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Chosen by destiny, six must choose between 
saving mankind, and saving themselves. 
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The Industry Is 
At A Crossroads 

alling just returned from the DICE Sunmit 
in las Vegas. where most 01 gaming"s 
best and bfi~lesl gathered to discuss 

lhe issues ol lhe day. 1 lound a odd lhal so 
many ol the answe,s proposed abOul the 
future direction ol gaming were so polarized. 

From pentificating on the r:,uzzlng sucoess 
ol Farmville to discussions on the route 10 
sucoessf\A dowrioadable oontent just about 
IMIIY0"8 I SPOl<e 10 had a d"ffe<ent ioea ol our 
in<IJSt,y~ luttJ"e. The prolllem I see ,viU> where 
we are today is lhal ~ keeps declamg 
I/lat his or her Mure is the Ody Mure that can 
possibly come 10 be. I don"t U,ink lhal IJ1ings 
need lo be so binary. 

I know my tastes. and rm presumng the 
tastes ol many who read this magazine. are 
ge,wed toward the blockbuste<s. These big·bud· 
get. massive \f108rtalongs define the game oon­
SOleS as they are today. and 11a,e been 10< years. 
But even though my tastes are defined and 
(tiven by these games. lhal doesn't mean I can't 
I0"8 IJ1e games that appear on Xbox live, PSN. 
or wmare. In lact. tt's <µte the opposite. I fnd 
\he$e gam8S ~ng and $VIJ)(l$ingly 1¢~· 
ing, as game develOpe,S can take more ChanCeS 
and create prod\Jcls that wot.Id ""'"' make 
sense to risk a $40 minion budgel 10 create. 

The same can be said lor the mobile or 
bfowser-based gaming experiences. Utimately. 
games are games. but I don't think lhal just 
beeauSe I IOve a game on my l)hOOe Iha! oon­
solo games are !)Cling the way of the dodo as 
1 so often hear. H()ly\vood delive<s bolh block· 
buSte< movies and low-budget 1V program­
ming. So can games. 

As gaming oontir>.ies 10 define Itself as the 
entertairYnent medum of today and tomorrow. 
many new and exciting doO<s will open lo this 
in<IJSIJy. But just because we open ne\v doO<s 
doesn't mean lhal we ha,e lo CIOSe Old ones. 
Sure. Farmvile has 80 million users. bvl don't 
forget 01a1 Gal of Duly: Modem War1are 2 made 
<we< a billion dOllarS lor a reason. 

The industry needs lo stop saying there is 
orl.y a sing<Aar Mure. and e,ntxace lhe fact that 
games are in demand anywhere and ~­
they can be found. and wil be for the foresee· 
able Mure. 

frjoy lhe issue. Cheers. 
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50 Portal 2 
Fresh out of school, 
the tiny Portal team 
at Valve made one of 
this generation's detin• 
ing adventures. To see 
what they're doing 

~ with a full-on produc· 
tion staff and a serious 
budget, check the 
story inside. 
by Meagan VanBurkleo 
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regulars 

6 Feedback 
Readers ask for more 
Wor1cl of Warcraft. we give 
surfers Ille mocking 1hey 
deserve. and Ahslair's 
chumpllOOd is called In10 
quesl,on 

12 Connect 
11's Ille Apnl issue, and you 
know what 1ha1 means: 
Our world-exC1us1ve 
double cover s1o,y on 
Bi0Shock3 

62 Previews 
T,m Turi 1sn'11he only one 
ovt tllere excited f0< the 
return of class,c Sonic 
gameplay, we're p,etty 
sure. Read 1he det~ on 
Sonic Ille Hedgehog 4 
inside 

82 Reviews 
Ttiere's a lrtlle game called 
God of war Ill coming ou1. 
Maybe you've heard of rt? 
by Joe Juba 

100 Game Over 
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Out of Reach 
I ;.,st spent five straig,t mootes statrg at yoo, 
Halo: Reach C<Mlf. EY811 the Halo games don't 
seem to (X)Cn8 clOse 10 the COOiness of 1he 
artwork on the ~ont of issue 202. Thanks a lot 
for cauoog rrr-t heart to ache so many months 
befo,e Reach comes out! 

Ryan McLelland 
Ewing. NJ 

Warning: Prolonged staring at awesome 
Halo art has been proven to cause demen­
tia, acute Spartan envy, and loss of appetite. 
Recommended treatment Check out our 
dedicated Halo: Reach hub at gamein­
former.eom/halo for all of the special fea­
tures, character profiles, and interviews that 
we couldn't fit in the magazine. 

Wipe Out 
1/Vttf 11asn·t there been at>/ more surfing games 
after Kelly Slater Pro Surfer and TranswO!ld 
Suri? I thought both of those games were sick, 
and there stl haven't been er,y sequels that I'm 
awa,e of. Are er,y being made fight r,o,.v/ Or are 
people just giving up on making games for this 
SPOC1 entirely? 

Roland Bargiel 
via email 

T , month in Feedback 

we chat about World of Warcraft. 

poke fun at surfers, examine why 

bad games happen, and laugh as 

readers defend Alistair's honor. 

We double-checked to make sure this letter 
wasn't originally sent in 1993, but appar­
ently some people are still interested in 
surfing games these days. While we can't 
conflnn the existence of any new titles, 
Activision has declared that it wants to find 
more applications for the ridiculous skate-

board peripheral included with Tony Hawk: 
Ride. Surfing seems like a natural fit, though 
Ride"s base $120 investment is pretty high. 
For a surfing game to be successful, the 
core audience would have to stop watching 
Point Break long enough to get a ;ob. 

James Wells 
Osage, Minnesota 

Made in Fot2a 3 
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• rm very concerned abOut 
a pressing issue. 

• helo. in~ wondering 
tt playslation 2 ooming to 

aend? 

• Do )'OU'selves a tavor 
Md fire fNfJfY single game 
review~ on ye,.,, Slaff. and 

get some real reviewers. 

In our Timelioe section 
last month (the same 

page where we c(aimed 
JOhn Cusack is a good 
actor with an illustrious 

caree,), we said that the 
upcoming Clash of the 

Titans remake was a 
shameless rip,off of God 

of War. This resulted in 
many readers informing 

us of our ignorance. While 
we ap1><eciate the tiPS. 

we know that God of War 
did not actualty invoot 
Greek mythOlogy; that 

happened when the origi· 
nal Clash of the Titans 

came out in 1981 . 

