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Religion and family-friendly fare are marching into
the video game industry BY JOHN GAUDIOSI
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]:I'l.c}ll play the top-selling vide

LT g ke hell. That is, iF voure good.

Gouod players, you see, can advance to levels

that send them into the inleenn for bloody
baltles. For a Doomer, that's a desired out-
o, For some video game makers, though,
that's just the kind of thing theie industey
offiors too misch of today,
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jrest one of many games with adult themes,
Indeed, some 16 percent of all vide
ature,
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bianity by striking them with-a blessed
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cally on parents. ‘Though seme Christians
vy have shunned video games altogether,
pame makers suggest that's not the answer.
The Christian Game Developers Founda-
tign, o nonprofit consortium charged with
marketing Christian games, put out a video
this year that closes with the message " The
question isn't if your kids play. The guestion
i whal your kids play.”

That's where “fun” comes i, The idea
for Christian game makers isn't to take
video games away from kids, but te offer
games that aren't filled with demoens, blud-
geonings, and scantily clad action. And
therein ties the rub. You can't just stamp o
chureh steeple oo the cover of a game and
expect kids to want to play il In a repaort,
earlier this year, ABC News assembled a
group of 12-year-olds and let them play
Christian video games and secular games.
The result: They {ar preferred Grand fheft
Aute to Catechumen.

St Christian game makiers are confi-
dent that they can compete for kids” atten-
tion. “Fifteen years ago, the Christian mnsic
wirll looked ke Christian games today,”
siys Ralph Bagley, chief executive officer
of N Lightoing Software, developer of Cag-
echurren, which bag sold some 80,000 cop-
fes, “But it wasn'tuntil the Christinn muse
companies came together as & group and
focused on quality that they were able to
achieve success.

‘Ihat's what Christian video game makers
are daing now. Last July, some 100 Christian
video pame makers — including companies
from Brazil, Switzerfand, Australia. and
South Korea, as well as the United States and
Canade — gathered in Portland, Gregon, for
the fourth Christian Game Developers Con-
ference. The attendees’ focus was on boost-
g the lechnical guality of their games. ™ The
| challenge for Christian game developers bas:
always been delivering a guality game expe-
rience.” Bagley savs.

Baosting technical guality is a big chal-
lenge for many Christian game makers, sev-
eral of wham have bailt their businesses on
making educational games for PCs, Stral
ez und first-person sheoter games for con-
aole systems [ike Nbox and PhayStation are
miare Involved and ldar more cxpensive L
produce. [t can cost several mitlion doltars
tocdevelop o console game.

That might exgplain why, even at the
most recent Christian Game Developers
Uonference, most of the games shown were
rscle for the PC. For instance, there was
Hance Prajse, o FC game that lets gamers
listen to songs from EMI Christian Music
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Group while they pound ool steps on an
electronic dance mat, And, there was
another PC game, Nmathy and Titus. Itasks
gamers o roam e workl collecting miss-
ing serolls uzing fast-paced action moves
toevade danger, as well as faith, hope, love,
and prayer to spread the Christian messupe
aluryg the wiy,

All af those may sound Interesting to
Christian gamers. Bul the [ael remains:
Few miracles are heing performed on vour
Xbox. To thot end, the Christian Game
Drevelopers Fourdation is peoling devel-
opers’ resources and salioiting donations
feam Lerge church congregations arocd
the conntry, 'Their aim: raise enough money
to ereate delailed games for the next gen-
eration af video game consoles — Xhax 360
and Maybeation®, Bagley says the games
under development will have the same

wisual guality and multiple levels of play as

pames Hke Haltlife 2 and Dogre 3, The Gest
of the next-generution Christian games
could b an sale by fall 2007

Belore thal happens, the breadth of
the market for Chiristian games will have
already been tested: Teflt Belind: Eternal
Forgesaoreal-time strategy gamoe. is expect
il to hit stores by Easter 2006, The game i3

based on the 13-voluine Left Belund book. |

sierfus Fram Tim LaHaye and Jerry B |en
kiis, The books have seld mote than 63 mil-
lion eopies worldwide since 1995, Like the

Boaks, the game — one of the most expen- |

sive Christisn games ever developed — s
set during the apocalypse, Playvers will be
able to chodse between angelic Tribakation
Forces amb demonic Glebal Community
Peacekespers in a multiplayer onling mode
or a single-plaver mode. "I anly 10 pereent
ol the |Left Belund| readership buy our
game, it will be a top hit, selling mare Lhan
I million umnits,” savs Troy Lyndon, chief
executive ollicer o Left Behind Games.

Lyndon knows something about gaming,
He was the first producer of Flectranse Arts'
bestselling Meadeden foothall gume in 1990, He
expocts Lhe Laft Bekind games will, like Maod-
sden, peontually end up on game consolis amd
thinks that, within the next decads: a Chris-
Lian consode garme can sell ssmany copies as &
Lo mainstream game.

Fyen so, Lyndon is also wary of is com-
pany. ar other Christian game makers, put
ting tao many religlous messages in Hheir
sames, “Christian games are going Lo have
Lo b cutting-ed e and superb in storyling,
utaplics; and game play” Lvndon savs. "The
hurdware companies are looking for gamaes
with uinbversel appeal 17 games ars boo overt-
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Iy Christian in their message, Sony. Microsaft,
and Ninlendo will probably rejuct them.”
Ultirmately, that's the question Christian
aame developers have toanswer: How much
religion istoo much in & game? Thal's the
subject of ruch discussion when developers
gather at their annual conference. The devel.
opers are also Woen by issoes of viclence in
their games, |s a first-person shooter game
appropriate to market to Christians? Are
HNew Testament-themned games going Lo [y

off thig shelves ab Toys "R Ls?

No ene yet knows the answers to those
queries, but Christian game maokess do seem
to agree on one Lhing, Their gamas need
Lo be more fun than your average Sunday
school class. Says Bagley, "The last thing we
wint to do i preach to people” @

John Gaudiesl 15 a Treelancer based in
Horth Caraling who writes frequently about
viden games,




