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umour has it that Matt Damon

pulled out of being involved

with this first videogame

adaptation of the Jason Bourne
saga because he took issue with the
level of violence contained therein.
Leaving aside the faint sense of
hypocrisy - the possible justification
being that Damon’s Bourne is a
character that only fights out of
necessity, and constantly displays a
sense of regret - one thing becomes
clear quite early on: The Bourne
Conspiracy is a fantastically violent
game; the crunching, visceral impact of
the films having translated superbly to
console.

The one masterstroke in this context are the
takedowns, made available as Bourne’s
adrenalin meter is filled after successful
attacks. Using these glorified finishing
moves with a single button can be
spectacular, particularly as the environment
will often be brought into play; the
moments where the faces of your enemies
are smashed into concrete statues, or
assassins tipped into shattering glass tables,
remain suitably gratifying even after the
umpteenth time.

What is pleasing is that even though the
same stock animations are used, their
integration into the current level is so

seamless that the impact of the move, and
consequently the idea of Jason Bourne as a
ruthless, clinical character, is maintained. For
afan of the trilogy — and to dig out the old
cliché - they should feel free to add a star to
the final score; such scenes reassure that in

terms of faithfulness to the source material,
developers High Moon Studios have done a

Unfortunately these repeated comparisons
to the cinematic source extend to the
impression that The Bourne Conspiracy is
probably a better game to watch than one
to actually take control of yourself, such is
the haphazard nature of the general
controls. For example, the takedown system
aside, hand-to-hand combat is limited in
scope; the majority of the game can be
passed through wilful button-bashing, with
only the later bosses requiring a sense of
timing and the use of the block button.
Shooting is similarly functional: aiming is
tricky, Bourne strangely takes on a sluggish
walk when a weapon is drawn, and the
cover system never seems to work with the
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speed and intuition that it should
(while three plays later we still can't
decide whether the brief driving
section is a mess of non-existent
handling or the most fun we've had
smashing through a city since Crazy
Taxi). Even the paltry sub-5 hour
length of the campaign - somewhat
excused due to the game’s loose
adherence to the first film's plot -
suggests a perfect weekend rental as
opposed to a full-price purchase.

Across the game High Moon Studios have made
many clever design decisions — not least in
punctuating the central storyline with flashbacks
- but these are overshadowed by the aforemen-
tioned faults, betraying the developer’s relative
inexperience. Issues such as Bourne disappear-
ing mid-fight because the camera decides to fly
into the wall are not necessarily game-breaking,
fundamental errors akin to those that crippled,
for example, Iron Man. The frustrating part is that
their cumulative effect is to detract from the fine
and often intelligent work done elsewhere (the
entire Zurich airport mission is a stand-out in
terms of set-piece driven action).

Interestingly many reviewers have cited the game’s
use of QTEs in a negative light, complaining that
their frequency almost reduces the gameto a
succession of frantic cut-scenes. We, however, think
that this is exactly the reason why the game works
when it does. QTEs do occur often but their payoff, as
evidenced by the takedowns, nearly always succeed
in adding to the sense of cinematic momentum.

Film licenses are of course stuck between the
proverbial rock and hard place, having been bound
to the source material and burdened by justifiable
suspicion from the gaming community. The Bourne
Conspiracy exemplifies this tricky balancing act
better than most. As a use of a high-profile license it's
one of the best examples of the year thus far, but as a
game, this is little more than a genre footnote. A
genre footnote that, when it isn't leaving you
hankering for other more polished, self-assured
games, is highly entertaining. Regardless of Matt
Damon’s absence, you frequently feel like you are
Jason Bourne. For some, that may just be enough.
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