More, Please! 
I had been exclusively playing console games 
for 24 yea,s until a 10-day ~ee trial OI WO<ld ol 
Warcratt literally changed that o,emg,t. Now, 
rm always excited to see anything concerning 
WOW in ye,.,, rnagazi>e. My only oomplant iS 
this: It's not enough. I 111n< tt woud be fantastic 
if you covtd have a monUlly article c, review of 
this highly addiCtive gMle. W0<1d of Warcraft 
(and other MMOAPGs) are in a constant state of 
devel()pmenl, and are the<efore in greater need 
OI consistent assessment. 

Brett Baker 
Dundee, NY 

Though WoW ls popular, we do our best to 
avoid cramming it down anyone's throat. 
In terms of its audience, Wow is a little bit 
like Lost; the people who care can't get 
enough, and the people who don't care 
really don't c-are. If you fall into the former 
category, you'll want to check out our 
Massive column this month on page 38 for a 
rundown of the latest patch. If you still want 
more, head over to gamelnformer.com and 
listen to our regular Wortd of Warcraft pod­
cast, Respec Radio. If that still doesn't sate 
your hunger, maybe you should turn off the 
computer for a while and go for a walk. 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 

8 feedback 

(Left) Meagan. Dan, an(f Ben 
er,joy some of Ptlrtal'S Blad< 
Fores! cake Statly atte,, 1hey 
we<e elC80Jled (Righi) Btyan 
celeb'ates his victOI'( in a Fatal 
Fouway In Smaci<Ool•,n vs. 
Raw 2010, wllile the rest of the 
gang an(IW'/IE SUpe(staf Ted 
OiBiase sulk 

GISPY 
a::r"6:0-P'l);-10 



GUARANTEED RESULTS OR YOUR MONEY BACK! 
Act now and get rock hard abs, a broader chest and stronger armsplus FREE shipping! 
Better yet, if you're not completely satisfied with your results, we'll refund your purchase 
- no questions asked.' 

LEARN WHAT OVER 1.5 MILLION PEOPLE 
ALREADY KNOW 
Six weeks is all it takes to transform your body. 
W ith up 10 95 exercises and 410Ibs of resistance, we bel ieve 
we've created the best line of home gyms on the planet and 
we think you'll agree. 

WHY YOU NEED THIS FREE DVD: 
• See and hear incredible results from real users 

• Learn about our proven technology 
• Get info on the entire l ine of Bowfle~ Home gyms 

and see them in act ion 

• Discover why no other gym can promise 
results l ike Bowfle~ 

CALL 1.800.287.9178 
• or text FLEX to 467 4676 

ORDER NOW! 
Not ready to order? Request a 

FREE information kit & DVD today! 

CALL 1.800.287.9178 or order online at 
www.BowflexWeb.com 

JAMES SOUZA HAS LOST AN 
AMAZING 104 POUNDS° 
'"My Bow1Ie~ gym has changed my life: 
I was a couch potato with no energy. 
Now my 10year old son has a hard lime 
keeping up with me when we go hiking 
or biking.'" 

~ 
BOIAIFLEX 

CALL 1.800.287.9178 
www.BowflexWeb.com 
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■top50(b'ne$Ol2009' 15% 

■lticYFead't(l,.l(ISt0'$: 14% 

■'VdlEfeis~ltea'IS3"- 11% 
■Al$0a'Delen$tFO'Ok0Y• 

■SaioMd!Oeransefcrce 2% 

■8enOefensef<r0? 0% 
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11.ettJ r 111 and oan mee, Fat:Ae 
crealOl'PeierMol)neuxatX10 

Peter's publicist iofomied us 
lhat Peter isdon,J Iha! vhl1 his 

face on t]U1X)Se (Centerl After 
writing a blog sayirg he was 
done ~Ith gaming nostalgia 

MatthM<fsooertiSCtJ(1f 
a Sonic's Ulliralt Genesis 

C<lllectlon to Tom Tun (FYI: f,m 
really ~eeps 11;,h Iha! Son,: doll) 
(Righi) KO&E's Kevin tee and 

DC Conics' Jessica 0... gel 
react, to enjoy a Lady Gaga coo­
cert at Macfison Square G.rden 

10 

A Darkis Defense 
I was very ~t off gU<>'d wi1h one of~ 
pick$ for Top 10 Dot1<s of 2009. I saw AfiStair oo 
the f,st and I thought, ·Aw. he iS such a clori<. but 
in a good wrrf. • But then I coothied reading and 
noticed lhat i1 went oo saying thal he isn't funny 
and he's orly entertam,g when yOU're makirg 
fun of him. You Cfea,1y never got to see the 
AfiSlair I did. AliStar was very n>Jd'I a gentleman 
and he was shy and it was cute. I loved how 
tt,ey made him not swe<·macho or the supe,­
am0'/Wl9 eod<y. Oll8rOOOfident type; Alistair is 
the anti-stereotype ol male characle,s in video 
games, and I really en~ plaYJl9 Dragon Age 
becauSe ol hilt 

Aly 
via email 

ThiS is concernirg what you unw~tingly - or 
Should I perhaps Srr-f dim-witte<ly? - wrote 
rega,ding AfiSlar. the best gaoo character of all 
time. in your list ofTop 10 Dorks. Whie I wil not 
clS4)Ute Alistair being a ClO<I<, I f,n(I that absolutely 
adorable. AfiStair is not the ·new CMh." He iS 
QOJite different from Carth. and he is t-.Jnkier. As 
tor catrng him a ·cry baby." i1 is true that AliSlair is 
vulner-. This oombilation 01 Slrong manliness 
and sweet Vl.hlrability is what -him so 
inesistble. and a wonderlul Character . 

Maria Velovich 
via email 

We were going to use this opportunity to 
make fun of Alistair' yet again, but if dozens 
of women are willing to write in to defend 
his honor, the 
dude must be 
Cloingsome• 
thing right . 
This could be 
an important 
revelation for 
all you single 
gamer guys out 
there: tf you 
want the ladies 
to think you're 
adorable, all 
you need to 
do is act like a 
stupid wiener. 
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Duncan: V/e'd SU"e like to 
see Midna II another Zelda 
game. t,,, long as we're 
drwning, it ooud a1So be 
nte ~ Link ..e<en't such a 
wuss au lhe 1ime 2 Bryce 
Sahagun: This was one of 
oor fa\'Oflte sc::erES from Mass 
Ellect 2 3 Katrina Le: f>tr/ 
drawng of PrOIOC)l)e Is OO(je, 

tllarl the game. and th~ one is 
no e,a;eptlon 4 Roy Rueda: 
Zoo,bie love is the second•besl 
to,m ol lO!biclclen love, (oghl 
belW>d r,e 10,e s MlcheUe 
Colbaugh: It's the Sacl<l)oy 
of lffe' The bt.rlap hero gets 
reae/y to 31Kition lo, a <Ole in 
The lion King. 

