a special swor at s OWS ocatlon o loss1 an eir weak points.

Characters
e Wander whorg the IPla%_e[r cor}trols, the rrt:LE character in th (f yysta_tlee dh??s come to the F%rlbldden Land

o re ve th 1s re 11}3 r 1s nev exp ut it 1s rea on to agsume,
ase e is w11 ng to er ‘h ove ;h ecomes clear that w e _has ne 1S
n51d serlous me, SO he S o v1ou g ing ttatfger 1t ta es to revive I anty S
; E}l nows P lhmm s 0 rev. 1§

now t at Nnows mon and tha, e sto e the swo uses.
18

out

the souls. t we d

as some horse ac?]<1arc J}t1 is dsaFfe to és ume S some tra § as a warrior. P&D ance
eterJ}or es throug out t game as e eats Colossi. ecomes paler and even begins to grow horns

sac %ce cisbﬁle 1r1 ander is tﬁym glv(e) der sta es in th enn‘lf C tscene that M%e?i was

uous, €

eca se rsed est ander oes eve ust1 but
tE\ e %e ST nown a out OW S e ﬁ s c ar t ander love re 1S no
if his e wer. recdg o te , nc& s er nev%r 1é1teract durmg t e game.
earanc so c ,an es as r tst olossi, rov terior f
TO 1s rmous stee mo t stri I\n 1s size §1e S ta T th n Wﬁndeﬁ 'i
w1t s) an ear as a verx 0pec1 wit retyrns ?er when he ca
e Seems u to battle w1t flhegnl rmous oss1 e1s Wan er s only companion and
s an integra Crﬁ) e1n e at o sev ra o olossi.
%)rmm i em t at ha e&‘r rf‘r s1xtei) parts and sealed in the, sixteen idol He se
e a multi- ace muc ci (o) Bi e act ture 1s é‘tever ex EL ?
}CJ(]hg eara a% seen at t e ame, terr1 1n an or mon’s distress aE reed
a es thqat there_1s somet %n§ to ea 37 aPF ardfices, Dormin_seems to be seale ﬁg or
reason eilspeaflc reason his 1 1mprrs nmen also unknown. It is nown, however that
as power over
fc}:r mon ﬂ)ep arﬁ té) dhe a rehcgloufs leiae\e some sort alﬁd seems to know Wander sonalléf I—L e takes
some t gor idden aﬂ to fin er and sto aolm 1n Dormin. Ii[iﬁ seems to know a
reat gea? out Dormin an e nature of hlS imprisonment, and has t p%wer to seal him away again at
e en e game (or so it seems)

Breakdown
h 1
has pyt at o gti?(Wf%r oo Shihs s fﬁfe“é}?lé?{uﬁé"gﬁ 15 a0 For Tev%lat%ﬁ&ug%t’ dlfcovest%%ow %Ch%wt‘%%ei
sen een ea en 1nto the ay IH.I erou rtryF s dia, at sets t olossus
art 1S Tae wa evelops ¢ a acte S base Hlost erttire { ejr arl—i(het[y es, anﬁ el (fl lel ract 1
me . e ga e is also nique in the way it evel ops an 1mp ied bac y in the playe s m ind throug
pl f(h ame be%éns with a cutscen that s%ows Wander brr%%mfg o s o to the Forb1 lden Lar‘l}l
Belore éé 1t anc str1 1%“’ feature. eﬁ%gasé 2t i aﬁ“ o den With o o o oS eliness ]
IIh tlfng vas ut em ace or a trave I—fe hnoev \;Ier an
ess wan% oes no no r ose 1 1t1a ut 1t 1s clear t&rat S lolurne%f
Ee 1iperate an at he as e c% to be algne. elgl an also 1 m_ﬁﬁlg th1 t the’hero from
orse co ion T e horse’ s size is w. t ut initi éﬁj tm t o v1 us that t 18
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ust have s oun

