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Video Gaming Is 
On The Move 

like to think that I'm right all the time, but I 
remember the limes I was wrong a k)t more. 
I coud bore you with my poor predict;ons 

over the years. but yov have better things to 
do with your time Qike read about all the great 
games in this issue). I do want to mention. 
hOwever, the name that is most oommonly 
associated with my mistakes - NintendO. 

I literally laughed out loud al the W,i when I 
first heard ,"1,at Nintendo had piaMed lo, its 
next ooosole. The name. lhe desig\. the lack of 
l-0 - everylh"ng about the idea screamed that 
NntendO had lost \ts marbles. I oouldn't have 
been more wrong. The Nintendo Wi ended up 
changing video games f0<ewr, and. to some 
degree. dominating the market this genera• 
tiOn. It's made SUd'I an impact that Sooy and 
Microsoft are releasing their own answers to 
the motiOn oontrOl•based innovat0< this 'fOOI, 
~t four years after the Wti's release. 

I've played many games on the Wti. and wllile 
\1 does a fantastic job of mat<,,g games mo<e 
immersive through movement. 1 dOn't believe 
it's the Mure. Wi MotionPlus a not, the CU'· 

,ent technolOgy faiis to Qel'~ the p<~$i0n I'm 
looki>g fO< in my games. I can interact Quickly 
by pointing °' using other gestures. but the 
motion contrOller stin lacks intu:tiveness when 
navigating 3D game space. You move fke a 
Frankenstein monster. not the master ninja 
game,s want to become. 

This is why \1 feels to me mo,e like a stopgap 
between the trad\tional analog oontroller and 
the oonttOller of tomorrow. tt makes me ,vondet 
why Microsoft and Sooy e,e focusing so mueh 
energy trying to capture the magic and market 
that NfltendO is already domilating. 

In !act. I would wage, that NintendO's next 
intertace will be less WtHike in deS9'. I don"t 
believe a wand and nunch.A< are our future, n0< 
is lhe oontroller-leSs Natal platfO<m Microsoft 
is developing. I have a sneaking suspiciOn that 
r-f.ntenoo doesn't believe that either. and is 
working on a new oontroller innovatiOn f0< \ts 
next system. (fljs is when you need to refer 
back to \he opening pa,agraphs abou\ hOW rm 
wrong abou\ N'ntendO ... a IOI.) 

One thing is certain: the m,stry is convinced 
the connection belwoon the game< and the 
game is patamotl'lt. and wil travel dOVm any 
road to push 9"lll8S to the next level of interac· 
tiOn. I believe we are in the learning phases of 
bridgng this gap in a mO<e sophisticated way. 
and wl look back on touchscreen interlaces. 3D 
glasses, and Wti remotes in the future and lai,gll 
at hOw Sily we were. Lntl then. t'I take a good 
standard issue oontrOller any clay of the ,'/eel<. 

Enjoy the issue. Cheers. 

Cf) 
+ 

Q) 
+-' 
C 
0 

42 Bulletstorm 
If you can impress the 
Gears of Wars creators 

, at Epic so much that 
" they buy your compa

ny outright, you're on 
the right track. See the 
awesome fruits of the 
collaboration between 
People Can Fly and 
Epic Games inside. 
by Bryan Vore 
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FMV is a Four-Letter Word 
I was reading your article about L.A. Noire when 
I realized something disturbilg: Team Booci·s 
facial capture tech iS ;ust 111<e Jul motion video 
(FMV). Instead of artists pai~ rTl!lk,g 
characters. you ius> have actors in predet8'• 
mined places - ll<e you·re watch;ng a video. 
FMV was the big tiling in games in the ·90s ..Ui 
it was doC1El to death, and then IOoked upon with 
c:lsda.'n by gamers. Altl'ooul1> LA. Noire's tech 
looks power1u, I can see the same thing hap· 
pening that happened with FM\t, you'I haVe lots 
of quicl<ly produCed and gimmct<y tiUes. 

Mike Lelin.ski 
Milwaukee, WI 

Both techniques help translate a real per
son's movements Into a game, but that's 
where the similarities end. The eonoept 
and intent behind the techniques used in 
L.A. Noire are completety daterent from 
the maligned FMV games of the '90s. In 
the case of FMV, games were contorted 
around the technology, existing for no other 
reason than to show off grainy video. With 
L.A. Noire, you'll still be playing a real game, 
complete with 30 models and interactive 
environments - the only dttference is that 
the process of creating and animating the 
characters has been streamlined, produc
ing realistic performance in less time. The 
technology isn't the reason for LA. Noire's 

T , month in Feedback 

we prep for the summer gaming 

drought, shake our heads at sar

casm that went undetected, com

plain about Big Daddies, and cringe 

at old FMV games. 

existence: it is just one of many tools Team 
Bondi is using in the development process. 
It's also incredibty expensive, so don't 
expect a rush of copycats. 

Superfan 
I haVe to say, issue 200 is probably the best one 
you have made so far! /lJ. first I thought you we,e 
go;,,g to juSt revie\v Mass Effect 2 but then BAM! 
F'inai F,v,tasy XIII, BioShock 2, Battlefield: Bad 
~ 2, Heavy Rail, and No More Heroes 
2! Props on the amazing media Shelf (I love 
Doctor IMVJ and Boneshaker). ptus the C<Ne< 

on L.A. Noire. Issues Ike this help me through 
the s,mner video game dr<luglt to come. so 
thMks! 

Alex Centeno 
Chicago, IL 

Last year', when publishers announced 
that many holiday 2009 titles were getting 
pushed into early 2010, we were a little 
disappointed. Now, we couldn't be hap• 
pier; this year's onslaught of awesome 
games has kept us glued to our controllers 
week after week. As you mentioned, things 
always slow down a bit in the summer, but 
that's a small price to pay if it means that 
publishers aren't just cramming all of their' 
best games into a tiny three-month window. 
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• L.A.Noire 

• M.ssing In Action: Has 
Your Favorite Franchise 

Gone Dormant? 

• Zomllie Flow Chart 

• (lpirioo: Marl<eting to 
Rernerriler 

• AftenYO<ds: Sayonetta 

Reads 
Glbberilh 

• Game Informer' I have a 
v&:y juicy bit of nerd rafe 

mail fO< you. But what is the 
cause of rrr, ate you ask? 

simple: 

• could u put more halo 
halo reach in the magiznges 

• I hoar that TOOL is 
maJoog their latest album. 

m super stol<ed. 

We're Still Getting These 
Mistakee ~~. an<l no one is perfect, but 
your ignorance regar®g Clash of the Titans in 
the Timelne section of issue 203 is downright 
appaling! Your job is to be nerds. and w"rth that 
oomes the obligation of ae1ua11y resea,cr;ng 
material you plan on puttilg into ywr magazine. 
tt you had done you, researeh ~-.tlich you obvi· 
OUSly cfd noO you would have found that Clash 
of the Taans is actualy a remal<e of the classic 
t961 movie. not aGodolWarrip-olf. It tn1y 
battles me that you can hold your writers to suCh 
a low standard ol jocrnalistic responsibiUy. and 
have the audacity to ptint a blatant lie. The fact 
that you can lilt:J,.v this is - as you so etegantJy 
phrased It - shameless. Just sllallleles$. 

Dan Mitchell 
Via email 

You mentioned how the Clash of the Titans is 
a rip-off of God of Writ. As a fan ol the original 
Clash of the 1it811S movie, I had to saf some· 
thing: Yes, the new movie is a remake, but RS 
p<edeoessor came out in t961, way bef0<e 
Krat06 ever ~ the head off a Gorgon. I 
would think God of War fans would look at Clash 
of the Titans. both then and r,y.,. as a nod to 
Krat06' beginnings - and not a blatant rip-off. 

Christina Stitt 
Wilmington. DE 

A little free adVice: If you use sa,casm, make 
sure• isn't too sut>Ue. rn your Timelne section. 
you meo1ioned that Clash ol lhe Titw,s movie 
is a rip.off of God of War. Now as we al kr,y.v, 
Clash of the 1it811S is a remake ol the t96t ,..,.. 
of the same name. I know this, and you know 
this, but not <NetyOrl8 wl l get the joke. Someone 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 
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may know that R's a remake. but not detect 
the sarcasm - resutilg in oonfusion and the 
assumption that you don"t Cheek your facts. 

Bryan DeJaynes 
Pekin. IL 

Never has a single blurb about a movie 
caused such an outpouring of com• 
ments. We received hundreds of emails 
from readers informing us - with varying 
degrees of tact - that Clash of the Titans 
predates God of War. The saddest part of 
the whole situation? A staggering number 
of the respcnses thought that we actually 
believed a video game from 2005 invented 
the ancient city of Athens. Seriousty? God 
of War was a great game and everything, 
but even we know there are limits to what 
Kratos can accomplish. 

(Left) Tim Tull represents 
tn<e kvlt ,~Ill members ot tile 
vrdeo game metal powerhouse 
l'olserglove at Station 4 on tile 
Rocl<in' East Side of St. Pat.I 
(RlghtJ Dan, Adan. and 8ryan 
(100k dooe'J 1mg witll some of 
tile pe()t)le bellind t!'is montll·s 
C<M!I story, Btle<W.trm 
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(Left) Meagan and IGN's 
Jessie30l0b0tCIOO'!l8relaJ<e 

tal100S a, lhe Ff XIII launch 
evem We ltbnk that's lhe IOgo 
for some type of energy '"1k 

tCenterJ Iron Man 2 creatiie 
direcror Kyle Brink and Sega 
PA manager T~i PISdle( dig 

intosorre JI.<\' Lucysat Matt's 
Bar in Minneai,o/lS tRightJ 

Gaming legend Stiirji Mikami 
greets lhe press in Tol<)o at an 
~• to on~oduce his newe~ 

creation, vanquish 
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Making Copies 
I IIW\k that Game lnfonner has gone a bit too 
lat with how you <XlfJ1)are games to olhe!s . 
Qarl<Sidel's was a good game ,v!lh an original 
Slo,y. Sue, it was not without !laws, but fc, the 
ll10$1 part. this was a good game. I haled how 
Reiner and Joe ;.,st labeled it a God of Wa</Z<l<Ja 
knockoff. If you look at any game nowadays, 
they are all <:OPi<:alS SClm8\'1le<e clown the line. 

KyleH. 
Geneva. OH 

You're correct to point out that most of the 
titles we're enjoying today are built on the 

innovations of their forebears. We admit 
that there's nothing is wrong with drawing 
inspiration ft0m the greats; Oarksiders does 
an excellent job synthesiz.ing familiar ele
ments into an entertaining adventure. On 
the other hand, it~ also fair to draw atten
tion to those similarities, espeeialry when 
the parallels are as pervasive as they are in 
oa,ksiders. A good game can stand on the 
shoulders of the ones that came before, but 
a great game should contribute something 
new and move forward. 

Kids Today 
I'm a player of al cu=t systems, bvl haW> 
endured al that ~ has taken lor them to 
get them where they are - Slar1ing ,v!lh the 
Atari. My daughter. on the other hand. is starting 
with the Woi. we recently b<:>ug,t Barbie as the 
Island Prncess. and I just want lo know hoW 
Activision can make sv<:h a cfsaS1er and ooa it 
10 oosuspecling kidS. I know the leadership of 
the company unde<stanos completely that the 
Chldreo who buy these games haW> no \loioe 
in the ganw,g inoost,y; onoe lf1e crappy game 
is bcltq,t, their money is in lhe bank. The next 
time m-, daughter wants 10 buy a game w;th her 
painfuly earned tooth faiy money, I am going to 
encoorage her to rooonsider. I am going IO be 
her \loioe in the gamng convr.,tli1y and 11,ope 
C>lher parents lolow sut; kids aren't stupid, and 
oompanies Ike ActMsion Shoold S10P !rooting 
them 11<8 ktiOls . 

We corn• 
pletety agroe, 
Michael. Years 
ago, parents 
would just 
blindly buy 
whatever 
games their 
k.idS begged 
for. Now, as 
more gamers 
are becoming 
parents them• 
selves, titles 
geared toward 
children are 
coming under 

Michael and Emilee MacPeek 
Auburn, ME 

more scrutiny by adults who are able to dis
tinguish a good one from a bad one. Though 
kJds may not always be the most reliable 
judges of quality themselves, they don't 
deserve to play terrible games any more 
than seasoned gamers do. It isn't im,:,ossJ
ble for a studio to make a legitimatery good 
game for a younger audience, but the pro
cess needs to involve mote than e.xploiting 
a popular franchise for a blatant cash-grab. 
You can see how one developer, Avalanche 
Software, hopes to address this ptoblem by 
reading our Toy Story 3 feature on page 52. 
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t,,t,ssa case11a· aclin' an dassy 
anclwhatrot 
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Sony 
Showcases 
The 
PlayStation 
Move 
At GDC 
Sony execs make the case that 

Move is more than just Wii HD 
by Nick Ahions and Matt Bertz 

When Sony first announced its motion 
controller at E3 last year, no one was sure 
what to make of it. Was the company try
ing to dip into Nintendo's honey jar or 
was it legitimately serious about motion 
controls? Alter months of going dark, 
Sony took the veil oll its new technol-
ogy at the Game Developers Conference 
and gave its motion controller a name: 
PlayStation Move. 

During the GDC press conference, 
Sony treaded familiar territory, filling the 
stage screen with action shots and vid
eos showcasing families gaming together 
in the living room. Though much of the 
games on display looked like HD versions 
of Wii games, Sony also appealed to the 
more traditional gamer demographic with 
demos of SOCOM 4: U.S. Navy SEALS and 
LittleBigPianet using the Move. 

c:onnect 13 
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M 
ove's fall launch w°"'t be 
short on games, with Sony 
claiming that 20 launch 
window titles are in d~vek>P· 
ment by SCE Worldwide 
Studios alone. In an effort to 

distance its game library from the shovelware• 
plagued Wii kneup. Sony told Game Informer 
that Cleating a standNd of quaJity for the ptat• 
form is of the utmost importance. "We're going 
to have some qualrty control. We don't want 
a bunch of older games ported at launch," 
assured Scott Rohde, vice president of Sony 
V\/ol1dwtde Stuchos. "'But we don't worry about 
it because there's been so much great engage-
ment from the third parties when we bring this 
technology to them.· 

Sony proudly touted the support of over 
30 companies including Activision, Capcom. 
Ubisoft. Electronic Arts, Disney, Square Enix, 
Sega. Konami. Crave, Tecmo KOEN. Namco 
Bandai. THO, aod Warner Bros. lnte<active, 

Many other games are presumably in 
development. but as of press time the 
only games third•party publishers have 
announced with Move support are EA Sports· 
Ttger Woods PGA Tour 11, Warner Bros. 
lnteractive's Lord of the Rings: Aragorn's 
Quest, and Oisney·s Toy Story 3. 

Sony has yet to atVK>unce the exact pricing 
or launch date for the Move. but it did conhrm 
that three different packages will be available 
for consumers: a standalone mottOn contrc'
ler; a package deal that includes the Move, 
PlayStation Eye. and a game for under S100; 
and a full bundle that includes a PlayStat,on 
Move, PlayStation Eye, and a PlayStation 3. 

Staying under the three--dtgit mark is an 
aggressive move by Sony, but the dollars will 
add up when larger families want to purchase 
multiple controllers, games. and accesso
ries. With the W1i's strong grip on the family 
matket. it will be inte<est1ng to see if people 
will jump ship for the promise of HD gaming 
or just stick with Nintendo. 

'"I think that Move is what Wii HO shouk:I 
have been,·· said Wed bush Morgan analyst 
Michaef Pachter. "Nintendo can either respond 
with Wri HD, or watch Sony capture share 
when people upgrade to PS3 plus Move. I 
think that they should take this more seriously 
than they appear to be tal<ing rt.· 

Whethe< or not Nintendo Will resp::>nd with 
an upgrade of its own remains to be seen, but 
one thing is for StNe - Sony appears to be in 
the mottOn control arms race for the long haul. 

Tracking Light 
The glOwing bulb on the !OP ol the control· 
ler is U>e key c:ffferentiator belwoon the Wi 
remote and the Move. It tracks player's 
position and ~e,s depth. telling the 
console wheU>er the oontlOller is moving 
doser or further away from the camera. 
This allows games to account for for-vatd 
movements like staW>g a sword or dOdg· 
ing backward. The RGB LEO that glows 
inside the bulb also assures the oontrOfler 
1'IOIIIS whether you·re in a luly i t or P<tCh· 
bta<:k room. Developers can tum the bot> 
arry color they wish to accommodate their 
gameptay. For nst....ce. to give ptayers 
a visual clue to their health status while 
playing a game, the bulb CO<Ad move from 
green to y<lllO\v to red as their h'.1 points are 
depleted. Fantasy games CO<Ad tum the 
Wb blue for casting ice S!)ells and red for 
castingr.eS!)811S. 

Action Button 
This all-purpose button sen,es as the pri
mary input for many games. From menu 
conlltmations to pUtling off sc,ecial n,o,,es 
in.game. expect to push~ a lot 

Bluetooth 
Unlike thew,~ n,,,chut<. the Move 
and the SOO·contrOller connect 
wiralessty to the Play$tation 3 via 
Bluetooth, just like the SiX3l<is and 
DuaJShock controllerS. 

••••••••····· · 

·············-···· 
•••••••••••••······ 

Move Controller 
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The Technology 
Behind Move 
Sure. the Move looks nice. but how does it work? In our hands-on time 
with the new motion controller. we were impressed by the sturdy build 
quality. The Move weighs slightly more than the Wii remote. but it's still 
lightweight enough to fool great in your hands. This chart breaks down 
the science behind Sony's new technology. 

Face Buttons 

•••·· Analog Stick Triggers 
The Move's pressu-e-sensitlve trigger is 
ideal for Shooters. as it can c:ifferentiate 
between Short •controlecl bursts anc! 
lull automatic fire baS€d on hOw hat<! 
you p,ess it. 

••••••··· 

··••••••• 

••••••• ·· 

PlayStation Button 

Sensors 
Both the Move and the 
sub•controler use acceler· 
ometers. gyrosoopes, and 
terrestrial mag,etic sensors. 
What does that mean in 
plain EngliSh? These deYioes 
accurately measure the 
SP88(1ofyourfllOll<)n18(IIS 
and the angle at ,,hich you·re 
holdng the controller. 

Rumble 
Like U,e DualShock, 
the Move and sub· 
controller leature tor<:e 
lee<l>ack llillratiOn. 

Sub-Controller 

D-pad 

High Quality 
Like other Sony electronics. the Move 
and sul)..cootroller are built with solid 
plastic anc! have a gooc! weight while 
in hanc!. 

Rechargeable Battery 
Both controllerS feature rechargeable 
fithium•ion batteries. Thircl•pat1y com• 
panies will svrety be in a frenzy to offer 
a Chatgiog solution for a I~ set of four 
Moves anc! four sub•conlrolers. 

For more complex games like SOCOM 4 u.s Navy SEAl.s. 
playo1s can use lhO sub com1oller to add analog suck based 
movement and a second mgger for a1mmg with a reucle. Like 
the Move comroller, the sub controller features Bluerooth con 
ne<:11v1ty ancJ a 1ecluugoable lithium ,on bano1y. 

c:onnect 15 
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PlayStation Move: 
The Games 
Arter the G DC press conference, Sony gave the press access to several 
Move game demos. Most of the game kiosks featured very short snippets 
of play, but the variety helped shed some light on the different direc
tions Sony is encouraging developers to pursue. They also showed orr 
how Move can integrate into existing titles with a LittleBigPlanet demo. 

Sports Champions 
You can't tal< about Sports 

Champions withOut mentioning w; 
Sports Reso'1. The ma,1<eting visu· 

als aren't the only thng Sony is 
"borro,w,g• from Nintendo, as this 
compecitioo-based ~lion of 

minigames fl'"'8S. Geared towards 
act.., players, Spo,ts Champions 

featu-es archery, Frisbee, table tennis. 
and metee fighting. Each game uses 

the Mo,,e in a \l1QJ8 1~. but as with 
Wii Sports, none of the modes appear 

to offer much depth. The standout 
mode in the demo was Glaclato,, a 
one-on-one metee f~ter that tu-ns 

yotX controlers into a sword and 
Shield. It won't be SU'prising ff Sony 
offers this as a pack ·in or possibly a 

cheap download for coosuner.; who 
pUrchaseMove. 

SOCOM4: 
U.S. Navy SEALs 
Zipper lnteractrve·s IOng4 runnlng 
shooter series is tal<ing the helm 
as the first COC'e title anf"IOC..llOOd 
for the Move. Much like a Wii 
shooter. players use the Move 
controller to aim and lire. handrng 
basic movemeot. cover. and 
squad corrvnands with the sub· 
contrOller. While the b1ild shown 
at the event was more of a tech 
demo. we did get a feel fo, hOw 
Move shooters feel diffe,ently 
than Wi games. The aiming felt 
smoother than expected. and 
easily out-performed every Wii 
shOOter we·ve tried. Zipper also 
confirmed that the motiO<> sensi• 
tivity will be adjustable in the final 
game. The most interesting info,. 
malion to come out of the demo 
was a ZiPJ>8r' (epresen1atlve's 
confirmation that players using the 
Move can jump into Online multi• 
player against players armed with 
Dua1Sl1ock. It Ml be interesting to 
see who comes out on toP in the 
head•to•head matches. 



Move Party 
'111,e,e motion controllers 90. 
party games fOIOw. White )'OU 
can expect a lot of sity, frantic. 
waggle action. there are a few 
dever gems, in this mix, n,lud4 

ing some games that use aug
mented ,ea1;1y 10 l)Ul )'OU fllo 
the game, One mngame taskS 
)'OU with shavir(J and~ the 
hair of a football-hea(led 00<1<. 
and in another you must prevent 
baby chicks ~om faling out of 
a tree by us,,g a small fan 10 
blOw them back into nests. Wdh 
a presentation that calls Sceoe 
It to mhd. MoYe Party IOot<s 
to be M appealing SOiution fo, 
a few giggles at an othe,wise 
failing party, 

The Shoot 
(workmg tltlel 
This goofy light gun shOOte< haS 
ab-movie vile. with robots. 
COl'IOOYS, and other baddies 
trying to take )'OU out. Wl1ile 
the game feefs sflgltty generic. 
it does have a few inle<est-
ing elements. The evil robOtS 
you're facing off against have 
destructible armo,, an<l players 
can dO<lge incoming attackS by 
mol/ing to the si<le. The Shoot 
also features some gesture
baSed special rn011eS. one of 
which creates a la'ge shock 
wa,,e that travels outward ,\ilen 
)'OU spin around in place. 

Ut11eBlgPlanet 

Sllder 

TVSUperStars 

Eyepet 

Brunswick Pro Bowling 

w,.,,,~-1.,111e1o1e,1P1>,s,111on"""'...,. .,., __ 
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Modern 
Wadare: 

T 
he <i'.-natic fring of president 
Jason West and CEO V.noo 
Zllmpela from Cal of Duty: 
Modem Warfare 2 cfeveiope< 
lnfrity Ward happened fast. 
but trouble had been brew-

ing between the studio and parent oompany 
ActMsion f0< some time. Still. on Miwch 1. 
from when G4TV first reported that a "bunch 

Activision & Infinity 
Ward In Legal Battle 

of booncer types· show9cl up from ActMsion 
unamounc<ld at the lnf,nity Ward offlC<lS to when 
West and Zllmpela's Facebook and Linkedn 
p,oflfes were l.lXfated to slate that they were 
unernptoyed, things had clearly gotten serious 
fast. West and 2arr-.,ela QUid<ly fled a lawsuit 
aganst AclMsion, and the document paints a 
picture of an uneasy alii;r,ce between the two 
parties behind one of the most successful Iran· 
chises in video game hist0<y. 

Will the firings of the president and CEO of Infinity Acts of Insubordination? 
West and Zllmpela's lawsuit seeks over $36 ml· 

Ward by Activision spell irrevocable doom for the Iion in\11P8kf,oyalties. e1a.-ns thattheduowere 
unfairly dismissed. and Cl>arges that AclMsion 

iniamous Call of Duty and Modem Warfare developer? tireachedthe"impliedcovenantofgoodtafth 
and fair dooling. • The faWSIJit alleges that the pair 

How did it all go so wrong? by Matthew Kato wasunfa;rtypaintooasinsubordinateempio\,ees 
so that Activision CO<.ld lawfully fire them belofe 
a ,oyalty payment was due on March 31. Part of 
this setup was a six-hoof. Kall<aesQJe inte,view
ing of West and Zarrl>ella OYfl< the President's 
Day weekend in a wind0\\less conference 
room. AclMsion officials wouldn't tell West and 
Zampella ,-.tiat specific acts they were gully of: 
instead they were tOld they ·already have a clea< 
understand\ng of what they have Of have not 
<Jone: Despite this vague threat. they 1vere tofd 
that anything less than !\A COOPetation 1YO<li(l be 
an act of insubordnation. which in and of ftself 

An Infinity Wud/ Activision Timeline 
• 2001 

Mel"""'11i lntoo~•t9ros. 
Jasonl'le!lard\Tct Zalrf)ela 

""'--on•<etlll 
Oll'tmr:AICdAssa!Jlaloo.tl 
qJ8I 2015 lor EIEOoric Ms. 

2002 
MooalOI ttm,:-Asso.lton PC 
releaseslOtMreiteNS.MefacisC)IJB 
witl-M.too"""'"" - -·""""'22""'-· ers 'Mnl'tat.e:I on M?d/6:satf;. 

• 2003 
-waro.-C!IOIOulylOgreot'""""-3"' 
ktiristntxeldsesilso:,nlractual~ IO~ fie 

'"""""°''""'In ... do_ al a b'I i,to, """91• 
---.ll'cSlam~""SOld\'Si!I' 
,,...yeacaro.,,..,_,,_.,. tomhliilyw,,~ 

• 2005 
C!IOICM,21au'CheSwlllll'OXbo< 
300.klMsi::n fDG?rdsl8s Ile q:il0fl 1n 

''""""z""""'~- k'i lrl(l$1.tc:CS$M)1Crmstokoopflefn 

"""'""""' U,aq, ~ 200!. 



was cause for termination. 
W>en they we<e actually fired, West an<I 

Zanl)8la sat it was IC< acts (wt>eh were not 
specified in the legal filing) that were already 
<frsprove<I or weren·1 <iscussed in Ille F~ 
investigation interviews. Fur1herm:lre. they repre
...,,ed a clouble slandard against <X>OWCI thal 
AC\Msion 8J<OCVINeS had exh'tbited in the past 
withOut purisr<nent. i'Jro, despite Ac!Msion'S 
current concern for their actions. at the time 
U,ey oocured - OJrin9 Ille development of 
Modern Warfare 2 - there was no investigation 
or discipline. 

AclMsion was r:,,AA to respond 10 Ille lawsuit 
with a s1aIemerrt. Whle calng Ille claims ·mem• 
less." tt sad. " .. . Activision legttimalely expected 
!hem to honor tl-.e'r obligations to ActMsion. just 
Ike any other 8J<ecvlives who hold posttionS of 
trusl in the ~y." Aooording to a memo 
obtained by G4TV from a source at Activision. 
the oornpany is o.xrently COOl)ling doo.rnents 
for the upcoming legal fight. incbang "docu• 
men1s regarding wes1 and Zampella'$ comrn.
nications with Aetivision'S ~ors. indudirlg 
but not limtted to Electronic Arts." The company 
is also gathering documents regarding al of 
Infinity wards projects and the possibily of the 
duo forming a new Sl\Jdio. ~ Activision thought 
Wes,. and Zampella ,_ going 10 S!)ltt ~om 
lnfintty Wsrd before their contracts,_ up in 
2011. perhaps the ~Y was tryrg to beat 
!hem to the punch and cateh !hem in the act. 

"Complete Control Over 
the Infinity Ward Studio" 
we don't ktlo\v ,vhat exacuy happened, and 
Activision hasn't fully told tts side of the story 
at tnis time. However. rea<fng Ille lawsuij, tt 

appears that one central point of contention is 
Infinity Ward's desire to move w.vay from lhe Call 
01 Duty/Modern warlare ...verses and create a 
bfand•new game. Accorclng to the lawsuit and 
attaehed court documents. on March 31. 2008 
AC\Msion and W8sl/Zampella renewed lhei' 
contract and drew LP a new MemoranoJm of 
Underslanding (MOU) which 18.Sl<ed them with 
completing Modern wartwe 2 by NoverrlJer 1 s. 
2009 in exchange for: 

• Creative authOrity over the Modern Warfare 
b<and °' "any Cal of Duty game set in the 
POSt.Vietnam era. the near future. °' the 
distant future: 

• "Complete oontrOI over the Infinity 
Ward studio" and the right 10 OP8f'Ole tt 
independently 

• The Chance to develOP a new intellectual 
preperty (IP) after MW 2 

• Royalties and 01her compensation to West. 
Zampella, and 1W empioYees 

The lawsutt alleges that ActMSion flf8d Wes,. 
and Zampella to regain control of the developer 
despite the promises of creative control and 
independence ~eed to in lhe MOU. Bek:<e 
the release of Modem W!Jtfare 2 and the signing 
of the MOU in 2008. Activision was Pf8SS<I'• 
ing fnfinity Ward to keei:> creating Gal of C\lly 
instead of starting ,wr1< on their new IP. Oesptte 
being ·not eager" to µnp into Modem Warfare 
2. WesJ. and Zampela ~ Ille MOU and 
made the game. However. the developers don't 
feel tt>at Activision held w Its end of the oorgain. 

The lawsult makes it appear that after lhe 
release 01 MW 2. AclMsion controed to 

want lnfntty 'Nard to make more Call of Duty 
or Modern Warfare titles instead of a new 
trancnse. rn tnis case. It's not hard to guess 
Activision's motivationS for fi~ west and 
Zampella. In doing so. Ille company can keep 
the successlul brands rolir'Q by eliminating the 
hvo men to whom It gave final authority O¥er 
lhose brand$, and 1M Who COUid lm)lv uP 
POlent;aJ roadblock$. 

Call of Duty in Danger? 
Activision still owns tnfintty ward despite the 
departure of the stuclo heads, and the publshe( 

says thet it intends to continue malong Call of 
(My @es regardlesS of the POwer these two 
important ~es may hold. ActMsion says a 
new Treyareh-devEioPed Call of Duty game is 
<1Je this fal, and Sledgehammer Games - the 
new stuclo headed LP by Dead Space creator 
Glen Schofield - is handlirg another CoO title in 
2011. However, given that Ille la\YSUlt asserts 
that "the defendant IActMsionJ may n01 oom· 
mercially retease another Modern Wariare game 
(or Gal of Duty game set in the POsl•Vietnam 
era, near Mure. or (jslant future) without the 
written consent OI west and Zampella.· it wll be 
intEreStiog to see a Activision~ plans""' hafted 
until matters are resolved. WiQ ActMsion's Imes 
take place in V~nam °' earlier. as I\Jmored. and 
theret<:<e n01 fall ender wes,. and Zampeta's 
jurisdiction? Or wl Activision pr88'1f1t documents 
that show that Ille pai' was out of line? The lit$! 
shots have been fif8d. 

•fOl 111()18 ~ on IN$ cJcw:l<Jl}lng Slor, 8ro e:,pe,t qJlfllon 
ltoma.'lirltel«:tualpt(Jf)Myitlt()(OO,:Cl>Otkout~ 
a,ntmag 

• 2007 
ca,,oo~•,•-•"''•,.. 
tain;::res.\J'l9CMh'JHa1oaslhemos1 
""""gomeoo)l)Ol(U... lheoo•b 
U10.1COOdlOedtn:IMOO'lll1Cl. 

2008 
W<st..iZNrc>cla·s-• 
«a!f'dedU-,-Olq)Octcflol2011 
~anewt.~d 

• November 10, 2009 
C,,,OID.ff •-.,w.,,,elb _.,..,_,... __ February 2010 

---3rd~ 
1<gar~aciSd-

~-"""" .,..,_.,.,..,A11dl31, 
200!.Uld« .. , .... .,.,2"""" 
~O! IO oei.-cr M:dtfn Wartac 2 
t7,'Nolen'txll li2003 

March I, 2010 
ktMscn ti'esWc:$1 an:I lYl1)Cll tom 
tlr/lyll'.lrd Toocklo""""'mll> 
.,. .... S"'II,,,_,_ 
aoo COOIJ'd<M?r lteM::dernWarfare ,_ 

What's Next For 
West and Zampella? 