[Left) The Portal 2 t""" rofls 
mad cleep, yo (Right) Actlvi• 
siorl's Daire Gregory, Kato. ae,,, 
and w.J<e Mejia hang with Matt 
Helgeson's oog Do<, whO has 
unfortunately contracle<I a case 
of Jawa Eye S)'ndrome 

feedback 11 
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Platinum 
Games 
Announces 
Vanquish 
Resident Evil creator 

Shinji Mikami unveils 

his newest creation 

P 
lalrom Games Md Sega just released Hklel<I 
Kamiya·s Bayonetta to ra...a reviewS, and U1e 
cool)8l1ies are once again teaming~ fa 
Vanquish - a new title with a pedigree tllat's 

;.,st as~. Resident Evil creata Shi";Mil<M> is 
cf1ecting the game. wi1h Ol<ami and MacM'Ofld producer 
AtSUShi Inaba nll)l'ising the same role IOr Van<µSh. Few 
details are known about the game at this trne. bot ~ wl 
come out for the Xbox 360 Md Play$tation 3 later this 
year. The tale is the last of Plati'lll!l's toor--0arne deal "'t/1 
Sega. The previous titles-,, Bayonetta. lnfn1e Space. 
and MadWortd. 

1/arlQuiSh's story =ters around an alien invasion of 
U1e U.S. in the Mue. vou·re a highly trained solider~ 
cutting-edge weapons and acrobatic melee combat w~h 
Wlet tin>e-like slo•mo moves 10 t~e Clown the invaders. 
Early saeens of the game also snow off punches from our 
annor•su'ted hero po,."'11.l enough to crack enemy annor. 
Wrth Its mix ol M111~ Sl100li1g and QJid< metee moves. 
Vanquish looks 11<8 It could be Halo meets Bayonetta. 

We'U have mae on~ shortly. so stay tuned. 

c:onnect 13 
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The Making 
of nnal 

Fantasy XIII 
Alter years ol anticipation. the release or l'inal Fantasy XUI is finally upon 

us. Few video game franchises command the loyalty and devotion or so 

many gamers around the world, which serves as both a blessing and a 

curse !or Square Enix's nagship series. A dedicated lanbase practically guar­

antees sales, but the Final Fantasy name also carries certain expectations. 

We talked to two ol Final Fantasy xm·s creators, producer Yoshinori Kitase 

and director Motomu Toriyama, about some or the choices and challenges 

involved with creating the newest entry in the revered Final Fantasy series. 

Final Fantasy Xlll's engine was unveiled 
as the White Engine, but later the 
name changed to Crystal Tools, What 
prompted the switch? 
Yoshtnorl Kftas•: The White engine was 
created SPOCif,cally for Final Fantasy XIII. From 
thefe, we changed the concept ol lhe engine 
to make ii mo,e adaptable to other p,ojects 
(such as Final Fanlasy XlV). which is lhe reason 
lcr lhe name change. 

ff you could make the decision again 
knowing what you know now, would you 
reeommend building an all-new englne 
for Final Fantasy XUI? 

YI\: I lhink Iha! inSlead 
of cleveloping something 
completely new, we wot.Id 
11y our hMd at irc)ro,,,ing 
upoo exisoog tecmology. 
Toots and engnes irc)rove 
1l1rOUgh a process ol 
trial and erro, and count· 
less revisions. and that~ 
,Yhat re,ilymake$ them 
more efficient. 

Was adapting the 
game to the Xbox 360 
a difficult process? 
YK: Transitioning Final 
Fantasy XIII to muttiplat • 
fcrm was not a t<,ge 
obslacle. as the CryStal 
Tools engine was created 
w~h mulli)tatform ~­
ment in mind. The game 
data and CG data were 
Shared between the two 
platfcrm versions as well, 

so the worl<load '"' lhis part of developmenl 
nt¥Ve< ilcteased. Of course, lhat doesn ·t aPl)fy 
to the p,ogramming slaff that was a part of 
developing lhe Cryslal Tools engine. as well as 
engines specific to each platform - they gave 
uP their holidays and went above and beyond 
in dedicating their time to devek>pment. 

With the increasing quality of real•time 
graphics, do you still see CQ cutscenes 
continuing to play an important role in 
Final Fantasy games? 
Motomu Torlwama: We v,orl<ed ctooety wilh 
the CG team. constanlly exehang<1g data with 
them in oroer to creaease the gap between the 

real-time cutscenes, battle graphics. and CG 
cutscenes. With lhe 8dvancement in technology. 
I am sure that the quality of reaJ.time graphics in 
games wil ccntiroe to progress, llut it is imPO<• 
18111 to note lhal CG technotogy is Stil evol'li'G 
as ,0/llll. I tink that there is SIi room to dfferenli• 
ate between one 0< the other. c:le!)eOOng on a 
creator's \/\Sioo. We never decide on the content 
of the outscenes based on the graphical OPtio<1s 
avaitarAe - these metl1ods fall into place dePend· 
~ on ,Yhat it is thal we rue t,ying to portray. 

When creating a new Final Fantasy, how 
do you decide which series traditions to 
keep or leave out? 
MTt The goal ol each F"nai Fantasy deveiOP­
ment team has been lo create some~ new 
and odle,ent every lime. bolh in terms of sys­
tems and technology. There were even lilleS in 
wtich the crystal. a majo( symbolic elemenl of 
the F",nai Fantasy wO<ld. did not appear, so it's 
safe to say that there rue no req,.wements that 
limit the creatiw freedom of the developmenl 
slaff. It is this ideology that alo\vs the series to 
ccnlinue to evctve, Many of the slaff working on 
F"nal Fantasy titles rue fans lhemsetves. but even 
they do not consider ~ a requi'ement to include 
Chocobos 0< Cid in e-,ery installment. 

