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Cast dusts crowd with magic at Pemberton Place

SHOWS

Peter Pan

PERFORMER: Threesixty
Entertainment

LOCATION: Threesixty Tent,
Pemberton Place

DATE: Jan. 21 - Mar. 20

OUR TAKE: Yk &k

By Dimple Bansal
Contributing Writer

Between the World of Coke
and the Georgia Aquarium
stands a 100-foot tent encom-
passing the scenery of 1904
London, the perilous seas on
which Captain Hook of the
Jolly Roger sails and the fabled
island of Neverland. Threesi-
xty Entertainment has created
a fresh interpretation of J. M.
Barrie’s Peter Pan at Pemberton
Place. For those that grew up
with the Disney film, this ad-
aptation is markedly different,
striving to be more faithful to
Barrie’s original work. Techni-
cal issues are clearly present,
but it is hard to walk away un-
moved by what happens on the
stage.

The feeling sluggishness
permeates most of the first
act; however, a few standout
moments leave the audience
breathless. Of particular note
is the sequence when the chil-
dren make the breathtaking
journey from their London
home to Neverland. This is an
impressive demonstration of

-~

the first-ofits-kind 360-degree
projection of computer-generated
imagery, faithfully rendering over
400 square miles of London while
showcasing the acrobatic prowess
of the actors.

The first act also brings out the
impressive work of Sue Buckmas-
ter, director of puppetry. Nana,
the ostrich and the infamous croc-
odile are presented in a unique
and creative manner through the
use of simple objects and the pup-
peteers’ skills, particularly that of
Christopher Keller. While some
might see this as a flaw that de-
tracts from the realism of the act-
ing, it adds another dimension to
this unconventional production.

In the same way, the ropes and
coat hangers used for flying are
clearly visible, and this can either
be seen as unprofessional or cre-
ative, depending on the audience
member’s perspective. It seems
clear that director Ben Harrison
realized that certain elements
such as flying and the animal
characters would be more or less
impossible to pull off convincing-
ly. Choosing to embrace this fact,
rather than unsuccessfully try to
avoid it, is admirable.

Despite these innovative addi-
tions to a classic story, the show is
not without its flaws. Ciaran Joyce
is fittingly cast as the titular Pe-
ter Pan. While most actors do the
best with what they are given, the
decision to cast adults as children
negatively impacts the overall
performance. As a whole, the dia-
logue consists of too much yelling,
which limits the range of emotions

that can be expressed. Too many
set changes are clumsily executed
and draw the audience’s attention
away from the main action. While
billed as an exciting aspect of the
performance, the sword fighting
instances are unimpressive due to
their lack of believability.

While the first act leaves some-
thing to be desired, once intermis-
sion is over, the story immediately
picks up. Finally it seems as if
the narrative has some direction
as opposed to feeling like a dis-
jointed collection of adventures.
Relationships between characters
are developed more thoroughly,
particularly that between Peter
and Wendy.

A brief duel between Hook and
Pan while balanced on the plank
is another standout moment of
entertainment. It all culminates
in a heart-wrenching ending that
leaves the audience grappling with
a gamut of emotions; here more
than ever, one can see the strik-
ing difference between Barrie’s
thought-provoking work and the
simple tale of youth told in the
Disney adaptation. The emotional
gravity of the show makes it dif-
ficult not to recommend.

The performance venue itself
provides an intimate setting in
which to view the show. Even the
back row is not too far removed
from the stage, and actors often
walk out into the audience adding
to the feeling of immersion in the
tale. The combination of acrobat-
ics, puppetry, technology and the-
ater brings out a unique retelling
of this timeless story.

Images courtesy, of BRAVE Public Relations

expectations

Senior Staff Writer
Step Afrika!
. Step Afrika is the first
PERFORMER: Step Afrika! professional dance troupe

in the world dedicated to
the new tradition of step-
ping.

Their excellent full-
length shows blend story-
telling, humor, dance and
music in an easily-digest-

LOCATION: Ferst Center for
the Arts

DATE: Jan. 29, 2011

OUR TAKE: %k %k %k

ible vignette style.

While some audience members may learn a lot, others can
see straight to the slightly exaggerated truth of the presentations,
making the show entertaining for both seasoned steppers as well
as those who are just having their first encounter. The complexly
choreographed routines were executed with astonishing skill and
grace while easily combining all the different elements of the
show together.

At its most fundamental, stepping is a form of dance. How-
ever, it is much more than that in that it often includes song
and theatrics to augment the polyrhythmic movements of the
dancers. It is more than movement; it is chanting and singing
in and out of time with stomps, claps, slaps and hits sometimes
combined with skits or mime to tell a story.