It's safo to say thal the future 
1:s attoacty bright fot two ,ai ... 
001s hke West and zamp,eua. 
and the pair has JUSt sigooct 
on with HoUywood's Cre
ative Artt$t$ Agency to make 
sure that happens. CAA 1s 

a powerh~ agency wuh 
cbems a.cross the mov,e. 
music. and sports: specuums 
lmcludmg W~I \Ynght and 
Ken Levmc). and it could 
be used as a oonnection 
between West and Zampella 
tnio mo\l'los. apan ffom My 
1rad.it1onal representation 11 

nugh1 provide. 'nle LA 'Nme-s 
report$ that CAA \\'OR OUI 

over at lea.st one other toP 
Hollywood agency. After 
uiuetisfactory stints under 
&lectronic; Arts and now 
ActiVl:Ston. CM should be 
helpful in finding the ngbt fit 
f0t West and Zampella 
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Jason neffling (Shadow Complex] 

You mighl remembef Shadow Complex as the 
game starring that guy whO looks and sounds 
like a poor man's Nathan Drake, but Chair 
Entertainment's MetrOid-inspired 20 plattooner 
was so entertaining we didn't care what he sound· 
ed like. North oould act like a despondent 6-year· 
old for all we care, we just want a sequel. 

Wu Machine (Marvel: 
Ultimate Alliance 2 & Marvel 
super Hero Squad! 

North voiced Ghost Rider and 
Hawkeye in the first Marvel: 
Ultimate Alliance, but he 
must have done a better job 
with War Machine in MUA 2, 
because THO had North voice 
Rhodey again in last year's 
Maivel Super Hero Squad. 

Male Hero [fable 111 

He may not have had many lines, but North 
produced the grunts and growls for your farting, 
peasant-killing, finger-flipping hero in Fable II. 

ce 
W'lll Grey (Dark Voidl 
North assumed the role of yet 
another evervinan in Airtight 
Games' airborne shooter. Video 
game casting directors must 
have a cheat sheet that reads, 
"if your hero has a square jaw 
and acts a bit like Han Solo, 
Nolan North is your man.· 

The many 
faces of 

Nolan North 

20 

Sergeant John Forge (Halo wars] 

No stranger to the Haloverse, North recorded sev
eral lines of dialogue for miscellaneous marines in 
Halo 3, and then VOiced the sniper Romeo in last 
year's Halo 3: OOST. However, North's biggest Halo 
role caine in Halo Wars, where he Sld<er punched 
a Covenant Elite as Sergeant John Forge. 

Nathan Drake (Uncharted: Drake's 

fortune & Uncharted 2: Among Thieves) 

This is easily North's most recognizable role. 
North might get a lot of crap for playing the 
same rofe over and over again, but he's part 
ot the reason the ladies have a crush on 
Nathan Drake. 



Elliot Salem (Army or Two: Tile 40th Day) 
Ea~ier thiS year North lent hiS voice to EA to 
take c,ier the role of the short knucklehead 
with a st~ mask. Or was he the tall krUk • 
lehead with a~ mask? We can·t 8Yef1 tell 
those 11\Q idiots apart. 

Raphael 1™111'1 
North has also done a fair share 
of voice WOii< for animation He's 
playoo both Cyclops and Deadpoot 
in Ma,vefs animated videos. but in 
2007 ~ stalT8d as Ille arqy 
turtle in Ille TMNT feature film and 
its associated video game. 

Few video game voice actors are 
as proWlc as Nolan North, Over 

the course of the last decade, North 

has voiced protein-fueled war grunts, 
ancient Greek gods, and clean-cut every
man heroes alike. It's getting to the point 
that you could almost play Seven Degrees 

of Nolan North (If you were familiar with 
any other video game actor, that ls). 
Chances are that you don't even realize 
how pervasive Mr. North has become. 

Take a moment to look at the many faces 

of Nolan North. /JI ~ '/l Reeves 

Desmond les (Assassin's Creed 1 & 21 

Altair and Ezlo steal much of the spotlight, but 
present-day Desmond lies the series together. 
We expect the North-voiced Desmond to ha'le 
an eYe11 bigger roe in Ille llioCJ'l's doSirYJ arc. 

'nle Prmce f Prince ol Persial 

Having voiced minor characiers 
on Final Fantasy XII and God of 
War, North was already familiar 
with fantasy settings, but in 
2008 Ubisolt upgraded him to 
royalty when North became the 
Prince of Impossible Pail<our 
and Terrible Fashion. 

We're Not 
Done 
Th1r1< yoo·ve hea,d 
NOian North's-, Y0C8lS 
11ardlefg;wne?lhal'S 
~ 11\le, sr,ce lhe 
aci<>' pertoons ,n more Ital 
a dozen games a year. He's 
not always Ille main he<o, 
howevef. Some~mes he's 
tuSI a~ ot a ran
dom solcier. ttern a ~ 
list d Olllor ganes llwtoch 
North has appeared 

50 Cent Bullell><OOI 
Ape£scal)e3 

kea51 

kmoted Cote ~ 
llarf)-Toooe 

CaHOIDW2 
Call of Duly: Wo<ld a, war 
Ca<s 

The C3t" "8 Hal 
TheQirtlldesdRiddck. 
Assaull 00 DalkAlhena 
~O'/ Al Humans! 81g 
Willy ~ leashed 

~O'/ NI i.,mans• 
Pallldlhefllon 

ln!Pt~-O'QllS 
End\var 
EverOuesl II 
fonal Faniasy lQI 

Gears of War 2 
GoddWi!f 

'"' Infamous 
LOSI Odyssey 

I.OSI Planet Exll eme 
Ccndlion 
~ 

MelalGearSoll()4 
&Jns ol lhe Palriols 
Pr~ 
Rau:het & 03nk f\Jll>'e 
Aoad<ilTme 

RedFacbOl'IGosrill 
SainlsRolY 
The Sal)oteur 
Spec Ops: The Line 
Sponget>ob'S AlmllS 
SquarepanllS 

Spongelloo Squarems. 
l.qllS, Camera, PanlS' 
Sui-eme Commander 2 
Waldlmen. The End Is N,g> 
-~ClvonocleS 
X·Mell Ongns. V-
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u ••• that's 

the great 

thing about 

voiceover, I 

get to play 

hundreds of 

characters." 
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North Star: 
An Interview with Nolan North 
It's a strange world we live in when a steamy soap star goes on to become one of the 
most popular video game action heroes of all time. but such is the story of Nolan North. 
This Connecticut native did voice work ror games as obscure as The Cat and the Hat 
and Power Rangers: Super Legends before becoming Uncharted's Nathan Drake. North 
took a few minutes out of his busy recording schedule to talk with us about his rise to 
prominence in video games. 

How did you get Into this business in 
the first place? 
Aeling il general was kind Of a prooess of ei,mi
nation. I've done so many things. and I reaJy 
fowd my passion in ac1ilg. I've done lele\li• 
sion and SO many Other things. bul I've always 
messed around with voices and irrc)e<sonations 
Of C<llebritles. I've always had an 00, lo< d~enl 
daleets and languages, and some Of my friends 
were li<e, ·HO'/. you should do IIOiceoYer. • One 
Of the first games I cld tlYough my agency was 
Maximo vs. The Army of Zn. I remember going il 
there and ~ a ball. 

Were you trying to pu,..ue a different 
career Hfore voice acting? 
No, ac1ing is acting to me. I was in New Y0<1< 
CIOing theater anCI SlanCl-<4) comedy, belllve ~ 
or 001, and I decided to come out to Calrfomia. 
My first job was in the soap <>Pera Port Chal1es. 
which was a spin-off of Gener8/ Hospif8/. n was 
one of 1hose 1Hngs, you know. you're paintirg 
hOuses during Ille day anCI bartending at righl, 
and 'bMg,. I got lud<y ea,ty. 

How many video games do you think 
you've been in so far? 
I don't even know. I know thal on !MOB.com 
some Of them""' missing. Honestly. I can·t 
even eslimate. Probably o,er a l'Uldred games. 
But thal's lhe great thing about vd1:el:Ner. I 
get to play l'Uldreds Of Characters. Hcndreds! 
Sometimes~• zornt,;es, sometrnes ~·s mon· 
sters. sometrnes it's an animal, and SOfl"l8tines 
il's lhe good guy. I'm Ille k'ind of g.,y whO doesn't 
want to play Ille same character my ,'lhole 
career. I don'l lhilk any actor woold really like 10. 
rm basically a professional sehiz()l)hrenic. 

What has been your favorite role? 
I ,VO<A(l have 10 say Nalllan Drake. because it's 
so in\lOlved. rm in produc• 
lion wilh Naugl1y Dog for 
more lhan a yoo,. Most of 
lhe lime you go il and record 
somelhing lo< flV8 or six ses· 
sions. bul thal's just il Ille studio 
CIOing YOice. Uncharted is a 
whole pertorrnance caplure. We 
be<xl<'fle like a lam1y. and Drake 
is the most me of any charac· 
"" I've played. They lold me. 
-You're not playing Nathan Dralle. 
You're playing Nolan, in his person· 
afrty, as tllo<ql his name we,e Nalhan 
Dralle.· Irs !he closest thing to me. 
He even waJks and runs like me. 

Do you •ver play- the games you're in? 
I have. 001 not because rm in ft. Uncharted is 
a 11ue tOU\11 for me. because Nalllan Drake 
doesn't always make ii ttYough to the end. and 
Ws a ioue <fiscoocerling 10 throw yoursElf off 
a cliff. Also I'm usually IOOkir,g at Ille scenery. 
v.tien we record we're ,YOO<ing off a SCl'l)I and 
il a mo-cap studio. so when I play Ille game rm 
IOOking 10 see hOw they put ft al together. I do 
play games though. I waso·1 in Modern Watlate. 
001 1 IO\led that game. 1 am a fan of gaming, 001 
with two young kids anCI a career I <lorn get to 
play as rruch. 

Since you've played so many roles 
recently that have been so similar, do 
you ever fear that ttt. Industry might 
get Nolan North burnout? 
You know ft's illerestr,g. because before 
Uncharted 2 came out, no one no4iced 1hat 1 
was already CIOing dozens of games, oot then 
lhey ,_e ll<B. "Nolan North is 8V81)'Where." I've 
heard some people say, ·1tiere's gong to be a 
baclclaSll. because he keepS doing the same 
thing." But I can'I help hOw I'm drected. There 
have been a few reles where I talked to 1hem 
and have said, "this realy Shouldn't SOU1d Ike 
lhis. Gan we do something a little different? Give 
11m an accen1 or something?" But they said. 
"No, don't worry abou1 the YOice." rm no1 going 
to lie to you, ft coocemed me for a while, bul 
thOse things were all recorded before Uncharted 
2 came out and became such a i-.,ge hit. n 
was jusl a lining lhing, because Uncharted 2, 
Assassin's Cteed II, Dark IA)id, and Shadow 
Complex all came out relatively arouid Ille same 
lime. I don·, lhink that will happen again. 

In the past , a lot of actors used fake 
names while recording video game 
dialogue. Was video game voice acting 
ever seen as Inferior to other types of 
voice actJng, cartoon or commerclals, 
for example? 

W .. honestly, I don't think anyone r,ver used a 
pseudonym because llicleo game acting wasn•1 
ooot. VideO game acting was always non-union. 
and~ an actor who was part of SAG or AFIRA 
(1(1 a non•union job they could get f.ned or 
kicked out of Ille union. I never worked under Ille 
non-union stuff. so I don'I really know that wood. 
001 for Ille IOngeSI lime de\'elope(S (f(ln't want 
10 pay all the fees associated wi1h union wo11<ers. 
Bot, you know. I W0<1<ed on soap operas, anCI a 
IOI of people feel 1ha1 there is a sligna associ• 
ated with thOse. anCI I 81:.vays thouglt that was 
siRy, because ~ you Ml working in this industry 
then God bless )'(lO, because ii can be hard. I 
don'! think there is a stigma with video game 
acting. especialy oo.v. because there are more 
big name people doing this than eve, before. 
Some of them aren't ewn getting that big ol a 
sat.vy: they're jusl doing ft because ~'s a cool 
lhing 10 do. 

What Is the weirdest thing you've been 
asked to do or say while recording? 
The first time I was asked to sound like I was 
cl'ownilg I thought I'd get a little method with 
ii, and I got some water and Med to gurgle, bul 
I hil Ille gag rellex and arnost 1IYew up il the 
booth. It doesn't rd-/ get loo weird, 001 wei'd 
is relative. 1 might get asked 10 "make a sound 
ll<B M oodead zorroie who's been chain·S8W<!d 

from the lop Of his neck diagonally down IO his 
hi).· Okay? That's a r~Ue more inlormalion 1han 
I need. bul ru w0<1< with ii. I can't repeat some 
Ol lhe lines I said il Saints Row. because ii was 
some of lhe f.lthiest stuff rve ever read." 

What la the one role you·1d llke to do, 
but haven't? 
rm always just IOOkir,g for a compelling charac· 
,er. I can1 really lhink of any one thing I haven't 
done. I'd Ike to do some more cartoony stuff. 
In Ratchet and Clank. I got to do Sigmund Ille 
linle robot, and he's a grea1 charac1e, and I got 
10 do a fun 1'0ice. A lot Of my Sluff, for Whaleve< 
reason. has been the hero eve,yrnan who's il 
lrooo!e and going IO won< his way lhrough ii, bVI 
he's a i,ue oonfUSed. People don't know \hal I 

do r<dy cartoany things. 
I've made the major'rty Of 
my money i,,st doing my 
own 1'0ice, bVI I'd li<e 
10 do more 011ha1 Mel 
Blanc k,",(f of ou1rageous 

cartoany work. 



David Jaffe 

TOF 
byA11' 
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Jonathan Blow 
The masterrmnd behind Braid began a blog that was ongmally 
intended to be a space for the game·s development notes, but 
those eventually took a backseat to posts related to other insprra 
aonal (and at times downnght unusual! games worth playing. plus 
issues related to games as an expressive medium. Also keep an 
eye on Blow's latest blog for his upcoming game. The W1mess. 
• http//bra1d game.com/news/ • http I/the witness net/news/ 

Matthew Bums 
Jatte·s reguarty upda!e<I blOg is mueh more lhan Goel ot V/1i and 
Twis<ed Metal upda1es. His first crush was Ms. Malwl. He lcMls Or 
Seuss pencdS. He says t-•· a 101. Alongside lhese tun fac1s he llOSIS 
opinoo p,eces regarding lhe current S1ale of lhe industry in ~h !)'int 
and video foon If you really warn to kroW whafs on Jaffe's mind in 
l)U'e . ..-1era1e<1 tast,ion, lans of h$ ..,.-k Should IOok no f\Jlhet. 

The wiiler and indiedel<IO!)er (J)<eviously a p,-oducer at llulg',e) "'61s 
a tlog ~l!ecl "Magical Wasteland" whe<e he serws as your ·mys1erious 
hOst" through lhe world ot video games and lhe ~ lhey live in. 
BumscommenlS on del,elopmeni challenges lhrougll hard-hitting 
opinial pieoos and lhoughlful namnlves Iha! do an excelrenl j:11) of 
eXl)C)Slng darl<er sides ot lhe ~ you may not ~ seen. 

• htlp'//Wow.davidJ3He.lJiZ/ • h""'/w.WI magka!was<eland.ooml 

Steve Gaynor 
The <ies,gner ~om 2K Mam hOsts a (X)ITil)Cehenst,e blog lhal 
discusses issues in game oesign and p,-o,;oes useltJ liPS tor ~IIY 
hcl)eluls ("Make cocl S··•. and st<,., it off 10 anyone and eve,yooo1 
Ga\<1or also p,-<Mdes in1erestfl!) llehlnd•lhe•scenes lldti1s on games 
he's WOf1<e(J on. Be sure 10 ChOCk ou1 Ns l)OS1 on BioShock 2 sec,e1s. 
• hnp-JlflJRJrilt,t blogspolooml 

Warren Spector 
If you didn't gel enough ot Speaor <fin'<! Ott Epic Mickeyroierage. 
ChOCk OUI his blog lhal oo,es 1111h his k>e lex al llings Disney, Yw'II 
alSO ~ wtidl games inSP<e him and v,lly. p1,s gail mcxe insight 
on Junctioo POOfs miSsion. 
• htlp'J/junctlonpoln1 . ..,.-dpcess.ooml 

~- ~ "' 

2DBoy 
The team ai 20 Soy IOOl<a llfeak trom America~ 
Next TGJ>A/oQiltocreaiea tlog lhal serws as a 
"mal<flg-of" k;t hil oowrloadable litle World of Goo 
The blog dOCuMnis SOttces of inspiration (an:s) 
ard delllilS Olher tun side pcojecls. 
• h1fl):/12dt:t,f.cr,:n/2007/00I 

Jason Rohrer 
The man 1espons,ble tlehind lhe rrie-m....,te game 
alloul lhe irelilabiily of dealh, PassaQe. hOsts a 
minimalisllc webs<e lha1 fea1ures linkS of an his 
games to date. COO'C)lete will\ deYelOl)'ne<lt notes. 
Yw'II also gain access to his personal Arthouse 
Games website !hat 1tges de,elopers 10 lalol more 
($ks in games. 
• hllpJ/hcsoftware.source!exge.nel/1as0n-ro1Yerl 

-• ~ ~ ' . . . 

l • , 

1-r=- ~~~--~ 
Hironobu Sakaguchi 
The creator of F'naJ Farnasy left Squate En~ in 2004 
to aeaie Ns c,.•m SIUdio. M,s1wa11<,r. The company 
websile hOslS his perso,al i.Jg, "'1ere Sal<a!1,,(li~ 
mus.-gs re,eai a i:ne k:t LEGO rOIJOIS, instart~ 
and beauliltl l)holos ot lhe sky. He also has an adcx· 
atiedog named Sl<iPc 8e Stre 10 Cheel<OUI 11,e wild 
pi10IOS lrom Si<lp's llr1hday P3l1Y 
• hniX/lvlww.mis<waii<,rO(Xp.oom/enlcotumnl 

Robert Bowling 
BeSt knc,.<l!1 lex his work as creative Stfategisl at 
lnfrl,ty Ward for Modern Vlarfare 2. lhe FoorZe• 
roTwo blog is a grea1 source lex an things can ol 
Duty Bol~llQ ,n;eas a M of his ·gamer geel<" 
fanllc:,/ism as wen wilh llOSIS abWI tJl)C(lm"!I 
games (Fafl<>JI: New Vegas) and comics (Salman) 
ma, he's 100k1'Q forward to 
• htfl):inwzerorwo.ooml 
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In Ille Japanese game Hldderl Plo1ure fo, 
Ille OSi, tilting Ille handheld back and 
fortl'I or side to side produces a 30 ef'feet. 

Em 

The OS Does 
New handheld to be unveiled at 83 

B 
efore the OSi XL 8V<lfl had a chance 10 make i1 001 the 
door. Nintendo announced a new 30 Ninlendo OS hand· 
hold 1ha1 doesn ·1 need glasses - the 3DS. Tho company 
says that the sys1om (along wi1h more detals) will be presen18d a1 E3 this June. and 

the handheld is scheduled to come out somelime before March 31. 2011. 
-We wanled 10 ,;;,e lhe gaming induslry a heads up about wha1 1o oxpecl from Ninlendo al 

E3." said Ninlendo of Japan chief spol<esperson Ken Toyoda. "We'll ilwile people 10 play 
wijh lhe new device lhen." Despite the oompany·s slow~. one delail lhal has 
been coofirmed is lhat 1he 30 handheld is oompatibla wilh older OS and DSi games. 

W~h HO in many hOUseholds. console matUectU<etS like Nintendo and Sony - as 
well as TV makers - have made 30 the centerpiece for showcasing OJtting edge 
1eclnology. Earlier lhis yea, al CES. Sony had 30 demos for PS3 mes Ike IJI.B l 0: 
The Show end Gran Tunsmo 5. and lhe COO'l)8flY says that b wl have a 30-ready 
Siu-ray player (with firmware updates for exisling players) ready this ~
Microsoft is waiting 10 see how 1he putir,c takes 10 br,nging 3D into lheir homes 
before it moves on any 3D plans. 

Rumors of a new OS han<fleld have been running aroond for a while. but none 
of lhe specualioo incfocated 30 fulctionality. Preoous talk oen1ored on the S)'Slem 
getting an acoelerome1er and ~"° larger scroens placed V8fY Close 1ogether so mey 
could funciion as a single screen. No word has surlaced as to whelher lhese feat11es 
could also be incofporaled r1101he Ninlendo 30S. Other rumored features for the device 
inelude n;mble capabilities end a~ analog Stiel<. • "'AQ.,.....,. 

How Will It Handle 3D? 
N'ntendo hasn't explaned how its 
new handheld will prO<tJce 3D wiU>out 
glasses, but some oompanies have 
akeady found ways 10 do lhis. Talkilg 
to Tom Zerega. co-founder and CEO ol 
Maglelic 30. a 30 display oompany. 
he ootfned 11vo of 1he ma'n ways com
panies can prO<tJce QlaSSeS·free 3D 
(known as auto•stere=opic) effects: 
titers end lenses. 

A - filter is "Ike putting a screen 
door i1 front of a display." Zerega 
explaned. It blocks cei1ain pixels from 
the player. ,.,..,,., creates the iklsion of 
30 when used in conjunciion wfth the 
software. Lenses - ,,hich Magnetic 

ity. "I think bani&' Is realy sirf1)18. but 
it doeS have its downSides when ij 
comes to image reprod,ctioo." he said. 
"Nintendo is al abo<rt putting out realy 
high cµ,Jity product$. so I'd expect to 
see them look at lenses.· l ·I 

30 uses - """"'the light to your left 
end right eyes to prowce the effect. 
8olll methods could be seamlessly 
intqated ilto the 30S screen as a thi1 
flm beHnd a protective screen. This 
wolAd produce a 3D illusion that simu
lates both depth and projection out of 
the screen. 

Zerega is partial to lenoosbecause 
he betieveS they have a better ""3\Ying 
zone. brightness, end image (µal-

Hidden Picture. a DSi puZZle game 
out currently in Japan. already uses a 
30 effect and touch screen interaction 
in its puzzles. The tale uses 1he OSi's 
cameras to OfieOt its images with the 
l)layer. but unlike Mera or lenses. it 
ody P<Oduces 30 via depth, not pro
jection. Eartier this year, Satoru Iwata 
mentioned to Japanese newspaper 
Asahi Sil/moon that the next OS would 
require a sensor to read player move
ments. Af the time. ~vata clained he 
was miSS\terpreted, but the newspa
per stood by its "'°te. If what Iwata 
said was true. perhaps this is an indi· 
cation that the 30S will use cameras 
similar to how Hidden Picture uses the 
DSis cameras to track movement end 
a~t 1he onscreen picture to give the 
ilkJsionof30. 

TIils Is an example ot ~ Hldderl Plo1ure fo, Ille OSI uses 30 to 
sol,e pu,,tes. You can1 find Ille lotter A unless Y<l'J - Ille 
DSIIOlllesldttoconnectlllelotter'tdifferent_ot_ 

ADS For 
Every 

Occasion 

Nintendo DS 
(Nov.21.2004) 

Nintendo DS Lite 
(.ble 11, 2006) 

Nintendo DSI 
(Apri 5, 2009) 

Nintendo DSI XL 
(March 28. 2010) 

Nintendo 3DS 
(11lA) 
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The OS Ute's small· 
e,~~oorisan 
a111actiloe upgrade, 
andllea)mesthe 
defaoltst'lefocthe 
OS going lorwad 

Aithocllh the OSi loses (l!3A 
t>acl<watds oompatl)olity, it gains 
tw0 came,as, m,re RAM. and 
other leatures 

~'inlenr:lo'slatest 
hanctieldfeat><es 
t,;ggerscreensand 
alargersljlus ·? 

■ 



The Good, the Bad, and the U 
NEWS WITH A SARCAsf 11l SPIN 

fRIGHT) Konami's music 
games ha\/en'I lated as 
well as lhe competition 

. but lhal may chan9ed 
Wllh Del Jam Rapsta,,, The 

game - which features 
40 tip hop songs from 
Dr. Dre 10 Kanya Wes! 

accLrBtevoice r~ 
•~hnOlogy, ~eestyte rap• 
p,ng, online bal\les. video 

uploads, and across· 
lhe•boatd microphone 

oompa1;i,;I~y - comes out 
1h;s fal. 

(BELOW} The cuts conlin one oflhe lw0 . ue at EA. The publ;shef has Slud<>S. The~ ,n develop,menl with The Da~ncunced lhal ~ cancelled 
name fo, a remal< developer was WO<k,ng • crea1o,s Slarb<eeze 
latter game 11 e of a classic EA IP, and a ~ PloiOCI RedUme, which iS a COde 
10 lhe Bour:,,:~8· _as _EA has said lhal an~:: title. 11 sounds lil<e the • 
the worl,s. The othe<,se ,1 pocked up last yea,, no P,Ojeel company is st;1 commilted 

■-~on_;_. :.:has long been game, which EA and Starb< s retaled 10 ~ a,e o...ren11y in rumo,ed to be Synd;ca1e. eeze say lhey are currenlly focused 

theUgly 
(RIGHT) An internal c 
Sim Play$1alion 3 sys1:'i error bricked ""ery pre-
after lhe release of H "'. a few days sho<tly 
II was so bad lhal So eavy Ra,n. 

had 10 lell everyone ny 
nol l0 play their 
PS3. AlleaSI 
they had some 
Kevin Buller- com• 
me,c;aIs 10 keep 
lhem happy in lhe 
meantime. 