Which aspects of Final Fantasy xm do 
you s-ee as pointing toward the future of 
Final Fantasy? 
Mll The battle system of Final Fantasy XIII 
keel)S the beSt parts of command-style ocrnbat 
alive with a slrong Sltaleg',c element, while also 
addog some laS1·P8Ced action etements. The 
direcbOn ol lhe series dWlgeS dePend"9 on 
Iha development team, so it's difficult to say how 
Final Fan1asy battles wil evotve in the future. II~ 
sale to say. however. that as lhe t~ 



means Of eiq)res5ing bat11es advMces, the livef> 
ness and tension associated with 1-igl•intensity 
action will prot)a,bly become a key conw,ent. 

Does traditional turn~based 
combat even have a place in Final 
Fantasy anymore? 
MT: If we w<3<e to iml)lemenl a tum-based 
system on a high-def sys1em. the time that Char­
acters stand completely still on standby ,IIOl.ld 
seem too tong. and the battle scenes would not 
seem visualy realistic. Final Fantasy XJll's battle 
system mailtains the strategic element that is 
key to the lu'n-based experience w~h the real• 
itation ol the Paracfgn sys1em. so tllere were no 
oonsiderations dtJ'ing develol)men1 10 relu'n to 
the tracfrtional turn•based style. The team's focus 
and challenge was to create a new type OI stra­
tegic experience wherein players rrust adapt to 
ever•CM"Q"9 battle circumstances. This is not 
to SIJ:'/ that style of turn-based battles wil ne-ier 
retu-n in the Mure: the batlle system could 
CM'Q8 (lepending on the type of hardware that 
is seleCted. However, tt may not be as simille as 
bringing back the Ofiginal system as-is. 

At what point in the development pro­
ceu of Final Fantasy XIII was it decided 
that players would not be exploring 
towns in the same way as previous 
games In the series? 
MT: In Fro FlW>tas)' XIII, ~tnng and the oth<l< 
main characters are persecuted and on the 
n.n wlttWl !heir wood as dangerotJs rae. Toe 
conoept of exl)loring towns and Shopping did 
not make oonse in light of the !)lot. so from the 
very start OI development we had deciclecf that 
,owns· woud be inco<porated in the fo<m of a 
handful of large cities. Instead of a<l>erlng to the 
trad~ional style of RPG g,m,piay. we wooled to 

involve piay,lrS by presenting one dramatiC Situ· 
ation after the other. The residents Of each town 
are fully llOOed, which is somettw,g new to the 
series, and something we hope fans ,viii have 
fun with. 

The last game in the series, Final 
Fantasy XU, was one of the more com-­
plieated entries. Was there a deliberate 
effort to make FF XIII easier to play 
than FF XII? 
MT: Final Fantasy XJl's system was more about 
trial-and-enc, in the preparations pr1oc to battle. 
In Final Fantasy XIII, we placed emphasis on 
the strategic aspect of combat. having ptayers 
respond to 81/er-dlanging battle acumstances 
in reaHme. and also implemented very iotu'li,e 
oontrots. Both battle syst<l<OS provide ~ 
challenging and sa~ experiences, ~ in 
offerent ways. 

Final Fantasy XIII was unveiled over 
three years before Its actual release. Is 
that too long to keep fans waiting, or is 
it the right amount of time to build up 
excitement for the tltle? 
YK: It's a bit of bot)\. We definitely doo't et'ipy 
making OU' fans wait, but tell ~ was necessa,y 10 

gi,e players ample time to get to know the Char· 
actors and the ,,ood. Lightning was probal)ly the 
character 1hat became most recog,vzable prior 
to the game's launch. 

Can you clarify the relationship 
between the stories of the titles In 
the Fabula Nova Crystalis project? Do 
they just share common themes, or are 
there more direct ties between them? 
YK: Wille the Characters and world OI each 
game are completely Lmliated. there is a oog1e 

Crys1al MytllOiOgy that exiSts as a backbore to 
al tine. Fragments of this my1hology appear in 
each t~le. In Rnal FlW>tas)' XIII, there is mention of 

the deities" -

The cunentty announced Fabula Nova 
Crystalis titles are Final Fantasy XIII, 
Final Fantasy Versus XIII, and Flnal 
Fantasy Agito xm. Do these games rep. 
resent the entirety of the project? 
YK: Please look forward to MU'e 
~1$. 

For a while In the Final Fantasy series, 
gamers only had to wait a couple years 
between installments.. For FF XII and 
FF XIII, however, the wait was longer. 
Is the shorter distance between the 
releases of FF XIII and XIV an indicator 
that Square Enlx Is making an effort to 
deliver final Fantasy games on a more 
consistent basis? 
YK: The clevelopment period for Rnal Fantasy 
XIII was tonger Ulan our standard. mainly 
beCause ~ was the first tme our teams created a 
game fa high•def systems. as wel as because 
the game was dev8loped for mu1¢18 platforms. 
Fnal Fantasy XN is M <>nine game and del/ef· 
oped by an entirely different team. so I can't 
SP83k oo the pace OI clevelopmeot. However. 
now that we have completed Fnal Fantasy 
XIII and ha"8 93Jned a tremendous amount of 
kllo\•Aedge regarcfng high-def syst<l<OS, we are 
hoping for an increase in development speed for 
Mure pro/eels. • Jnrem,w /Jr Joo.Alt!, 
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Will 2009 be remembered as the year the music died? Despite standout titles such as The 

Beatles: Rock Band and Guitar Hero: Metallica, instrument-based music games didn't fare as 

weU as expected in 2009. Were expectations too high? Did publishers put out too many games 
and bundles? Last yeats over-saturation may have signaled a turning point in the genre, and 

Guitar Hero maker Activision in particular is responding by only putting out two music games 

in 2010: new Guitar Hero and OJ Hero titles. Game Informer surveyed 1,685 readers· to find 
out what you think about music games and what the future may hold. 

Em 

Game Informer's 
sound check 
by Matthew Kato 



Have you bought a 
band-specific music game? 

More people said they like to just watch someone 
else play - 10.2 percent - versus those who like 

to play bass - 7.1 percent 

How often do you 
currently play? 

5.8% 
Everyday 

6.5% 
I've never 

played music 
games 

11.2% 
I don't play 

music games 
anymore 

Do you buy downloadable 
music for your games? 