Stepping is always percussive dance which means the sounds
of the dancers’ movements are significant, or even primary ele-
ments, of the whole experience.

Step Afrika’s goal is for everyone to understand and appreci-
ate the dance form while also seeing it as an educational tool. As
a distinctly American art form, Step Afrika is a global ambas-
sador touring around the world through the Americas, Europe
and Africa.

The group also hosts an annual conference of sorts in Johan-
nesburg, South Africa called the International Cultural Festi-
val, the fruit of a 10-year collaboration with the Soweto Dance
Theatre. Step Afrika uses their shows and workshops to promote
teamwork, academic achievement and cross-cultural under-
standing.

The show at the Ferst Center is in a vignette style with about
eight different sections. Each section highlights a different or re-
lated aspect of stepping. This format is surprisingly entertaining
because it would otherwise sound boring just having 10-minute
sections lined up one after the other.

However, each vignette is its own story and has its own func-
tion. For instance, one section may use several props to make
different sounds while another section may be literally tell a story
which revolves around stepping.

All of the different aspects and influences of stepping from
traditional African tribal dances to the black fraternity and so-
rority pledging process are expertly explored in this informa-

See Afrika, page 14
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Beam gives Kiss experlmental pop sound

MUSIC

Iron and Wine
Kiss Each Other Clean

LABEL: Warner Bros.
GENRE: Alternative

TRACK PICKS: “Walking
Far From Home,” “Tree by
the River” and “Monkeys
Uptown”

OUR TAKE: %k &k

By Matt Cohen
Contributing Writer

For nearly a decade, Sam
Beam, the core and only constant
member of Iron and Wine, has
whispered his way into the hearts
of listeners with his soft, entranc-
ing voice and minimalist folk mu-
sic. Over the years, however, the
style of his music has evolved, and
the sound has advanced tremen-
dously. Unlike in the beginning
stages of the project, when Sam
Beam was using a four-track re-
corder to compile his songs into
demos, the current trend for Iron
and Wine’s albums has been to
embellish the poetic lyrical struc-
tures with a wider assortment of
instrumentation. Since 2005’s In
the Reins, which featured the in-
strumentally diverse Calexico as
the backing band, Iron and Wine
has continued to move away from
the early sounds of stripped-down
acoustic guitar and quiet vocals
into a territory dominated by
greater diversity and pop acces-
sibility. This progression is appar-
ent in Kiss Each Other Clean, the
newest album by Iron and Wine,
which delves into a more experi-
mental realm than the band’s pre-
vious releases.

The opening track of the al-
bum, “Walking Far From Home,”
is probably the track that is most

reminiscent of the traditional
Iron and Wine instrumental and
lyrical structure, with a verse-
only structure lacking choruses
or bridges that begins each line of
the verses with the same two state-
ments. It evokes emotions of a de-
parture from home or any other
haven, with the primary means of
conveyance being the images con-
jured by the lyrics.

Imagery is the crucial com-
ponent of Beam’s lyrics. While
the true interpretation of many
of his lyrics are open-ended, and
could seemingly be analyzed for a
semester-long course, the images
depicted are the truly important
elements. His songs summon one
to stroll through memories, to feel
the bittersweet sting of love and
the vice-like, ever-present grip of
death. They allow one to under-
stand that all humans share some
of the same underlying experi-
ences. “Walking Far From Home”
is one of those tracks, urging the
listener to remember the difficulty
in leaving a comfortable niche,
but also the vastness and beauty
of that which was awaiting upon
departure.

The most likely candidate for
a first single from the album is

Image courtesy of Warner Bros.

“Tree by the River,” a bright, tex-
tured track filled with sweet and
uplifting backing vocals, chime-
like bell runs, a galloping pace set
by shakers and the gentle buzz of
a synthesizer. The latter is a new
addition to the Iron and Wine
instrumentation which plays a
large part in the album. “Tree by
the River” tells of long-lost rela-
tionships from childhood, a time
when new lovers first etch their
names in a tree near a roman-
tic sanctuary, and when one of
them truly begins to understand
the harsh duality of love as being
both “the thorns and the roses.”
It is easily the most relatable and
approachable track on the entire
album.

