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Please introduce us to Farah : where does she come from, what is her story, who is she ?

Farah is the beautiful young daughter of an Indian Maharajah whose palace is attacked and conquered by the Prince's father.  She is captured by the Persian army and brought to Azad as a gift for the Sultan, along with the Hourglass looted from her father's palace.  She knows that opening the Hourglass will unleash a terrible cataclysm, and tries to warn the Prince.  But he ignores her and opens it anyway.   The Sands of Time spread through the palace, transforming everybody they touch into sand creatures.  Farah, the Prince and the Vizir are the only survivors.  Her goal is to get the dagger away from the Prince so that she can undo his terrible mistake by returning the Sands of Time to the Hourglass.  She has every reason to hate the Prince for having destroyed her world.  But she needs him.

What are the main features of her personality ?

Like any good princess, Farah is proud and aloof, accustomed to privilege and a little bit spoiled.  Her true character is revealed in the face of adversity.  First her kingdom and entire family are destroyed and she is captured as a slave girl; after that it gets much worse.  In this dire situation, she proves herself to be a courageous and determined fighter.  For a long time, she struggles against her attraction toward the Prince.  In the course of many hours spent together fighting enemies and overcoming obstacles, she falls in love with him and he with her.  But they are both too proud to admit it.

What were your inspirations to design her, then ? (physically, animations, personality…)

Farah is lithe and agile, like a gazelle.  When it's a question of survival, she is able to pick up a bow and shoot arrows with the best of them.  Historically, in medieval Persia and India, archery was one of the few sports in which women were trained to excel and such ability was prized at court.  But we never forget that she is a young Princess, with a privileged background.  At one point in the game, when she picks up the Prince's sword, we see that it's much too heavy for her to use one-handed, which is realistic.  Farah is slender, graceful and feminine, not an Amazon woman.  Her costume and appearance reflect that she is an Indian princess and comes from a different world than the Prince.  Farah's palace is in a lush, wet jungle where it is usually raining; the Prince comes from a harsh, dry land with scorching deserts.

What motivated your choice to make her a non-playable character, at a time where most action-adventure games feature 2 playable characters ?

Our goal was to make the Prince of Persia the best-animated, most acrobatic and insanely controllable single-player action-adventure game hero ever.  We didn't want to compromise this goal by dividing our animation and AI resources between two playable characters.

What did you want Farah’s personality to convey to gamers and how did you do that ?

We wanted a strong female character who would be the Prince's equal, both as an action-adventure comrade and as a love interest.  Although they are very different, they are emotionally compatible and we feel they belong together.  Farah is not an object to be rescued, but an active person with goals that do not necessarily match the Prince's. 

What kind of actions can she perform, that will help the Prince progress in the story ?

Farah can't perform the kind of gravity-defying stunts the Prince can.  But she has one ability he doesn't, which becomes very useful: Her slender physique allows her to slip through cracks that are too small for the Prince to fit through.

Will the 2 of them be inseparable ? Do you go through all levels with her ?

Farah and the Prince are separated many times in the game, sometimes because their different abilities force them to take separate paths, sometimes for other reasons.  For about half the game, the Prince is playing alone and needs to find his way back to Farah.  This alternation will make players really feel the loneliness of the palace destroyed by Sands of Time, and miss Farah's companionship.

What kind of relationship do the both of them have in the game ? 

Throughout the in-game action, Farah and the Prince develop a semi-bickering relationship where neither one wants to let the other have the last word.  The in-game dialogues reflect Farah's proud nature, as well as her courage and a slightly mischievous sense of humour that, under happier circumstances, would probably be one of her defining qualities.  Underneath it all, there is a sadness and poignancy to Farah's situation.  Because of the Prince, she has lost everything--yet in spite of this, she is starting to have strong feelings for him.  In the end she may have to make a terrible choice, maybe the ultimate sacrifice.  But right up to the end, we cannot be sure what her choice will be.

Can she die or be killed? Why / Why not?

Farah's medallion protects her from being transformed into a sand creature, just as the Vizier's staff and the Prince's dagger protect them.  But, she is physically vulnerable to being attacked by the creatures.  It is essential for the Prince to protect her from harm.  If she dies, it's game over.

You didn’t write a classic “rescue the princess” storyline, what were your thoughts behind that? Why did you want the player to experience?

In the 13 years since POP1 (and 18 years since Karateka!), rescuing the princess has been used so often as a game goal, that it has become a cliché.   Whatever freshness or emotional power it had at that time is gone.  In 2003, for a videogame to stir players' emotions, you need a real story.