(ABOVE) Fo,mer Tecmo/Oead 
masiem,;nd Tomonobu It • o, AfNe 
w~h a name lo, his new agaki Ms SU'faced 
VaJhala. Game Sludios. 00\lelopmenl studio: 
50-per.;on learn ;s WOf1<i No word on whal the 
says he dOesn' . ng on, but ltagaki 
as he I I wan1 ,1 10 be a """'""' areadYoonsiders Dead • .,,,_,,,game, 

~~~;n lhevxx:-:;..;:he 
llolleyball. ~ DO~ xverne Beach 
take anolhe< bi<n . don I knOw K we can 

In olher smulalo,. 
reached an~ he and Tecmo 
ment r~ a . OUl-of-«Ut setlle· 
<>,paid bonuses. lawsu~ ltagaki filed CNe< 

(A.BOVE) Red of ""...,.,_ Th Dead Redernplion can't vvv,,o, e game was or' . seem to ge1 out 
~1;:;lves on April 27, but has~~ S<l)p()sed 10 hil s1ore 

a slgn'focanl delay but we·, ~ delayed .-iUI May 
18 

pu1 _our spurs in10 lhis' e gett,ng mighty aru<K><JS • 
~s 1,me is Mafia 11. The~ A;;;ter open wof1d 1me laki~~ 
moved 10Augus124. e sel"' the '50s has been 

• 
' ~~, 
~ 
~ 



contenders emerge 
this summer's down

able game scene by Mall Miller 

he last couple ol months have 
seen a wealth of new download
able t~les revealed. 2010 is Shap
ing up to be a phenomenal year 
for the Short f0<m. indie, and other 

small-scale downloadable releases. no matter 
your platfonn of choioe. 

One ol the most intriguing Ul)OOllling ~ 
is Lara Croft and the Guardian of Light, 
Ditching the Tomb Raider lTlOfl<'ker. Oystal 
0ynam1cs is prepping the IOng-tme gaming 
iOon 10< a dOwrioad·orly release sometime this 
surrmer. Abandoring the l<vniliar behind•the
back. sOlo platforming that garners have come 
to expect from Ms. Croft, Guard'ian of ~ has 
a decide<ly mo<e arcade sensbi',ty. The camera 
is panned to M overhead isO<netric view, and 
the combat is a central part of gameplay, along 
with the 8)(1)8Cted dose of puZ2le S<:JMYJ. To hep 

her figure some of these b<ainteasers out. Lara 
is joined by Totec. M anci<lnt hero reMimated to 
fight againSt their mutual enemy. With this new 
companion alOng f0< the ride, the game hcludes 
a f\JI onllne or oflne eooperative OPtion, letting 
players team up to explore crm,tjjng ruins and 
f0<gotten traps. Each ol the two man chatacters 
has uniQue allilties and equipment: L.lta CM 
use her grap!Jle to create a tightrope to distant 
objects. 0< Totec CM hold his shield abow his 
head to create a terrt)O!'alY platf0<m 10< our her· 
cine. It's a su,prising new direction for a lrllnchise 
in need of some fresh icleas - ea'1y impressions 
are of M int~ng side-adventu<e lor fans wtiile 
they,~ for the inellitable ..-nounoement ol a 
major retail inslallment. 

M excellent OS tiUe is rng-atr,g """' to 
XBlA and PSN in the cornng monthS: Might 
& Magic Clash of Heroes changes up the 



long1ime franctise fomua wtth a lriqtJe tactical 
puzzle mechanic. Players create a netwo<I< of 
defensive and offensive un~s under a variation of 
the lamliar match-three model. A vibralt cast of 
anme•styte characle,s underpins the expene,,ce 
with a light RPG framewo<k. a detailed stO<y. 
and plenty of artilacts. spells. and lellelng. The 
HO P0rt to console has the game IOokhg Sharp 
and appeal\'>g. If yoo haven·t yet t1ad a chance 
to check out the ooginal portable ve,sion. this is 
one 1a1e that SholJd oordtety be on your radar. 

Bit. Trip Runner is the fouth instaftment of 
the excellent ~anchise thats i:-, rolling out on 
WiM/are o,,er the last many monthS. Rimer is a 
margna11y less =act conoept than ;is earlier 
bretlno. as ;i plays out in a famliar side·scroling 
i;iartonn style. Our hero, CommandeNideo. is 
on a mission - and~ we Cfon't know what 
tt is, he can't stop running to get there. Wflh 
the main eharaclet in constant motion. i;iayers 
are taske<I wilh p,ecise button p,esses to V8llt, 
kid<. slide, and otherwise progress through a 
pattetned sequence of obstacles Uke p,evious 
games in the Seties, the action is keyed to audio 
cues il the music. makilg ;i 8'!Sf to ctop into a 
rt,ythmic trance as the challenge escalates. Md 
bOy. dOes ;i escalate. A single mistaken jump wl 
send the Commander reeling back to the begin· 
ning ol the Stage: perf8ct timing and lightnilg 
fast reflexes are the key to success. Its a simple 
but briliant little game with a strangely mesmet· 

izing visual Style that mal<es ;i hard to IOok away. 
Met the success of the first ils1allment. ;i 

was a no·braine< that we'd be seeing Monkey 

Island 2 Special Edition: LeChuek's 
Revenge. FOC' pirates ne,,-v to the tunotous 
,'IOl1d ol Monkey Island, Guybrush Threepwood 
is an uril<ely hero embroied il a Z2l¥'f adventure 
1tvougt, l)irate•plag.>ed seas and tnJSU8I hidden 
treasures. Uke its l)<8deces$0f. Moc"i<ey Island 2 
has d'amalicaly reinvented visuals that can be 
hOt swapped with the ooginal PC version for a 
nostalgic ~son. New 10 this second en11y 
is the optional at,;ley to control Guybrush directly, 
rather than a l)U'ely POiot·and·click affair. Given 
the standout quality ol the ooginal game, and 
the stellar job LucasArts cfrd on the first @e's 
retnake, I've no reason to bef,eve this win be arrt· 
U>ng but an excellent add~ion to tJtr,/ adventure 
garners catalog. 

I know I'm not the only one whO was a big fan 
of last year's ·Spiosioo Man. If yoo're with me in 
that seotineot. yoo'U be exc;ied 10 heai about 
Comic Jumper. the next title fr'omdevek:)p• 
ment house Twisted Pixel. The game stars 
Captain Smiley. a musde·bound do-gooder 
basting and Shooting his way ttvough a si<le
scrolng beat ·em up, Or at least that's what I've 
seen so far. Though Smley t,eg;ns the game 
in famiiar SUPethe<O environs, lhe game lakes 
its name from the idea that Its hefo win iurTI> to 
new comic book styles as the game progesses. 
Twisted Pixel recently l'8V8aled its second area -
a comic world in the style of Frank Frazetta's 
iconic Conan paintings, starring a hero named 
N~. No matte< the oomic backdrop, Twisted 
P1xe1·s trademark tunor appears to be in place. 
Look no further than the 1alkilg, flty animated 

star on the Captain's chest for evidence. I can·t 
wait 10 Check out more of the game. 

Konami is reviw'Q an old and nea,ty fo,gotten 
character from their stable of retired mascots; 
Rocket Knight is ooming 10 PSN and XBLA. 
Anybo(jy remember this guy'? tt )'OU don't, 
yoo·re in good oompany. Sparkstet hasn't 
appeared in a starring role in about t5 years. 
I had some seV8<8 doubts abOut the viability 
of the little opossum's return. but a couple 
hOurs with the new title silenced my (loo.l)ts. 
Gorgeous. cartoon-style visuals highlight the 
return of Rocket Kriglt. whO is once agar, 
10 be fou,d il a straightforward side•scrolling 
plallorm adventure - a relative rarity these 
days. The adventures of Sparkste, might feet 
lackluster we,e It not for his titular girmick. 
The at,;lity 10 rocket across screen in SUdden 
bursts of speed adds a frantic nature to the 
action. The highly vertical platforming stages 
give way 10 oPen Gradus-style ~ levels 
for a nice change of pace. Mutti:>le difficulties. 
Challenging oonectl)les. and strong leYel design 
~ the game Shake off i>;iial irrc>ressioos of a 
·kids orfy" l~le. and emerge as a distraction that 
might be worlh a IOok. 

Fe, ad(Mlo,,a/ ctwtttl{/8 ol dcrwnbadable games, CfJ«J< kl al 
{J4fflein/(Jltnet.w,t!(ll~m'f}41$ef//X.1Jt8$.ln~)W 

Ca,t ICIII CIK ftNiew d YAIWarel tematt<Jl>IC IICW/Jlartfxm« 
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Danle'S Inferno: Divine 
Edition (PS3) 
Tlisll)ldiEdiJl~lllerxl/ 
PS3-dll1e"2.I-
llleav,131:nmrad<.~ 
-•dglillantxl<A<.Md 
nmlorlhls;rroiro,aslhl360 
800)n.Are(X)I\S(j$-Sl)l)Cial 
ecliiOnslte""YdltleMLre? 

Heavy Rain (PS3) 
OwrbcCl'eam'sanllollwS-• 
lll,,olclCM,(219,000 ..... inlJII 
-·-"'-Ne,!"""''s 
""11)00itblrroy1'>0allet1erli'1Je 
d wtet11EJ Is aa,ea Im !!)lead 
be)ull lllehat<l:aegonerMd rm 
lteOllSSmaJl<OL 

Aliens vs. Predator (360) 

Mario and Sonic At the 
Olympic Winter Games (Wi0 
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Devil May Cry's 
New Developer 
A lot is always going on behind the scenes in the video game industry, and we try 

and share the rumors and scuttl ebutt we hear about your favorite games. developers, 

and publishers. Loose Talk lets you in on what goes on behind closed doors 

and what might be in store for the future. 

Ninja Theory's New Project 
The PlayStation 3 exclusive --,y Sword catapolted cleve1oper 
N,\a Theocy into 1he spoti'ght. Unfortunately. the game's popular· 
ity ,_, ma1checl 1he cfrtical praise, and 1he studio n10\l8d on 10 
making Enslaved for Namco Bandai (see issue #198. page 52 for 
more). Loose Tai< has learned lhat Enslaved isn't the only game Ninja 
Theocy is wo,ldng on - we've heard 1ha11he Camtl<idge. England 
deVEIOper is being tapped for the next Devi May Oy. That's right. 
Although we've boon rnae 1han happy wilh the direction the 
series has been going in, new de\lelopment blood is an lnt8<8Sl· 
ing chOioe for SUd1 a storied franchise. It's not totally unex
pected. however: Capcom has said that although It is shying 
away from Western~ for,_ IP. It wOUld oontinue 
to utilize them for knOwn franchises. whidl OMC oert8inly is. 

Barlog's New Project 
Means End of Mad Max? 
God of Wa, ll's game director Cory Ba,10g tOOk a brief. 
- ~ turn at the helm of that suooessru fran
chise before moving on. Since 2008 he's been worl<ing 
with Ma<:/ Max drector George Mier on a game based 
on Australia's i:,ernier .--future, gang-riden dyStopia. 
Loose Talk is hearing. ~-that de\lelopmen1 on 
the projec1 has stOPPed, and that 8arlOg has moved 
on to new pursuits. That's only the half of It. we·ve 
also heard lhat Bat1og is C"'1'00tly ,~ on a new 
Tomb Rai<!er game. we don't have all the detais 
at the moment. but we assome that means the 
ft.I-fledged Q.e. not I.JJta Croft and the Guatdian 
of Uglt. See page 26 for more on tha1) Tomb 
Raider tille that developer Crystal C>,,namics 
has cooking. 'M'ilelt'ssad that Mad 
Max'S adventures appear to be over 
before they ever began, we·re exci1ed 
to see what Barlog can add to Lara's 
next outing. 

Gears of War 3 
Evefy008's got 1heir ears to the 
ground for word abOut the next 
Gears ol War. and the Internet 
is buuing abOut a POSsllte 
rEieese date for the lhi'd inslal· 
ment of Epic's gritty shooter. 
Word is tha1 the world vnl fil'SI 
hear abOul the game., April, 
and that tt's expected to come 
out the folow'ing April n 201 1. 
Ma-k Rein, Epic llice president, 
replied, "You're kidding, right?" 
when asked abOul the Aprl release date. 
However, from what ,ve·re hearing. tl1is 
timeline of Gears 3 """'11S isn't far•lfllchecl. 



A Conversation 
With the Prince 
Game Informer talks with Prince of Persia: 

The Sands of Time star Jake GyUenhaal 

Jake Gyllenhaal is considered one of the most talented young actors in 
Hollywood for his roles in such acclaimed films as Brokeback Mountain. 
Donnie Dorko. and Zodiac This May. he stars in The Prince of Persia: The 
Sands of Time. producer Jerry Bruckheimer and director Mike Newell's would
be blockbuster based on the legendary video game series. We recently had a 
chance to speak with Gyllenhaal about working with Prince of Persia creator 
Jordan Mechner. the physical challenges of big-budget action filmmaking. 
and the correct way to adapt video games to the big screen. 

Were you familiar with the Prince of 
Persia games before you signed on to 
do the film? 
I actually played the original Jordan Mechner 
game lllh<lO I was a kid. After that, I took a 
IOng hiatus from the game - I thinl< the game 
took a long twatus, too. When I read the script, 
I kneW the original game. bu• I had nol played 
hs c .. ren1 incarnalion. So I picked h up and 
started playing it. 

I think 1he thing that separates 1t1.s movie from 
1he video game anCI Olller video game adapta· 
tions is thal n 1he Iii-game. al1hough the 
Prince does r-, extraorelina,y feats of Clelying 
gallity tha1 seem alrnosl inhuman, 1he basis with 
wnch he does them is COO"par-10 parl«)ur. 
we based -vthng n reatity. When he does 
1he moves in the film. everytt,ing haS a reason in 
1he story. Some of 1he \/ideo game adaptations 
that have previously been Clone a,e iUSI caroon 
cop;es o, taking an klea and doing the COOi ming 
thafs alreaely been Clone n lhe game. Wah this 
one. because we all loYe lilrmlaking anCI we 
wanted to take ~ 10 anomer -· we said. out 
of respect to 1he video game. "How clo we clo 
what he does n the game but give ~ a basis in 
the charact811" 

Series creator Jordan Mechner 
worked on the movie's script. Did you 
me•t him·? 
Yes. Clefinitely. Jordan came 10 the set a few 
times. anCI we spent time together. He drew 
me aver and aver again. (Laughs) I've sinoe 
soon him many tim<l$. It's great, because 
I've played real people whO exist in reality 
and characters that have been created in 
books. and you have to respect the existing 
source material. At the same time, you have 
10 intetp,et it yourself. Wah this. It was fun. 
becauoo I clon't think that this type of source 
material - games - had ever been translateCI 
conectty into movies. Wah Jordan keepng an 
eye on it and us etaboratng on the iClea that he 
began. it was a great collabOration, tt was 0001. 
because the best day was when Jofdan came 
on set and said. "This is awesome.· 

Eve,y ~me he woucJ see S1uff. he.Cl say, "This 
is mt dream." The irony of Prince of Persia is 

that, for Joroan. It was based on mollies he'd 
seen. NQ\v, the mollies inspired a video game 
that haS now inspired a mollie. It haS a circular 
effect - much Ike the Sanels of Time. (Laughs! 

It sounds like you grew up with games 
then grew out of the hobby. Has this 
Inspired you to get back into gaming? 
Cloonitely. Flaying the Sands of rime was a pert 
of my won<. I'm sure you tf1dersl:nl that w,th 
the job you clo. 1 got reat1y nto It - too into it, 
actually. They woucJ call me to set and re1 say. 
• Just gi\'8 me one seoond. I need to finish this!" 
I don't want to get too sueked into it, because 
who knows what wil happ<lO. But yeah, rm 
ClefiMely into It. 

This Is the first time you've worked on 
a high budget, spe.:lal effects-Intensive 
action film .. How was that experience 
for you? 
It was so much fun. I reatly er1joy the dlaflenge. 
because'"'- l)OOl)le ,VO<Ad be critical of 
whoever was going to play a part that was Clear 
to the fans of the game. I was uP fo, the Chai· 
lenge. 1 had to get n Shape physically anCI learn 
all these different skills. I had to learn pa,l<our. 11 
was Q\181\llhelmingty amazing to be In something 
so big. It was great ln, man. h's an honOf. 

What kind of phyaleal regimen do you 
go through to get in shape for a movie 
like this? 
They Just pU1 us in a machine and we oo,ne out 
an cniseled uP-[laughs! Fo, me It was all about 
functianal fitness so I ooukl be prepareCI like an 
athlete. You don't clo a mollie ll<e this, in my 
opnon. unless you ate~ to t,y your hanCI 
at thOse stunts. Even n you c1on·t put them olf 
ancJ the stunt man maJ<es you IOok bad. at least 
you tried. 1 trained to c1o the stunts. along with 
the normal things like cardio to get your heart 
anCI lungs in shape. I was stuct,ing pa,l<our 
anCI learnng from acrobats. In the gym, we'CI 
be nJ'Yling on paCICled waBs and ~ing on 
things. Moot ol the 1hngs ,ve clo n tl>S movie 
were dOne without wires. We wanted to add a 
certan reality to~- I think the sense of suspense 
isSUSP8<ldedwhen you know people are on 

wires. when you knOw they ate 
safe. A lo1 of the times. EMlfl 

tnough (the S\ult COO<dilatorsj 
are ve,y professional and we 
were generally safe. we were 
pOShing the edge .... Mostly. 
I jUSt diCI a lot of SWOfCI 
fighting and. aver time, 
you cHp away at it. All ol a 
suCIClen, you're in Shal)e. 

When you were plan
ning the stunts, did 
you take cues from 
the video games for 
certain moves? 
Yes. all aver 1he place. Even 
on set. I \voud have it in 
ITff tr-. If I saw a move 
I lked n 1he game. I would 
brng the stunt guys n and 
say, ·Guys. we have to t,y this 
out!" So we diCI thir-QS like that al 
along the P,008$$. 

The<e's a fine line because 
thele'S Wal nJ'Yling. massive 
$\VO<d fights, anCI battles ve<y 
rruch Ike the game. irs ve,y 
faithful to Sands of rime. Bu1 in 
terms of hOw It IOoks and hOw ifs 
oone, rs very Cffferenl. For exam· 
pie, in one scene ITff character is 
ru,ning over these sh0<1 pilafs and 
thele are horses attacl\ed to them. 
l.)1less you knew the game, I c1on·t 
know ff you would know that that'$ some
thing the Prince can clo. Bu1 It looks Ike 
something that would naturally be Clone n 
me Situation he is in. Then, all ol a sudelen, he 
cloes 1l>s big back llip aver a nJ'Yling horse. 

I temember Jeny Bn.id<heimer sayng, 
"Stop. I want to know why he jUSt dd that 
back n;p. Why dlCI he need to c1o thatr 1 
was like, ·Because It looks cool.· 11.auglsl 
Bu1 Jeny said. "No. I want to know why. It 
needs to have a reason in this mollie and 
in this stocyline. I don't want to make a 
movie where we are~ C(ll)ying a -
game. I want to make a geat story: So. 
each one of the moves that is inherent to 
the Prince is connected to the sto,y anCI 
haS a reason. We speot a rel!lly long time 
cloing that. Finally, we dellised a way that 
me only way for lwll to gel OUI Of that 
situation in a certain period of time was 
to flip. Originally. there wasn't a horse 
there. so we aCICled that and a11 the 
reaciions to what I dlCI. lt"s that kinCI 
ol thing that makes this mollie 
SO good. I lnink the~ will 
see ~ and say, "Those ate the 
moves the Prinoe cloes," and 
people that haven't p1ayee1 the 
game wl say. "Man. that"s so 
COOi. • anCI won't even tealize that 
it's something the Prince dOeS in 
thegame.•-/¥Al>a,..., 
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Battlefield: Bad Company 2 
Selling over 2.3 million copies in two weeks, OICE's Bad Company 2 was an instant success. But 
even with a public multiplayer beta to smooth out the rough edges. the community is always chirping 
about perceived imbalances and requesting refinements. DICE producer Kristoffer Bergqvist discusses the 
questions posed by the Battlefield community. 

I see a pl.ayer '"skill" ranking in Get baek to me when you're at max ShOuld be allowed to play the game guess we Mn see aro, o1,o.,2 
the leaderboards, but I have no - and got al awards .... Seriously ther way .. it's stil a sanctx:,x after piayef groups wan,,ig to fll one 
Idea what that me.1ns. Could you tllcllgi. we ,VOIJd li<e to be able to al - MCI 001 be lirrwted t,,J some team Qr you·,e few8f I'd suggest 
explain the formula you use to buicf ~ lor future DLC. bul ebslract nAe set. We are. ho\....,,. ;oin.-ig as squads, ;r you're mo,e 
c:ome up with that number? M r focus on the 8/eas where our r,,va,e ol the problem wrth SfllP(!fS use the Private Match system and 
Playar Sl<il ,s a relative Skill '-I p1aye,s r.-.i ,1 most necessary. On being over-represented in Hardeore get 8fl entire server of your O\•m), 
caJculated depending on how well 
you perform on the batllefM!kl. The 

the content side, right ro.v it k>OkS 
Ike ptay&s wanl more levelS rather 

mode, and are currently IOOking W'IIO 
different solutions. I miss maps like El Alamein that 

uroque thing about ii corll)ared to than more weapons. Hood <:Net to let you have epic tank battl&s. 
the ,egc<ar rank is that the Player oor forums and let us know what Old you guys change the fre- Any plans to add ono of tho,se 
Skill can <toed you start 10 perform yoo 1,-.ink! quency of the tlcket bleed In the with OLC? 
p,:,orly f,:, a wl"ile. The Ray,)< $kll Conquest mode? Maybe it's just I'd k:we to see some more maps 
will aiSO increase tn0r8 If y0u $h00t Why can't you go prone in the me, but It seems a lot slower. \,A,ere oor tanks wil oome to use. 
and l<ll piayefs with a h,gh Playar game? Is there a game design Yes, Ill SIO\ver and the outcome of but It~ al LP 10 the oommun,ty and 
Sk,H, Md less if you tl.l'l a,oond reason why you don't let playen. lhe game IS moo, deparldenl on lolls the ~ we get ,n the caning 
pwTW'lQ newbs. Playe<s tamifiar with drop on their b<tlliH? oompoted to the previous Banlefoeld monthS. 
the Elo ,ating system wil fond a lol Yes, Alta, playrig a,ound with it we ti11es. We ate looking at the teleme-
of Sriatil18$, all realized that prone dc1n't 8cld try lrom the Concµ,st matches rig,t Your game Is super reallstlc with 

anyth;ng to the Bad Company 2 rv:,,.v, and this iS some1hing thal may all the vehicles, weapons, and 
Every weapon or vehicle in the gameplay. It slowed down the pa¢· be addressed in a near future. destruction, but it kills the real-
game seems to have a natural "'9 and made CC>unt8<•""""'9 OYarl ism when I am shooting a guy 
counter and requires some harder. we don't see a reason to Why won't the game let me and then I see three other dudes 
human skill to use - except the keep game too.tores out od legacy: swh:ch teams after a match? pop up on him and start shoot-
mortar strikes. Why did you give we want eve,ything fl the game to Sometimes I get stuck on the Ing me. Have you ever looked 
the recon class such an unbal- make fOf a better Qamlll9 eXPeO· opposite team as my friend$, at squad respawn alternatives 
anced and overpowering weap- once t,:, everyone on the Banlefoeld. and it 's a hassle to back out, that put the new guys near their 
on? nams with a lot of snipers accept a new join game request, squadmate in a safe place away 
ju.st spam the M-Com crates, It seems to take several RPGs and cross my fingers to see if I from the line of sight but not 
The ctrm\bacl< to the mort'1r sttl<e to take out a tank, but only on& get onto their side. directly on them? 
is rts reload time, Md 10 some C4 or UAV guided missile. What Checking '°' a 000<dinate on the 
extent the time between \-.tlen rt's i.s the reasoning behind that My frlen<ls an<! I typically roll level that is cLrrentty out of siglt fOf 
U;gge,ed 811d ;1$ impaCt on targe1. balancing? deep (10-12 players} every night all 32 pla)ers. plus ;,, close v,cin;ty 
ff there .... many $Al)8r$ " the ..... Using C4 puts you., a lot of nsk when playing Modern Warfare 2 to the SQ.Jadmate acting spa'\''" 
that create a constant bafrage oC Since you, in most cases. need 10 and SFBC 2. In Modern Warfare Point. is a technical impossti"rty. 
morttw strikes, I StJ998Sl you hOOd be very CIOSe 10 the V8hide yOt.J're 2 it's easy, just form a pre- From a game ~n perspe,::tove 
<hare 811d 901 yo<Xsell some knde attacking. In the UAVs case 11 .s gam& party and we're set. With rt's Mvays important to $f)8\WI 
rewards. That bei'lg said. of course. ondeed poss,ble 10 one-shol tanks d Battlefield we struggle all night the solciar as close to the squad 
we constantly watch the game t,:, yoo gel a clear hit where the armor to end up on the same team, as posstie. in case someone is 
e~•,:, coverpowered weapons. is \veakest. the~ tact°' Why did you de-clde against already watching or engaging that 
and~ a ce,,a;n ,tom pro,es to tie there iS the reload 1,me. The (fdfar• creating a lobby where a larger SQUad and don"I want eny SU'llf;se 
too pc::w.-e.11..f we~ address it. we en, vet,;,;tes ac,ually have diflarent group of friends could split into enerries emerging kom the Sides. 
won't ,.iOl) to conduSions. though; armor d""""'1"9 on angle. smaller squads and join match-
It's important that we see how the es together? Could you please The spotting mechtrnic doesn't 
gamecilay evolves as peCl)le d;sco,. Hardcore mode Is a groat con- add this in the future? seem to work som&times even 
er new tactics and are getting mete cept, but everyone Is sniping I'll merge these two ques1lons iito though my croS,Shalrs aro right 
tamilia, with the lOOIS at hand. and it makes it annoying to play. one, honestly maybe not entirely on an enemy or vehicle. What's 

Have you considered creating a satisfactory, ansv.-er. We have seen the deal? 
Why dkl you create such a small custom game mode where play- thal there ~ a few odd ooce.saons Thafs not the e"l)eeted l:>ehiMor of 
amount of unlocks, gad99ts, and ers could turn off the recon class \-vher& our frief'ld•,O., systems tail to that feature. tt·s someth,ng thal"I be 
specializations? I already maxed so not &veryone hid&s in the meet the playars" demandS. and wil addressed in an upc,:,n,ng patch. 
out the vehlcJe and medlc class- hills, or employ a kit limit for ccr- lool< kllO flXing these. °'1oo aga,n Sorry about lhe~. ♦ 
es In less than 10 hours. Are you taln game types like Rush mode? ifs a quesbon about priorities fl the 
going to introduce new rankings I reaJty don't see a kit lirtwl being post•la"""1 plan. Team swi1ct,;ng 
and unlocks in the future? the so1u1;,:,, he,-e. Baltlefield playars is already on the wanted·list. bu1 I 
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Life On 
The Fann 

A hardcore gamer's look at Farmville 
by Joe Juba 

Farm Fact: 
Of the 82 mi/ity1 FanrMle 

users. 32 milli)> p//Jy tt;J 
game every 001 

Getting Started 
Most ~tly. FivmVile is free. It CloeSn't COS! 
~ to aeate yo..- cartoon farmer avatar 
iw>d get yot¥ hMds dirty. M.:w>y Internet games 
are free. but not all of them can levEtage the 
advantages of Facebook; the game is accessible 
10 all of the networking slte'S use<s, ,Yhich givoo 
It a potential aud'ience of over 400 milion. These 
hvo factas combine 10 form a ricficufousfy low 
balrier to entry- f)fobabiy the most irl'()011ant 
lactO< il FarmVille'S success. Millions of people 
can get in the door ,V\th no investment (apart 
from a few m'nutes eve,y day o, hvo). ~ can 
oontroe playing ildefinltely without shelli'(j out 
8l'tf real cash. 

I[ you use Faoebook, you're ramiliar with Farmville. 8ven if you don't 
play it yourself. your news feed has probably kept you updated on your 
friends' inane in-game accomplishments. Between all ol the mystery 
eggs, lost cows, and ugly ducklings. I blocked all Farmville-related con
tent on my Facebook page shortly a[ter the game·s release last summer. 

While avoiding f'armVille on Facebook is as easy as clicking the hide 
button I rom your news reed, the application is diflicult to ignore as a 
force within the gaming industry. With more than 82 million users, 
Farmville is the undisputed king of the social gaming market. That kind 
of success isn't a nuke. I wanted to understand what so many people 
found appealing about a simple Flash-based farm simulation, so I started 
playing it for myself. If you had dismissed Farmville as a mere nuisance, 
you may be surprised at how cleverly Zynga's nagship title is designed 
to suck you in. attract your friends, and accept your money. 
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Coins Versus Cash 
Desptte the rual country baekdrop, the whole farmng concept is ;,st cosmetic. 
It's a skin stretched"""' FarmVille's economy, which is vmere the game starts 
getting lnsid'oous. You11 colect two separate kinds of currency, coins and farm 
cash. Coins are plentiful, and you get them for practcaJly c,,,ery task you com
plete. Ha/vest crops. you get cons. Help a friend, yru get coins. Earn a ri>bon 
(FannVdle's achielalment equivalent), yru get coins. Mer a few clays of play• 
ing, your coffers are overllowing witn cons. Fann cash, on the other hand, is a 
much rater commodity: yru get only one dolliw per level yru gain. 

The hYO knds of money aren't i'ltetchangeabte - something Iha! oosts tam, 
cash may not be avalable for P<WChase w'ith coins. no mattet how many you 
have. tt yru doo't have enough cash for the things you want (wljch is nevi· 
table), you·re forced to oonsid8' how much FannVitle means 10 you. ls tt woM 
paying for'? FarmVle accepts crecf<t cardS. and is more thM happy to trade you 
virtual money fo, real money. Some of the ways the game tries to get you to pay 
up are exceptionally Cleliious: you can use coins to buy a trac10<, but l)U(chas• 
ing fuet for the tractor costs farm caSh. Since 25 f.-m cash ort>f oosts $5, tt's a 
small step to go ko,n ptayi1g FarrnVille to pay;,g for tt. 

Friends and Family 
Like a Chai'l letter o, wamid SCl>eme. FannVille hopes you wil convert the 
people you l<no,v into felow customers. The game gives you a vatiety of i'lcen· 
lives to rope yoo, other Facebook friends mo~. and some of FarmVle's 
fonet peints depend on havi'lg plenty of neighbors to rely on. Adding yc,.,r friends 
as neig-bo,s U1lod<s upg.-adeS for purchase in the stor-e, but ~ also opens 
up new avenues to milk yoo, buddes for experionoe and free stuff. The more 
neighbors yru have, the mo,e people can send yru items (which mey can gift 
for free, but WOUid <Mer.vise cost you money .., the store). 

You can also visit their larms 111Hle they're away to fertilize their crops and 
feed their Chlcl<ens. This isn't allrulstic - you get expe,ie<>;e (and fond fuel for 
your stupid tractor) for tnese chores, so it's just as much 8bOUt helping yourself 
as helpilg them. Evc,ytxx:t,,, wns, ncluding FannVle. sinc:e it gets more users 
10.,.,,, ads and petentially spend real money for virtual money. This isn't al part 
of some evl SCheme on Zynga's part; as a player, you get some payoff .., the 
way that you are interactirg wtth yoo, aclual friends instead of random Internet 
eteeps. That's precisely the awooJ, and FannVlte isn't above exl)lo'rting ft. 

Making Progress 
Like a successflJ MMO. F.-n>Vle 1<no,vs how to clangle rewardS in front of you 