Forty-six percent of those surveyed said 
they've bought songs they otherwise 

wouldn't have just to have it at a party 

What is your favorite music 
instrument franchise? 

2% 
Karaoke 

Revolution 

1.4% 1.1% 
SingStar Rock Revolution 

• ToseetheMtestJltSolOUl~gt>Woameftd«met.C(J(P/m.,tJ c:onnect 17 





The ­
Game 
First and foremost. numbers matter. Perhaps the 
most influential factor in regatds to core design 
decisions is player demogaphic. AA NPD survey 
detailed a fi\/8 percent increase in foo'lale conscie 
gamera (23 percent to 28 percent) between Jule 
2008 and 2009. A similat Nletsen Company 
study ShOwed that females 25 and Older now 
make up the largest segment of PC gamers -
hOl(l'ng strong at 46.2 percent. The nt.mbe< of 
f81'11ae gamers is OOviously growing, especially 
in relation to specifK: platforms and genres. This 
being said. female garnets are still the minority, 
even tt not to the grossly overestimated degree 
perceived. If lhete is any truth to the notion that 
~s identify Closer lo characters of their 
own gender. then it's somewhat expected 
that ,ve see a dsproportlonate ratio of males 
to females. 

1'he game~ isconstMlly ooleCting 
infomlation about \\/ho is bltjrQ g,mes. 
and what types of g.rnes they're tiuy.,g 
the f'n06I ol,. explains Jenifer Wides, 
art cfreclor at Gea,t,ox Software. ·H 
lhes8Slatis1icssuggest 11\81 yoor 
game w1 set more copies within 
yoor demogaphic ~ the rnajooty of 
the l)laye,' Characters are t)ig h<I<· 
ing males, then h 'S Ol:Niously a bit 
risllyto ded<le tt,ey shotJd al be 
female instead." 

Wildes also points 
out that while modem 
games may not have 
a re.v lemale pro­
tagonist on the 
level of Samus or 
Lara Croft, h is 
getting better. 
"It's irnpo,1ant 
to note that only 
a few years ago, 
the male to female (charac­
ter) ratio in these types of 
games was four to ze<o. We 
may be rno,,,ng slOwty, but 
we &'e getting there.· 

GirlsWith -
The fact is gender roles Slin heavily influence 
decisions in regards lo character development. 
Wilie ga1110S that draw from hiSloricai events 
or modem day milita,y shooters hall8 leeway 
because their goal is to reflect conlenl)OrllfY 
cuture ~·re off the hook. Gall of Dutyj, the 
trend bleeds heavily over the majo(hy of Other 
action mies. Some oo,elopers credh the lack of 
female Special Forces ch&'acters in ga1110S 10 the 
deficiency of press or awa,eness about them in 
the real world. 

"Pemaps the peroeption about war and 
combat is that there are seldom eve,; 
1Yomeo in the thick of il. even though there 
are many strong women who choose to 
serve their country on a reg<Aar basis." 
muses Cliff Bleszinski, design director at 

Epic Games. ·ws kind of sad that the two 
female SOidiers who recei,ecl the most mem­

o<able public attention in the fast 10 years are 
Jessica lynch, IYho was known for being ·res• 
cued' like a p,incess, and Lynndie England for 
her involvement in Abu GIYaib. It \votAd be rvce 
to call OU1 some women who perform heroic 
actions and kick ass in the field once in a 1Yhile. 
I'm sure they're out there!" 

Whle po,bl'c peroeption may dictate character 
gender in games rooted in realhy, even lilleS lhal 
exist in new fictions devoid of a.Jttwal constrMlts 
st,uggle \\/Ith implementing the female gender as 
a protagonist. One of°" favorite leading la(lies 
~om fast year, Lillh from Geartlox's Bordet1ands, 
wasatnostaman. 

For Borde<1ands. the four P<QtagoniSls were 
~ tlYoug,out the p,oduclion process. 
Gearbox constantly tweakoo OOCll of lh8m until 
they fell rigllt. ·1nttialty an f0<, player Cl\araeters 
were male, and the character \\/ho eventually 
became the Siren started lie off as a dry. pomp, 
ous. genus S0<1 named the Scientist," recall$ 
Wildes. The Scientist's skil set was similar to that 
of Lilith's, but the al)jlity oornbined with a dry. 
narcissistic personaity rest.fled in a dlaraeler 
that no one liked. A~ gender swap was the 
remedy. "The ch&'acter became a bit more inter• 
estng When he was~ to a female." She 
explains. °Wl>lrs better than a powenul, lunar· 
less, super-genius Chick? Tt,ns out: a powenul, 
mostly unstable one- they're infinitely more run 
lo hang out with. IMlo knewr 

Some CievooPe<S ha\18 exooled in <lClud­
;ng women in their games. HalO archttect 
~ie has been a leader. making a point to 
include female oornbatants in lh<ir games 
and expanded lore. HalO 3 mt.lti)layer offers 
players a chance to choose their Spartan's 
gender, and 8'",gie alolYS gamers 10 unloek 
\llrooca Oare. a female inteligenoe officer. 10 
use in HalO 3: ODSrs Firofigll mode. 

"At Bungie. we·re al fans of great sc:i-fi 
war stories such as Joe Halc!eman's Forever 
War and Heinlein's Starship Troopers; says 
Jooop/1 Staten, writer and creative director 
of Hal0 3: OOST. 1'hese stories (as 1Yell as 
many others in the gerre) place women 
squa,ety on the front lines. It ·s a simple 
answer. but gMng women an equal share 
of the oourage and sacrifice recpred to 
battle the Covenant just fell ll<e the rigllt 
1hi1g to do. In the 1990s. U.S. rnita,y 
female aviators fnally earned the right 
10 fly combat missions; ex1rapolating 

500 years in the future. we thought. why 
woul<tl't women do evG<Ything mon could 
doonthebattlefield?" 

"' ... we 

thought, 

why 

wouldn't 

women 

do every­

thing men 

could do on 

the battle-
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It's ... 
Demogaphics and cultural values asi<le, the 
tedncal concerns ol creating gender diversity 
in vicloo games can be equally in!Ulntial. \/,tile 
creatjr-Q a female avatar ;sn·t at>/ more diffiwt 
than a mate counterpart, ncluding both genc1ers 
as playable characters is a moo.mental oommlt• 
ment. requir1ng clootll9 the reocler work. motion 
capturing, ancl IIOice ~-Crose attentiOn also 
needs to be paict to clalogue and ambient Chat· 
ter so to avo;d gender-specific referonoes. 1l'is 
inorease<l WOt1<looo clemonstrates why ft's easier 
forOOll8iopels to al owS<.1)81'ficia1 tweaks toa 
single chalacler r1g rather than creating a "'3\V 
one enli'ely. 