It is at this point in the album
where the experimentation begins
to flourish. Tracks like “Monkeys
Uptown” and “Rabbit Will Run”
include chunky, Gorillaz-esque
bass riffs and trill-filled guitar
runs befitting a Mars Volta break-
down. Along with drum ma-
chines, quick-paced marimba fills
and synth lines. “Monkeys Up-
town” provides the listener with
a glimpse at the possible future
direction of Iron and Wine mu-
sically and allows the listener to

decide whether the style transition
that is occurring will be captivat-
ing or merely disappointing. But
this track does little to fall short
of the exciting, enthralling mark
that it tries to make.

The album reaches one of its
high points with the track “God-
less Brother in Love,” a painfully
beautiful song that is comparable
to earlier Iron and Wine gems
such as Our Endless Numbered
Days “Naked As We Came” and
The Shepherd’s Dog’s vampire-
friendly “Flightless Bird, Ameri-
can Mouth.” Light piano chords
and the smooth stroking of a
harp add a rich melodic layer to
the song’s already immaculate
structure. This track will likely
please people across a wide lis-
tening spectrum. Unfortunately,
once this high point is reached,
the album loses steam for a sub-
stantial interval, barring the pow-
erful “Your Fake Name Is Good
Enough for Me,” the closing track
of the album which plays on for
seven minutes of inventive instru-
mentation, squealing vocal melo-
dies and prophetic vocal lines.

Stylistically , Kiss Each Other
Clean can be thought of as Sam
Beam “walking far from home.”
What was once primarily folk rock
is now a conglomeration of atypi-
cal structures, electronic sounds,
saxophones and horns and vary-
ing percussion beats and fills. This
venture into a more experimental
musical domain is likely to catch
some devoted Iron and Wine fans
off-guard, but it also encompasses
a great potential to attract a more
diverse group of listeners and to
please the already established fan
base. The album won’t please all
listeners, and many of its songs
fall short of the usual Iron and
Wine grandeur, but it’s hard to
deny that Sam Beam is still a mu-
sical blessing to the world.

Afrika

tive show. Stepping is made up
of many different types of danc-
ing from South African gumboot
dance to the powerful techniques
of the Zulu people. The most
popular stepping, however, takes
place on college campuses. Most
steppers were college students who
pledged a black fraternity or soror-
ity. But a similar style of dance
permeates Africa, which is what
the show explores.

Overall, the dancers were sub-
lime. Their choreographed move-
ments entertained both the eyes
and ears in a way only stepping
can. Every movement was prac-
ticed and perfect.

While what they do may be
slightly esoteric, this dance troupe
obviously knows what they are
doing and immensely enjoys
bringing their art to new people as
well as those who already enjoy it.

People who already know all
about stepping will see the show
as a showcase about something
they already know they like.

Those who do not know any-
thing about stepping will see the
show as an almost purely educa-
tional but still thoroughly enjoy-
able experience. Both are effective
and entertaining in their own
ways. While the focus of the show
is the dancing, there is a cursory
explanation of the history of the
form, its roots and its practices.

Step Afrika is one of the most
energetic shows around. Between
the jumping, chanting, rhythm
and noise, the dancing can almost
fall by the wayside. As a multidis-
ciplinary form, stepping encom-
passes much more than dancing,
and this entertaining and enthusi-
astic show grasps it all.

Step Afrika excitingly blends
history, dance, theater and music
to create a show that will leave
all the audience members walk-
ing out of the theatre wanting to
recreate some of those sweet dance
moves they just saw.

from page 13
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Dead Space 2 tails to impress

Dead Space 2

CONSOLE: PlayStation
3, Xbox 360, Miscrosoft
Windows

GENRE: Survival Shooter
DEVELOPER: Visceral Games
RATING: M

RELEASED: Jan. 25, 2011

OUR TAKE: %k k5%

By Hank Whitson
Staff Writer

The Dead Space series seems
to live by the motto “Mediocre
Games borrow. Great Games
Steal.” Fortunately, it takes from
the best. It cribs Alien’s aesthetics,
boosts its gunplay from Resident
Evil 4 and pilfers Final Fantasy Xs
sphere grid system for upgrading
weapons. It sounds like a win-
ning recipe, but I felt that the first
game was not equal to the sum of
its parts.

So how does Dead Space 2
compare? The single-player cam-
paign starts off with its stron-
gest moment. Our engineer-hero
Isaac Clarke is helplessly bound
in a straightjacket and running
for his life as the space colony
is overrun with necromorphs.
Clarke has a bit more baggage
than your typical survival-horror
hero. He is stricken with grief
over his girlfriend’s death in the
events of the first game, and these
issues are made manifest in the
sequel through creepy hallucina-
tions and conversations with her
ghost. I also want to applaud Vis-
ceral Games’ decision to give Isaac
a face and voice the second time
around. He’s no Nathan Drake,
but I actually felt like I was con-
trolling an actual character as op-

B3

&,

posed to a mannequin.