to keep yru sw~ kO<n one carrot-on-a-stick to the next. Usng a handfiJ of 
PSYCh<)IOgical tricks. the game becomes surprisingly ad(J;ctille. Rrsl of al, you 
earn expefience and gain levels: anyone who has played a role-playing game 
understands the inhetent temptation there. Once you cross a certain tlYeshold, 
)'OU not only level up your Ch;r.ietet, but also indMd\Jal crops. The mo,e Straw• 
berries you p!Mt. the better your strawberries become. Completing various 
tasks, foke adopting rinals, planting trees. and helpi1g friends, nets yru rt,. 
bons that each oome wtth an experience and moneia,y bonus. 

tt yru choose to publSh these accomplshments on yoo, FacebOOk page, 
your friendS can also get in-game bonuses in celebration of your deeds. Apart 
frQm all that, there's the appeal of accumcCatirg imaginary wealth. which you 
can spend on new build'ngs and cleoorations - rrost of which do nothrlg and 
can't be interacted w'ith in any way. want to sit at that picnic table you bought? 
Too bad - It's ort>{ there for effect. In Short, FannVille bonows some of the most 
adcfictille elements of tradtional video games, wm,o,rt any of tne associated 
clepth o, complexity. h's r.ke a cardboa-d prep game - eas( to enjoy and l.llder· 
stand on a suPetfocial level. but utmately lacki>g sws,anoo. 

The Future of Gaming? 
The more I played FarmVille, the mo,e It scared me. The game ltsell isn't 
frightening, but as a hardcore garner, I'm uncomfo<tabte wtth the position ol 
promilenoe It cunently hOICls. P\dsllers and d8vetopef's are already trlPl)ing 
over themsetYes to attract the attention of the casual audence. and with sudl 
a massivo user base. I imagine everyone is looking at FannVille to soo what 
it's doing right and hc>\v to eopy Its tomua. The l)<Obtem - and the key ~ffer
ence between FarrnVille and mo,e soPhisticated games - is that It isn't focused 
on delivering any kro of experience. FannVille is just a tool, a framework that 
keeps you comng baCI< for as long as POSSille. because the longer you play 
the more revenue yru help the game generate. In rett1n, you get a quaint fittle 
cartoon fann that Slands as a morunent to the tine you've spent playing. 

As a gaming experience, yc,.,r farm pales before the excitement ol titles 
like Mass Effect 2 o, God ol W8t 111. On that basis, it may be tempting for the 
hardoore crowd to cismiss Farm Vie. but with Its astounding suocess (and 
proftabilty). you can bet that majO<' game publishers are already implementing 
sirmar strategies to chase the social gaming market. ♦ 

Farm Fact: 
Wl/llaulaoy()(cmoliOrl. 
FarmV'illiJ ga-neted 18,000 
users(/() hs IKst day 

FanaFact, 
FarmV'dle was de$,fµd 
antJ //el'{J/Ct)//d inftJSI 
nve.-

The Orlgln&I 
FarmVille IS the most 
popular farm simulator on 
Facebook. bu1 rt wasn·t the 
torstT"""9)11adcledsome 
new feat\l'es, FarmWle 
is a blatant a rip.-ott of 
Fann Town (an incredt)ly 
success1u1 applicatioo in ,ts 
own rgn}. wtid1 came out 
,n ea~y 2009. The look and 
fe<llolthegamesarealmost 
identieal . ltlotq) they hanllle 
soc,al opt,ons drtte,ently 
ha,e lO g,,e FarmWle some 
aedit since it resonated wrth 
people on a way that Farm 
Town didn'l but rt ,s halllly a 
pioneer in the held 
. . . 

.•,;-=- ~ 

l~ ~~ .-; ,: 

a, 

131QQCll :JD'~~g 
rann n,wn tu)l)t and FarmVl!le 
tbC«Oo>i 

c:onnect 35 



36 



Contemplating the Gamepocalypse 
,s,-, ~- :h .I founder and CEO of Schell Garnes. is a game design professor at Carnegie Mellon's Entertainment 

Tochnology Center. He's also one of gaming's most inspiring thinkers. His recent speech at the annual DICE con
vention. ·oesign Outside the Box: turned heads with a vision of the future where everything is a game. 

Talk about your book,, The Art of Game 
Design. 
The book ge,v CUI of a oouse I used to teach 
at OOhoa. I'd always been nwested in puttilg 
oome kiid of book together, and poilishers had 
app,oached me about t So I decided to try to 
codfy oome of my tl'li'~>J. The whOle idea is 
lhat good game desql comes ~cm looking at 
ywr game tcm many per.;pecti\'85. It's 111()(8 

about the qvestions you Sh:lold ask ywrself. Its 
- is • A Book Of Lenses" because I tried to 
separate CUI all of these =tives as a dffer• 
ent lens. A sample lel'IS mig,1 be the lens of the 
1oy. Does my game have 1oy-like properties? Do 
people see It and immediately wa,1 to touch It 
and play Mh It, eve,, MhOUt knowing what the 
game goal is? Thete are about 100 of those. and 
we made a deck of cards that goes with It. Ths 
book haS been J)Ol)Oia'. n ,= the 2006 Fronui>e 
Awa,d from G&ne DtMicper magazine for book 
of the year. n·s been adopted in a number of oel· 
1eges as a principle game design textbook. 

Is video game design just a part of game 
design as a whole? 
n·s certairly not separate ~cm game desql as 
a whOle. The fancies1 vldeo game in the ,-.o<ld 
haS a set of rules and challenges. The good 
video games 818 good il the same W"f lhat 
good boa<d Q<rnes are good. MY OSlinction 
is an artificial one. I'll take tt,at lu:ther by sayng 
lhat !he pmcpes of good desql 90 CUlside of 
j\JSI games. I jus1 901 CUI of a lect\J'e about level 
elesign. Everyt)Ody wan!S to knO,v the nitty.gritty 
detals about good level design. I told them, 
·0on·1 waste ywr time with <letals about where's 
the best p1aoe to put an Item <top. LOOI< at what 
arcntects have learned CNef the last 5,000 years. 
They ate Iha ones that U'lderstand about the 
human relatioostip to space. K you follow thoSe 
pmciples. you ma<e _,t levels.· 

Your speech at DICE was very well 
received. You've obviously been very struck 
by the power of Facebook and social 
games like FannVille. What lessons can the 
industry learn from those games? 
It's oometlil1g 1'118 had 10 IOok at a !ot. A IOI of 
people ~ Iha! Facebook games were 
9(li1g to be a sify r,o,,,etty. I go lo Facebook to 
meet up with other people. Wt>f on Earth v.'0\Jd 
I want to game to distract me vihen rm here for 
an obvious purpose? 0Jt lha1's not how ij wal<s. 
I thl-1< the real power of the g.rnes on Facebook 
is Iha! ttis is the first time lhat the casual game 
player sees a game that's all about their real 
friends - the friends that you ha\18 ~ eady estab
lished as a Pl"1 of your social network. 

These games are intersecting with our real 
lives and real people that we know. That1s 
almost the antithesis of what games have 
traditionalty been - a way to shed your real 
identity and escape into a fantasy world. 
There's a weird paradox lhat everyone is 9(li1g 
to have to lace up to is Ul'$ <Xllisiocl between 
fantasy and reality. In a IOI of ways. the idea of 
the si>gle-player video game is a weird anomaly. 

K you look at the history of games going back 
thousands of years. those games are muttplayer 
99 peroent of the lime. You might have so!ilare. 
but most of the time games are about connect
ing with other pecple. Computer teclYlOIOgy of 
20 o, 30 years ago cidn'I really permit lhat. so 
there was no CllOioe but 10 have ~player 
games. I think the silgle-player tfing is a bit of 
a blip on the history of games. Mo-,;ng forwatd. 
most games in Iha fulu,e are going 10 have a 
oonnected, ~~to them. 

You talked about a future whe,e there are 
CPUs in everything we use and life becomes 
a huge macro video game. For example, 
people getting "'e~perience paints" for walk
ing or buying certain products. 
Anything ,ve can meaSU'e that people want 10 
influence the behav'¢f of, people are going to try 
to woc1< into a game. Games are meaooglul and 
powerful. It somds weird, but if ,ve can traok 
you wt>'le you are ,eading a bOOI<. watChing 
television, what you are eal'>J. and when you 
are walking. why won·1 people try to 1ry to tum It 
into a game? That rtig\1 sound sify, but look at 
the idea of image,y and logos. Thete was a lime 
when the whOle world wasn't covered in logos. 
0Jt. as print media made It possible, people 
realized, "Oh lool< at al the places we can put 
logos to influence you. Anywhere you can put 
an ad, why ,VO<Adn't you? So anywhere you can 
put a game. Y,fr,/ wouldn't you? It's going to 
influenoe behavior's. 

I have a name for ttis. fo, the tine when game 
playing infllrates ev&,y second of you !We. I 
cal It the "Gamepocafypse,. After my !alk, 
pecple started emali>;J me. sayng. "This is 
akeady t,awen'ng! Do you knolv about 11>$: 
dO you knolv about that?" They sent me all 
these things. so I started a blog [http://game
l)()CalypGet1ow.bi0gspotcom - Ee.I about 
an these things lhat take us CIOser to the 
Gamepocalypse. A recent one I just put up was 
caled <A3oost. which is a system fo, teachers. 
Do you want to gi\,e out bOooS Points to ywr 
-ts for good grades or behavior? They 
can use the Points to decorate their avatat o, 
feed their virtual pets. They can trade them in 
for m.r,es gift cards. Thete ate so many things 
like that. so ifs nice to have this cOl!ection at the 
blOg. These thilgS are inliltral'>J el/e!yWhere. 

When everything you do Is tracked and 
implemented into this macro game struc
ture, what prevents it all from turning into 
an Orwellian nightmare? 
Right, Everyone says, "God. tt's just Ike Geo<ge 
Orwell." Well. tt's kind of Ike Geo<ge ()well. but 
it's really more Ike Aldous Huxley and 8r8Ve 
New l\k,td, Orwell l/'lOUglll a cruel govern
ment ,VQ<Ad enslave Its popuace. 0Jt this 
isn't abovl the government. Huxley's premise 
was Iha! we'd be enslaved by entertainment. 
Et1tertailment ,v<l<Ad be so interesting and so 
oompelling that ,ve ,V<l<J<tl't think about any
thing ifl'4)0rtant. and It WOUid be co,porations 
taking advantage of us. That's the more real 

•inttlK<W byAl>tt~ 

danger. I spoke about example like ·Buy 20 
cartons of Camels and u~ the Ben!ley in 
Grand Theft /Wl.0° 0( 

0S'f1> LP for the U.S. Army 
Resenres and we'I g'Ne you a battle fortress in 
World of WarCraft.• People are going 10 start to 
reaize the power of these things to influence us. 
You see it now. People are ligurlog oul better 
and better game structures to marip<Jate us. 

Some people have told me. ·Pecple ,«l!'l'I 
stand fo, that: they'U rebel.· But ff you lool< at 
the examples, in 1950, 13 peroent of televi• 
sion was comnercials. Now, it's 36 percent. 
It's gradually risen. and did anyone ,-7 Did 
anyone do anything? Ton< about Google and 
Gmail! My god - a co,poration is going to scan 
<Nery email you send and form a picture ot your 
buying patterns. But we think lhat's Ok"f. 

You almost see game designers as being 
on the front lines for the battle over the 
way we going to live. 
Yes. II yoo're a game designer. you've got to 
pick what side you're on. I ca,ve it up n to four 
dfferent areas. There are the persuaclels. who 
are in It to just make money. we·ve MV"fS 
seen thOse folkS in the game ildustry. There's 
a group I cal the lulfillers: this is most of the 
game industry. These ate pecple tha1 ate really 
into lulfil ng people's wishes. f<.lfMing people's 
c:teams and fantasies. Then there are the artists. 
who want to make ttlngs that are are beautiftA 
and revolutionary. They don't really ca<e !)()Iv 
many units It selS. And. finaly, there are the 
humarrtarians. Their goal is to use the incred
ible rx:""er that games have to make us better 
people - improve oo- mindS: improve oo- bOd· 
ies: improve oo- sous. You might thin< you're 
on one side. but someone elSe Is going to be 
tryilg to manipulate you. I put CUI a Call [to 
game designe<s) lo S"f, -You better pick what 
side you're on. because if you don't, someone 
else is 9(li1g to pick fo, you: 

That's a bit scary. 
we ate battling for everyone's attention. But 
where an ildividual <levotes their attention 
determines their Character. What you give 
your attention to ootermines ,vr.:, you ate: tt 
<letermines ,vto we ate as htmanity. tt's a very 
mear-,ngful qoestion. It may tu'n out that It's a 
nightmare and there's no ,vinning this war. The 
government rrq,t ocme LP 1vith games to get 
you to go outside. and stop snl()!dng. and be 
smarter: but who can wn against Coca-COia 
and Phlp Moms? But the flip side of that is 
that, when everythi'>J is measured an the time. 
people beCOme 111()(8 seK-<XlOScious. Pecple 
become 111()(8 mvate. Maybe that will change 
people. Maybe they ,v,11 say, "This isn't hOlv I 
want to be remembe<ed." Because tt wil be 
remernbe<ed - fo, 1.000 years or as long as 
your descendants Choose to keep your data 
~ - 11 will be a permanent recO<d of everything 
you·ve done. Maybe that wil cause people 10 
be better people and that win be the balancing 
force. But ij'S hard to S"f, 

11iMui .. 
1982 A N&W GAME 

Schell bogul$ p,og.iam.ining 
h.Js OYm games on a home 
computoI 

1984 OBJECTS IN 
MOTION 

Schell takes up ruggbng. 
whJCh would be his 
on-and-ofl JOb uuough 
h,gh schOOI and eouogo 
Ho c-,cmuauy iuggiOS 1n 

f'rcthO!cr's Muno Cucus and 
the Jugglc(s Gutld 

1989 HIGHER ED 

Soheii oocorncs a student 
at Rcnssctaei Polytechnic 
Institute. an engU1oe11ng 
school in Tloy. llY 

1993 N&W SCHOOL 

t,,, pall ol a progiam 
tluough his new employer. 
Bell CO<p. Schell attends 
Camegie Mellon as a 
graduaIe stud0nI in 
information nctv.'Ol'kmg 

1995 IMAGINEERING 

Schell 1'00\'9$ 10 CahfOl'Ml 
to take a JOb m ~noy 
lmagmeenng. whece he 
-A'Otks on sucti po,ects as 
interacnve theme park ndes 
and the sllll·actrve ch1k:hen'r 
MM01bont0'.vn0nhr\t 

2002 HEAD EAST 

Alle1 the l.1unch or 
1bontO'M) Onhno, Sthetl 
moves to Piusbuigh to 
tcath a class at carnogic 
Mellon at lho behest of 
his mentOf. the late Randy 
Pausch Jwho became 
famous IOI hi$ spoech and 
book, 1110 !ASI l.ttlutet 

2002 A N&W VENTURE 

In add11,on lO ll!:S IOOChulg, 
Schou touns Schc:ll Carnes, 
a consulting company Tho 
company's pro,octs mcludo 
the Otsney fatnos lit.IQ and 
Uie Sum oi All Timll:s nde Jl 
&J)coC CCntei 

2008 IJTERARY PRAISE 

Schell publ,shcs The Art 
OI Game o,,,,gn A Book OI 
w,,... mo bOOk wlJ)s :i 
yoa1 CJ)d aw<ud ul Ga,nc 
Dtwclopc! mag.amc 

2010 BIG SPEECH 

SChetrs pcescmaoon at the 
annual DIC£ o::im'<lllOOO 
becomes an Internet 
sensatKm 
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, I Peregrine Glove 
()) pac,er, Ille Pereg,ile Gb<e may seem like a good 
idea. The lh>q11 a r""10Yi9 lhe l<eyboard for rei,e~•" 
la!l<s sun as selecling Ille trar(JJE>e tool in l'ho4osoop or 
an atrad< oorrmr'<I in an RTSgame llaSaweal, tlUt Ille 
P8rei1,,e iSn't Ille 31\S\"lf, The USB·l)()We(ed fl,(,le Ins 
30 l)'ogramrnable tlUtlOlls. ,..ti,ch work ••ltl ~ ¥'/f 
apf:licallon. Ulkrolatety, Ille s,eep lei<niog cu>e .... 
turn elf most Ille r,sr um& they slip ori "',;:,,e, 4 has 
a-tlUlld ~ity, tlUl the I~ cx;rneclel for lhe USS 
a:ro falls elf a, Ille ~ll#llest tug. tJrless j!l(J're des!Je(• 
ate 10 dildl Ille kejlJoool tor a SCl·fictie 11put sotullon, 
ticN,ever protiema:ie, Ille dassic OV/ffilY 13j0Ut IS stil 
jOOlbeslbet. 
;.~ •• ••.•·•·; 
$149.95.' ••• 

theperagrine.com 

, I Logitech DiNovo Mini 
r,,. home !healer PCs beoone rrae popular, Ille need ta 
an i\\erfare stw.iorl becomes panwnourt. l'itile lTBl)' 
api:licatioos are remcce hieooly, most need a l<e)t>OOrd 
and moose at some pcirll, Sul<y, batlely tum, and 
in:omfortal:le usabl.ty or, a cottee lllble ~ Ille CiaS· 
st: OVIERlY set<4> a 1)00,' SOiution. The p:oblem sol"lfs 
at logl!ech ha'l8 lW coie,:ed ~ the o;Nc,,o Mri. 1lis 
litle h)tln-• ke)m)rd and moose In orie smal 

package ltlat connects IQ your PC wa lllueloceh and 
fean,,es a lechatgeallle lltit.rn·iorl batter(. The kejlX)Old 
haSa Wlt-ioamblenl l,ght seosor toau~ically µ1ge 
the need tor llaCl<liQllllf'Q, aro lhe """" pa0 OOUl1eS as 
a ooucn moose. The keyt)oard e,er, haS a _,.w,, ormr 
IO help P:O!SCI Ille Mini kom li'llog room haZards. lf )W're 
serious allout home lheaoor PCs, giYe the o;NoYO W'.ni a 
seriouslOOI< 
$149.99 
logitech.com 

3 I Fisheye No 2 
Shoc:l,r'(j a"esome 1110!0S dOeSOI ha'lll lo cw ar1 arm 
and a ieg, Pan a a ""'8111e!lt lo resuaect tile~
raptly lechnoogy a Ille pas1, Ille lornograc,lllc S<lclet' 
haS )W coie,:ed \l\jh Ille f~ No 2. This aflordable 
dedicalBd r~ camera v.ff 118',e users s11lOtirV Ille 
widest of ,,;oo Shols at coocens, $il0IIS events, and more. 
The dasSiC filn camera comes Wllh ~ )W need 
1oge1 Slll/1ed, h)uf,iga tlU11t10 flOISlloe nash. The 
camera Sl)()l1S a 180-0el)'ee iens U'Gt CM capllJe ~l 
allout 3l1'f1IWl9 lW l)()lnl It at and W3IP it IQ Cl18t a a mer 
trW'sviSion. Fat a mere $70, lW coo brUSh elf Cllo<s$ 
S'4)81 "l)OOSMl OOI.R rigS and juSt lOOOI -
$70.00 
usa.shop.lomography.com 

• I Eclipse Touch Mouse 
The Tot.r;h Mouse from Moo QIQ afshoOI E<lilse is 
more mlde/O 31\ than moose. T1is 81uetooth•1XJ',18<ed 
O<tli!y may 001 re(1aee )Wr deSl<IOP mouse, llUt ,rs a 
decenl paMer lor a laptq>. Because Of the sma1 sire 
arc 1ae1< a ergooomles. ~ may 1101 be Ille oest 
3l)!lllcalloo for lhe fouell Moose, lhoogh web SIFl1Q Is 
SIOOOln saif'~. The \\8IIO lee! ls made Ill lol'\v'Ab the 
ceo1er tlUllon, "'1ich is also a smoo<h plast,c tot.r;h pad. 
$or(jl~ aroond lhe web Is errorlless, and the main oot· 
l0nS ha'l8 a sa1isfyir9 CliCk lO them. \\1lal ,,e l'<ed 1lesl 
alioul ltle Touct> Mouse was the lltlll-io gesl\l'es U'GI 
reQIJ'e noadd,lional software HOO,ng Ille center lluloon 
il and mow,g the mouse In different d<ecllons rest11s 
ii paging bacl< aro f011h. ce!restling a page and even 
OIJO!llng lhe default browser. H )W're Ylilliog IO forgo 
comtoo for a retiMd \'/el> expe(,ence, Ille oompelilively• 
!)(teed mouse may be a good r,1. 
!~ • • , ··••; ssg:iJg . ·· •• ·•• 
ecUpsetouch.com 

"""""""~---I0--""""1C""Nid<~bt\)Cl1geatand_,.,,,, 
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PIO/lC1 Eanh made !he 
Game tnrormer staff drool 
like clltldren Now !he 
masteiminds behind the 
gorgeous na1me 1ma9e1y 
are baCk wuh an an new 
11 pan OOMS lhat takes 
the same jaw-dropping 
cmematograph.y and puts the 
focus on the planet's most 
mte1esung lifeforms 

$59.95 DVD, 
$69.95 Blu-ray 
shop.discovery.com 

ATHFV7 

\'.1e·1e not sure ho'.v Carl 
has managed ,o '""' next 
lO I1'\e Ul$30!1Y of the Aq\la 
Tuam Hunger Fo<Co all <hose 
~<ears. Whether trs Master 
Shake hndmg somethmg 
new to steal or O-y1oc:k 
mastenruncltng a oew v.-ay to 
bend sp00e tune. we·re JU"3l 
happy <here's a show 0,11V 
W'lth a rolling meatball lhat 
sangs and dances. 

$29.98 
adultswim.shop.com 

BATMAN & ROBIN: 
BATMAN REBORN 

Bruce Ytdyn<> may be dead 
101 ,s he?!. b\Jt <hat doesn't 
~ that DC has S<oppe(I 
cashing m on Batman Thi:s 
new nade foUO'.vs Dick 
Grayson tak!Jlg over tor the 
l~nd while Wayne's son. 
Derman Wayne. P'Cf<; up the 
Robin m.as1< 

$24.99 
dccomics.com 
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Man Boobs & Annor 
lhea1gilO!ia,,\u>""""""""IP"uilh-"""' 
.-., ,,...,..ltibef10oM-.yJ1. ..,,c,,2.iisarew 
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~ I -,. Finally ... & Robin Hood Movie _,_,.., ____ ... ...,,.,._._ , The Swarm 

Crowe""'51tfl...,d Zontil -..St,,t,>goe<bylle ott ....., ___ I>!""•* .. .,,_ ......... 
""'~"""'"°'"'"""""""·· .... ....,--.. ""'"""'"""""'"""Y-1>/uni'Qntol<M>Qlolro.lM - -----------------
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""' AlnnWake 

The Return of Aquamanl 
Thel<l'<la,,,.s.,,,,,.Seas•• .-~"""""""'"'"'"occcmcs· 
,..."'11 lilV""t oa,....,,...,,.., CU:~ Is"""'"' .. "'"lgNI IO<m. lhis 
~heW1;W1'lhirreaooc:,t1ct3ha~ahd.lobe3rd,~seasllelheaclXlOOO't· 
"""111an--w!'O-atJ<>/oMFalm.lhisls"',.,_"' 
lo.e.'lb.lktOY ... lhe~l\frllalJ:slO ll:!itl,lakslOl'lf'lafes.Ult.&alfslO~ 
.-. ... 1mm1 .. we1 . ... ,.Pd1Y""'1n l'e<¥1""" ""-n,,r, .-
i.,.. _,.,_ PX<il' 

Old Chicks, Zombies, P11nces - Your Pop 
Culture, Ladles And Gentlemen 
fMClscr'OOfi'O for ~JI.lie rro.iCS IOday l)(ll llo'.t\idOOgat~ 
ge"'l'1h:>ldPttRTheSnJsdli7alyou""3-ge,eeGeorge 
-~s S<r,l;a/dU-,,Q>ad. I you""" ~/)t}Abl bul""'1ed Ile m,i, • - ··- ··- ··- ·· 
--""•~ge.,,S..21'/l/){/£1),2. 
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Motttl Gear Solkl Peace Walker 

The Heroic Age Begins 
for$Mll)'e31"S.lre~oesollleM.Y\\t 
t.d.ffi,CN'WebetfllOdledi'IWM.WI/I 
lheOeisJ!ol Newman Osbom, IX!300 lsal 
l>VlaSt""""''°"'""~-11'"'9w:rt 
IOl'leagtcfheroas. Th8"1"'8111'Mt'Se 

.. -···• --· -.ge1 u,;, r,• Qlifl)Sedtlis®:Olgretret.ain1Cl11(S 
,eteasa.~11.ane,,Sffl!:Sscarmg 
""'"_ .... ,.,,,Tho<,-· -.-.-. 

Michael Myers Slays Theatergoers Again 
------ n,,""""---·--·""'"" ..... """""""

By ....... youre,OIN$.i .. 1>ec,,0\0,8Ytl'elineyougol0 ... 
S1Cre10bJtiloo(M).lwl«ftbeaM1Jcn~Net.m.a13a.m.. 
When)OOll'yllW3khil,)Ullsee&xnlt::lit:sbslead.M,OO<tslBad 
toer...C,,,..,.. ... U,,C)t>(/lllesli1y 

Prince of Penla 
·······• Immortalized In Plastic 

folll f,-thllane h3SIIWC a 113,re 
b: lwnsd'mlhriSCO'l.::bOckaRI 
abflQl,es.&.,o,ntocapl\re 
"""'°""""·•SIOOl?'lbucanl>ellle 
j.<lge-

New Releases 
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FROM HERO 
TO DRUNK 

In the 26th oent..,Y, the Confederation of PIMets 
is one of the most powenul fon:es in the galaxy. 
General Serrano pots a chatismalic public face to 
the Confederation, but also l\lOS a secret black 
ops team Ca11e<1 Dea.Cl Ect>0 that uncJer1al<es covert 
missions crucial to mantaining peace in the 9W"XY
Pro<agonis1 Gtayson Hunt is the best of the beSI. 
and begns the game lea<:f"9 the team on a mis
so, to assassilate a man alegecly responsible 
for the cleaths of lhOusands. Oeacl EchO infiltrates 
lhrou.;ih the rool of a SkySCraper and makes its way 
lo the target What happens next. People Can Fly 
won't exacUy say, bu1 Serrano someholv reveals a 
manpuative and psychOtic siCle to his personality, 

"It's very hard for me lo tal< about lhe 
sto,y because Its 1\.1 of twists." says A(tlan 
Chmielarz, creative c&ect0</co-f0\neler 
of People Can Fly and lead designef of 
81Jilelst0<m. ·rm StrUggling he<e hOw not to 
spoi lhe fun fO< you when you play the fiial 
game, but something goes wrong ancl basically 
it tums out that the g,y ,v!lom we ,~e SUP· 
poo)(I to kin is no< realy a baCI g,y. He's actually 
a realy good g,t,t. Gtay refuses to execute a very 
CI\Jel 0<<Jer ancJ commits tteason. • Shal<en by 
this 1raunatic expooence, Gray escapes into 
space and becomes the most wanted man in 
the galaxy. 

Ten years later, Gray haS gone ~om a COOi· 
headed leader lo a drunken ancl debauched 
pirate, robbing Confederate 
freighters on the fringe of 
occupied space lo make 
a liw>g. His only friencl is 
a cybo<g named lshi Sato 
who seMlS as his brothe< 
in a,ms ancJ SOie voice of 
reason. Gray is such a 
wred< though, lhat lshi 
c.in·t conla'n all of his 
crazy impulses. 

In a remote co,ner 
of the ..-..,erse, they 
sMT'bleacross 
Serranos massive wa,-
Ship, Utysses. rn a ooozy 
haze, Gtay's first impulse is 
lo destroy It ancl get f811e11ge 
on his Old commander. 
The pathetic spattemg of 
gunfire from their tiny vessel 
haS absolutely no effect on 
lhe Ulysses, which reples 
with a ·s•··storm· offensive. 
Gray's Ship gets tom up, 
and lhe only sensible cption 
left n his moo is to ram the 
Ulysses and go out wilh a bang. 
Somehow they manage to crash 
into the engnes. which causes 
bolh Sh'ps lO SP•al towar(I lhe 
planet below. 
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PARADISE DEFILED 
Up untl the tou::helown on the planet Stygia, the story has been 
al prologue. But that does,n mean you·re stuck watclmg a 
Metal Gear-style aiematic fa 20 minutes right off the bat. 

"It's all ftS1•petSOn gameplay. It's not a cutscene." Chmielarz 
says. -We Odf Clo the cutscenes when it's rea1y CI\JCial - MCI 
maybe when 1here's a lot of tal~ Ito convey) ffiOl'e ctama. • 

As Gray and ISli explot& 1heir new surrOl.lldhgs n search of 
the U/ySSeS crash site, they notice something strange abOul 
Stygia. The op<Aent arclvtecture and terrc,e,ate dimate tint that 
the place used to be some kind of a<IJlt playgroond Sffllar 
to CAbaJ Of Las Vegas. Now ~·s rros11y abandoned MCI 
"""1lUl 1vlth man-eamg plants. The tunan rermants 
on the ~ have formed tobal gaogs, seemng1y 
tradng sarity lo, bind s,x,,~. If yoo IOOk at this 
issue·s OOYef dosefy. you see some hints of can· 
nlbal'lsm as wel. 

Our demO t,egns rc,.qt,/ four hOolS n to 
the game. Gray and lshi have made their way 
from a deser1 craSh site into the city of Elysium, 
the primary setting fo< BulletstOl'm. Aloog 
the way to the city, the duo picked up 
a non-feral woman wt,o is good 1vlth 
a gun and seems to know what's 
going on with this place. Despite her 
handness. Gray's tl\Jst issues and bald· 
faced misogyr,stic tendencies create 
a~ tension between the t\vo 
(maybe he was betrayed by a woman 10 
years ago?). 

As the trio ma"""""5 through the 
streeis. a massive killer p1an1 busts 
out of nowhere. eats lshi. and \jsap
pears undergrot.nd. 

·tShi!" Gnly Sl>Outs. 

"The plant Nie on this world is mutated,• the 
woman says. 'A tot of H's sootient. Yoor pal, he's 
<inner." 

•Bufs .... We're not /eaw,g Iii/ I 5""8 body.· 

"You're going to 5"" two l:xxJes if )'O<I stick around 
here, buddy.· 

•you want to hig/HaA ff? Hrod out there on )'OIK 

own? Feel tree, siste,: But I ... /beeping ncise/. Wait a 
minute. I'm pickir>g up scmet/ling on the toosh. That 
crafty metal bastard's senoog a signal. Goddamn, 
he's vooerground. Moving at a good dip, too. 
Al'eedy rrve hvndted ,nete,s off. 

·c•mon. ft must be taking him to fts nest.· 

"$u<idenly. theb···•lsabotanist. • 

Obvioosly. G,ay isn't the mos1 pol~ically co«ecl hero 
in video games. But Peo,lle CM Fly assures us lhal he 
beoomes less of a jell< CMJt lime. which is important 
when he's speaking lo< you the enll'e game. In a world 
where very few FPS protagonists say anything. il's nice 
10 5"" a game going in this drection. 

"It's v,ei,d fo< the first IWO millutes. and lhen you get 
used lo ij, and ij's actually some!Hng realy new and 
fresh.· Omielarz says. ·1 had lhis idea lor a moment 
to make it al in firsl petSOn, but then we though! 
it's pufpy, it's Crarf. and we want to show you 
what Gray,;on looks ll<e, so from tme 10 tme we 
go and do tHs badass cutscene. • 
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LEASH 'EM IN 
The leash that was sen<ft19 lshi's trad<ing signal? 
It's orly one "'1<:tion of What People can Fly caJls 
a "Muristic S.viss army knile. • This energy 1v1tp·s 
moSI inl)ortant abil!ies oogment oombat on the 
fiel<l of battle. In its most basic aeration. the leash 
can pull enemies towards Gray. On the OPl)OSite 
eoo of the SPOCln.,m, he can also kick enemies 
a,.vay or pop U1em into the air with a goond slide. 
Al of 1hese moves cause a brief moment of local· 
ized bullel tlne. leaving lhe single enemy tWiesslY 
floating in ~onl Of your gun. ThiS lrc:Ae ll1teal OI 
actions isn't an endgame attack. but merely a setup 
for f\J1her enemy haras$ment. 

People can F1y ~bs the oombat in Bolletstorm 
·creative IT18)Mlll." A str~ kill wil resut in a 
plain ·+ t(Y' over your enemy's fallen boc;ly. H you 
acoornptish the more d\alleogi',g shot of nailing 
someone in the face. you'I see "Headshot +50" in 
a different COior. This is just the tip of the iceberg on 
Bulletstorm's in-depth SkiD point system. Essentially. 
the more creative the kl. the more ski points 
you~ to spend on offensive and de!ensive 
upgrades. The develOPer is ShOOting for around 
I 00 ski shots. but alter see'ng the game in action, 
quanlif)ing the many ways players can lake out 
enemies iS an e>drernely cJfficult jOb. 

As gameplay begins. Gray kicks a cart down 
some stairs that n.ns over some guys. Points. He 
blasts the next loe in the threat and bkXX1 guSheS 
out. "Gag reflex +50. • In the next area Gray kicks an 
enemyand$hQQl$him~he·sa:,wne, ·ev11e1 
kick +50." He opens f,re on an eJ<l)IO$ive inc:s>era· 
tor bn (read: red barrel) next to an enemy. "Envio 

mental +50. • Looking up. he notices a oonvenienl!y 
placed b:llloard and p<OOleds to yank a down on 
top of a squad OI goons with the leash. Points. 
Then he kicks a guy into a giant cactus. "Sad touch 
+50. • To r<l<»d ev81)'11'ing off with a laugh. Gray 
ShOOts a man n the nuts and blows off hiS head 
whle he's on tis knees. "Mercy+ 100." 

After raci<ing up loadS of points. Gray invests 
them nlo his base g.x,. the Peace Maker Cart>ne 
(PMC). Now he can overcharge his weapon and 
ShOOt 100 bclets all at once. It t .. ns the av<lrage 
foe into a steamng red skeleton. It's also usef\J on 
boss 1'1881< pe:nts. especially n you orly have a lim
~ed windOw to do damage. 

The "thumper· upgrade for lhe leash iS even more 
imp,essive. With this ability you can slam the ene<gy 
whp on the ground in fiont of you, senc:fng enemies 
dozens of feel in the air. This recreates the shoo!· 
ing galle,y feeling~ the Old NE$ pack-in Duck 
Hutt - n the duckS were stuck floating pathetically 
n place rather than flapping al over. To earn a ton OI 
sl<ll PQi>ls. boost an explosive in the air alongsic:fe a 
group OI guys and blo\v them all to hel in mklair. 

Another iT1)ressive weapor, n Gray's arsenal iS 
the llal gun. 1"1ch shools ~vo grenades attached 
by a length of Chain. These p,Ojeetiles can wrap 
around people's legs Ike bolas to trip U1em up. 
cinch atound their chests 10 pin down their anns. 
or to simply Cling to an obieCt in the environment. 
You can either wait tor the explosion timer to go off 
Qf trigge< ii yourw!f. I\'$ ll\lf'lxl,~ enough \0 work 