Cracl<clown is a perfect example. Augmented 
with cyt,emetics to emanoo speed and strength. 
there is no contextual reason as to why the 
ethnicaly diverse Agents are all men. Ths is a 
face of ,vhich Crackdown 2 lea<! l)<O(lucer James 
Cope ancl creative dreclor Bily Thomson are 
welawam. 

·we dicl have female Characters in Cracl<Clown 
orignally. • Cope e,plains. ·Sac1y, we had lo lake 
them out. We ,vere met with increasing time 
pt8SS(A'es and had to get the game finished.· 
As proouoer. Cope is held responsble for get· 
ting the mos, bang for the company's bud<. In 
Crackdown·s case. splitting the Mimation team 
across two sets of playable charactEfS wasn·t 
feasible. "The best decision we could come to ­
even thOugh we weren·t part;cuta~y happy about 
It -was to take one of the player types out. N. 
the time the male chalacler was more oomptete. 
so he won: 

Thompson concurs that rernow,g the female 
Agents was undesirad. but f10C8SSal\l. -wa 
risl<ed ending w with som:ithing that was ;.,st 
kwld of a"""8Q8. or instead. really Joa,s;,g on 
one; he says. -We had fMl models ooih. tex• 
ture<I, and - fo, the female- and She 
looked really cool. But we just cxxJaft do tt: 

This particular design l:mitation appears 10 be 
a Share<! one amongst deve!Opers. ·(Epic) also 
takes tectrical concems into account. like our 
anmation lludget. • echoes Bleszinski, SPeal<· 
ing SbOut the llagShip Gears Of W8/ ~MChise. 
"Characters that shoot ancl take C(Mj( outside ol 
cnematic sequences share the same Skeleton. 
which ,,IO<Jd look Odd with a female body,· This 
unclertying pmcipte is why there are only playable 
male Characters in the Gears of wa, games and 
females are limited to cinematic sequences o, 
audio rotes. 

While Borderlands ,_t the extra mile to 
create a female protagonist. WIides aJr,ms that 
it takes a lot of woo<. "It's definltely harder to 
develop both male and female !)layer chatacters. 
E-tl10ugh Ulth would be going through the 
same range of mooons as other player Charac· 
ters, we had to make a o.niQue rig to LI her pco­
portiOn and then motion capture a unique set ol 
aninaOOOS. It turns out that women are shaped 
cffferently, they move differently, and they sound 
cffferent. h's kind ol a pain. In the end. thOUgh. 
~ these aspects ar""'t considered. you end up 
with a chalacler that is less than you deserve. o, 
have made tracleOlfs in the cle\lelOpment process 
that you may - t: 



The - Truth 
tt the stars ar,gn and a clev8loper decides to 
include playable heroines, new challer,ges await. 
Ono of the lllOl'e prominent obstacles relates 
to physi¢al appea-ance. Lei's be hOnesl - sex 
sells. and there is a stigma against less attrac­
we female characters n games. Men. not so 
rl'<JCh. Leisure Sult Larry is ·endearing.· bvl the 
same trails transposed onto a female character 
woud be viewed as a poo, marl<eu,g mow. 
<lMln this nstitutio<lal constraint, 00\'E!IOpers ere 
less wiling to take risks on female characters. 
\M,at if a game has an unusual an style that 
doesn't lend itself 10 traditional beauty SIM· 
dards? Do they confoon female characters to 
said art style, or eliminate the risk of poo, recep­
tion by sticking 10 the lllOl'e llexlble gender'? 

Fable 00\'eloper Liomead Studios is a unique 
example In this regard. making no gameplay 
distinctions between genders in Fable II. Male 
and female heroes can dress how they want, 
Sle8p w~h whom they dooite, and behave 
as they please - despite ,vhat gender norms 
st"'eotypically dictate. Similarly. both gende<s 
share the same physical p,ogression. Women 
bul<. up just es mu<:h es the men ,'lhen 0e<1ain 
stats are maxed. 

How \"'31'8 these mJSQJlar heroines received? 
We ferreted out several interesting threadS ftom 
various galling fonms, all trading tps on how 
to keep their female heroes demure - even ff 
the tradeoff was a ctastie reductk.>n in brute 
strength. Ono contributor lamented, "She's 
weak. but at least she's oo;.y." Fable staffers 
aren't Oblivious 10 this serAiment. even ff they 
aren't wl rng to cater to It entirely. 

·Irs funny hOw rr,xh haroor it was to make 
the female,· elaborates Louise Murray, head 
of the Fable lrancnse. "On the one hand. we 
want her 10 be appealing. On the other hand. 
we dO<>'I w8'1t to stereotype women: Mum,y 
actnits that as a woman 
playing Fable II She wasn't 
fond of lhe wide ShOulders 
and extra bulk her heroole 
carried - She wanted a com• 

''It's 
bination of trad'.1ional beauty 
and brute ~h. Fable 
figurehead Peter Molyneux 
e<:hOed the senliment himseH 
at Microsoft's receotX10 
event, descrbing the - - definitely 
up females as •iOOf<ing like 
Russian shol•putters." Murray 
adm'rts that the POOi' recep­
tion of female p,ogression 
has been factored into char· 
actor de\181opment in Fable 
Ill- making clear lhcJu!1I that 
Lioohead would ,_ take 
away the players allility to 
make an Uftf cha'acter. 

Crackdown devs Thomson 
and Cope cite the same SIM· 
dards es one of the speed 
txmps that led to female 
Agents being elminated from 
their game. The compicated 
visual rep,esentation of sl<ill 
level increases in female 
Agents caused them to lag 
behind male characters in the 
de\181opment p,ocess. 