Another area where Dead Space
2 has improved is level-design,
though it is a case of two steps
forward and one step back. Set-
ting the game on a colony as op-
posed to a space-ship has allowed
developers to throw in a little
more variation, though most of
the new sites are outer-space takes
on typical horror destinations. We
have a creepy space church level,
a creepy space kindergarten level
and a few creepy space streets. It
is an improvement over the end-
less sea of dark industrial corridors
in the first game, but all the en-
vironments still feel like hallways,
with the exception of the fantastic
zero-g sections, which are greatly
improved over the first game.

In Dead Space 2, Combat is
very similar to its predecessor. The
main innovation the series brings
to the table is the novelty of shoot-
ing off enemies’ limbs to weaken
them. There is more depth there
than you might think, since all of
the weapons have geometric fir-
ing patterns that help distinguish
them from your typical third-per-
son shooter arsenal, and picking
the right gun for the right ten-
tacled horror involves some strat-
egy. You must also mix in time-
slowing stasis fields and bursts of

Image courtesy of Visceral Games

telekinetic energy to thwart the
mutant space zombie hoards, and
everything feels a little faster and
more cohesive this time around.

Due to the scarcity of resourc-
es, you have to be very careful
about which weapons you choose
to buy and upgrade. Conse-
quently, you are punished for ex-
perimenting and trying different
weapons. The game attempts to
alleviate the situation by allowing
you to re-allocate your upgrades
later on in the campaign, but that
service also comes at a cost.

Visceral expects you to love
the game so much that you will
play through it multiple times,
upgrading your gear and expand-
ing your arsenal each time, and
the higher difficulty settings are
calibrated with these replays in
mind. The campaign is only about
10 hours long, so three runs is still
a lighter time-investment than
Dragon Age or Mass Effect, but it
is still frustrating to have to wait
for the second go-round to try out
that flamethrower.

But is it scary? It is scarier than
the latest installments of the Resi-
dent Evil franchise, though it is
less frightening than games like
Silent Hill and Fatal Frame. Lim-

See DS2, page 16

Speech triumphs

with strong actors

FILM

The King’s Speech
GENRE: Drama, History

STARRING: Colin Firth,
Helena Bonham Carter

DIRECTOR: Tom Hooper
RATING: R

RELEASE DATE: Dec. 24,
2010

OUR TAKE: %k &k ¥

By Robert Soloman
Contributing Writer

The King’s Speech stars Colin
Firth as Prince Albert, second
in line to the British throne and
plagued by a crippling affliction
for a public figure: a pronounced
stammer. Albert’s awkwardness
is highlighted in an early scene
where he is thrust in front of a
microphone, resulting in strained
silences that make the viewer as
uncomfortable as the on-screen
audience.

Albert at the least can rest rela-
tively easy, knowing that his more

charismatic  brother Edward,
played by Guy Pearce, is ahead of
him in succession. Despite this,
with prodding from his domi-
neering father King George V, Al-
bert is compelled to overcome his
speaking problem.

At first, this results in a se-
quence of absurd remedies, in-
cluding smoking cigarettes to
“relax the throat.” None of this
works, leaving Albert’s wife Eliza-
beth searching for more uncon-
ventional measures.

What Elizabeth finds is Aus-
tralian speech therapist Lionel
Logue, played by Geoffrey Rush,
who goes beyond the jaw-relaxing
exercises to discover the psycho-
logical cause behind the stammer.

Few of the subsequent plot
points would surprise anyone. It
is clear that Albert will overcome
his stammer, though not with-
out significant hiccups along the
way. The title of the film tells us
that Albert will become King of
England. For those who pride a
twisty plot, this movie will not
satisfy. Of course, fans of difficult

See Speech, page 16
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Archer provides endless laugh

TELEVISION

Archer
NETWORK: FX
WHEN: Thursday, 10 p.m.

STARRING: H. Jon Benjamin,
Judy Greer, Jessica Walter

OUR TAKE: %k & k<

By Jordan Killpack
Contributing Writer

FX’s animated comedy Ar-
cher follows the exploits of the
eponymous Sterling Archer as he
navigates the treacherous waters
of international espionage office
politics.

Sterling Archer has a lot in
common with James Bond. Both
are handsome, debonair, notori-
ously womanizing and, of course,
highly-trained secret agents. The
difference is that Archer is an
endlessly self-centered, obnoxious
jetk whose neuroses and obses-
sions with minutiae rival those of
George Costanza from Seinfeld.
Add to this the fact that his boss,
the M to his Bond, is his domi-
neering mother and that his crazy
ex-girlfriend is a spy at the same
agency, high jinks must ensue.