like remote-detonated C4. or you can simply fire It 
at enemies and detonate it at the pent of contact 

10 simulate a grenade launcher. If you shoot i at 
someone in 00"8< at the right erqe. one grenade 
will stick to lhe wal whle the chain violentty YA>ps 
around the corner. oocaplating or """8mbering 
anyone in the way. 

Every tine a new weapon like this is added. it 
unlocks al new ski shots like wrapping a guy in 
the flal. kicking him into a group of dudes. and 
detonatng them all. Remember the explosive bins? 
Yov can also wrap those with the flal and detonate 
them to rna<e one t,;g St(>er bomb. 

How many other weapons 11/il be in the game? 
·Just be~•,oon enough and many." Chmiefan 
leases. "There w;1 be some like lhe PMC lhal you 
pick up and underSland. but there will be a fai' 
Share of weapons that you have ,-seen belo<e. 
If you lake an the weapons and mix them all up. 
then you rrvx n the d'fferent enviomlents. and 
lhen you have the leash, including the o.,pgraded 
versions. it's su::h M insane amount of int8fact.ions 
that sometimes we feel ll<e we·re losif1g control." 

IMlile the~ haven't d8cicled ~ they will 
iml)lemenl a Skll tree or straight levefng. they ae 
sure of one thing. "Internally we ask. 'Is tt awesorne 
or is it f•--ing awesome?'" Clmielarl: says "When 
you l.l)Qrade something you have to feel it. H you 
don't see you health bar on the screen and then 
you give the player ptus-ten peroont, can you really 
feel rt in the game? But n you ge1 something Ike the 
charge shol for you gun. then you understand that 
you really (IQ have an upg,we: 
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SHOP OF HORRORS 
As we make it Closer to IShi'S leaSh signal. the 
rumber of seven-foot ·tal Venus fly traps increases 
sigrificantty. Faftunately. these~ don't jus1 
ig,o,e an the bad fP1S and go after you. You can 
always urioad butlets i"lto one until it turns into a 
goopy mess. but where's the fun in that'? Kick a 'JJ'/ 
towiwds a pliwlt and it'I snag him with his tongue 
and slatl chofr'l>in9. leaving you safe to casu• 
ally slride past. But lhat s1il iea-one organism 
alive. Wrapping a g.,y in a llal. kic~ him into the 
plant and detonating them both kiUS 1wO birds w4h 
one stone. 
&,~ a helicopter zips by in the backgW>d. 

As you no..- 4s location. a circuar gauge appeai,; 
onscreen ooicating an ·adrenaline rush moment." 
as People can Ry is calling 4 curently. 

~we wMt you to be mnersed in this wood, so we 
don't interrupt ,vi.th a cutsoene every five minutes to 
Sho\v something inl)01allt.· ChmielarZ says. 'We 
,,;,e you an incentive. ff you want to ig,ore lhat stuff. 
ig,o,e lhat stuff. But if you actually l)'8SS the zoorn 
button whenever you see lhat circle on the SCXOO<l 
you wil look at what's happening there. The faster 
you p,ess this button. 1he more skil points you get.· 

This particuar moment Sho\vcases several 11y. 
~ latctv,g onto 1he chopper 1wh their tong.,es 
and smashing it down. This allows you to easily kl 
1he turret operator and pass U1rougl the downed 
vehicle to reach a previously inaccessible iwea. 

Inside, Gt"'! .,._s the massive plant monsler 
lhat nabbed IShi ear1ier. Now lhat it's staying put, it's 
easier to notce the •~ details. The creature 
has more sets of razor·Shatp teeth than vlOl.ld ever 

be necessa,y, and~ IOol<s like a blend of red animal 
meat and green plant material. 

'IM>at exactly Is that'?" Gray asks. 

'IM>atever it is, we dOt>'t have to Rght h. • me 
woman tesponds. 

"No, /'is signal's ccming !tom oetow. • 

"Prol>atJlf a/fOO(fy S··· him out." 

"Ouit che<mg me up and shoot m· 
Anchoted to the center of the plaza. the creature 

wastes no une in fticking ijs big. gross tongue at 
you. A~ kick repels the attack. The ground in 
this area is complelely ran ctenched. which makes 
yo.s slide move last longer than nonnal. This comes 
in handy as you quickly glide past tentacles crashing 
~ out of the concrete. A series of sacs around the 
base of the monster's slalk look like a good place to 
Shoot. lJsing a PMC charge Shot makes the fast sac 
expfode. Hooking the leash to a sac and yanking 
causes ~ to explode like a giant boi ripped open by 
a flShhOok. 

Mer an of the sacs are destroyed. the monster 
detaches from the gound and uses ijs tentacles 
to Clirrl) ~ to the ceiling and hang upside down. 
raring down dea<ly explosive spore pods in the 
process. Good thing there's a way to sing them 
back w. Gray t~ the leash on the ground and 
all of the pcds fly into the air. Shooting them at this 
height brings the explosions right to the monster'S 
face for way more damage than Shooting alone 
WO<Jddeiver. 

The demo ends rq,t before the boss is defeated 

so as not to SPOI what haPPens next. But the cre
ators p,ornise many more boss fights and ·bloek· 
buster moments." 

•1At G..-ne Oevelc!)ers Conference! the 
Uncharted 2 guys mentioned that the train 
sequence almosl killed them because tt turned out 
to be W"'J rnoce difflCUI than they theught it WOUid 
be. We have IY"'J more of these." Chmielarz says. 
"This is What I love about games - When you have 
this element and you cannot believe they si,ent time 
on tt because you just played tt fOf fifteen seconds 
and it IOol<s tike half a year of work. But that's what 
gamers IOve." 

After seeing Bulletstonn and speaJ«ig with the 
team. we're pumped about the oompeling new 
ideas and can·t ,va4 to see rnoceof these block• 
buster moments. But wil the leashing and kicking 
put off gamers looking for a rnoce straightforward 
FPS experience? 

-~ you want to play this as a regular shooter. you 
absolutely can.· concedes Chmielarz. "We have 
tons of S··· in store for you. So I think Wyouwant to 
play tis W"'J you can. you·1 have the ride of your 
life. 11 you want to have more run. go ahead and 
execute skill Shots. This corl'l)lelely changes the 
game. How many tines in yo.s lWe when you were 
playng a game were you actually dsapponted that 
you just killed the enemy? That's What's haPPening 
when you see 0fty to points. Oh. but. hey. there's 
another one. w-.· ♦ 

Gorogam,/II/Otmct.~«ml0te,f)Ql'ldtd&ltm«m 
content al ftltX'l(h bir} 
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Don·t expect 10 receo,e Christmas cards from 
the Wade household - 11'8 dysfmclional bunch 
puts the •nudeaf' in the tem, nuclear family. 
11 started w\1ll eold·hearted roie<ltist Harlan 
wade. who locked up his psyct,ically gifted 
daughter l'Jma at a -h facity to eXJ)eri· 
ment on her in the name of a U.S. Depa,tment 
ot Defense contract for creating an army of 
E.S.P. powe<ed -sokliers. While under tock 
and key, the research team impregnated Alma 
twice wi1h wretched hy!)<id semen that even 
included some of her lather's DNA. When her 
psycllic outbursts started getting out or hand. 
they sealed the vautt as a precaution. 

U<e Arna her chldren didn't have normal 
u~. The youngest olfsi,nng. Paxton 
Fettel. fom,ed a ~ic bond lvtth his 
imprisoned mother whle being trained at the 
Almacham facil~ies to telepathically contrOI 
sOlcfe<s. The elder sibia',g. known orly as 
Point Man. """'1tually WOl1<ed his WWf into 
Fors1 Enco<r1ter Assault Recon. a top.secret 
Special Forces team trained in clealing wi1h 
paranoonal threats. 

The bond with Alma convinced Fettel he 
should employ his mind·oontroled infantry lo 
jal b<eak his mother in the first F.E.A.R. game. 
Point Man's unit was sent in stop him. When 
the brothers inev<ably confronted each other. 
Point Man won the argoo,ent by lodg119 a 
bullet in Fettel's Skull, Mer Harlan wade heard 
of Armacham 's plans lo destroy all the evidence 
of the ptoject, including the facility, he went to 
the vautt w'4h hopes of saving his daughter. It 
was loo late to play the good daddy card. Now 
a demonically twisted woman fueled by psychic 
energy and hate. Alma IOOk out her frustmtions 
by immediately killing her father. who offered 

no resistan<:e. In a rec0<ded video message, 
wade seemed resigned to his fate, sayw,g, ·11 is 
the way of men to make monsters, and • is the 
natore of monsters to destroy the<' makers.· 

W<h Alma free, Point Man's only course of 
acti<ln was to detonate the facity reactor. The 
lllast decimated the entire city and most of his 
F.E.A.R. lrit, but Arna's paranormal power 
l)tOV8d strong enough to survive the explosion. 

Down a father and son, in the seQuel Alma set 
out to rebuld her bloodline. targetilg an unsus· 
peeling Delta F°'ce operative named Michael 
Becket as the penect sperm donOc'. The procag. 
orist of F.E.A.R. 2. Becket was deemed Alma's 
ideal canodate due to his psychic abi<ies. 
1.t.cl\ he obtained by unwillingly going t!Yough 
a psychic procedtKe while knocked uncon· 
scious. During Becl<ers attempts to trap Arna, 
she turned the tables and sexually assaulted 
him il the game·s climax, What Alma wants, 
Alma gets. 

F.E.A.R, 3 picks up roughly nine mon1hS later. 
W~h Alma clo&ng in on her due date, she'll 
do anything to b<ing her demon seed into the 
1v0<ld. If she succeeds, ii wil have h(l<ri)le 
consequences on the wOf1d as we know it. 
Becket~ whereabouts are unknown. retorn-
ing Point Man to the role of protagonist. After 
receMng a distress signal from a former squad 
member, he joorneys back into the bla:iiz 
to investigate. He's not alone; Armac • 
moving frantically to erase anyttlilg that 
fili< the dlsasier to the COlll)an)', F.E.A.R. units 
are still huntilg Alma in hopes of puttilg a stop 
to this before tt gets even flxlher out of hand. 
and Point Man has an unwelcome passenger 
along for the ride 1hat he can't Shake due to 1h8 
streng1h of the:1 psychic link. 

• Platform 
PlayStatlon 3 
Xb0x360 · PC 

• Style 
I or 2 .. PJaye,r ShOomr 
(Multiplay<>r TBA! 

• Pw,l,i,aher 
Warner Bros. t:ntctacd,.,c 

• Developer 
Day I Studios 

• Release 
Fall 





The uneasy alliance 
The crack of gunfire above hints that 
Armacham and F.EAR. are exchan909 pleas· 
antries on the top - of 1he bridge. ,vtiile 
a low. gulturaf growl and desperate pleas of 
tortured men emanate from unlit corners of the 
decaying su:,w:x, wrecl< in fronl of lhe duo on 
lhe lower level. Toey·re nol alone. 

Bloodstains streak the subway car wals, dead 
bodies are eve,ywhere. and das1<ness eng,lfs 
eve,yll1ing outside the dimly lij corridor. The 
so..-.ds of sud<len moV811l8<lt. creal<ing melal. 
and howl;ng w;nd further lend ,w, air of oppres
sion lo the environment II feels Ike some!~ is 
watching, but i's hard to tell from where. 

Poinc Man and Fetlel l"°"8 careUy lh!Ough 
the cramped wred<age. and sudderly glfl1)SO 
a wolf-like o-ea1ure whisk a half ·eaten corpse 
into the dasl<ness. A few cars up. a feral beast 
with eyes aglow in demonic rage poonoes on 
the M. Point Man concentrates his fte on the 
anilM. w1"ile Fettel u-.ows stun lllasls is w:x,. 
The f,st of many threats is vanquished. 

As the M approaches a squad of armed 
AimacfWn enemies on dear.,p detail. Point 
Man and Fettef !il)f4 up to attad< from two 
8ljgles. Por-, Man opens fire to o-aw the OOI· 
dllirs' anantion. wl1ich aaows Fette! 10 sneak up 
en lfll!Qllljjpc:~soldi<t and show off one of 

his more powerfu special -..s - possession. 
"By possessing enemies he takes on thei 

abmlies. • Hay s:x,s. "His at,;ti1ies rd-/ start 10 
expand out and grow.· 

"Fette! is a l~tle ~ more """8rable lhan Point 
Man. a it1le more defensive.· art direc10< Heinz 
Scht.fer adds. 'The payoff is when he pos
sesses he beoomes more b8"serker·lke and his 
hil l)Ol1(S go w:x,. w:x, up - even much mo,e 
lhan Point Man. So he can run inlo the middle of 
it and lake ino-edllle amounts of damage vdlle 
Poinl Man is worl<ing the periphery Of the f,ghl. 
It's !hat sw;ng bad< and forth thal I think is cool." 

Feltel isn't the only one wih new tricks up 
his sleeves. After opening fire. Pont Man finds 
safely wih the rew first-person cover system 
crealed by Day t Sludios. 

'We're very excited about this becaose ij•s 
a relalively new I~ in first-person shooters: 
Rooke s:x,s "lhal's offered us an opport\rl~ 
10 define ,,ra1 first-person cr:,,e,; means and 
perhaps even inlrodJce 1lw,gs lhal o- games 
t,a,,e not done belO<e.· 

The sys1em appears 10 be very ffex,ble. 
wtm in oover. Point Man can negotiate the 
gun muzzle around the edge of lhe objecl 
he's behind and peer OUI fo, a ShOI by using 
the Won sights. H a new threat emerges from 

behind him, he can quickly vault over the oover 
and take position on lhe Olhef side with the 
p,essof a button. 

Fettel opens fire on lhe enemies from belm. 
and they imnecfiately recognize the develop
menl of a new threat a®Sting lhei' taclics 
accoro~. Looks like lhe i1l)(8SSMl enemy 
Al thal the F.EAR. games are known fO< has 
SUM\/00 the mo-,e 10 co-op. Their fOes' efforts 
p,ove 10 be insufficient however. as the broth· 
ers make quick \'l<)O( of lhem. Wilh lhe threat 
elminated. Fellel leaves lhe body of the pos
sessed soldier, and the empty corpse slumps 10 
lheground. 

The amoon1 ol time Fettel c,w, possess an 
enemy depends on the indMdJars strenglh of 
rrind. Weaker enemies ll<ll Slandard infan1,y 
can'! wilhs1and the ment~ barrage for long. bul 
stronger enemies will gil,e Fettel prolonged pos
session capabifrties. This begs the question: can 
you lake oontrOI of arry enemy in the game? 

'We have a possession solution fO< every 
Character that you oome ao-OGS in lhe game. bul 
unlortunalely we're not going into Clelal abOul 
lhal. • Rooke says ooh a ~ gleam in tis 
eye lhal indcates he can·1 wait 10 Share mo,e. 

Breald~ dmm 
'ehe l!!Odes 
Thooglll'alrerBros.has 
oosigoed FEAR. 3 from lap IO 
bollcrn with0)-op11 mir(I, lhe 
gamealso~~lhe 
abJlly IOpay the~ 
Ina~ nm t11a1 
fob.vs !he &me rerrative 
lranl'lirltMM's~-
llw. Ralllef i!m haYea>-op 
CiiaooerPaxtllnFettel
in the game asalilitfAI, 
lhede,elopersdeci<jed 10 
lm4 feoet's ~ IO 
the CUISCeneS. He is !>"""11 
In the ...,..,.., sense, bul w.11 
00! dreclly lifecl the aciion. 
F.E AR.3alsofearures a 
(l(J!lpeliwe m,iliplaye< nm. 
wtidlV#Jnel Bros ~ 10 
rOYeal at a late< dale. 

A horrorU:'ic 
oedi"ee 
Rather 1tm haYe its ream 
ol illernal vx,ie,s handle 
lhe scr''l)C clJ1ies. Watrer 
Bros. hired 30 Days ()( Night 
.. ile< Sieve Nies l~l)e(l fhe 
F.EAR. 3 str,,yalloulA/9la'S 
f)("Qnancy, !he re!um ol 

:=~~,:"' 
This-came wilh 
addedllenelits.Agoodfrlen(j 
ol Jom ~penie<, Ndescon
m:ed lhe taro.' th piooeer 
10 consult 011 lhe f)(ojecl 'lie 
(!3Jly helJ>)d us visualire llow 
taro.' can axne llvough 
our st<rytsllf'O llY°'-11' 
CUISCenes: Frank Rooke, 
cf1eclo.' ol design relays. 
The rest of Ille roy iS unde< 
wraps, When asked ii g~ 
f]layers coo,rol o,er Point 
MM'sfaiein FEAR 3...,.., 
in:ludemiJl.,ieerdrgs, the 
<llveloprent learn refuse<f 
10 gl,oe away air, clues In 
lacl, d<Xfl e"l)8CI IO find OUI 
whal khl of endings the 
team has ll S10<'0 IJlti )00 
play the game )Ql'Self. 1he 
way we're ~ the end 
Is somelhrQ 1nal's re,///( 
satislying thal will !real the 
hanctise in a good way.· 
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Keepin,i: score 
Wilh a l eft 4 Oe.ld•like genera

tive system~ing lhe way 
each paythroogh is expe,ienced. 

theF.E.A.R. 3devteamwan!S 
to create incentive lor 1e,um 
~sils to the campaign. Their 

sclution? A scoring system lhal 
keel)s uack ol '/Wr eve,y move. 
incluelng 'jOOr i1!eractionS vrilh 

the ottl8f p1aye,,. ·We haYe a base 
scoring system tllat we11 ,evea1 

much more inlcrmabOn aboot 
later on.· says w- Btos. 

drectctolC!eSignFfMkA()(j<e 
-W.. wa111 to have 1epayability 

and longevity lor lhe game. Co· 
op in gene<al just t,e,gs lor lhe 
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game 10 be repayoo nu~ 
times. We want the player 10 
have lhese motivations 10 go 
back and Uy and be bette< .• 

The contractions of horror 
When Poot Man and Fette! eme,ge from the 
lower ie,,,i ol the bridge. the sky turns ,ea 
and a IO\v. persistent iunbting soond eng..«s 
the area. That can odf mean one~ -
Ama's presence. 

"As PJma gets clOser to the bi<th of whatever 
~ is shes birthilQ, shes havrQ contractions." 
Scl>Jller says. "These contracoons manifest 
themsel,,oo n the enwo«nent ;n what we call a 
ri1I event. When these rift events happen they are 
a P1emon~ion or a hirt>inger towa<d the t.111eash· 
ir,g of p;i,·a,-,o,~ ,_ i~to tM wO<ld.' 

Sudderly a pack or the wolf ·Ike creatures 
crashes tl\'ough the wlndolVS of nea,t,y subway 
ca,s and dashes tOIVa<d the duo. To cot down 
the ttveat, Fette! targets one or the scavengers 
and uses his third unique abiity - suspension -
to tempo,a,ity rnmot,;r,ze it. While ~'s suspended 
in the air, Poiit Man applies his slow motion abil
ity and starts llling the creature with lead. Fen et 
j(>ns the~ witll his stun blast, and once the 
roe is vanq..ished they tum their attention to the 
othe< scavengers. Staying on your toes, COO<• 
(jr,ating attacks, and stac~ abiities is key to 

sun,;,,;ng tllese frMtic encounters, But Hamilton 
also points 001 that this fighl won·, necessar· 
ily play 001 this way on a second ptaythrough 
thanks to the generative system at the heart or 
F.EAR.3. 

One or the most 1ema,1<able inn<wations in 
recent holTCl< games was the Director system 
errc,toyed by ¼Ive and Tur11e Rock StucflOS in 
the co-op sensa,.,., Left 4 Dead. Instead or 
using fixed spawn points lo< enemies and a con
stant st<eam ol zombies lo< playars to fend oil, 
th;s Mif~ inteliger,oe l)!09<arn Otci'lesll'tll8$ 
attacks by va,ying the frequency and locations 
from whet8 enemies attack based on the play· 
e,s· health status, skill lev;!t, and supply levels. 
To ""l'"" the tension, the D<ector also creates 
Us in the action for ptaye,s to catch their breath 
and to build the suspense tor the next encoun
ter. The restlt is a cooperatille expe<ience that 
encourages multiple ptaytl\'oughs, something 
the F.E.A.R. 3 team r.nds massi-iely !ll)pealing. 

"Our generative system aJlo,.vs us to randomize 
encounters, so those creat1.<es crashing Ulrou!tt 
the wi>dov,s may or may not happen, or they 

may choose other windows to jt.mp 001 ol -tt 
just creates a fresh environment each trne the 
play,)( n.,ns through." ROOl<e says. 

The architect of the generatille system, 
Hamilton says the sequencing alters atmo
SPherlc etements. enemy locations, the NJmber 
or enemies, and even vmere secre1 ,001es and 
stashes appear. ·11 enconl)3SS8S everything 
trom smaller, ambient delails that rd/ con
tnbtrte to tile mood - lights flickering, sound. 
shadows - 1,1) into larger, sort or more dlarnatic 
l!ieMMtS. SCnPted ju!\"() out-of-the~ tll'tig$ 
to shock you." he says. ·As you play ttroug, tt. 
yru can't rely on some or the assumptions you 
made fl<~. It helps with the desensitiz.ng 
that nonnaly happens when yru play tllrough 
the same space°"" and°"" again.· 

The hope is tllat this genera we system wil 
rest.It ;n a high replay factor, encou-agjr,g play• 
ers to "-" ttvoug, the game as botll cha<acters 
to experience the brea<lth of the tactical va<lety. 
and perhaps even alternate endings. 
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Super Mario Galaxy 2 
Miyamoto gives us the scoop on his sequel's biggest new features 

As soon as (&,per Marlo Galaxy) was CM/t, 
we started makirg someth;ng that we 
might call version 1 .s: Tus revelation 

from Nintendo's maswmind ~ Shigetu 
Miyamoto - that &,per Mario Galaxy 2 began as 
a middle step. almost more of a level pack - is 
not a huge s,.,rprise. bvt it begs the question 
of what made them decide to tum lt into a ful· 
fledged sequel. 

·n'S actuaJty quite unusual for us to make two 
different games in the same series on one plat· 
form." Myarnoto adm~s. "Usualy we wait until 
the advent ol new hardware. bvt tor this tine 
around. because lhere were so many ideas we 
were not - to include in the first 1/0UTIO, we 
th:loght we Sho<Jld make a seq_,el to that." In o,.,,: 
most recent hands-on with &,per Marlo Galaxy 2. 
we gol to 8xpener,)8 thooe new ideas firsthand. 

The Drill Power-Up 
Though it'S been shown pr8\/iou$1y. we were 
finally able to see Mario's new ail power in 
action. llis powerlul ability aJIOws Mario to a-II 
str~ through planets. Sometimes he'll pop 
out on the other side of the wood. while other 
times he'll disoooer a hidden area in the hOI· 
lowed--OU1 core ol a plMet. Strategic <tilling wiU 
also alow you to damage enemies and bosses. 
In one intense boss battle that we witnessed, 
Mario is constrared to a ve,y small planet that 
turns his mowment to 20 while a giant robot 
attempts to track him down. By carefuly t.-ning 
use of the dnll. Mario can burrow through the 
planet and nt the boss's weak spot on his 
unde<belly. an a-ea othenYise protected by his 
massive legs. 

Though l~tle else has '-1 shown in the way 
of power-uPS. Miyamoto promises more SU'· 

prises in the U game. saying, "We ob-ilo<Jsl)I 
have more abaities that Mario wil have with his 
diffetent suits." 

Yoshi 
The most antq,ated change to~ Mario 
Galaxy 2 is the addition of YOShi. Fan seivice 
though it may be. the inclusion ol the lov· 
able green dinosaur also heralds some ma.'<>' 
gameplay Changes. Yoshi's ability to float throog, 
the ai' for an extended period of time has 
alowed Nntendo to create even crazier iJrr1>s 
and more precarious platfom,ing. Yoshi also 
gets his own specific power-ups in the form of 
food. Spicy foods, for exarT4)18. make him run 
extremely fast for a Sho<1 period ol time. Al101her 
special rut makes Yoshi gassy. essentially turn
ing him into a baloon floating upward until he 
runs out of gas or can eat another fruit I 



YOShi's sweetest move is Hs abi;{y 10 swabv 
enemy prqecliles such as Bulet 8lls o, ham· 
mers and spit them back out. This POWe< will be 
utilited to find hidden secrels, open palhs, and 
defeal bosses. and Ws all made po5&1lle by the 
lhird big add°4ion. 

More Pointer Functionality 
Sl4)8( Mario Galaxy featured a few segnen1s 
where a free-~ Mario 00<.ld gab OfllO 
objects in space by pcinling at them with the Wii 
remote. Expect to be l)Ointing ,,t;te pfatfonring a 
IOt more often in u,e seQUel. ·Air'Mg u,e Pointer 
al specific enemies makes Yoshi swallow that 
enemy,· Miyamo<o explains.· Poinling at oertain 
locations wl also help YOShi progress lhrough a 
level: "You can aclualy idmtify Md pcinl al lhings 
lhal YO$hi can grab wilh Hs longue and lhen grab 
lhal point in Ol(!er lO reach addilional pants." 

Sometimes the result is as simple as puling 
yourself up to a ledge that you 00\Adn't normally 
reach. ,'11ile other lrn8S YOShi wl need to use his 
atlielic tongue lo swing tl"lotql whole seclions 
of-. The ablity to q<kkt,, l)Oim at and grab 
lhingS in the wood while ricfng YOShi adds an 
<tjoyable layer onto Galaxys tg,t gameplay. We 
00<.ld also see thal lechnique being uood with 
Olher J)OWl!<·up$ - how about the abi;{y to 1arge1 
enemies by pcinling before tossing a firebal? 

Increased Oifficutty 
Nintendo may be movng more and more to\Yard 
grealer accessibiity 1a1e1y, bul M;y..,,oto says 
they're nol afraid 10 Shy away from a challenge: 
·1&1,er Mario Galaxy 2] has been delleloped and 
de$gn8d SO thal 1hose \vhO have conquered lhe 
prequel ... can feel as i il's a con1inuation from lhe 
ending of that first game .. .. Its more cli1fx:ult for 
the beginner. and especially mo<e difflCUit for the 
beginner whO has never played the l7sl game: 

Myamoto is quick to l)Oinl out that Nintendo 
is stil pouring lats of ettort into making sure lhe 
con1ro1s are~ to lliCk up for garners new to 
Mario Galaxy, but he adds. ·1t would be ideal~ 
1hose players have already oonquered SvPer 
Mario Galaxy 1 before playing Super MMO 
Galaxy 2." Ps in lhe o,ignal Galaxy. players 
Should be able 10 see the credits easly enoogll 
by COlleeting a mere 70 stars. However. find. 
ing special Coolel Coins will ll1lock supe<·hard 
boNJs levels on 1op of the numerous extra chal· 
lengeS already available in each wood. All laid. 
there will be CN8f 240 stars to tackle fa, players 
hOl)ing to see eve,ything Sl4)8( Mario Galaxy 2 
haS lO offer . • Phil Kollar 

For .... l,,,,_wi/JIS/>lgetuA-OOilSlf)elMJrlo 
C,,.,,,t """"fl'l"lV• 3(J1Vs, ..,,_,, riSdg-fOllr«. 

"'1V""!I 
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Fallout: New Vegas 
Leaving the irradiated lands for 
the City of Sin 

Y o,tve been Shol and left f0< <lea<I on the ovtSkirts of New Vegas, 
Nevacla. ~ between tllurre<I reality ancf a sootlwlg tllacl<ness, 
your m:nct wanders from thot9lts of the afterlife to questioning why 

you've been ShoJ. You've wronged notxxly. You kept you,self ou1 of 
trouble and found a way to survive in ttls harsh world as a cc:uier. You 
were canying a parcel at the time of lhe shooting. Was the assalant inter· 
cepting the package? 

ll>s is how Fallout: New ¼,gas begins. Mer being <fug out of a shal-
low gave by a robot. you awaken in the house of a frie<'dy doct0< narne<I 
Mltchell. He tende<l to your ,¥()Cll(ls. He nursoo you back to health. And he 
won't let you lea"8 until he conducts a psych profile on you. 

Your cha,acter's stance n the w0<1<I is latgely shaped by Jhe a/lS\""5 you 
provi<le - '™Ch Ike lhe SChoo1 tesls in FatlOUt 3. I chOse an evi palh fo, my 
courier, saying molhe<S ma<e great human shields ancf oommenling Jhal 
the inkblot looks ll<e a rrushrOO<n clOU<I@ actually saw a beaf(le(I man). 
Mitchell hallds"""' a <lelnce called the Vit-o-Matic to <letetmine ye:,.,-· 
and in tum, influences. The choices incfu<le cult leacler, pee,,isll l brarian, 
and olc:I henrit. And yes, you can oo.v after you, age to reflect that of an 
el<lerly hermit. 

The cllC>C8s you make in this intro<luctO<y section also <lictate the weap
ons, armor, and Items with ,vtlch you IJe9n the game. On '/OOf way out of 
the OOOf. Mitehel also gives you a Vault 21 outf~. At this time you ..-e asl<ed 
a you woukf Ike to play the game on Har<lcO<e mode. 

Contra,y to what you may ti-ink, Harclcore mode isn't a new dfficufy 
-· It ,YO<ks in uniSon with your dfflCufty - of chOi<:e - meaning you 
coul<I play the g,rne on w,y Easy Har<lcO<e 0< w,y Har<I Harcfoooe. 

The two big alterations Har<lcofe mode ernplo\'s are a reafistic approach 
to heating and the aclcftion of a hy(lration meter. The effects tied to stim
paks an<I RadAway are gra<lual. Tl-.s subtle chMge has a huge affect 
oo how combat pla~ out. The s1ra1egy of retreating to the Pip·6oy to 
replensh you, health wm no longer wo,k. Stimpaks won't heal fmb injuries. 
either. You'll oo.v ha"8 to visit a docto, or ca,ry a doctor's bag to mencf 

these wounds. 
If you <lon't take the time to drink water 0< eat 

specific loods ruing you,~- '/OOf character 
will become dehychted. MJch ll<e Falou1 3's 
raclation poisoning. 1he affects of dehy(tation are 
tolerable at first, but increase in severity the~ 
you suffer. 

E"80 bef0<e stepping foot outsi<le of the garne·s 
ftst area, I IOU'ld myself thnkng thal New ¼,gas 
will be a '™Ch different game than ns P<e<leces· 
SOf, One look at the w0<1<I outside ot Mitchell's 
house strengthens this thought. New Vegas is not 
a war,to,n, POSl•apocalyptic wasteland. This ,vood 
suffers more from <1eteri0ration. The cotOf palette 

is warmer. Most cl the scenic views offer an in\/iting golden glow. Its amost 
peacel\A. Arnost. 

Adinre a sunset fo, too IOng, ancf you'I end up in the gut of a man-Sited 
ged«l. ShcxAct you choose to fight back. you can now put style into ye:,., 
kl, tllal'I<$ to the aacf~ion of fireatrn nwlicalion. You can atl<I scopes, 
alter the cip s',zes. and apply effects ll<e bonus limb damage to any gun. All 
alterations are represente<I oosmeticaly. 

Melee \'ll!aPOflS, like the 9 ~on. are now incorporatecf into II.A. T.S. Whether 
you choose to llt,(fgeon a foe over the hea<I o, 91ipe them from ~ fJWay. 
al weapons have special attad<s in VA T.S. The 9 ~on·s is caflect "fo,e!· - a 
Jee,olf shol thal coukf potentially knock your opponent down W landed. 

U<.e all Fallout garnes, player choice is factOfe<l into ew,;y aspecl of the 
game. However. this tine around. mxcterous rampages and good <lee<ls 
are judged more~-In addition to your overal karma. you'll now develop 
a r81)<J1ation w'IIJ'I factions in New ¼,gas. ff you have a negative r81)<rtation 
with a faction. they may not give you a quest. Conversely. It you·,,., gained a 
group's lavor. lhey may be more inclne<I to give you adcftional QU8Sls. 

One SUCh faction is the super mutants. On the outskir1s of Black 
Mountan, I stumtlled '-""" a cross-dressing super rruJant narne<I Tabitha. 
who oomman<ls a loyal legion ancl er-,oys the 00<npany of a ghOUI Slave 
narne<I Ra<.I. Tabitha 8llel'I employs the S8l\lices of Nightl<in, a different 
bree<I of super mutant with cloaking capabilities. I ende<I up going to war 
with Tabitha and his anny ,'ltile passing throug, the area. but ,\/ho koo.vs 
what wOUkf have happene<I n 1 gave in to his ctemands. 

Our attadk freed Ra<.I from captivity. Being the cingy type, Raul asked 
n he ooukf Join us on our aclventl>'e. The decision falls squarely on player 
choice. I Cl8Cicle<I to keep Raul arOUnd. mostly beCauSe I ll<ec:! the cut of 
his jib ~hir'J< Kif from Futurama). Companions Ike Rat.I play a more vital rote 
than they di<I in FallOUt 3. A new oompanion wheel inlecface alows you to 
gi"e them weapons and Items, o, tel them to be aggressive o, passive n 