·For a loog tme we were 
tJying to do these mod<ups 
10 cap1ure the overal sfyle 
and Skil and shape the female 

harderto 

develop 

both male 

and female 

player 

characters.'' 

character across the live differ­
ent levels,· exp1ans Thomson. 
"And we ,"'3fe having real 
problems about how She would 
level up. With the male it was 
easy; ,ve just incieased the bulk 
and gave him a different su~. 
But when Y<)ll <f,d that with the 
female l didn't wO<I< quite es 
well. You lost that-and 
quie ctesrable shape for some· 
thing that wes realy lerge and 
~. We ended up 
W<h something that didn't IOok 
nearly as niOe at the top levels 
as It did at the first leYel. • 

Epic's 131eszinsl<i echoes the 
same conoerns abOUt finding 
the perfect female p,otagonists. 
"The real trick for creating a 
female playable challlcter iS 
roughly the same for 8f'o/ play· 
able character. which is to make 
them relatable so that both ~ 
and female players want to play 
as them." he says maner-of• 
factly, ·But for a female cr.arac­
ter, they haYS to be attractive 
(but not Slutty), kick butt (but 
not too butCh). and smart (but 
not too nerdy).· 

Whle ,ve don ·t yet know 
mu<:h abOUt HalO: Raach's 
female Spartan Kat. &ng'e 
is trying hard to allOid getting 

ensnared in the expectatoos of ,..tiat a female 
action star ShOuld IOok Ike. The brief glimpse 
we·ve got of her w'llllout a helmet Shows a 
believable. battfe-hatdened vel..an. "l<at-320 iS 
defntely not ·µst one of the g.,,JS. • nor is she a 
l imsy female stereotype showing a bare midriff 
through her armor,· says Joe T1119. executive 
p,oducer of Halo: ReaCh. 'She's a battle· 
tested. tactieally briiant Spal18n 111 Lleolenant 
Commander. We wanted to ruld a strong 
female character who iS jusl as toogh as the 
men in Noble. You ortt have to IOok as far as her 
arm to know she has seen her share of oombal 
and ha'dships." 

- and 
Rewards 

Wrth right shed on the Inner workings of the 
gender selection p,ooess, it's easier to under­
stand that oommttting to character diversity 
doesn't come easy. However. that knowledge 
doesn't entirely sate our desire to see more 
female characters in games - playable or oth­
erwise. With the gamer demographic diversify· 
ing and cornm:tted developers willing to taJ<e 
more risks, the future is rcw. Til the practice 
becomes standard, our simple request 
remains: More, please. ♦ 

Toteadlhe-fe.lur~mdutllng t,l-k>t,r,fews 
81111_,,,,./(;f](r,,>enfary, ""'91f11d>--

GROWING GEARS 
Epic Games desi<}l diecla 
Cliff 8leszirlSl<i offeted sewraf 
leg'limate reasons wr,., temae 
Gears .we missrg il a::lion. ll.C 
lhathasn'tst<Wedancill;wy 
med'ia prroJCtS ~om crafting lore 
fl) lmge narratiYegaps. 

'We dorrt want ro t,og down our 
sumrrer-.sr.,. pooe tJyi'9 ro 
S)fjjain eveiytt;ng tll31 Is g<itg<rl 
inthev.()<1d,"~81es2i1Ski 
v.toen asked mi t<,w femafes 
ta imo the Gears of wa, "'1Yerse. 
'We want the player fl) til the 
grtml nming in a Gears game 
aidlOfeellil<etwl'S<rlanonstq> 
ftr>ll'(l lllde." 

Th'oogllllOGearsrMSaidM 
trO)irg comiC rm. a·s r....ied 
Iha! ,,omen kxqlt as fiercely 
as men oo the fror«lines of the 
Pen<lllJm Wa,s. Emerger,::eDay 
aid the MGeC!Uetlt H;wnmer 
S!lil<ef<Yced1Ul'8f>tyback inl0 
SOllle\'k,al prinitiYe tdes, hol•-. 
lndilttlals v.ro ~ .,;u, the 
lragnented Coolltionof Cl'dered 
GoYernmenis \\Ere promsed some 
seroolMceofsecurlty - ata@. 
Allle·bocied men bec:oo'e Gears 
aidfertle,.,,...,1•.eretaSked 
ISilh prooocing new ones. 
·n was al men rm,,..,.. -h.· 
reads a passage trom Asf)ho 
Fields. the <leas,_ by Karen 
Traviss. "The PlmJtm 'Ila/ days 
of,.,,...,in,.;l(Jm...,el;wgely 
°""·/ls HolfmM left. a grl n a 
sober l1ue tu;in,ss surt stood at 
a tiling cabinet ISilh her back to 
him.v.tieoshedoSedthedlav.er 
aid llrred, re crud see she 
was -..1 mcRhs preg,a,,t. 
That was a pr'a1ty j(t> now. noc 
just rei:t,cin;i engire rmsar<I 
\\l?aP0l1 ccnw>enlS, but r$· 
inghuna/'IS.· 

Neithe, SlalOl in life - M e,qierd­
ali!assel<Yafl!ll(O<lJctM?one­
SO!Rls pn:uarty appealing. But 
it mal<es (« M ntrlguing Sl/.Xy 
aid somett,;ng we'd loYe to see 
mi!,ate ilto the ilteractNe tranch 
of thekardlise. 

Ch.rlgemaybe<rlthe~. ln 
the most receni Ill\ of <leas oom­
ics, EpicmWlidStam iltrtw:ed 
Ne,llrm.ato.\lhar<lllElievatle 
temale GearWllh a~ 
pra::ocal hairdo ar<l irrjxessiw, 
scar. T<flledawayfromthetJeed· 
ing t.wms after being idenliflld as 
infertle, Ne,im hefped tosela 
precedent r« female Gears in the 
modem Gears of w.w tinefroe. 
Here's IO lxlpi>;j !rat she mal<es 
.r,~in thelrlevilalje 
Jr.lrdise l<IOw-up. Rlmaining 
OO{v.toenasl<edclrectly,Blesmsl<i 
seems to 9l318 r,s Ol)inOl "You'll 
haYelOwatar<lsee. ftcatfbe 
really amazing to see a Ii~ crush a 
locust head 1'nlt>herboot. . ." 
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Army of Two: The 40th Day 
(360) 
~bvsco:esk"'1ati:s.fA~ 
kmydTwolr.n:hlsecr,ooagail 
C<mOC1C0'""1or,,,,s.1tne 
Wlerest~IOS88Wltisgamelsal8S 
(,se ~ ta,onme <toart nextmonn Has 
ilslafllooegro.,n!incell,eflSlore, 
~iSkJJ$1 lhell)fall>#r91'1 

Darkslders ~ 
.l>mdSt a sea d ateooy releasod 
tllles aoo eooenched """° game 
f81'0fles.Da,,._sand8a)<loetla 
represenl a-c.f •gamef'sgames," 
It's good to see them stake a ctam 
In tile sales charts. 