]in ﬁo T a war 1or e s colo g
em strange ecause a k 1s sual ass ciated with the rota 1,st to f stor ut t se te
er mu more tha at a out er. t re resent ee 1 out the
arﬁlle It re eﬁents er mourn1n s ev 1on as t 1scove t at an
sto e the swo en uses reates a st f) h t w1t IhasP ra ce, which is ver muc
that of. a traditi . e W ars 1 ot Wl a swor 1de, his, face rou t wt
eterml tlocn, % orm1 tells 1m 1n
eav an er s1m y res tter. e 1n tion ne ters

t att s, for rev1v1 alv

telrl Y Ttlta out
ame, is agpelalr ert 1 oes e ecom S ]g 3 air beco §r er, an e even
s to row Qrn 1naE ran: rma ons C T at n ame, eg o sesses his
u ns him into a terr e colog sus m} mon sea S t turnsﬁ er 1nto an

ove is such that he is wi to Qﬁ ave t aw or ancell
ano%e et e n the two of them, an yet the p a r ca tru y un erstan eir relationship strict y

ase sh ep}gearance an ctlo ?
t onsu ate sac icial, IT he is_clo hed in _white to. re es nt

1nnocen.§el and aced on a tar. Ehe yer is ra fo b 1eve that death was unju { :}1/\/}7 er
tates e wa sacr1f1c cﬁ ecause S lga .cursed_fate. e 1s ta com acc ted reaso,
11fin: fne rin 0 mind religious anatrcrsm e 1n t em witc trlgi eta1§

h %are u to extrgg ate, suc as her n.s c1et at s e may ave one fo e curse
ut she obvious someaQn s attention to be W ced for s%, a reason I_h rr ction at the er}d of
he game, as we as the garden she takes the ba er to, bring to mind the Biblical arc etypes of the
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Christ f}gure §Tnd ﬂtﬁeGaWhe n of Eden. The irony is that the s1ti,1aatt11%ns tsee]ﬁto be ulte}/lthe opposue of the

nd C ear estructlon as a d> ?P an t
en 1s a wa sociated w t os noce e, ace that no one
at nqQ,one can a ar en n S ow of the 0ssus, owever 1s Ve
ence. ander 1 trans orme om a terr demo 1n 0 an 1 c ant an
we er, as the horns tha an

t 15 not a complete return to innocence er grew

remain. Z o ‘s character re resents a new beginnin %
e n ur n 1s a mp ysteri aspe t of t e sﬁ)rgf He is a d1V1ne bein e%to be
sur z}s ower, to r1n§ souls H% omt ]éo al p w‘% always ee assocja
s in m%ft ) o e 1s also rtri1 ]ye as avmg én g lpa he es ea s s wit mult
01ces, both mal m? , % S ha8 been 1& nto s1xt&en arb e co ept of o e o
hg Ipahts S ou ?h ami 1ar to mo es};ern rs, as § 1st n God s eheved e such a
se acts, must ec1de oy ti emselvg ormin’s nature a mot1ve are
C ear a ter t e qot}e e 18 a ome elng ch ;e 0 estruct It cer}am kes the p Fa
uestlon the w1s a s act1 s t see t las s&a % %}{E) reaso
ent it even a ears as 1 ono w t e en e reV1V at a , that Wa us em%\;lnllse
t 1s n§ r1so 1n 1 out t Vll’}ﬁ't e pla nts on re to 1
S1a 1s e ess 1 I iven b h1s esire to be free. His
1V1n1t annot be d1s ute ut w et er e 1s a § o 1nterpr
on’s app {ranc 1ves wa f01 er r1 t awa r r1de lack
horse an wears i 9? un1c, fmo desaw 1te orse an wears oa a e1s
verz 1te 0 er ridin, a ﬁroup of com anions 1 a on reat
er 1n sea} rmin aw Ain, 1 w% l)ﬁpg at e scc)irt o 1ous eader, a 1on
geems to be a at he want e o ts1de olsle e C o eal“/s[ ¥1 o 1 e t engar
utson for t e worl n or 1s C n10ns e follows a the ru s erm% a h
{1 gemor %n ing the te t estlons asked. He fits the stereotype of the plous rehglous
eader w 1 rive Iy aC{ a1i1 ﬁevm com s1on
ere 1s a e% ea story that is npt eve 1n t e ame 1tse1 11. th St%gtelh ;s done in two
utsce es, e at fi%mnm XI ne a %e e re illed i rea s 1ma inatio:
%ame a ﬁltse ster ru1ns [o) tem es. an riresses, { ts, ars, ag
w1t t ex Tna No two p ers wil ave exact sam. 1nter tat ons, but the ma1n aracters an
the eme of love conquering all ate made con51stent through the use of arc etypes