oombat situations. 

Bethescla SoftwO<ks. the team behind Falou1 3, isn't hancting the 
ClevelOpment 01 New Vegas. V>h'ile this CleSeN8S a moment of pause tor 
SOfne, It never passed my nind ruing the demo. The new cle'leloper, 
Obsi<lian Entertainment, is usng the same tech, and woukf appear to have 
a strangleholc:I on It. From my brief glance. New ¼,gas IOOkS ll<e Fallout 3 
with considerable refinement. 'whether the writi'lg is as clever remains to 
be seen. but having Chris Avellone (of Planescape: To,ment Fame) as a 
senior CleSigner on the proiect is a good Sign. Tabnha did give me a iau;,.. 
and 11= the plots direction of tracking down the assailant who shol 
you. ,. Andrew Reiner 

ro rff the teast11 t!akr and readanMTttn'iewwilh ~an fntMalntnenl ooadto 
!}ameWotme<.,,,,,,""9. 



Introducing the 
Grenade Machine Gun 
That tSn't a typo in the head
ltoe. In flew Vegas. you have 
the chance to wiekl a fueann 
that spits out grenade$ Just as 
fast as any mac:hme gun docs 
bullet.s. You can also •ttach 
a tugh---speect mod lat to 1L. 

Of coor,,e, this IS a tugh level 
weapon. You start the game 
with V8.l11UJ.1l riOcs. dynamite. 
and maybe even a century 
Oki p,stol. The gn,nade ma• 
chine gun may sound hke an 
o-,erly p()\l\'ered lool of death. 
but its explosive assaults 
end up looking like mosq\llto 
bites oompa;ed to aiiother 
of the game's Vi.<eapons. the 
Hebos One orbital stnke. 
Seeing a Laser beam I.he size 
ol a"""'° torch everything 
tn sight IS a treat only James 
Bond villains ha\'C been able 
toenJOY. 
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Civil ization V 
Fitter. Happier. More productive 

Ralher than pusrung tho mod oomrnuru1y away trom lhe game and leavll\g thom m 
segregated camps aaoss the Internee. former modeler and wrrent Qvilization V lead 
designer John Schafer came up with a novel idea. Why not hos1 the commwuty from 
wilhln the game? CWillzatl<>n V does jllsl that. Stupping with powerful rustonuzatlOll 
tools that match those in Qv IV, I.he game also features a new s1anclalone world bu..ilder 
lhat tans have bee1\ dellWldu\g fot yoars. When they're <Sooo aooung thou- suatogic 
masterpiece, players tan upload. downlo8cl. install. and comment on the work of feUow 
modelers w1Uun u,e game. 

S id Meier knows hOw to cater to a platform. 
With Civilization N his team at F"irro<ls 
delivered the most comprehensive version 

of the Mn•baood Strategy title to c:late. eam• 
ing several PC game of the yea, awwds in the 
p,ocess. Then the devs took their act to con• 
SOies with CM!ization Revolution, delivErlng an 
easy-to-digest version wtth a strearniled user 
interlace that increased the game's accessibl· 
ity without =aging the addictive Strategy at 
its core. For the follow•tC). Firaxis is stretching 
the franchise in two drastically different direc• 
tions. eteating a new version fo, Fa<:ebook 
while p,eppilg Civilization V, the first proper 
sequel in five years. 

Though Meier's wi",ngness to lli<er with the 
Civ fo,mula in the name of accessibilty may 
haVe some hardcore PC fans worried, our first 
look at Civilization V rnwdly panted the picl~ ol 
a dumbed-down strategy lille. Rathe<. It simpli· 

fies the front end to~ players o,ganized. 
With so much information flooding users in the 
late game, Fraxis decided that streamlnng the 
interface and iml)lementing M icon-based notifi
cation system ll<e the one in the T04al War series 
was the best way to infoon piaye,s of donnant 
units o, new researeh OPPOrtun~ies so they can 
better manage each tum. 

Wille Firaxis asencunbered the front end. 
~'staking the OPPOOlte approach 10 combat by 
embraci'g hexagon tiles and ditching staek· 
able units. The resut is a much more open 
experience when! units haVe mo,e flankS to 
manage. W4h combat puled out of the Cities. 
the landscape becomes an int,qal "'"1 of the 
strategy: terra'n like mountain passes and river 
crossings hardly mattered belore. but they now 
create nal\681 choke points fOf defense. The 
addition of ranged units also adds tactical va-iety 
to the battle. Atchers are very weak in tle·tO·tile 

co«l)at, but they are hancly fo, softening \rits 
that ara encamped on bonuS•granting high 
ground before your cisadVantaged S!)eal' men 
move in to attack. 

With stacks removed from the game, Firaxis 
was forced to reconfigure how city sieges work. 
The SOiution? Giving eaCh town a hit POint 
rating based on ~s Sile and whether or not a 
unit is garrisoned within. To better defend cilies, 
players can research masonry to buJd p,otec• 
live walls, which also allows the city to bO<n· 
bard outward for counte,•attackS. The ideal 
defense. hOwever. is to keep an a,my nearby to 
thwart enemy advances. 

The milltary, tectnological. and eoonomic 
struggle betwE<lrl nations has always been 
the crux of the Civ experience. By introducing 
city•states to the mix. Firaxis hopes to throw 
a wrench in IOng-standing strategies players 
have carried (Yo/8( from one version of the game 
to the next. These new pawn nations do not 
expand bO<ders o, grow into dange.-ous military 
po,.vers, but hOw yru engage them is para
mount to your success. Crushing them coud 
have unfo,eseen ~ Should they be 
friendly with another ciliilization. so the better 
route may be to engage them d:plomatically 
to sway them to yrur cause. Take them under 
your wing as a protectorate. however, and you 
may be held responsible fo, their actions ~ they 
irk another nation. 

We haven't even touched on how F,axis plans 
to tweak the culture, technology, o, multiplayer in 
CMlzation v. but these fi<st de«ails a,e enough 10 
catapult the g,,ne up our isl of most ant~ted 
PC titles in 2010. • Matt Bcrtz 

LO() {(lkJw.m:g~o,mrmag to wat'11 an~ 
WOOOirtM'lewwithCif Vf)(oclUcef .k)hn$htk. 



I 
f you rely on your Xbox 360 or PS3 for your 
first-person shooter thrills. crys;s may be lhe 
besl game ~om lhe last five years you never 

played. The '-"'elated fOllOIV•UP to Qy1el<'s 
visually and lecMOlogically in'4)ressive Far Cry. 
lhe 2007 title took the sandbox shooter genre 
to the next level with even better graphics and 
futuristic ,veapony that turned Special Forces 
soldiers into alien-f,ghting badasses. 

The German ooveioPe< unleashed player 
creativity by a,m;ng gamers with a devasw.ting 
nano&it that allowed them to leap two-Slay 
buildings. send enemies flying across bases with 
one f)<r,Ch. Md terrooze foes by picking them 
off one by one ort,/ to disappear into the µges 
with a Cloaking device. This S<-1)81' suit prO\l8d 
particular1y useful when a scientific resea,Ch 
learn off the coast of No<1h Korea accidentaly 
reactivated a long•domlant allln entity Md your 
super-sol<fers were the ort,/ ones capable of 
newaizing the threat. 

When analy2ing the teleme<rics from Crysis 
and lhe Crysis Washead expansion. Qy1ek cis
covered that mosl players used the nanoooo to 
play one of tine different ways - as a st~h-ll<e 
PredalO<. a guns-blaZ;ng commando. 0< a cau
tious. long·<fiSlance sniper. To acco,nmodate 
these play styles, Crysis 2 introd~ a new 
and improved nanosuit thal wiP adapt lO your 
preferred method of attack Md reward you w~h 
new funclionaities to augment yoor sl<ills. ~ 
instance. defoosive players who Jke to sni)e 
from a d:stance ooold unlock lhe abiity lo fie a 
flate atx,1,e an area to make~ easier to identify 
and ShOOC enemies. 

In the few years that have passed since the 
events of Crysis, the planet has suffered a series 
of catastrophic natural d'sasters w~h a f,eqJency 
normally reseived for Roland Emmerich mo\'ies. 
Earthquakes. tidal wa,es. and loods have ra-,. 
aged mud> ol the world, inClud'ng the buSUing 
metropolis, New YO<k City. To make matters 

w0<se, a plague is ravaging lhe city P<ll)<Aace. 
and the aliens have retumed to finish what they 
started. It's~ to you and yoor super-ch,wged 
nanosu~ to repel the lat&SI invasion. 

To keep the afen nvasion st0<y from dev<Jlv· 
ing to the snicker-worthy pulp of many sci-6 
tales. Qytek has hired acclained writer Richatd 
Morgan 10 pen the Crysis 2 script. Morgan, besl 
known for his book Altered Carbon, has won 
both the Philip K. Dick and Arthu" C. Clall<e 
awards fO< his novels. 

To ensure the franchise·s migration to con· 
SOies with the new Crytek grapllic$ engine is 
a smooth one. Crytek has assembled a large 
development team. among them the Crytek UK 
team (formerly known as Free Radical). Given 
the series' tJOuble in c,eating a destination rr.A· 
tiplayer presence. we'd love to see the former 
Timesplitters developer bring its ingenuity into 
the fold. Check baek for a mo,e extenshle pre
W:W/ of Crysis 2 next month. • Matt Bertz 
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True Crime 

The previous games in the True Crime 
..,ies garnered mixed reviews but decent 
enough sales for the pUblishe< to hang 

onto the name for a new day. Now. 1vrth the 
help of ModNation Racers developer United 
Front Games, Activision has~ the trigger 
on a francliSe reboot. 

This clean slate has given United front the 
OPPOrtunlly to keep what tt l~ed and diteh what 
a disliked abOUI 1he r.-st ~•,o games. The f,st 

True ¼ne rnes were like Grand Theft Auto from 
a COP'S perspec11ve, rlfng the OP80 world set
tingS w~h disconnected mssions lhal involved 
pcnching ghosls and driving through ya,ds. This 
new entry takes a step back and refocuses on 
elements [Ike sto,y and gameplay, 

Instead of a fractcred, crooe·based sto,y(ne. 
United Front has created a gitty, ,near narra
tive with a single en<fng. k',spired by legendary 
films suCh as Infernal A/fairs, lhe insider epic 
thal Martin S<:o<cese eventually remade into The 
Oepa,ted, True Clime throws you in the shoes 
of w., Shen. a OOP deep t.ndercc>ver inside one 
of Hong Kong's feared Triad gangs. Unll<e past 
leading characters in the series. W'l8 Shen must 
blend in at al COSls. which means going above 
lhe law and committing Crimes lO P<1lSeMl 
his cover. 

To get an idea of howW,e Shen'ssto,ywill 
<l\fOld, Activision walked us lhroogh a mission 
fro,n the game. Starting in the office al a llQht· 
club. we meet Winston. a mid•level Triad lieuten· 
ant. A rival named Dog Eyes has messed 1v'llh 
someone in his fam'ly, and Winslon is hell benl 
on revenge. Wie Shen, undercover as pan of 
Winston's crew, points out that they shoulctl'I do 
anything loo extreme or ii mltlt gain the atten• 
tion of - and \Alinately piss off - the enigmatic 

U'>Cle Po. a high-r8Ming Triad officer that the 
rest al the crew clear1y fears. 

After the cutscene breaks. the crew h()l)s into 
a decked·OUl Triad SW and we get our first 
taste ol True ¼ne's version of Hong Kong. 
l)'llike the real city, the streets have been wicl· 
ened to allow for a better view and more breath· 
ing roo,n while driving. llited front is home lo 
mar,,, racing developer al\m'i, including staff 
~om the Need for Speed series. They stress that 
the drMng is more arcadey as opposed to the 
heavy feel of Grand Theft Auto. 
~ arrival at one of Dog Eye's lairs. the crew 

Chatges in to mess the plaoe up. Meanwhle. 
Shen needs to Slip in and gel a man named 
Siu Weh out and unha'med to 8\IOkl Uncle 
Po's wrath. Of COl>'S8, there are a few waves of 
bad guys to mow through, which is a perfec1 
OPPQrtunity lO demo the oornbal. Ll<e lhe driv· 
ing, True Crwne's combat is less about be'ng 
authentic and more about 
just plain fin w., Shen is 
a master martial attist, and 
urB<e American gangs, the 
Triads favor hand·lO·hand 
and melee weapons over 
guns. True Oime has a 
ftll arsenal of firearms, but 
the real satisfaction oornes 
from delivering stylish round 
houses, swinging basebal 
balS. and using lhe bn)tal 
enwoninental kils. ln one 
instance. we see an tnUcky 
thug get his head smasihed 
in a freezer door more tines 
lhan he would have lked. 
Shen can also vaut over and 

Side across ;,st abOUI any Object to gel where 
he's going last. 

Mer Shen finds the target and drags him 
outside, Wtkl Sips througll his fngers and lakes 
off in a car. In hot pursutt after stealing a randO<n 
car. Shen SP8<ldS towards W~'s Cl>', leaps over 
to a, and takeS control. 

This over·lhe•top mission finale puts United 
Front's goals into perspective. True Crime is 
an action-focused game with a classic Hong 
Kong cinema sto,y. It's good lo see ActMsion 
rebooting the OOlles rather than just Clvn-
ing OUl another done ol lhe previous games, 
We're lool<ing forward to seeing more of tt in the 
coming months. • Nick Ahrens 

Fix more info 8fld saeens oo Tiue Crime, heJd (IWN to 
g.,me,Worm«"""'mag 



Spider-Man· Shattered Dimensions 
Activision refills its web fluid and takes another swing 

S Ince~ 's Spider-Man 2. moSI of 
Spidey's titles have followed an open 
wood fonnula. No lon\)81'. Shattered 

Dimensions ~om internal Activision stu<fo 
Beenox iS a linea,, level-baSed action tttle that 
reboots the franchise and shows Spicfer,Man in 
a light many gamers haven't seen him in before. 

nie game opens with Spider-Man trying to 
retrieve a mystanous, ancient artifact - the Tablet 
ol Order and Chaos - before it tails into the 
wrong hands. Legends S8'f lhal whoeller claims 
the tablet wil gain inetedible, untold l)()We<. 

Unfortunately. the lablel has been SPiit and scat -
lered into mulliple realities. AS happens with all 
reafrty-<lisplaced ancient taolets. thiS thteatens 
to tear apa,t the ,space-tine continuum. so in 
0<der to protect al of reality from collapsing on 
itself. Spic!er•Man wil need the help ol Spider• 
Men from other c:fmensions. This may sound Ike 
a Slorylile ctedged from the wacky, anylhi1g· 
goes ·eos era ol oomic Sl()l)'lelling, bul for thiS 
tale Beenox has erlisted the talents or modem 
Spider-Man SCfibe Dan Slott - who is pretty 
good at SPinnr,g tis kind ol hackneyed plOt into 
a come<f,c and entertaining lale. 

To date. Activision has o,ty ~ two of the 
urwerses Shattered Dimensions explores. Aside 
from the Amazing universe. featcring the Spider• 
Man everyone already knows and IOves. taos 
can exPOCl to step into the,._ of Spider-Man 
N<>r. MaMll Comics Noir line is faiffy new, but tt 
re-imagines what Peter Par1<er'S l~e WOUid have 
been ID<e during the 1930s. 

AS the name imc:lies, Spider-Man Nor iS 
~ier. "The Noir universe needed to have a 
darker and less saturated colO< palette.· says 
Shattered Dimensions' creative c:ftecto,, Thomas 
Wison. 'We IOol<ed al lllOllles Ike Sin City and 
1he Spirit and wanted our Noir mverse to look 
similar to their Sly!e." The Amazing universe is 
much mo,e vibrant and alive, <tawhg from the 
aeSlhetic of vintage .Amazing Spider-Man oomics 
of the I960s. 

In addition to the r~ palette. Spidey w'II 
see a few changes ol scenery. Instead of swrg
ing 1IYOUg!l New YO<k's trash•strewn streets the 
,,hole game, as he's dOne in every Sp;der-Man 
lille since the Atari 2600, Spider-Man gets out 
of the city every so often. We've already seen 
Spidey tracking Kraven the Hooter th<ough an 

Amazonian jungle. and 
Beenox says Spider• 
Man tours other famous 
locations he's visited., 
lheoomics. 

Eve,yuiversein 
Shattered Dimensions 
wil play (lllerently. While 
lheAmazng\riverse 
has a mo,e slraighlfor· 
ward action focus. Noir 
,viii re,var(f players for 
Slickng to the shadows 
and (topping down on 
their foes from abOve. 

·Nclr is rr>Jdl rnc,e realistic compared lo the 
other univerSeS. If you get shot. you·u end l4> 
badly Wounded," explans Wison. "Blending in 
the dal1< and sneaking betind your OPl)()f180lS 
ere pretty much your best wrr-,s to make sure 
you'll finish the - alNe." While we Slll haVen'l 
seen the other lWO universes. Beenox has prom
ised that they wll vary from .Amazing and No<. 

\/'Aile the action in Shattered Omensions 
focuses on Sp;der-Man's ag;r,1y and utilizes his 
web to pull enerrues in or pin them down, one 
of the most intriguing aspects of the garneplay 
is the new fwst-person sequencing. Dering 
scripted sequences n boss fgtits. the action 
wil swileh lo ftSl•person, letting Spider-Man 
lake down his enernl9s Lillie Mac-style. With 
mecharics 001lar 10 N'ntendo·s P\Jnch-Outl!. 
players must use the MaJog stieks to dodge and 
attack. "These Characters have so much delall 
Md exp,ession in their models. we wanted to 
bring the action clOse to the camera and put the 
player n Spic!er-Man·s tights fo, a brief moment: 
expla'ns Wison. Nol orly do these first-person 
sequences change l4> the !)81118'$ pacing. bvl 
they could be a rewarding ca~sis aJter a long 
boss enoouiter. 

It'$ easy to fo,get, but Spider-Man was once 
the star or some of the best oomic-baSed video 
games. Batman: Ar1<hafn Asylum and Infamous 
have raiSecJ the bar for what players expect n 
superhero games, and ,vHle ~·s Slil too early to 
tel~ Beenoxs reengineering of the Spider-Man 
license is 80ClUgl lO put Spidey back on IOP, it's 
good 10 see some fresh ideas injected back into 
the trancnse. • Ben Reeves 

Sot a X, SCleensrol. lt«n Ille game al oa,r,edOfnter.<:#TVfl\1() 

Back In Black 
&ven some SpKl.er-Man 
fans might noc be familiar 
with Marvel's Noir tme that 
tl1$pired Shattered D1men
s,ons. lnrrOdueod ln 2009. 
N0tr is an alternate oonbnwty 
lme that m--1mag1nes mMy of 
Marvel's popular characters 
as though they had exiSted 
dUrtng me earty hall of the 
20th century. Spider-Man 
NOlr explores Pmer Parker's 
life as a depress:ion-era kid 
who gains h1s sp.Oer-like 
power., alter being blnen by 
a spider found in an ancient 
sp,dor statue. Whtie he has 
many ot the same powers oC 
lhe mainstream Spider-Man. 
Spider-Man rlolr alSO cames 
a gun, and it will be intere3t
ln.g 10 SOO If ActlVl$lOI\ UlilOAlS 
lhat parocular prop. rans 
tnterested in teammg more 
can pick up the oomlc trade 
Splder-.¼m No,r by O.vld 
HlOO, Fabnoo 5apolsky, and 
camune Di Giandomeruoo. 
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Guilty Party 
Evidence suggests that solving crime can be fun 

A new contender has stepped up in the 
ongoing search for great ti,;rd•party 
games on the Wi. This time Disney is 

taking a shot at the popular console's notori· 
ously cfrffocult market with Disney Guilty Party, 
a minigame COiiection that actds in mystery 
and intrigue. Think Mario Party meets classic 
board game Guess Who, and you're on the 
right track. 

Whether you·re ~ tlYoug, one of the 
game's seven main cases in story mode 0< a 
fully randOr'rized mystery in party mode. every 
game of Guilty Party begins the same way: 
A crime has been committed. and you and 
y<,., fellow sleuth$ from the Dickens OetectNE> 
¥'Cf must cflSCO\lel' the cuprit. Each due gets 
you clooer to an answer, but the evidence must 
be won ttYoug, svccessftA rringameS. Some 
use thew; remote to emulate 1001s you might 
expect to find on a cr'118 scene - a flashlight, a 
~lying glass. and more - bu1 some of the 
tasl<s get a bi1 more interesting. 

In one area. you migllt confront a patential 
suspect'"'° knOws more than She is leltr,g on 
but needs to be broken befO<e she'll spl her 
guts. How do you manage it? A stare down! 
In this minigame. the location your Wii remote 
is painted at represents where )'OIX eyes are. 
As the SUSP8CI ffiO\/(l$ her head back and 
forth. you·• folklw her eyes with thew; remote. 

buldr,g the pressu-e until She cracks. Whle the 
easiest difficulty 0('fy in\/Qlves following the sus• 
peers eyes left and right delectNE> (medium) cf~
ficuty fO<Ces you 10 tit the Wi remote 10 match 
the angle of her face as ,~I. In the highest 
difficulty setthg, Stl)er·sleuth. the SUSP8C\ occa
sionally blocks her eyes ~h her hands. You'll 
t,a,e to use buttons on the Wii remote to pinch 
her nooe and keel) the prOCESS moving lilng. 

Acccrding to Wideload Games vice president 
Patrick Curry, this is the structure fo, al of the 
mirigames. On the easiest settng. anyone 
shoud be able to handle tt. but the hardest actds 
new gameplay elements that f0<ce you 10 adapt 
and relearn the mirigame. One ol the simplest 
nmgames is bribing a wi1ness. A1 tts core. 11-.s 
minigame consists ol taking money from your 
chivacter's hand and placing it in the w'ttness· 
eagerly open parn. But in its hatdest version. 
game vlain Mr. Vafentile attempts to steal the 
money from you as you place it in the witness's 
hand. Winnng the nmgame requies speed and 
strength as you slap away the daslatdly crimi• 
nal's greedy fr,gers. 

All told. Guity Party is packed with over 50 
minigames. and you won't need to tad<le al 
of them on yQ<X own. Al certail points. Mr. 
Vslenme lJ1leashes a trap meant 10 foil your 
crime soMng. prompting a CO·OP minigame 
,vhere a11 the detectM>S ,V()<k toge«,er to make 

it out alive. Curry paints 10 the tra'n mystery as 
an example of this. In one of the train cars in this 
level. Vslen1ine Jets IOose a basket ft.I of snakes. 
One of the characters cen search through lug
gage to scare snakes 001. Another must block 
loose snakes ,Yi1h a trash can I;d. Fi~. a thkd 
party merrber sooops 1hem up with a basket. 
~ng ol them. Every one of the main story 
rrodes IOcalioos wil have a signatt.re co-op 
minigame like this. 

With the vatiety of min;games and diff<:uNies. 
Wodeload hopes that Guilty Party will appeal to 
every member of the family. The tun extends 
beyond the st0<y mode as well. As mentioned. 
you can go into party mode to have a mystery 
created from scratch at any of the story mode's 
locations:~ generates a crime. a new cutpril, 
and new clues fo< you to track down. Once you 
complete a mngame in st0<y 0< party mode. 
that game wl unlOck in the game room. which 
alows you to practioe ~ as many tin>es as you 
want o, chalenge friends and family 10 a minig· 
ameduel. 

It's easy to be Skeptical of third-party Wii 
games. especialy minigame ootlections. bu1 
Wldetoad has a uni:pJe spin on the gen,e that 
has me excited 10 st&! cfgg'ng into Guity 
Party's mysteries. • Phil Kollar 



Majin and 
the Forsaken 
Kingdom 
An otherworldly take on a 
classic tale of teamwork 

Tons of classic s10<ies beg,) wi1h a young 
boy stumbling ac<oos and befriending an 
urlikely pet. Not all of 1hem are huge. mys• 

tteal bear'•hipp,opotamus c,ea1u,es caled Majin. 
how8\lllf. Majin and lhe Forsaken Kingdom 
is one such tale, and the charming action• 
8(M)fll\.l'e thle is bounding 10 North Ametica 
IJis surr.ner. 

Majin has been imprisoned whhn a castle 
f0< a h<J>dred years whle dalk forces engulfed 
lhe world 8tOU'ld Nm. He mey have remained 
there even longer ~ a young thief named Tepeu 
hadn't come aJong and r8fl)Ol,OO the huge SPike 
pming him down. The two team <,I) to escape 
the caslle - which is natt.mly teemng with 
ma1e1,o1en1 creaiures - and '8C011et' the beasl's 
IOSt powers. 

With the Al·oontrotled Mafn on his side, Tepeu 
has a much bener Chance against the evl f0<ces 
that haveoYertaken the land. Tepeuwields the 
spike which impaled Majin as a weapon. ();er 
tOO long )'8iM'S, the spike aboortle<I a fraction 

Iron Man 2 
Sega corrects Iron Man's 
flight plan 

I 
rs hard to clone a movie'sst0<yin a video 
game. You either spoi the plot f0< tans 0< 

risk oontradicting parts of the film's fiction. 
Sega's sclution to tnis p,Oblem w'rth Iron Man 2 
is to just avoid the movie's plot allogethe<. The 
game is =ing ou1 around the same time as 
the Robert Downey Jr. flick. and ij shares some 
characters and themes fr()(l'l the movies. but 
the stO<y itself is ternf)()(ally <fivorced fr()(l'l the 
world of the movie - meMing fans will be able 
to play the game ~hout risk of spoile<S. 

Comic writer Matt Fraction (7l1e lnvir>c/bkJ Iron 
Man and Uncenny X-Men) ~ formulate me 
game's plot, which moves at a brisk pace and 
is filled with ciell8c' ootogoe. >Mlen a portion of 
Tony Slarks ~ />J system. Jann$, is stolen, 
Tony tracks the tneves to RJss;a, MaJwl fans ,YI 
be glad to~ that many elements of the comic 
my1hology have been tapped to, the game: the 

of the creature's my,hicaf poweo·s. While he\, 
had<.ing away at enemies with the improvised 
armament. Majin can use his mi(flt to bn,athe 
fire and summon c:tevas1ating electrical storms. 
tn one inslMCe we see an outnumbered Tepeu 
defend aganst a mob of mons1ers wnle Ma;in 
tOf)f)les an overhead wall, squashing the bad 
r;µysbelOI>,. 

When brute forw woo't do the trick. lhe duo 
mus• use stealth and $Olll8 l)UZlles 10 Pf09(ess. 
Certain situations will require etther Tepeu 0< 
Majjn 10 ward off enemy assaUlts while the other 
SOives environmental f)UW8S. HolV8\181', Tepeu 

lerrorist orgarization />JM gets involved. and ron 
Man has a partic;Uarty desttuclive fight with the 
Crmson Dynamo. 

After O<t-, a few mirutes with the game. we 
could tell lhal a lot of time has been Sf)ent 
fi""9 the faults frO<n Saga's 2006 Iron Man tille. 
The game is still a lhid•persoo shooter with 
flight elements. but the oontrots - both on the 
gO<J>d and in the ar - feel sturoer. Players now 
have m0<e ways to upgrade Iron Mans tech. 
and the levels do a better job at pacing the 
game's action. 

mus• be mindful of hOlv far he s,rays flom his 
11:f, as only Maj,n's mag'(: can restore his health. 

Maj;, and the Fasaken Kingdom features a 
beautiful and biza-re art style. The developmenl 
team (which contains severe, Team IOO veteran$). 
draws ilspralion fr()(l'I Tim &.tons work 10 
crea1e the ·magical yec mysterious" ar. 

'Mile at r.st QlanCe ~ appears to Share several 
elements in common w~h The Last Guaroon. 
Map, and lhe Forsaken Kingdom IOOl<s like ii 
CO<Jld be an engagng advenlure. • Tim Turi 

... 

Holvever, the game's biggest change is the 
add~ion of Iron Man's new ally, War Machine. as 
a playable Character. Picking one Character over 
the other can change how the levels play ou1. 
War Machine is the heavy hitter who's not big on 
SUbUely. He's equpped w'rth ffi()(8 artillery than 
an aircraft carrier, and designed for players who 
just want to point and shooC. Iron Man. on the 
other hand, requres a greater degree of strategy. 
Designed ~h a balance between defense and 
offense, ,,t,at ~on Man laCl<s In f,repower he 
mal<es up for with Olher special skils, such as 
his ablily to hack certain enemies and have them 
fi(flt on his side. 

Sega has fiddled w~h a lot of the tech U'1der 
Iron Man's hood these last two years, and 
Shellhead is lool<ing better~ fO< battle 
than last tine. /lJ the very least, the game IOOl<S 
ll<e ij sh<xJd scratch OtX ~ch fa mechanized 
super heroics as we bu'ld to the movie's release 
in the first v.'OOk of May. • Ben Reeves 

(JIB(;/(a,meln(Olmer.axn/rrw let ~$Cleer,sart:J, 1/:,i/et for 
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U one clement has tied the entire McO'Old senes together, 
it's the sense of exptoratiOn and discovery in 8Jl alien atmo
sphere. 'l'llougll Ibo port,on ol Otll8r M llU!t I played lakes 
plaoo on a derelict space stanon rather than a dangeroos 
planet. players still need to use every OiCk samus has to 
fully eoplore llle map and find all ol the hidden power-ups 
In the early segment of the game. r ran paSI nwnerous 
ludden passages and side paths. many 01 which rcquued 
new weapons or advanced techniques to access. Unlocking 
bOmbS near the end of the demo allOW8d access 10 one 
~ po"NCr-up. but I coukl see SC\'Oral other hidden 
areas that I o,uldn't yet hgure out how to reach. 

Metroid Fusion: Storytelling 
Other M embraces a mom narrattvc--heavy approach than J)teV'iOUS 
games in the series. In this respect.. it's most similar to Metroid Fusion. 
the GBA release that int.roduced a more UllJOSl)eC:lJ\-'$ satnus whO 
developed a.n i.niler monologue and had more frequent interactions 
with other human and non-human chan'tcters. What sets Olher M 
apart - p0$$abl'y for lbe wol'S8 - IS that an of Uus monologue and 
cllalogue is fully ..,"'1<1. Some ol the melodramabc wnting that may 
not h.ave sounded Sll.ly in ~on as text iS harder to s1omach when 
spol<en alood. 

Other M also i.ntrodll(;8S a crew of Galaellc federation sokbers that 
sarnus wteraC1S w1lh. mcludulQ her old commanding olboer Adam 
MalkOV>Cll lwho featured into the plot ol Fusion). W<e the GBA game. 
Sa.mus takes orders trom and works wtlh the f'ederauon u,stead ot 
operau.ng on her own. a change that may annoy fans who loved lhe 
solitude 01 dassie MettOid games. 

Super Metroid: Plot 
Other M takes place 1mmeduue1y followm.g the events of 
Super Meuo,d (and before MetrOld Fllsu>nJ, a conneo-
oon Nmtendo is playing up a lot. 111e new game opens 
wtth Samus reminiSC:ing about the even\$ that ended the 
SNCS dassle: She was ooarly defoatod by Ule ""'1 MOlhct 
Bram. only to be saved at the last second by an unbkety 
ally - the baby Meuoid she r8SCUed in Mr prevlOU$ 
adventures. nus final Meuo1d was destroyed. effecnvely 
wipi.ng out the speaes. but not before 1t Powers up 
Sann.is. allm-Mg the bounty hunter herOU'le to take dO\VO 
Mot.her Brain and escape the planet 7.ebes. 

5amUS' n.atrabon during Other M's muo sequence lS tnoro he.avy~heatted than v.-e expected 
from Nintendo's c:oo1est heroine. lameno.ng the loss o, the baby MettOkl that she wiU "Dever see 
agam." and pondering what Jastmg effects the aeature's saaihce w1D have on her. Whatever 
the McD'Oid <bd has left he1 more powerful than ever. bu1 that power IS offset by a swprismg 
level of ennw. Though it'$ unclear how thing:$ wilJ pan out. the first 0.1tsoenes india,te that the 