Archer is a show defined by
contrasts. It takes a manly, rogu-
ish super-spy, one of pop cul-
ture’s most enduring images, and
then puts him in such mundane
circumstances as justifying his
expense report or dealing with a

human resources representative.
Instead of being suave and sophis-
ticated, Sterling Archer is often
boorish and egomaniacal, focus-
ing more on coming across as cool
or cracking stupid jokes than on
completing the mission at hand.

The show is highly indebted
to the style of pop culture-heavy
absurdism popularized by Adult
Swim. In fact, Archer’s creator,
Adam Reed, was also responsible
for that network’s under-watched
series Frisky Dingo.

In addition, viewers may rec-
ognize the voice of Archer as H.
Jon Benjamin, who voiced Coach
McGuirk on Adult Swim’s Home
Movies.

However, Archer is far more
tightly written than typical late-
night fare, a characteristic that
makes it more akin to Arrested
Development than Aqua Teen
Hunger Force. Jessica Walter and
Judy Greer, two regulars on Ar-
rested Development, also voice
characters here. The show transi-

Image courtesy of Radical Axis

tions seamlessly between scenes so
that a character in the next scene
will often finish a sentence started
in the previous. Recurring jokes
provide more continuity than any
semblance of a serial plot does.
Pop culture references, such as a
continuing fascination with Ken-
ny Loggins’ “Danger Zone” (the
theme song from 7op Gun), lend
the series a “Seinfeldian” silliness
without weighing it down.

The premiere of the second
season, which aired on Thursday,
Jan. 27, finds Archer’s spy agency,
ISIS, in a financial predicament.
As a result, Archer and crew take
a menial job (menial for super-
spies, anyway) protecting a Ger-
man dignitary’s teenage daughter
from plotting Spanish commu-
nists who want to kidnap her for
a hefty ransom.

Archer never takes itself too se-
riously, and any attempt the show
seems to make at tapping a vein
of emotional truth is always sub-
verted soon enough.

DS2

ited resources and firepower help
establish tension, but the bombas-
tic blood and gore will wear you
out. Some of Isaac’s death anima-
tions are so drawn-out that you
will grow numb to the violence
before the necromorphs finish dis-
membering him. For the inevita-
ble follow-up, I would love to see
Visceral take a page from Eternal
Darkness’ book and do some more
with Isaac’s mind games.

As with the single player, Dead
Space 2’s new multiplayer mode
is a mixture of other titles’ suc-
cesses. Each game is divided into
two rounds, where two teams
take turns playing as human sol-
diers and necromorphs. Imagine
a lighter, quicker version of Lef?
4 Dead’s competitive multiplayer

from page 15

overlaid with Call of Duty’s rank-
based unlockables. There is quite
a lot to unlock too, but with only
five maps, the core game lacks the
depth to hold your attention for
long.

While it is initially thrilling
to rip through stronger human
opponents as a necromorph, that
manic bloodlust will abate over
the course of a week of play. It
would be the perfect rental if EA
had not locked access to the mul-
tiplayer with a one-use-per-copy
registration key.

Allin all, Dead Space 2 is a very
polished addition to the survival
horror genre. If you enjoyed the
first game, you will love this one.
But for me, it is still missing that
spark of innovation that would
set it apart from the titles that in-
spired it.

Speech

from page 15

themes do not dominate Academy
Awards voting, either.

The highlights of the film lie
not in the individual acting mer-
its, but in the interplay between
Albert and Lionel. Lionel pushes
Albert, calling him by his child-
hood nickname Bertie in order to
bring him to an equal level.

Rather than diminishing Al-
bert, this act shows that he can
rise above the place he has placed
himself: second-best. By engag-
ing with Lionel as an equal and
demonstrating his worth, Albert
demonstrates his worthiness to be
King.

The film is altogether very
lovely and well-acted. It is certain-
ly worthy of much of the praise

thrust upon it.

Another thing the film does
that is completely extraordinary
is make the audience believe that
a member of British royalty is an
underdog. A lot of credit is due to
Firth for humanizing this charac-
ter, but an equal praise must be
given to the direction.

Much of the film is shot
through a wide-angle lens, which
is not a flattering effect. As a re-
sult, rather than the lush cinema-
tography that one would expect,
the film manages to feel very real
for what it is.

It is admirable to see a film of
this type so grounded, and if you
have any inclination to see it you
certainly should, as it is a con-
tender to win Best Picture at the
Academy Awards this month.