Stron§est Element
I]’lle S narrah1ve t ajﬁcontrlbutes ost Eo the m§gh1ca1 tolr‘}lle oithe stor 1s th
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S t Vata not even 1s n now not 1n e 1Mr 0O revive.
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tely leave out some_details 'b us(ee ﬁg wer ev1se X 1n a

to ac (l)se, usy, aaytoe
eno eno or teia Sah ral s on would mer: %7 fs ve Eo d1v rt stener tt
e stor as a whi o e oW Q oss as a Ve imilar feel. er s 1te nowle 1%\

OWSs Ver used ex er1ence ay r is for to pay tte tlon to ry to more a e1r
racter t Bt J e various env1ronme ts“they explore the ort cut scenes t at occur en a
olossus is e

Unsuccessful Element

If tlﬁere was on h1n in th ame, that 311 ht be considered unsu ce sful, it would be the ro e of the
olossi 1 e to(ﬂf ety ere a tastic arsome cr}eatures, an, role in t 151e€p
aw ess, ut 1t s diffic 0 see. W eire eﬁact at JInto the stor: o egp}l}ana 10N is %e S
echalgle to exist, w at connect e ave’to t ols, or what t e T 1e as to
. Some clostre d) iome o nts might make the story e more comp ete, ut perhaps
game s creator wanted to leave it a up t e imagination.
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ecause it requlres a deep emotlona connectlon that ew games can achieve.
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Cr1t1ca1 Reception

Shad of t ec lossus is, generally acce ted as one of the masterpieces of éhe Pla station 2. The
a Si)re atory 1n and etacritic CFV c re ninety-two an nlr),e ercent,
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Lessons
' T e er doesn’ t n ed to know thi reat deal ould have been spent ex la1n1n
tt ut 1nste e creatﬁrs crlyd1 gletAh% stor ?ol th ayer s u}ea r%cmus? roggt
use ¢ ome 1 est consc1ous mind ca 1scern m re t p ever be explame
consc1ous m1 so oo exg anat1on can sometimes ser e to on use a er.
ess %tl? an m r re 1m ersive experience. a er s reat deal of t1me travelj %
ac an sear or t ext olossus ethl ‘ﬂe sin enem on t 1r wag
att at 1s %w 5 dslxtcien loslsfl ich o ourse m ess action. 1ps
S on t the Forbi itself, instead of reguhrm% Ip Xar tp constan e on al
e player to take 1n their surroundings as they are inistead o constant looking or
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&h}aracter can eidevglo}ped just a}s v\iell in ﬁarﬁe as the¥ can during a cu scerie In artlciular Wandler and

Dormin are develope ery ‘muc roug eir interaction with each other, a5 well as’ the player’s
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Zﬁ t at ro shows 0 er C%fl 1111 be un erstoo er experiences 1t themselves,
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Summation
Shadow of the olos s does an amazing job of m mot10 al connection with the pla
t;th }Ie ﬁtt?e story (1:n§) ]]i;e co ectlo 1s %Ji 8}3 (f\y, a ]h eato (i ab r(lgilely 1§
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s that a player does not n e o be deta rom a game’s story en ver a cutscene
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