events of Super Metl'Old will keep poppmg up throughout Other M. 



Ninja Gaiden: 
Fast-paced action 
NmJa Galdon ,s a necessary pan of 
Othe, ~f • illleago because ol lhe 
98.0)0'S developer, Tham NulJ3. Somo 
fans were warned that Samus· latest 
adYOnl\119 would be 100 toc..ed 
on action under I.his new team's 
diiecbon. and thooo rear$ aie at least 
paruany fow>dOd. 

Controlling Sa.mus in Other M U1-
vol'18S usm9 a single Wu romoce - no 
nunchulc or dassic oootroUCr options 
are supported. While the game 
contains clas:sac MctrOJd---stylo oxploration, the ngllt comdors often 
open up mto larger rooms that serve as 30 arenas for combat against 
waves of e.neirues. In NmJa Gmden fasluon, 5amU$ mov.l$ th.rough 
these areas at an inhuman speed. Wlth the abllity to dodge enemy 
attacks with a well-timed tap of the d-pad. Smee buttons on the wu 
remote are hmttcd. samus auto,.atms at lhe clooost oncmy m front oc 
her. Because ol lhe speed ol combat. hO\ovever, it's d.Uficw1 to target a 
specif,c bad guy and easy to ao::id8:ntally faoo away from the enemy. 

Metroid Prime: 
First-person mode 
Perhaps I.he biggest swpnse of my shof1 1.ime with Other M wM cbs,-. 
<X>'VW'lng that 11 contains a Mctr0td Pri.mfH.,sqoo first-person v,cw that's 
required to sc:an items u, the environment and shoot misslles:. 8y lifting 
up the Wu remote and pointing it at the saoon. the camera will zoom into 
Samus' YISOl'. olfcnng a new petSpecove on yow surroondmgs and the 
abtlily 10 Olm &eely. 

Whtie tho sudden switch to fust•pcrso11 was OXCl.ting at fll'Sl. tt acatcs 
some maJOr problems. Several eneuues m the first hour - mcludmg the 
fust bOCS$ (a J)Wl)Je tomaole aeaturet - req'Wt8 v.'<1:U•Umed llUS$t}Q SbOts to 
be defeated, Smee lbere's no nimchuJt attacbod to the Wii remote dunng 
play. there's also no way to move whl1e m hrst~person mode. I found it 
nearly 1mpos:slblc to stop and aim at an enemy ln first-person wtthout 
getting tut. leading to nwnerous silly situations where I h~ to run away 
from an ene.my m cardes until I had pu1 enough dlSlanoo bet'wOOn them to stand Sbll and ShOoe. 

First-person mode also allows SaIDllS to taJce a more detailed k>ok at her surrouncbngs and scan some 
items. though scaruung appears to be mucll more luruted 1han Ill the Me1101d Pnme senes. 
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Super Street Fighter IV 
A more than worthy update at a more than reasonable price 

Sty&. I Or' 2•Playet righting (2•Playet Onlinel hblla,hn Capoom D•veloper Capcom Releue April 27 1:SBB T 

W hen Qapeom amounc<ld Soper Slfeet 
F',ghter IV, many gamers were instantly 
reminded of buying multiple versions of 

Street F',ghter II bac!< in the early ·00s. These 
fans complained that this new release was only 
an excuse to "trick" gamers into buying the 
same game twice. No matter hOw much Skepti• 
cism its release has generated. Super Street 
F',ghte, IV includes far more content than "'"I 
previoos Street Figlte, iteration. 

Whereas the SNES updates added only a 
handful of new characle,s each time arocnd. 
SSF IV comes out swinging ,vtlll 10 add~ions to 
the original SF IV roste,. Of the new challengers, 
Jeri is my personal falKl<ite. She features rrulti· 
- projectles, a punishing cartwheel kicl<. a 
sneaky ar combo. and a brutal Ullfa Combo. In 
terms of si- .,.,;,.ct,ess, newoomer Hal<an is 
the standout of the bunch. He'sahul<ing, ~
red beast who relers to himself as the -01 Kli1g 
of Turl<ey." Almost al of his mows revolve arooncl 
oil, inct.,ding one ·attack" ;,, ,,hich he PO<J:S two 
bottles of olille oil al <:Ne< twnself. n·s not µat for 
giggles. howeve, - the oil increases his damage 

New Tricks 
All of the rotutrung chataaers trom tho ong.mat 
Street Fighter tv ha:ve been updated with a 
brand new Ultra Combo. '"'800- d0n'1 replace 
the flashy and devutating att&dts you·rc 
familiar with - they Just add another optiOn 
lhat you can choose from the character select 
seteen. These tJltri U moves: aren't oea=anly 
be11er than the origlnals, but they do feature au 
ol lhe ludicrous spectacle yoo'd expea. One of 
my personal fa\'Orites involves Cnmsc:111 Viper 
surfing her oppooenrs Darning body across lhe 
floor and up lhe wall. finishing w,lh a massive 

e:lectroruc upl)QrCUt. 

and defense, and extends the reach of certain 
attacks ll<e tis oil Slide. 

Not all of the exlfa fighters are brand new -"""°"" are veterans from Street F',ghte, Ill and 
the Alpha series. Fans of Mt:,n, Mal<oto. and 
lbuki wil feel right at home thanks to how these 
characte,s are handled in SSF II/, w~h '4)dated 

moves that feel faithflA 
to thei< original incarna
tions. 1'J of the playable 
characle,s. new and Old. fit 
perfectly witl>n ()apeom's 
classic fighting ll1iverse 
and are welcome aefd1ions 
to the se,ies· rebi1h. 

For al the p,aise Street 
F'91ter IV r~. one 
i,-.versalcomplaint 
revolved around how 
crlne play was SIIUClured. 
Modes we,e scarce. and 
the r--.g system left 

mueh to be desired. A f1oo DLC '-l)date didn't do 
mueh to remedy the situation, so a total ovematJ 
has been introdJced in SSF II/. Endless Battle is 
a new mode that alows seve,al gamers to join a 
lobby and watch the action. and~ operates on 
a '\'Mll'lef' stays" system. ff you're on a tear. you 
won1 stOP playing vnli one member ol the lobby 
finally topples you (lea\/ing you to sit baCk and 
watch the action until ycu tt,n comes a-omd 
again). Team Battle alo\YS you to pit two teams 
of up to four playe,s aganst each othe,. and 
you can even 001 up lopsided I vs. 4 bouts w 
you·re feeling partic\.iai1y cccky. Standa<d ranked 
matches are always an option, and an enhanced 
Replay mode gives you the opportulity to study 
other wortd warriors' tactics. O'ine play on 
the whole is far more robust in Super Street 
F',ghte, IV than~ was in the original, and sqjfi
canlly increases the reptayalll',ty. 

When ~ comes down to core gameptay 
mechanics. theres no denying that &,per Street 
Fighte, IV resembles the origilal in atnost eve,y 
way, However, the nlJ'l"lerOUS new chafScters 
and greatly ..-.,roved onine OPtions mal<e the 
game W()C1h a pu«:llase reg¥dless of whether 
or not you owned Ill. Capoom has said al along 
that the,e was sin'C)ly too mueh content he,e for 
it 10 be released as OLC. and my ~me with the 
game has convinced me of this. I put nea,ty 100 
hours into II/, and f can easily see myself pump• 
ing dozens more into this update. If you haven't 
played IV at all, then $40 is an absol.Jte steal for 
the llffimate ve,s;on of the best fighting game in 
recent memory, • Dan Ryckert 

Tow.'llcfl rfoood l.heopemr; cvcsaineand ,ewrnlog to1US 
1CIJ()(/S.gorog,m,11>1ormercorwmag 

9 ~ 
PS3 • 360 
» Concept 
A 100-big•for-DI.C 
impro .. •ement 10 an already 
$tellar fighter 

» G.raphlCI 
New ultra attacks: onswo 
yoo·n be seeing many Oashy. 
gorgeous finishes 

» Sound 
OmilS SF IV'S cheesy-yel
catchy ~lndestruaibJe• theme 
in favor of more traditional 
hyperactive tracks 

» PlayahllitJ 
Precise controls and Q:)Untless 
specials keep U,e action bri$k 
and exciting 
» Entertainment 
Al $40. this is the beSI 
value fot a figh1or you·» soo 
this generation 
» Replay Value 
l!lgh 

Second Opinion 9 
lmprovu)g on SUCttS$ can 
be tnd<y. oot capoom·s bes< 
games are crafted Uuoug.h 
careful 1tcrauon. super Street 
Fighter tv conunues the oom
pany's legacy or fioo,.tw1i.ng 
the11 premier fighting game to 
pugtliS1ic mrvana. Each o1 the 
10 ocw characters alters the 
now of a fight dramatieally. 
forcmg gamers to stray from 
their accepted battle routines. 
I was so charmed by Jun's 
Oasby locks and Hakan's Ody 
anti(:$ that my stubborn alle
{ilan0C$ to the cla.S:S.c fighters 
were forgotten. The return 
of the car-smas.hmg and 
barrcl-bustlllg nurugrunes 
deh\'ers retreshmg gameplay 
vanety and a JOit of oostalg\a 
that WJ.U leave you drooling 
all over yow arcade stK:k 
(and tf you don't have one of 
those. ge1 one!. The oodles 
of new comont rombmOO 
with the streamlined onJine 
ex~ne:nce are enough to sat• 
ISfy even the most fanabCa.l 
fighters. • Tim Turi 

reviews 87 



~ 6.75 
PS3. 360 
n Concept 

Blend a lradltional JRPG with 
John Woo buUet ball8t 

• G.rapblca 
Th8 Basel lOWe($ unique 

look Is undercut by bOrlng. 
repeated batUeHeld design 

• Sound 
These poor voice actors do 

their best with the stunningly 
strange dialogue. The soore 

impresses at times. but 
endlessly repeating tJat:ks in 
some areas will grate on you 

» PlayabWty 
TI1e stoop learning CUfV8 wiU 

slam mai\y casuaJ players 

n Entertabmtent 
A push and pull of being 

hooked and trusmued 

» Replay Vahle 
MOdora1c 

~ 6.5 
PS3 

n Conc•pt 
A Japanese crime drama that 
sloppUy oombin<>S element> 

from RPGs. action games. and 
Ope!M','Orld ritlt:s 

• Graphics 
Beautiful cuiscenes. but 

glitch8s: and ge:nerlc character 
models are oonstants 

» Soud 
Japanese vOloo acting '-''Orks 
for cuts0eoos. bu1 the lack of 

speech during gameplay is 
immediately nodcea.ble 

• ,ia,-.,,wt, 
The dated oom.bal engine 

wears out its welcome wty 
on, and the RPG etemetlts are 

bare~bOnoo 
» E"ntertalnment 

A SpecibC crowd wUJ 
approdate Yakut.a 3's: Japan .. 
oentric sensibilities. but those 

who don'l fall in thal niche 
should ignore it 

88 reviews 

» Replay Value 
Moderate 

Resonance 
Of Fate 
An innovative battle 
system can't make up for 
other deficiencies 

I n the spectrum of RPG battle systems. 
Resonanoo of Fate's leans more in the action 
c:li'ection. allow,ng Characters to move freely 

bef0<e fifing the gtn;-ooly arsenal. Machine 
guns take off temporary scratch damage. 
while ~ d<> pe,manent direct damage: 
softening foes up wtth scratch damage before 
dealing direct damage is lhe only way to SUC· 
ceed. While it's eas-t to spam more pow<lt'ful 
John Woo-style "hero actions" on standard 
enemies. dt.ngeons are full of pewerl\JI foes that 
require a Slrategic app,oach. If played smartly. 
hero action points wil replenish themselves. but 
you·1 run out and lace almost ce<tain death if 
you·re too haphazard. 

Al first I was confused by the battle system. 
When I graSP8d the flow. I fell like a badass gun• 
singer. Then I'd htt a nasty new enemy type that 
made me feel ll<e I hadn't teamed anytling at all. 
After some trial and err0< and plenty ol grind'ng. 
I'd figore it out and feel like the smartest tactician 
alive. The latter two steps kept going back and 
forth again and again. 

After the trous..,dth time you·ve seen the 
d'laraclers twist through the air. ft loses al sense 

Yakuza 3 

Style 1-Ptaye'r Rote .. Playir.t9 Publisher sega Developer Tri~Aoo Jteteue Mareh 16 ESRB T 

of excitement. Eventually. banles are either 
extroo,ety frustrating 0< so easy that you're juSI 
going tt'tough the same old motions. You'll f,ght 
tlYough a lengthy dungeon with no f)(obiellls at 
all only to meet a bOSS that's twice yo.x- -
forcing you to bang your head against the wall 
"' leave to rOOO<.I) ~ Slog thrOUgh the boring 
parts again. 

The oven'IOf1d oonsists of many Bat platfO<mS 
sca1tered up and down a Mcrlslic 1owe,. Every 
ptatfO<Tn's surface is cxwered in hexagons. and 
you rrust place pieces across the land ll<e Tellis 
blocks before you can transverse it. tt'S tempting 
to blOw throug, many of your hexes on a new 
area. but keep in mind that you'll be stuck gnnd· 
ilg f0< these later. tt's especlaly disheartening 
when you've been mow'<,g throug> a crttical path 
durgeon in which the enemies don't drop hexes 

al al. I SPent too much time in the late game 
ga1he<ing pieces to gain access to that next 
elevator or crucial towns. 

Beware: this game is exttemely wack-/. only 
mo.ing in a more serious cfreclion later on. The 
worst offender is homdog team leader Yashyron. 
Fort<1>ately. a the stocy's not your thing. you 
can t,ypass it ea,;iy. Resonance of Fate may 
appeal to the JRPG oomoissets wt1o is look· 
ing to, an interesting and cllalenging new take 
on oombal. Others most likely will be thrown off 
by Iha siHiness. steep learning curve. required 
gMding. and ~ pains - especially when 
there l¥'8 so many recent well-rounded APGs 
ou1 there. • Bryan Vore 

~oan·,1.tintame,.C1JW,r,ag l()(a,i cxtende<Jrc,ri,:wol 
lflcna(,ce of Fata 

Outdated gameplay plagues a Japanese mob story 

I 
I I'm to believe Yakuza 3's depiction of Japan. 
a visit to the country wO<Ad consist Of being 
oonstanUy accosted by punks wt>le walking 

through markets. being asked out on dates by 
random beautiful ,_ in burger joints. and 
perf""""'9 menial tasks like going fr0<n Shop to 
shop looking for d<>g toys. You'd get the occa· 
sional flaSh of excitement in the fonn of Shirtless 
fistfights on the rooftops. but these would be 
few and fa, bet.-,. 

F0< a game rooted so heavily in a tale ot 0<9a
nized crme. Yakuza 3 is Med to the brim with 
unexciting errands. In those moments where tt 
does Shift into al·out action. the gameptay feels 
incredbly dated. The bfaw~,g iS distinctly last· 
gen. complete with horrendous collision detec· 
tion. You·• unlock some vicious frishr,g moves = techniques that provide more wiggle room 
in terms ol imf)(oviSation. but the combat feelS 

style I-Player Action/RPG hbllah•r Sega D"•loper Soga Jl♦l♦aae March 9 ES:RB M 

dol'lnright mechanical when put up against other 
action games on Iha marke\. 

Leve&,g up your abities is a baSic O<deal. 
req,jrilg you to flJnnel experience into one ol 
four ca1egor1es. Howev<l<. these upgrades never 
do much to sigrifi(>¥,Uy char,ge the way you 
apf)(oach oombat. n·s a minimal nod to RPG 
conventions. but no matter how much you've 
upgaded. you·I stiR groM every tme some 
gangsters want to 6git because they think you 
looked at them crooked. 

Outside of the repet~ive lights. gameplay is 
mostly confined to waJki1g around and talking to 
POOIJle in M elfOrt to acrvance the stocy. V>1len 
Yal<uza 3 oomes down to these open-wond ele· 
ments. tt·s trounced by a title as old as Grand 
Theft Auto Ill. Oowntovm RyuJ<w may be heaviy 
popuated. but lhe lack 018l'ff real interac· 
tion makes tt feel Ike a ghost town. Numeroos 

activities ,... ava'lable. lrOm 
suprisingly~terec· 
reations ol golf. pool. and 
darts to afterthoughlS (ke 
the 0'00d1ul karaoke minig• 
ame. Some of these S8Ml 
as decent diStractions when 
you want to take a break 
from the main QU8SI. but the 
scant XP and cash boooses 

you receive lrOm them won't d<> anytJw,g to 
make lhe 00<8 gameplay mO<e tolerable. 

Yai<uza 3 offers an involved. lengthy SIO<y fO< 
those with the patience to wade lfYoug> the 
repelilion ~ annoyances. Fans wtlo have fol• 
IOWed Kazuna lfYoug> Iha previous installments 
Should erjoy watching him return to mob 1ae to 
f)(Otect his orphanage. Yalwza 3 C8M!$ tts own 
identily ~ cllaraclers. making it more than just 
"Grand Theft Auto in JapM: tt you don't feel a 
s,rong connection with the stO<Y, however. the 
dated gamel)lay mecoanics ~ lack of POliSh 
sap most of the enjo)ment you could poten· 
tially receive. • Dan Ryckert 

f()(our tJXlOOdOdtbriCNOIY.Mu/a 3. d,edt;out 
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Splinter Cell· Conviction 
Revenge is a dish best seNed by Sam Fisher 

style 1-Ptayer Action (Z-Pl,ayer Online! Publl$her Ubisoft Developer Ubisoft Montreal 
R•le- April 13 £SRB M 

I 
n $pinter Cell: Conviction, Sam Fisher's 
humanity is oomolishe<l. leaving nothing but 
an emotionally tra,I and ag~ated shell of a 

man. He lost his daug,ter. &8!)'008 he trusted 
betrayed him. He's teetering on the edge of 
mamess. and his thirst f0< revenge is the orly 
th;ng driving him. 

ConviC1ion follows Sam as he wrenches 
answers from those wl1o have wronged him. His 
methods are brutal, often mal<ing Jack Bauer's 
interrogations IOOk ll<e relaxlng massages. Heads 
are smashed tt-rough llinals. hands are impaled 
by knil,es, and most people wl1o exchange 
wO<ds with Fisher likely won't tal( again. 

Artfully oonstructed flashback sequences bring 
&wn's dar1<est days into f\JI frame, givng the 
hunt ahead a twiSted sense of ;.,stification. The 
plot races fonvard with the urgency of a Jason 
BclU'ne film and sl<its most of the diches associ
ated with revenge stones. V>.1lo Sam ends up 
hunting is a twiSt I didn't see ooming. This devel· 
opment is an eie•roler, but ~ go,es a concrete 
and satisfying condusion to &wn'S story. The last 
act, and the means with ,..t.ch &wn handes a 
high·rari<ing official. are worthy of a f,st purc:,. 

With the story tranSitioning seamessly from 
a tale of~ lo one of hope, the gameplay 
also takes on a new identity. Conviction Is not a 

slow·movlng stealth game. n0< is~ a fast-paced 
Shooter. Ubisoft filCls the happy med...-n. W4h 
solid gur'j)lay end int~ive movement at yoo, 
fingenips, Conviction offers the best of both 
,,()(Ids. I dktl't feel like I was rairoaded into 
~ one O< the other - I ~ corrbal 
the way I wanted to. 

The game·s sense of ..-gency SPlls r,,er into 
lhe stealth mechanics. I rarely foood myself sit· 
ting in one spot waiting for a guard to tu'n his 
back to me. The - oesv,s emtirace player 
choice in how you traverse environments as 
well. Wais can be ascended with the grace of 
Ezio from AssaSSll'S Creed, and a sprinting slide 
maneuver can quickly lower you from an enemy's 
line of sight should you need to cc,,er a large 
distance in a ~effort. 

Gu,play is highlighted by Sam's new ·mark 
and execute" ability. whk:h uses cinematic 
slow motion to frame the brain-bursting ShOts. 
When this move is used, &wn quickly chains 
together a series of Silent headshots. I used thjs 
alliity ~<l<JSly to make shoc1 ,11011< of small 
f)Od<ets of enem:es. and also to save my ass 
in shootouts that were heading toward game 
fY"'3fscreenS-

Conviction's orly~ oddfy is the logic that 
enemies 8l<hibit. They empty clips and toss gre· 

nadeS will\ the belSI 
of gamng's toes. yet 
are overly I/OC8I in 
their pursut of you. 
These chatty Cathys 
yel taunts so fre
quently that you·ra 
always &Ke of thef 
location. I don't 
know about )'OU, 
but if I spoiled one 
of the WO<ld's great• 
est killers I WO<Adn't 
antagonize twn. 
They feel m0<e Ike 

OJ. Evil henchmen than believable adversaries. 
1 also have niXed feelings on Conviction's sty

listic visuals. I love how mission objectives and 
memO<Y seq.,ences are projected on the game 
world. but the transitions to black and white - an 
effect used to tel the player they are hidden ~om 
enemy sight - a'e jarring. I know Ut,jsoft's intent 
was to rao.ice lhe reliallce on lhe Hl,O, but I'd 
much rather look al a stealth meter than have the 
game's go<geous visuals fade to shades of gray. 

Conviction's Single-player campaign is a finely 
crafted tlYil ride that puts Sam front and center. 
The game's seoond campaign ('/es, there a'e 
two oompletely different stories) tocuses on 
hvo characters named Archer and Kestrel. This 
oo,op only experience is heavy on action, purc:,
ing out adrenaline-filled "they're everywhe,e, 
man!" sequences akno5I e,,ery step of the way. 
Coor<inating mark and execute maneuvers with 
a friend to combat the onslaught is a gamng 
m0<nenl I'll cherish foreve<. Whjle light on narra
tive, this campaign is every bit as good as Sam's. 
It's my favorite Spinte< Cell co-op endeavor yet. 

It may surprise longtime series fans, but 
Conviction ·s rrultiptayer disappoints outside of 
the co-op. Ublsoft has induded a one--0n-one. 
spy-versus-spy competitive component. but a 
lackS the flair and depth of previous installments' 
sp;es.versug.mercena(,es mode. 

Splinter Cel: Conviction isn't the series' high 
P()int, but a does get the franctise back on 
track. Fans whO have been at Sam's side since 
day one shotAd walk at,vay wilh a sense of clo
sure and optinism f0< Mu'e installments. Al. the 
same time, tl"is is a g:eat jurnpo,g-on po(nt f0< 
newcomers. The fiction indudes al the relevant 
plot f)Oints of the series' past wahout the Tom 
aancy techno-babble that bogged dO\',,, pray;. 
ous entries. • Andrew Reiner 

(()I lldtJNsand~d CorwttkNtris.11 
wmv.gamtitllofmet..t:oovmag 

9 ~ 
360 
» Con~pt 
An action/stoaJth hybrid with 
pitch--perfea pacing and one 
heU of• story 
» Graphics 
The environment$ are 
beautifully rendered. •nd 
Sam's animations are loller. 
Olaek and white effects rue 
used too frooly, r{l$U)ting 1n a 
clotachmcnt from the world 
» ..... d 
Sam's gravelly tones are 
fueled by emotion. and 
bocl<oo by a swprisingly 
powerful $COl'e 

» Playlbtllly 
I never once had to fuss with 
the oontrots. The stealth 
mechanics are easy to 
e-mbr'llOO. and the gunplay 
otters razor-sharp precision 

» Entertainment 
A satisfying oonctusion to Sam 
fishe(s tale coupled with one 
o( gaming's most rewarding 
oo-op experiences 

• bplay Valu• 
Moderotely Higb 

Second Opinion 9 
Right off me baL Sphnter 
Gell: COnvietion hits a level 
ot lllttague often rOSiCrvOd for 
the climax ol • spy tbriller. 
An arresamg sense of urgency 
surrounds every steallh kill 
Sam Fisher perfor~. and 
eaeh 1e ... el tests: your ccaroon 
speed and split-seoood tocti
cal Skill$. 1-)guring out how 
to best mo,.·e thr~h the 
levels to ta.Jee out the many 
cnenues: was a thnll, and tbe 
gameplay is elastic enough 
to allo.v for mulLEJ)le ~lut10!\$ 
to almost any problem. Using 
the game's maik and execute 
system or tonunng guards 
for mfonnauon make you feel 
likO a bad.aSS. It's 100 bad tnat 
the Al lS so wilbng to broad
Wt Its J)OSlhOn With annoy
mg taunts. fl')e story also 
isn't part)Q.l)arty gnpping. 
and as soon as th.tngs: finally 
get mteresung. it's over. Co
oP does a grea, IOb of 
iteraung on the game's single 
player mechani(:s. Working 
With my partner to tako out 
fOUl and five guards at the 
same ome m a coo«hna1ed 
breach and clear maneuver 
might be one or the most 
exanng gaming moments ol 
the year. • Ben Reeves 
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Wii 

n Concept 
Play as a gun/swor<ISlingcr In 
a v.-or1d where the wild West 
meeu the la, East by way of 

The Rood Warrior 

n Gr•phlca 
1he Japanese-inspired area., 

are gorgeous, but some o1 
the other settings are bOgged 

dOwn i.n a dreary sa.menoss 
» Sound 

Mus:ic is catehy and powerful, 
with the Ennio Mon'ioonc 

influences you'd expect 
to hear 

• PlayahWty 
There's a lot of depth to the 
swordplay U you're looking 
lor it, and the ge.me d~ il 
g:,eat job ol easing playera 

intooombat 

» Enter1aln:me.nt 
Anyone who has ever s,vung 

an i.m.agtnary sword around 
tl>Olr living room shooJd give 

Red Steel 2 a shot 

» Re-play Vallie 
Moderately low 

T for teen? 
Red Stoel 2 doesn't in.ciude 
d.ismcJnbc-rmcnt or blood. 
but th.&t doesn't mean that 
it's not brutal. Soma ot 
Hero's 6rushing attacks are 
downnght dlsmrbmg, pa,
bOJ.latly tho ones lhat uwotvc 
firearms. Cradling a Jackal's 
head and blaSMg II apart 
at dose range tS nMty. even 
withoul sooing gray matter 
splatlonng out the back end. 
lf that's what you're after. 
Ub1soft dO:fITT1toly de:lwcrs. 
Parents may want to watch 
the game m actton before 
malong a deas10n. 00\ .. 'CVCr. 
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Red Steel 2 
Steller swordplay makes it easy to overlook a few dull edges 

B y the lime yoo reach the end of Red 
Sleet 2. you feet unstoppable. IS a huge 
dude comng at you with an eQllaly super

sized maul? No prolllem. Use your Maladof 
ab'dity and 9racefuly sidestep his Charge. staSh• 
ing his now-vulnerable back to nbbOnS. Whal. 
three ninjas ttwlk they can swarm and over
whelm you? Using 1he Cobra. yoo quickly paint 
your wgets and methO<lically blast each one 
apart with your revolver. Even a minigun-wield· 
ing OPPOnen1 is no ma1Ch for the mysterious 
hero. Hero. Channeling the power of the Bear. 
you slam your fist info the ground and charge 
at your s1unned p,ey. Red Steel 2·s combat Is 
challenging and interesting for u,ose whO take 
the time to learn its nuances. Wagglers need 
not apply. 

When UtJisolt Paris aw,oached a Red Steel 
sequel. they wisely shifted away from the bland 
Asian gangland se1ting in ta,,o< of something a b~ 
more fantastical. Red Steel 2 is set in a bizarro 
Nevooa. where the old Wes1 has fused with 
the far East. Hero, the SOie remaining member 
of 1he Kusagari clan, has retu-ned fTOm exile 
10 fnd his home in runs. />J firs1, he sJarts his 
QU8$l to, revenge by focusing on the Jackals, a 
tow-ife bMd of scavengers. but he soon learns 
lha1 the rival Ka1al<ara clan is after tiln and his 
legendary swo<d. 

Utimately. the s1o,y is ;.,s1 an excuse to put a 
9ll'l and a sword - legendary ex otherwise - in 
players· hands and set 1hem IOooe. As one of the 
first games developed exclusMily ro, WiiMolion 
PIJs. Red Steel 2 has a heavy load 10 bear. Does 
the periphe(al live uP to the hype and deliver 1: 1 
controls. o, a1 least a close approxrna1ion of 
sword-swinging ac1ion? Wtwe I've neve, handled 
an ac1uaI blade o, fought against a pack of 
tt.,gs, I've been known to swing a stick o, 1wo in 

• .,. •• 1-l>Jayer Aroon ,.,,u.,,., Ubisoft » ... ,o~• Ubi.soft Pans ao1 .... March 23 J:SU T 

my day. Even ff they're not completely 1rue to li1e, 
Red Steel 2's controls are responsive and clelive< 
a deeply sa1isfying experience. It cloked lo< me 
the first time I saw a Jackal slicwlg dov.n at me, 
lnsth::tively, I b1ockOO h0rizon1afly and his blade 
gJanced away hamllessly. Ponting my Wi remote 
a11he screen. I then ventilated him w~h a few 
wetl·PiaCed Shols. Some of the more technical 
maneuvers recpre button presses and odd com
binations. but the flndamentals of using a SWO<d 
offensively and defensively are intuitive enough to 
be picked up by just abOUt anyone. 

As Hero advances !trough the s1o,y. he 
learns new moves fTOm his mentcx, Jian. They 
include a vi.-iely of finiShing moves and aUackS 
designed 10 take enemes by suprise in various 
situa1ions. If an opponen1 is l>1l10(ed. yoo might 
block his firs1 few attad<S and then counter 1vi1h 

a metal-smashing CruSh attack. If Hero is sur· 
rounded, a quick use of the St011ll wl unleash 
a cyeJone of death. By the end of the game 
you wiD have accrued enoug, of these ve,saJle 
attackS to handle i,JSt abOUt anything the game 
can throw at you. Weapons and armor can alsO 
be leveled up, gMng the 
swo,d more damage 0< 
adding speciaJ prope,
ties to guns such as 
ricochet Shots. 

The combat is so good 
that a deseMlsa bette, 
game. Missions are doled 
out in a bOring bulletin· 
board system. and the 
majority of the sideQvests 
are the same throughout 
the game. Tearing down 
wanted POSters and 
hacking info transmission 

tOll'Ol'S by pressing lx,ge ye//1:N, buttons isn't that 
interesting the first time. and a's decide<fy less so 
the third 0< fouth. Some of the enwonmeots are 
go,geous. particuarly in the beginning of Hero's 
QU8$l. As the game drags on and players start 
spending mo,e time in featureless caverns and 
canyons, ~ gels to be a bit dull. The same goes 
f0< the enemies. There just isn't en:llJ9l1 variety in 
1heir rMkS to keep things fresh. 

Fortu'lately. the good parts in Red Steel 2 are 
QUite good. The combo system is llexille and 
offers room lo< expe,imentation. You can take on 
a aowd of ninjas and JackaJs and decide pre
cisely hOw yoo want to tal<e out eaCh one. Sure. 
you'll be batUing the same types of enemies in a 
few ugly veroes. but the clay that lelekinelicaly 
pUShing bad ',}r-JS into exptoslve barrels gets 
old is the day I hang up my hat and Sheathe 
my sword. • Jeff Cork 

""''ga,,-"""am'mag,.,..,,mcr,_,,R«Js,.,..,2, 
ildKJif1Ja~at/lONlh6gams IY3S /OaJs,UJsredbad( In 
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Cave Story 
A retro gamer's dream come true 

style I-Player Aotion/Platlonn 1'11.blloher llicalis 
Dneloper flicalis Rt le-.e March 22 tSRB e 10+ 

I 
magine a game that was a-eated but 
never released during the Class1c era of 
earty console gaming, II has 1he side

scrolling platfonning and upgrades of 
Melroid, panerneCI bosses that rlvat lh8 
earty Ninja Gaiclen tales. and music that 
stands toe to toe with af"I 8·bil Mega 
Man. Give It a compelling mythology like 
Link to lhe Past and multiple endings in 
Ille style of many Castlevania titles. Now 
you ha\/8 a p,eny good idea ,vhat to 
expect out of Cave Sto,y. 

The game tells the somet.-nes p,e• 
cictable SIO<y of an amnesiac robol 
who awakens in a strange land of 
monstera, tal<ing raboit creatures, and 
f,eooish magic. As he exptoces his sur
roundngs. he becomes embroiled in a 
struggle betvioon tho island's peaceful 
natNeS and a tyrannical scientist with 
planet~ ambitions. 

The game does a fne job of commu, 
nica1ing a sense of mag;c and disoovery 
as you mo\/8 through sandblasted runs, 
unoowater rive<s, and stark. cliff·side 
Climbs. The strange creatures that 
oppose you along lhe W"'J are unique and 
varied in ther attack strategies. That's all 
the more toue with tho bosses, who feel 
0<ganicafy placed in the st0<y, rather than 
fonn.laic stops at the end of every stage. 

Second Opinion 9 

Ll<o many games in this classic sl)te. 
tho Items requied f0< progression some• 
times seem art>itrary and hard to find: this 
clovotion to foon is tho ,vorst that can be 
said about tho otherWise steady pacing. 
Playe,s frequently unlock new 8Qlip• 
ment, and a unique ,veapon upgrade 
system keef)s combat nllevant and 
