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;div&gt; &lt;div&gt;In a 2012 interview, Alavi said he had three goals while work

ing on &quot;No Russian&quot;: &quot;&lt;span&gt;Sell why Russia would attack th

e U.S., make the player have an emotional connection to the bad guy Makarov, and

do that in a memorable and engaging way&lt;/span&gt;.&quot; Alavi drew inspirat

ion from news articles and films, and did not interview victims ...&lt;/div&gt;&
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&gt;&quot;No Russian&quot; is the fourth campaign mission of Call of Duty: Moder

n Warfare 2. The mission sees &lt;span&gt;the player take part in an airport mas

sacre of hundreds of civilians&lt;/span&gt;, and made Call of Duty: Modern Warfa

re 2 one of the most controversial games to date.&lt;/div&gt;&lt;/div&gt;&lt;/di
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v&gt;&lt;div&gt; &lt;div&gt;&lt;div&gt;If you are talking about truly random numb

ers, then &lt;span&gt;there is no pattern created over time&lt;/span&gt;. In oth

er words, no matter how many random numbers you generate, there is no way to det
ermine what the next random number is. This is actually the definition of what a