714 SPRING STREET

BETWEEN 3RD AND 4TH ST.

QUADe

404.870.0040 =B GOOD FOOD | GOOD DRINKS | GOOD TIMES

Front Bar is open Tues-Sat at 5PM with great food from

funngan

QUADATLANTA.COM
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By Robert Zimmerman
United Features Syndicate

ACROSS

1. Blooper

5. Lorikeet cousin

10. Sonogram, for
example

14. Phase

19. Jason’s ship

20. City in Florida

21. French department
22. Piano part

23. Barrels contents
24. Hold

25. Gritty fruit

26. Flavoring for liqueur
27. Unexpected success
29. Start of a quip by
Joey Adams: 5 wds.

32. Corms

34. Saharan

35. Port in Pennsylvania
36. Attachment: hyph.
39. Unwanted elements
41. Work by Bizet

45. Part 2 of

quip: 4 wds.

DOWN

1. Chatters

2. City on the Oka

3. Cyma reversa

4. Portend

5. Prototype

6. Sour to the taste

7. Low- --; nutritious
8. Jai --

9. Traveler on foot

10. Specious reasoner
11. Confession of faith
12. Morphology: abbr.
13. Chutzpah

51. Old greeting

52. Paddy plant

53. Redirect

54. Swellhead’s
problem

55. Contemporary of
Gauguin

57. Elect

58. Eyes

59. Common symptom
60. Disencumbers

61. Morse or Clemens
63. Welfare org.

65. Celtic language
66. Toddler

67. Part 3 of

quip: 2 wds.

71. Rent

72. Bursts

73. Beethoven’s “Fur --”
74. Canceled

77. You bet!

78. Cubicle

79. 41 Across, e.g.

81. Fleece or soak

83. Chandelier part

85. -- tempore

14. Castilian

15. Offer

16. Passage into a mine
17. Kitchen injury

18. Gen. Robert -- --
28. Box sleigh

30. Staffordshire’s river
31. Medieval strongbox
33. Carell or Jobs

36. Hairstyle

37. Dribbles

38. Overbearing

40. Son of Zeus and Hera
42. Authoritative

86. In abundance

88. Indigenous Japanese
89. Serv. branch

90. Part 4 of quip: 5 wds.
94. Franklin -- Roosevelt
96. Sloping, as a stage
97. Telamon

98. -- Raton

100. Kind of bean

101. Basilique

du -- -Coeur

104. End of the

quip: 3 wds.

109. Aspiring unknown
113. Magnificent

114. Roman statesman
115. Davenport native
117. Perished

118. Sultan’s decree

119. End- --; consumer
120. Bete --

121. Krabappel of the
“Simpsons”

122. Ciphers

123. Meeting: abbr.
124. Take the stage

125. Judge

43. Duck

44. Promontory

46. Proceed gradually
47. Writer -- Cather
48. Paint-on-plaster
technique

49. Old Irish alphabet
50. Rival

56. Misjudged

58. Insand --

59. Church part

62. Low spirits (with “the”)

63. Seed covering
64. Elmo and Olaf: abbr.

THEME CRosswWORD: GET A Mo

1 4

6 7

v ON

19 20

23 24

27

118

121

122

125

65. Lamb, alternatively
68. Equals

69. Admit

70. Great name in tennis
72. Prize money

75. One of 50: abbr.
76. Ttalian title

77. Digging tool

78. PC part

79. Ye -- Ale House

80. Swimming holes

82. Good deals

84. Eyeglasses

86. Pomegranate cousin
87. Kind of battery
88. Sat in on

91. Points of
convergence

92. Rhetoricians

93. Merit

95. Rub raw

99. Spore case

100. Greek goddesses
of destiny

102. Cognizant
103. Wicker artisan
104. Stoltz or Idle
105. Dry: prefix
106. Yikes!

107. Relaxation
108. Diving bird
110. Officer’s
assistant

111. Part of NB
112. A cheese

116. Intelligence

Apply for Georgia Tech Housing for

Fall 2011

11

..j_-

For more information eall:
404-894-2470

http://www.housing.gatech.edu
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PiLep HiGHER & DEEPER BY JORGE CHAM

How 1S YOUR
THEORETICAL
WORK GOING?

F WELL, t PUT ALL

THE COMPONENTS
OF MY THESIS INTO
ONE EQUATION, THEN

| SMPLIFED ALL

THE TERMS,

THAT'S AN APT
CONCLUSION
ABOUT YOU AND
YOUR WORK.