exci(;ng ttvoug,out, 

Cava Sto,y has a retro look that could 
be a 1U'n--0ff tor some, but there's a sur
p,ising sharpnesS and <Je(lljlecf beauty to 
tho game world. Visually strl<ing back· 
&OPS abound. and hand-()-awn Character 
art brngs the cotorlu personalities to Ile. 
E~ly important is the rrusical score, 
which cals to mind the catehiest game 
tunes of the 1980s. 

From beginning to end, Cave StO<Y is 
an engrossing and challenging down• 
- tiUe. Don't be <flSSUaded by 
the simple throwback s1)te - this game 
is deseNing of a trip down mern0<y 
lane. even ~ you've never walked this 
w~ bef0<e. • Matt Miller 

FCIIU--da...Slc,J< ~-• 
det,mM/hehist«rc/1"/s/n~- .... he.>J 
(l(efl0~10tmef.<XJm'm8tJ 

Wii 
» Conc:tpt 
Return to video game roots !ot 
a surprising new adventure 

• Graphla: 
Decidedly old·sdlool visuals 
create a masterpiece of pixel 
art presentation 

» Sound 
Just try to not have these 
tunes booncing around your 
head for three days 

• Playablll1y 
F1oaty Jump meenaruc:s take a 
while lO get U$IOO to. but you'll 
be thankfUI. lot them 01,oe you 
hit the end 

» Enterlalnment 
Simple but solid mechanics 
and exooUcnt game design 
can take a game a king way -
here's the proof 

• Replay Value 
Moderately High 

It's hard to find fault m Cave Story. The graphD are Slmple but endeartng. The mU$ic l$ masterfulty composed. and when 
oombmcd wlth an engaging story. carries true emooonal weight. Combat is (luld and dJ\'CCSC, and the dymumc weapon XP 
system fdtates an ebb and now that hM you oonstantly reevaluating yr,.,., skirmish strategy. Res1><1wn.ing enemies keep 
actton high. aod ep.c boss battles harken baek to dozens of classac ttanciuSe$. unfotduig 1n a sOOV.·cc of pro,ectlles. Allh~ 
fauty linear. secrets. bonus ·weapons. and several alternate endings give the players reason to come bac:k for more. The 
only bkmush 1s the w1retiable sa,.,e pomt frequency; at nmes. death will leave yCRJ replaying large p0ftions ol a level. Still. 
offering a ooar-pcdoc,: ba.lanoe of exploranon. combat. platforrrung. puz1Jcs. and charm, cave Story .s the epitome ol what I 
want from a downk>adable title. • Meagan VanBurkJeo 



PS3 
» Concept 

Make a Zelda game ror 
ex-Ninlendo fans with PS3s 

• Gr•phic:a 
A beautifully simple 30 take 

on third generation video 
game sprites 

» Sound 
Part Zelda part Final 

l'anlosy, part Meg• MM; lhis 
soundtrack rocks 

• PlayabWty 
You'll know what 10 do 
the second you piek up 

lheoon.troll&r 
n Entertaln:ment 

Cuckoo nOOdle soup for the 
totro gamer's soul 
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» Replay Vaha• 
Mod&ratoty Htgh 

30 Dot Game Heroes 
Atlus brings Zelda back to its roots 

I mila1ion may be the sincerest fonn of ftatte,y, 
but it can also leacf to kick-ass rip-offs. 30 
Dot Game Heroes is an unapologetic tribute 

10 The Legend of Zelda, tempered with tons 
of NES•era nostalgia and refreshing, simple 
presentation. Wrthout the cfistraction of forced 
irroovation, From Software has success• 
fully refined the classic fonnula to pure retro 
gaming bliss. 

30 Dot Game Hemes simultaneously looks 
Ike eve,y11'ing and nothing you've ever seen. 11s 
ll1qJO graphical seyte expan(fs classic 20 spri1es 
into the thlrcf dimension. Every single objecl in 
the King(fom of Ootnia is con-.,osed ol tiny 30 
cubes. The stumrg ~ and particle eftects 
make the game resemllle the mast81W011<s of a 
video gam&-ObOOSsed LEGO ard'itecl b<Ought 
to r~e. Molivaled advent11ers can flex their own 
creativ'rty in the accessit)le hero editor, or choose 
from cfOtens of preasserrl)led characters like a 
shar1<, ninja, or fu1ky Santa Oaus. Putting the 
trne into making a great-lOok>lg hero heifl>tens 
ownershp of the b<illiant 8(Ml(llure 10 come. 

Whichever character you choose. 3D Dot 
Game Heroes plays Ike a version of Zelda that 
aged as well as yoo,: fond memories of the 
series. I'll spare you the details on the sto,y and 
gameplay, because you've cfOne the cfungeon• 
crawling, puwe-soMng, bOOmerang·Slinging 
song ancf dance before. All you need to know is 
that it's stl f\Jn. 

Where 30 Dot Game Heroes c1eparts from 
the core Zelda formula is in its challenge. Sirrj,ly 
navigatng lhe oven'l()fl(f from d\l,geon 10 00>· 
goon can be perilous and conrus;og. but that d~· 
liclJty makes fnding yo.,,: cfestination that much 
sweeter. Cleamg dungeons rec:,,ires 1remenc1ous 
concentration and patience, but~ you·re a true 
Zelda fan you've been training yo.,,: w1- lifo fo, 
!his. If you·re IY()(ried about wracking yo.,,: mind 
on a single puzzle for an hour, fret not: They've 
been expertly crafted. Boss diffiCl.lty, how<lvllr, is 
inconsistent. A huge dragon chewed on mo for 
aboo1 an hour, while a towering knight dla'l't so 
much as sc,atdl mo. Gamocs expec1;ng a wis1ftj 

<OmP through a bizarro HynJl<l are in for a sur• 
prising amount of game 0\/el'S, but each wil only 
strengthen your resd\/9. 

The game controls similar1y 10 the IOP•CIOwn 
Zeldas. Staunch ~adilionalisls are free 10 

na119<1te the fields anc1 cu,geons of Oolnia with 
the d·pad, but I'd rocoornend the analog stick. 
Before you recoil at my retro gaming-blasphemy, 
you Shoud knO\v that improvements have 
been made to the prrntt;,,e Zelda swordplay. 
Many of the game's nunero,.,s ,veapons alow 
360 cfegrees of attackS, which the anaJog stick 
Slickly supports. 

Speaking of swordplay, CIO )'OU remember 
how in the early Zelda games yoo,: swo,d shot 
lasers when you had full heallh? That mechanc 
returns here, but some blades nearly NI the 
screen. For example, the fuily·upg,aded kataoa 
lacks width but can cut cfOwn baddies from 
Clear across the screen. Combine !his with the 
spin attack and you've got power that mal<es 
the master SWOl'd look like a poct«;t knife. Your 
weapon's ability at ma,cimun llitality creates an 
erQaging st,uggle to always remain at f\JII health. 
When you're reduced to your regular armament, 
the game beocmes a tO\q'I, cfesperate tOmP 
whiCh coaxes from )'OU lhe dormant Zelda skils 
necessary to suvive. 

This Shrine to Miyamoto cfOesn't come wilh· 
ou1 Its faults. Sometimes the dungeons' fixed 
camera perspectil/$ obsc<Jres a vital path, which 
can halt p,ogress for hours. Addltionaly, yo.,,: 
character's collision box doesn't ctlfl'8S/)00d to 
its ~een model, which can lead to unntuitiYe 
snags on geomet,y and ~s regarding 
whether )'OU're the right size to _e ,tvough 
a narrow passage. 

Utimately, 30 Dot G!wne Heroes combineS lhe 
ooginal Legend of Zelda's wood wilh A Link lo 
the Past·Slyle gamec;,lay, ,vl>ich proves to be an 
absot.lte blast Whal the game lacks in o,ig'nal· 
ity It makes uP fo, in nostalgic humor, polished 
gameplay, and length, Clocking in at a<OUnd 20 
hours for non-~s. No self-respecting 
Zelda fan o, retro garner Should pass 1l1is 
one ui:,. • Tim Turi 

Fot an awesome ri:feoCI (M CUSk1m l.klk h«Oadt'f!il~ kl ti» 
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~ 8.5 
PC 

u Concept 
8ulld an coonomy thu can 
power your way to victory 

with any c:ombination of 
traders. clerics.. and soktiers 

n Graphics 
The bright canoony art 

combines with a great uoo of 
de:Plh-of-f,etd effects to make 

an amactive game 
» Sound 

Th& limited musac tracks 
"'-oat thin loog oorore you·rc 
6nlshed with one of Settlers' 

boor-plus play sessioN 

• PlayahWty 
Giving )'Ollt people ordeB 

works woll enough. ~ 
,u the information you need 

10 give effective orders is a 
different mane-r 

» Entertaln:me.11.t 
Larger empires are unwieJdy 

and the loc:k ol fooctback 
can bo frustrating. but this 

is an exceuem strategy 
title regardless 
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n lloplay Value 
High 

The Settlers 7 • Paths to a Kingdom 
Economic sim incorporates a tasty board game flavor 

r:cAME°'~ MONTH r:9LVER 

As SimCity's success clemonslratecl years 
ago. tcning a system to create elfdent 
outcomes is its own r8\'V9rd. The Settlers 7 

taps into this basic well of entert-t with 
ijs eoonomy simulation, but that's nothing we 
haven ·t seen bef0<e. This game goes the extra 
mile with an impressive diversity of map types 
and victo,y conditions. board game-like oompe, 
tition with other rulers. and multiple vectors for 
expanding yovr pawer and inl\lence. 

The simplest pr=tion Chain sees wood<:ut· 
te,s ChOl)ping trees into IOQS. which are refined 
into planks at a sawml and fnally used by con• 
structO<S 10 l)Ut up ll<ildngs. Dozens ol pa,alel 
and criss-crossing trackS exist - gold tU'ns into 
coins and jewery, v.11ile grain is mlecl into flour 
and baked 1110 bread. N; you conswct each 
pr()(llJCtion build'ng, you have to make seve<aJ 
conlinual decisions. like where yovr wood goes 
when you need~ f0< paper, plali<s, and Char• 

Style 1-Player S1ra1egy (4-Player Online! PuJ,Usher Ubi$011 Denloper Blue Byle 
Jt.ieue March 23 ESRB £ 10+ 

coal. Optimal efficiency requ'res lailOring your 
buiding placement to Iha contours ol tha map, 
ensuing that 'fOV( blacl<smilh dOeSn'I have to 
waste time walkng 10 hell and back 10 get Iha 
iron bars ha needs. M.r>aging this simple yet 
interesting economy is lhe bulk of the game, as ~ 
has lo support your overal S1rategy and S\l'Vil,e 
Shifting condilions ll<e fO<eStS being <iel)leled Of 
mines running City. 

M those materials need 10 be put lo good use 
in order 10 secure vic<o,y. Conquest (0< defense) 
demMdS blacksmitl1S, mints. and wheelwrights 
to equip l"<Jr mltary. Clerics can research 
technology and proseMize neutral seci0<s into 
jOinr,g yovr 81l'4)ire, and ~re beer, bOOkS. and 
jewelry. Traders can open new ofl,map lrade 
routes lhat can 1um surplus goods into .-led 
SUf)flies °' money, and c:1emane1 fl1e jackets and 
jewelry to w0II< ta you. Plaming and executing 
your grand strategy using some corrtlination of 
theSe u-.ee elements is gea1 fun. and victo,y 
generally goes lo the player whO best lailors his 
a her plan to lhe siluation. A,jffy is iml)O(tant as 
well - bei>g able to switch yo,,, focus and cove, 
a stone deficij through traders when your neigh• 
bor ru<lefy COfXl<)8rS yovr Quarries. for instanoe. 
is key. 

Each map has ils °'"' flavor. One may have 
dense IO<eSt CQ\18r, WI ltue in lhe way Of mines. 
Farmable land rrighl be in Sh0lt supply on 
another, while fish and game are ptent~ul. The lay 
ot the land detecmines hOw effeclive various sec• 
tO<S ot yo,,, economy are I1<e1y to be, but (1JeS!s 

and victo,y condilions are m0te expliei1ly lriQo.Je 
to each map. Wrning is based on victo,y POints 
rather than wiping OUI your enemies. These are 
awarded lor excellence in each 3SP8Ct ol lhe 
game, where a l)Oint belongs I0 the player wilh 
the most money, the most wor~. the most 
soldiers, etc. Special condilions Ike oompleting 
a quest for an NPC 0t researthi>g a SPeCitlc 
expensive technology can grant points as wel. 
The frS1 player lo a sel limil wins. It's a geat 
system that smartly emphasizes the wide spread 
of g8mel)lay in SettlerS 7. and generally rewar(IS 
the most wel•rowded player. 

Settler$' lew Prooiems are irritat'.og, but har<ty 
deal·breal<e<S. A laek ot feedbaek in the interlece 
makes it hard to manage large, rruti•province 
production Chains. Irs easy 10 not no«ice that 
there's a problem ,.,;111 your iron smene,s t.r1d 
you sudcJenly n.r, oo1 ol swords and have lo 
frantically search yovr 8"'4)ire '°' the brOken link. 
Gelling thal in<IJstry baCk on track can lake a 
lot ol tine, and missing a sman detail can easily 
deral your entire strategy. Also. lhe sto,y in 
the single-player campaign iS execrable, but a 
healhy skirmish mode and good online s,,.qx,rt 
make up for It. 

Ubisoft has built in COfM'llrity tOOIS 10 keep 
the game healthy in the long term if 8'lOUgl 
l)OOl)le get on the Settlers 7 wagon, ,.w, a map 
ecftor and seamless online matChmaking. rm 
~ that people get into it, because I plan 
on keeping lhis one in my regclar rotation 10< 
scme line. • Adam Biessener 



Pokemon HeartGold/SoulSilver 
New training methods add value to gold and silver remakes OQO 

FERILIGRTR 3i.?o -TYfRU~ St.v,7O -

FIGHT ~l 

G amo Freak has a large portfof,o of 
Pokemon litles that have met tremendous 
success deSpite the 1ac1 they don't take 

major leaps in imovation from one entry to 
the neX1. If you·ve played one POl<emon game 

in tl1e se<ies, you've esseniially played 
them all. Battle across vast expanses 
of tall grass to beef up your Pokedex. 
Challenge gym trainers region-wiele 
and purrvnel their Pokemon to collect 

precious badges. In Hear1Goi<I and 

Sly!• l •Playcr Rolc•Playing (S·player Via Locall Pw>Ushw Nmtcndo 

SotASilver. ifs oo different. 
As remakes of the~ Boy COlo<'s Pokemon 

Gold and SMlr. you·• tread t11e same map 
locations and expe<ience the same sto,ytine. 
Ho<vever.-, thoogh you're replayilg games 
that first debuted nearly tO years ago, watching 
a Poke Ball rock back and lorlh on a ~ 
capMe will still make you hOld your b'eath until 
you hear the satisfyilg click. 

Nostalgia may not be enough lor some players 
to give Hear1Gotd"' SO<JSiver a go. thus tl1e 
add~ion of the bon<led ~valker is certainly 

welcome. The Pokewalker is a Im, hands-on 
alternative 10 the n-game Pokemon Day 

case that will allow you to ie11e1 POkemon 
who may not be ready lo battle in thei 

cureot state. Simiar to the Plkachu 
pedOmeter that inleracled with the Game 

Boy COio< beck when Gold and SMlr were 
released. the Pokewalker ailolvs you to easay 

trMSfer collected Pok<!mon w, infrared to and 
fr= the d<Mce. OlC8 a Pok<!mon is st()(ed, 
the player can eam Watts based on hOw many 
footsteps are taken. which is the currency 
needed to participate in Pokewalker minigames 
that aJk)w you to collecl rare items and capture 

ll6"610jltr Gamo l'toall RelHU Marc!) 14 CSJII e 

hard-to-find Pokemon. In general. the 
POl<ewalker allOws lor more interaclion 
with the game than the Old Pi<achu 
pedometer eve, did. 

Once your Sl()(ed Pokemon is 
returned to the game cartridge. a 
cute animated Sl"'Y wll be !Old on the 
OS screen noting dates and times you 
went f()( watkS, tines you were idle, instances 
ol Pokemon encounters. and battle results. 
Did I mention as real)' cute? Upon return. your 
POl<emon will earn a level increase as ,veu. With 
the abilty to ga'n new ttems and Pokemon, and 
OPP()l1unities 10 iellel-up your existing Pokemon 
with0u1 the usual groo, the Pokewalker is a solid 
addition to any trainer's loolset. It's also a pretty 
deC<lnt pedometer to simply keep track of your 
actMtyiellelS. 

The -d wi·fi oonneciMty options that 
have appeared n = of the more recent 
Pokemon games are avalable to inleracl w~h 
traine,s around the wortd and trade Pokemon 
10 boost your collection. The orly other notOOle 
addilion is the inclusion ol Pokeathlon games, 
a series ol sir9&-player minigames that make 
=Piete use ol the touch screen. Though a 
minor indusion, the Pokeathlon is just one more 
change that separates HeattGold and Sou

from thei' orignaJ source material. 
Gold and Sivers timeless gamep1ay =bined 

with the Pokewalker and extra minigames makes 
the decision to catch them an over again a no• 
brainer. Even though the classic Pokemon f()(· 
mula stil W()(ks as - by these remakes. 
1 can't help bu1 hope'"' a Pokemon li1le that 
breaks some rew grOUld. • Annette Gonzalez 

8.5 ~ 
OS 
» Concept 
It's a Pok~mon RPG. Do I 
really have 10 explain? 

» Sound 
You'U find yowseU bumming 
along to familiar nmes 

» Playal>wty 
Pokefans and newo::,mers to 
the series can easily jump 
righl in 

• Entertainment 
A trip down memory 
lane with a few added 
perks to enhanoo lhe 
ttamlng experienoo 

1'he sout00 matcnaJ (or 
SouJSil,.•er and HeartGold is 
ooarly a dteade Old now. but 
that doesn't mean it's gone 
Slale. Updated v,suals end 
little touches like PoMmoo 
who follow your 8Vatar in 
the •Norld ara wetc:ome addt• 
oons from the GBA onginals.. 
Trapping a o:>ve1ed new 
c:rcaturo 11S still a thrill aftc-r au 
of these years. which makes 
for a perfect -,USt ona more 
mmutc" experience. One 
of the surprising addlb01l$ 
oomcs m the form oC a 11ew 
pcnpheral. The Pokewalker 
i.s a rutty devioo that adds 
even more to the O\'Ct-

stuHed game. The raa that 
u docsll't rattle like a box or 
'Nc--Tacs like some low-end 
pedome-tcrs is a plus, too. 
Whether yoo·re new to the 
sene:s or have been foUowing 
1t w1lh ,cu~ rcrvo,, the 
latest entries are a reminder 
that there's: a h.Jghly polished 
game amid all the lad· 
oe:n.tnC hype. • Jeff Cork 
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~ 9 
DS 

» Cone♦pt 
The dassic W pUZIJler 

gets reimagined in 
UUee <limen$il)Tl$ 

» Graphics 
rrs cubOO and numbers, but 

1h8 inttrfac:e and graph,cs are 
doanascanbo 

• Sound 
SooUiiog in a "Please hOld 

wnD tho next available 
representative can take your 

can· kind of way 

• PlayahWly 
I was really impressed by 

the polished ond problem
tree interface 

» Entertainment 
It's a great twl'St on one of the 

best pu13Je series eve1 

• Replay Value 
Higll 

~ 8.5 
DS 

H Conc--.,t 
Step into tho shoes of an 

elementary game designer 
to create your own frenzied 

microgames in hallmark 
WarioWare fashion 

» Graphics 
On par with previous 

wanoware lilles. However. 1h8 
aes1h8tk:s of OJStocn games 

depends entirely on ~-our O'-Nn 
artistic prowess 

• Sound 
Unique melodies 3nd beots. 

U yow own auctio lalents 
are Lacldng, better leave it to 

lhe maes1.ro 

• PlayahWly 
The learning ewve can be 

steep as you take the role of 
arti$1.. programmer, and sound 
d~gncr. but ~'OU ha\-e au 100 

tools you ooed to suoc:eed 

» Ente,r1ai.Nunt 
The preloaded m.iaogames 

310 qwck and quirky. but the 
degree to which yoo enjoy 

0.1.v. is inextricably tied 10 yow 
oommitment to Jea.m 

u Replay Vatu. 
Higll 
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Picross 30 
Adding a new dimension to an old classic 

Style 1-PJayer Puzzle Publlaher ffin1e.ndo 
D"eloper HAI. LabOratories Release May 3 ESRB E 

N intendo introd\Jced gamers to the joys of 
nonogram 0<, as they were m0<e famously 
known, -pan t by nurnbe<S- puzzle$ in 1995 

with Mario's Plcross fO< the oog:nal Game Boy 
~he made-up name being a IO<eshortening of 
'pic(tl'e crossw0<dl While a few mo,e P',cross 
titles have released in Japan and the U.S. ey.,er 

tha years. netting of note has changed in the 
original fo,mula - unli now. Plcross 30. as the 
title suggests. bmgs the tracfJiooal gameplay 
into UYee dmensioos. Now. instead of creating 
sinJ)le dol-matrix art on a 2D grid. you·re essen
tially a sculpta,. knocking out cubes fra,n a block 
unli you wh'.ttle it down to a l)<imitive Shape of 
some famifar object. 

The rues are SfTl)le: Rows and ooums are 
marl<ed ,vith a runeral Iha! desoibes the number 
of CtbeS it oonta'ns. These CM be displayed 
on 8"'/ of the sides of ewe. Sometines. i the 
number is ZEIO. you CM knock OU1 an entire row 
o, COiumn. Sa,ne nurrt>ers are oirded. which 
rreoos that the blocks isled are divided nto 
1wo g,ows, separated by at least one blank 
cut>e. Trust me. it's mueh easier 10 unders1and 
in practice. If you're one of therrillions that's 
beoome aci<kted to ~u pUZZles, Plcross is 
ve,y mUCh in inewith thOSe puzzles' process of 

eimina1ion strategy. 
Fr0<n a cmical standPQint. ~1, t<l\ql to evaluate 

Plcross. as tha game haS that near-perfect qua,. 
ity that makes Sudol<u. crossword. and Tetris so 
appealing. That said, <levelope,' HAI.. tOOk a risk by 
brirQing it into 30. Md that ga,-rble pays off big. 
Essentialy, it's everythng I alreacly kwed about 
Pictoss. but there a,e m0<e factO<S to consider. 
Each move must be IOOl<ed at from every angle. 
Md as a resut ij's 811 even m0<e challeajng task. 

As might be expecled by a Nintendo-pUblished 
title. the interfaoe and MOtial are ex-. You 
can easily rotate Y0\I' view using the stylus. whle 
quickly mat1<ing O< ClestfO'/lng C\Jbes with d·pad 
shift keys. You can liSO use --- to cut baek 
the cube il order to view i'lterior squares. Mer a 
few minutes. ij wl al feel as easy and intlilive as 
the Old, 20 pUZZ!es. I usually have lttle time fO< 
tutorials. bu1 this one is necessay. n fOrmative, 
Md no1 led'IOUS O< overlong. 

Picross 30 ~ has a puzzle creat0<. ,vnch fea
tures a ve,y nicely designed interlace fO< teaching 
me that I'm~ and not very good at ~ng 
games. However. the abity to dowriOad new 
user- Md HAl..-aeated puZ2les gives even torq,r 
legs to a game that will not leave my OS travel 
case fO< the next COUl)le years. • Matt Helgeson 

WarioWare D.I .Y. 
An education in fun 

Level 3-Sllver 

Style I-Player Action h:bll:s:ber !ti.ntendo Oewetoptt' Intelligent Systems 
llele .. e March 28 &SU & 

<11111:D::llilomJml~l'Jllllill I> 

@~ I 
,itD[l]f! ~iifl lilr.111@ 

I 
f you've played a WaiooWare tttle bel0<e. 
you're familiar with the senes• manic 
gameplay style. Unlike previous ins-ts. 

howeve,. you won't necessarily be putting 
cJown wanoware D.I.Y. alter a bite-sized ses
sion, wano·s latest venture is an ewc8tional 
toof and plattorm f0< delivering user-generated 
content as mueh as a game. so D.I.Y. is essen
tially as fun as you make tt. 

You'\/e got to be wl rng to pu1 in the tine and 
e,oergy to suoceed. Knowing the fundamentals 
is ~I the begiming: the interactive Morials 
teach you how to use various art tools. COfll)()S8 

music. create multi--Oell animations. set win 
oonditions. and mo,e. From there you IT'USI take 
into consideration some of the m0<e abslract 
game requ.ernents, such as diffi:ulty balMcing 
and enterta.vnent value. The IAtimate goal is to 
create a quirky game thats easily digestl)le in 
ma,nents. NOi an easy task, tl\JSI me. 

Tharldtly, the game prOYides the support you 
need. D.I.Y. is fled to the brim with helphl tools 
and educational aids. In addition to tha afore. 
mentioned tutorials, the 90-plus prefabricated 
games included can be epened in edit mode 
to dissect l>:>\v the professionals 8Pl)(()aChed 
the design. It a player is stiff struggling. they can 

forfeit various degrees of ownership by using 
preloaded 811 and music assets. 

Alter a tew ho\l's of Morials. I felt OO<nlort· 
able enough to embalk on my lirat game. v.nch 
o,ganically 8YOiYed nto a bizarre mess requ<ing 
the player to Poke cats to make them angry. 
sm I found the process fairly innitive. To my 
surprise, I struggled m0<8 with the art creation 
tools than 8"'/ other aspect. finding them slightly 
restrictive Md unf0<givng of mistakes. Moving 
fo<ward I became overaMlitious. Md my SOC<)O(l 

game was a 00<nplete failure. It wasn·t fl.n 0< 
_, funciional. Stil . each attempt augmented 
my knowledge and ronfort level w'/11'1 the 
increasingly complex Al interactions. 

WarioWa/8 D.I.Y. is a commitmenl. but one 
that N'ntendo made as intuitive and c:igest
ible as possible. Between Y0\I' own efforts. 
the official updates. and downloadable user• 
generated games. you·u be SPending m0<e 
time with Wllfio than ever before. D.I.Y. is 
an ambitious game. Md in the hands of an 
equaty ambitious player, can yield insl>•· 
ing results. • Meagan VanBwkleo 

To~ ~ ~/j'st n11C1()(J;J(lt1tlnacl#l. he:Klo;er 

,ooan,,;,~-"""""'111 



Infinite Space 
Saluting the fleet commanders 

Styl• I-Player Role-Playing (2-Player i..oc.J) PubU.hu Sega D .. eloper Hucle Malwl/ 
Platinum Garnes Releu• Marcb 16 ESllB T 

I 
nfinite $pace is a game aboUt wven
turing tkoogh lhe galaJ<y. bot its t>est 
parts have nothing to do wilh the 

lhings vou asoociate with a SPaC8 = · 
The story of a voung boy assembfng a 
rag-tag crew to r,ght evil and uncOl/<lf 

his dest"'Y is 0<dinary. and the oombat 
system dOeS what it CM to capture 
strategic starshp battles. However. 
the game's depth and true SPirit 
lie elsewhere. 

The heart of the game is il sl1ip creatiOn 
and management. To build a shi:> YoU 
have to buy bluel)rints. but mix;ng and 
matchilg the modues is ,.mat ultimately 
gives the Shi) is cha<acleristics and \vhal 
delivers the ""· Unl~e marry UWade 
systems, its not just a case oe buying the 
t>est laser 1w e1 0< Shield generator at 
the Shep. &e,y Ship mod YoU add tal<es 
up SPaC8 on yo.z Ship. Moreover. mods 

oome in dfferem Shapes and sizes. which 
means everyUling haS to r¢ in the Shi)'s 
gndofboxes. 

Far from beilg frustrating, I IO\led the 
Challenge of arranging mods and U>e 
strategy in llalancing the tracleoffs among 
them. I was also impressed w;u, the sheer 
amou>t of mods; mess halls. naviga-
tiOn bridges. radar rooms. crew calli1s. 
secuitv rooms. and n>JCh m0<e can al be 
added along w'!h yo.z standard comple
ment of weapons, sl1ielcls. and engnes. 
Given !hat vou can cruise the galaJ<y with 
up to rive Shp s at once. YoU can buld a 
whole fleet to ycur own SP8Cirlcati0ns. 

11 the mods define YoU' Shi:>s. YoU1' crew 
opeirrizes them. There a,e 33 crew POSi
tiOns, and while YoU don't ha•• 10 have 
son'l8()('l8 il eve,y SPOI, a crew member 
gives YoU combat bonuses. and much 
Of the game's story expioraliOn is lied 
to <ec<uiting r.r,.v POOl)le. Unfortunately. 
scouring eve,y tavern il the galaxy for 
hired hands iS pan of what bogs down 
lnfin!e Space. ()l nutiple occasions, I 
missed the Chance to hire a crew member 
0< Skipped a pi(>t point because I Simply 

didn'I go to a SPeCinC ·-enough 
times. which is frustrating. 

Despite all the prepa,:ations that YoU 
pUt into 'IW' fleet, the real-time combat 
is the weak Ink beeause of the basic 
rock•paper•scissors gameiilay (f0< bo1h 
Ship-to•Sh'P and metee combat) that 
dOesn'I hOld up th<oogh all the g,inding 
and random encount8'S. It's not bad. 
bol it doesn't deliver the payoff (and nei
ther dO the isotated multiptayer battles) 
after the lime YoU SP8nd on the more 
exciting slip bulding. I guess it's true 
what they say: tt's better to create than 
to destroy. • Matthew Kato 

OS 
• Concrtpl 
Travel Ille gaJaxy w!tll I <:as! 
of Japanese RPG c!iches, 
Customize your ships. build up 
yoor fleet and manage yoor 
crew along the way 
• Graphics 
The battle mon1ages look 
decent for Iha OS. A IOI of time 
is spent wilh the ~andard 
Japanese dialogue using static 
charaaer an. There are a few 
video cutsc:enes as weO 
» Sound 
A weU-<lone aspect of the 
game. Combat uses pieroing 
sound e:ft0CIS IO punctualO 
lhearo01l 
• Playal>Wly 
llvcn thoogh lnftnlto Space 
oontains an eictensive help 
menu. you'O have to figw'e 
out some aspects: of Ole 
gameplay)'00!$0ll 

» Entertabtme-nt 
Del"""' on the shipwilding 
Iron!, !hough oth<!f -
oltheg,uneW<alhe 
oombat and story aren·1 as 
impressive (though !hey aren'1 
shallow either] 
» &tpltyVUU• 
Moderalely !Ugh 

Campus Degrees 

Master's 
Entert81nme.n1 Bvs,ncss 

► Game D&s.ign 

Bachelor's 
Computer Animation 
Oig,tal Ar1$ & Design 
Enienainment Business 
F,lm 

► G41moArt 

► Game Devetopment 
Music Business 
Recotding Arts 
Show Production 
Web Design & Development 

Associate's 
Graphic Design 
Recording Engineering 

Online Degrees 

Master's 
Cre311veWrit1n9 
Educalion Media 
Oesign &Technology 
Enumainment Busioess 
Entertainment 8us1()0$$! 

with• $pons M1m8gement 
El«fJWTr~ 

Internet Marketing 
Med,a Oesi9n 

Bachelor's 
Computer Animation 
EntertBlnmcnt Busi()4)$$ 

► Game Art 
► Game Design 

Gr3phic Oosign 
Internet Matk.etin9 
Music Business 
Music Production 
Wei> Ocs19n & Dcvef0pmcn1 
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8.5 I FIFA World Cup 2010 South Africa 8.5 1 Warhammer 40,000: Dawn of 
War II Chaos Rising Platform PS3 • 360 Release April 27 ESRB £ 

There's no doubt that World Cup 20/0 delivers a great 
performance on the pitch, but lh1s game fails to give 
you the tu/I qualifying experience elsewhere. Thus, 

Platfona PC Release March 11 ESRB M 

ii doesn't really tell the full tale of the World Cup. 
Chaos Rising does everything necessary to recreate 

and enhance the excellent small-squad role-playing/ 
real-lime strategy hybrid gameplay of Dawn of War ll. 
Irs more of the same, but il's the kind of add-on that The different online options and new penally taking 

system are welcome, but aren't enough to let !his 1il/e 
stand on its own two feet. - Matthew Ka/0 tans of any title hope toL - Adam Biessener 

////////////////////#//!W#/..W////////h'////////1'//////////#/#hW/////l/ll////////////ll'/l'U////#/##/#///// 

URL: garneln1onnercomlmag 
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6 I Fragile Dreams: 
Farewell Ruins of the Moon 
Plattoma Wii Release March 16 £SRI T 

Fragile Dream's story may have 
been better suited to a more 
experimental tonnal like an 

interactive novel. Shoehorning 
the narrative concepts alongside 

generic combat and aimless 
wandering just doesn'1 work. 

-Joe Juba 

Platform 360 Jteleue March 3 £S8.B T 

By giving control of individual 
units to the player, Toy Soldiers 

adds a layer of action to /he 
tried-and-true tower defense 
formula The result is a game 

that is constantly engaging and 
challenging, whether playing 

alone or against a friend 
-Matt Miller 

Platform 360 Release March 30 ESRB M 

While the core combat is a 
frenzy of entertainment the 
underwhelming graphics, 

perplexingly bad s1ory mode, and 
countless poor design decisions 
will disappoint even the most 
nostalgic fans of the series. 

- Jeff Marchiatava 
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