ALREADY
BeEN DONe?

Non SeQuiTur BY WILEY

.60 THEN PROF. N
EMTH SAD THAT
MY DATA 16

HAVE You NOTICED

EVERY CONVERSATION |

WE HAVE REVOLVES

AROUND OUR RESEARCH

OR OUR ADVISOR?

A\ ON N OUR Livee?

RTINS
N

THATS ALL WE TALK i
ABoUT! 1& THERE |
NOTHING ELSE GONG |

ABOUT STUFE
WEVE SEEN WHILE

{2 if TATS cTLL

\\ RESEARCH,
S S

S

WE CoulD TALK

GUYS, FOR ONCE,
CAN WE SPEND AN
EVENING WHERE WE
DON'T TALK ABOUT
RESEARCH OR OUR

ADVISOR?

L /" Do You THINK
L HE BVER TALKS
\  ABOUT us?

CROSSWORD SOLUTION FROM PAGE 17

G|O|O/FIM|A|C S|CIAINJMS|T|A|G|E
A[R|G/OOI[C|A O/R/N|[EJMP|ED|A|L
BIE/E/[RJlID[E|L PI[E/A[RIA[N|I[S]E
S|LIE|E[P|E HIE[TIV|AIN|D|TIH|E
B ULIB[S | DIME[R]|I[E
A[D|D|O|N T S A[RIM[E[N
FIR[I[D|G E T/S|O/F/AIRIA|V]E
R[I[C|E V E/GIOJMDI|E|G|A[S
O/PTIHO E A[C|HE R[I[D]S
S|AM[U P[C E|R[S|E
TIO|TIHAIP SIOIMEMLIE[T
P|O|P|S E E V|[O|I |DIE|D
U|R|E C|E O|P|E|R/AJIR|O[B
R/ 1/SIMP|R ALIO|RIEJA]! N|U
S/AJO[F|UIS L[D|N|T|G[E|[T|A[N]Y
EIL|A[N|O K|E A[T|LIA[S
B|O|C|A A ACIRIEIIIEIB
X|E|R[C| I |S[E L|L lW[A|NIN|A[B|E
EIG/A[LJNC|A | OW/ANJID|1[E|D
R/AD/EJMUI|S N[O[I|RIEJME[D|N|A
O/D/E/SIMSI|E E/IN/]T/IE/RJMD|E|EIM

WINTER RoMDWORK,.,

}%@'ﬂ wies e, e, (29
ATANora7. B UeRSPL UcUicK

WHLEALUK eereTiAK. LET

COCHN(S, oM

50 PRETN cogo
m\zl ACTUNUN!
WE LEARNED
S0, ABoUT
TUN? |1 LoMETHING
0l AUED
% "THE BILL
oF RIcliTs"

GRENT!
WHAT'\E
Nou
7 LEARNED
Lo FAR?

TUNT THEY'RE
VAGUE ENOUGH
FOR AGENDN
TNBTING, &0
THERES N NEED 13

FOR NME TO
WRITE coME
NEW oNes!

FOREETTING
NgoUT THE
DARK 410

of
EDUCTION

ME WHKT
AMEND-

ONE 15
0BV 1005,
MENTS || IAKING (T
Yo THINK || /LLEGAL
WE NEED | To EVER

© ‘1 B (K e, 21
AT\ D51 31 QuIveRS. ULLICKE

WAL o vatast ok, e, -3
ATAN 017 gt GGIULREK 11etisl st A ek 2.6 AR OK A 1 14 AL FaYiAN
NN HRST WELL, TRKTS NoT HoN

INTIANT O, (T'LL |
BE T RIGIKT FR | 1]

ENERYONE TO
NEVER QUESTION | =, BeRe
NE! GOOD ~3 FOR

IT WORKS, ONNME.
TRE PURPoAL of TRE
CONSTYTUTION & To
GRANT RIGHTS FoR
ENERYeNE, NOT o
TAKE RIGHTS MY

CATCR  DARUON,
TABNKS...
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Non SeqQuiTur BY WILEY DILBERT © By ScotT ADAMS

o}, 115 o\E oF
NN FRNORITES!
ITLL GINE NS
3 THE RGUT T
1 CXI5T AN Vo

MAYBE p
YOU COULD YOURE
MAKING MY
BUY THAT
STUFF ON LIFE A
NIGHTMARE!

YOUR WAY
JUST KEEP
HOME. HIM!

BOWRE THE NEW
ANENDMENTS

To TG (CoNs-
TITOTIoN

ELBONIAN LEFTISTS
KIDNAPPED ASOK.
THEY HAVE RANSOM
DEMANDS.

THEY WANT A
THREE—PACK OF
TUBE SOCKS, A
CARTON OF MILK,

AND SIX YAMS.

1-29-l @201 Scott Adams, Inc./Dist. by UFS, Inc.

Dilbert.com DilbertCartoonist@gmail.com

Wol.NeUR

i Mo s
: 7. U N I THOUGHT MY THEN THE STOCKHOLM AND
STUNNING | RiReE ELBONIAN KIDNAPPERS EFFECT KICKED IN. I THEY  APPARENTLY

WOULD HOLD ME
FOREVER BECAUSE YOU
REFUSED TO PAY THE

RANSOM.

STARTED IDENTIFYING
WITH MY CAPTORS AND
BEATING MYSELF

LET IT LOOKED
YOU CONTAGIOUS.

N i
ol Wi iuk, e 2-2
ATA\ /5T B Ulie@Si YU WWeA DK@ etk T GOLONLS, co\ ‘

1-3]-i] ©2011 Scott Adams, Inc./Dist. by UFS, Inc.|

Dilbert.com DilbertCartoonist@gmail.com

[owmrs [ e et [ ue e Fipst 1S THIS HOW YOU T ONLY NEED YOUR THAT VOUR READERS
weone || NEgD K | onE. pePLE o BTRes LN o OPINION ON THE WILL KNOW WHAT YOU
WM TRE | LTS h?;\ocﬁ ‘\3& ;;\c(; D%%EP?T(%E&)PP\\%DE‘)N TECHNICAL PART MEAN BY "BLOBBING ON
L END- |1 THNENK [ \ !

Nener || 7 D e OFIT. THE ETHERNET.”
UPORTING RICKT FoR

EVER{ONE T©
SAUT WP
AOUND N

A1)
©2011 Scott Adams, Inc./Dist. by UFS, Inc

Dilbert.com DilbertCartoonist@gmail.com

2400

VIOLATING THE EXPERTS SAY 1 T LOVE GETTING DO YOU
M CONGTL SHOULD MOTIVATE YOU RICH AT YOUR EEEL ANY
TUT{oNML BY DISPLAYING MY OUN DIFFERENT?
SENSE OF PASSION AND EXPENSE. . . AND ‘
PURPOSE. GOLFING!!

4
7

7 iy /
M@'ﬂ BiLed (WK e, 275 AN
AYTAY 05T B QUNERSIML UCLICE  wWILEA W KRERRTBUINE PET  60CoMilD Loth

221l «©2011 Scott Adams, Inc./Dist. by UFS,Inc.

Dilbert.com DilbertCartoonist@gmail.com

BUT DONT .
I CANT

BUT IF Wt DO A POOR
JOB, WE CAN MAKE A

IF WE BUILD OUR
SOFTWARE WITH NO

Do Yol KNoW She SO

WHERE YoUR SONETRING BUGS, WE CAN MAKE A 40% RETURN BY SELLING ONLY HAVE  "1p (UERE
5I5TER &, Lgiiist 78 10% RETURN ON OUR UPGRADES AND SERVICE. |§| THE BUDGET  ~peap oR
PLAN o INVESTMENT. FORJAOPBOOR SMART.
TNEAK THE '
\WORDING oF Ld y,
THE LECOND .
-

ANENDMENT

Dilbert.com DilbertCartoonist@gmail.com
2-3-11  ©2011 Scott Adams, Inc./Dist. by UFS, Inc.

THE GOVERNMENT'S BIZ"DS.?RELT% YEAH.
NEW UNEMPLOYMENT ok FoR A 1GOT

STATISTICS ARE OUT.

Dilbert.com DilbertCartoonist@gmail.com
2-4-]|  ©2011 Scott Adams, Inc./Dist. by UFS, Inc.

w‘@w W Wi, 1w 24
ast. IS [t




* Many core GT engineering classes offered

« Smaller class sizes

* Great research opportunities for undergraduates
* All courses taught in English

* Central location for great travel in Europe

* Significant cost savings for out-of-state students

* Most scholarships (Hope) apply
» Additional scholarships available

life changing experience

Next Info Session
Thurs Feb 10 at 11:00 am
Student Center Room 301

Contact Fall 2011
Sandra Song, APP“CE!tiOn
Director of Communications Deadline:
sandra.song@gtl.gatech.edu March 20t

Phone (404) 385-1865

s “masi LA
Apply online at www.GT-Lorraine.eu/apply-gt!

225 North Avenue  Atlanta, GA 30332 Phone +1.404.385.1865