P eople thirl< ol Apple as an mustJy leader when 
11 comes 10 ll>e iPhone and iPod, but its gamng 
teP<Jtalion is ~ . Half-Ute and Left 4 Dead 

deYelopef Valve is lool<ing to gi\18 Mac game,s a boost 
by bringing its Steam <lig<al dislfobulion network to Macs. 
Valve w'I SIM a beta program this spring. w<h a ful 
latn:h targeted lor May, The COfll)!lll\' says ij plans to 
have approximately a doZen Velve tlltes and some trom 

third parties at launch. indudrg first-party l>ts ll<e Left 
4 Dead (shown). Team Fortress 2. Portal. Half•Life. plus 
Half-Life 2 and its two episodes. All of the seMCe"s fea­
tures - ixluding friends. the developer-side Steamororks 
platform. commo.,nily, and achievements - wil be included 
in the Mac version. And ~ you already have a Steam 
account but want to use " on your brand-new Macbook, 
lor ins1anoe. your S1eam k$yS 1Yil ~ WOii<. • IIJ'""""""""" 



The 

fABOVEJ PlayS1a1ion 3 and PC 
owne,s can get their hands on 
Grand Theft Auto IV: Ep'sod 

From lJ)e c· • I es 
The once- rty ity °" March 30, 

and o:::',x 360 exclusive Lost 
ned and Ballad of Ga 

Tony content can be Y io:39.99 as a retail disc~~• 
ded on the P1ayS1ation Nelw()(k 

fo, St9.99 apiece, 

AB ishers Activision , 
lhal they want to push t a _Ub,soft went on lhe off , 
this year. Ubisoft went a~h new !lerations of Call of Du~ 
out with new games eve,y ~2";'ol~;'Y that ~ wa~ts each of its fra 
great fun, we wonder tt the months. Whsle lhal sounds r 
every dime. quafrly of these franchises wil d,p ... lh 

(LEFT) ActMsion staffers and Close~ Plans to lay off several developme 
tions after revealing a one studio as It scales back epera- nl 
Revenge ol lhe Fallen~~ of $286 mion, Transformers; 
suno<s ase swistng that """'-'•' G '!"ollux has '-' Closed and 
wasshuttesed -.,,.= uilarHero~~~ ' 
After blee(f, , but we cotJdn'I officially confrm ~. ~ RedOctane 
fas"" music ~ar Hero to death, the ~ •s by p,ess time, 
devlopment househas 18S<lited in layoffs at T""" i..: """"':oward 

E 

. Neversott The - ,, ,vl<IG<itar Hero 
nlertaiMlenl, is also lacing ~tor of Prototype, Radical 

• 
• ~ 
I 

z 
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Mass Effect 2 
It can't be easy to mess with a formula that was as highly praised as the original Mass 8ffecr, but 
BioWare didn't just Unker with a few ol U1e game's mechanics - the developer leatlessly altered tile way 
people would play the series. We sat down to talk about these changes. Mass Ellect's lackluster minig­
ames, and more with Mass Etrect 2 director Casey Hudson 

The s,ame's inventory and char­
acter upgrading systems were 
restructured quite a bit. Were you 
worried that peopie might miss 
some of theSG m()n) traditional 
RPG elements? 
We decided to take an extremely 
pragmaiic approach, wi;h the inten­
tion of rreking whate-,1er changes 
we felt were needed to make Mass 
Effect 2 the bGSl possitt<i game. The 
challenge we laoed regarding RPG 
elM1001s 'NDS tha.1 we wantocf to 
honor that aspect of the e><perience 
people enjoyed Item the frst game. 
bvt to do so in a way that was 
more intuitive and could be osed 
to its fulleel potenlial by all ptayers. 
In SOl'ne vMlyS. 0'1aM'1Q things more 
intuitive can create th9 imp<ess.oo 
that thefe's less to do. versus a Plf"l· 
istirvf complex. inventory screen 
that can make your options feef 
overwhEtming. Take. for exs!Tpe, 
the Weef:'.X)O CVS!omi?abcn. In Ma$$ 
Effect you OOVld add modl!icaliOr'$ 
to W8~1"1S. ChOOSe Whid'I one 
to equip, and set your weapon to 
use incondary ammo - all on the 
invento,y screen. rt was a complex. 
interface, so ,vtif,e all yoor options 
were available in one place. it was a 
hand!<-! to manage. In Ma$$ Effect 2. 
you do the same activd18$: yov add 
mc:x:iflcallons to weapons in the sd· 
ence lab. you ctioooe which one to 
equip i, yovr an1"'10fY, and you toggle 
your arrmo to iicendia,y ammo 
from the P()Vtec wheel. Further, since 
the '"11mo tyl)e can be mapped to 
a ovuon. you e.an &1en toggle i; in 
real•t.me dUdng combat. You have 
a Stnllat level of custo1nlza1lon. but 
because these actMtles are more 
intuitively W0'1en into the gameplay, 
)'OU may ne•ier realize how much 
depl/1 you·,e access,,,g. 

Why did you decide to remove 
the Mako entirely Instead of 
tweaking what was there In the 
fiBt game? 
The interes1ing tl'wlg we've 
observed is t1"0t wh!e people were 
interes1ed in se6il'l9 a new develoP· 

men1 of the Mako, they're also see· 
ng the game experience as being 
quite eorr(:lete wilhoot a vehicle. 
This se1s up what we're planf\ng 
fO( the re..v vet-.ci8 really wall, since 
we always hoped that the 'l<ll'ku-
lar sections WOUk::I be seen as a 
vaJue·add versus part of the COl'e 
experience. To that end. we've been 
vl()ri(i,g on a new vehicle that v.;1 
appear in Mure O..C and PO!enlialty 
Mass Effect 3. Playe,-s can 100!< 
(or\v.:r'd to t~t ,•ehiele, and S&..eml 
missioos for it. as part of a OLC 
pack that will come tree as part of 
Cerberus Netwo,~. 

It's pretty impressive to see how 
the Mass Effeci 2 story ties back 
to the first game via saves. Was 
making the game's story this 
elastfc a challengo? 
It's realty the twdest challenge we 
have in the design of the Mass 
Effect games. We 8'so see it as 
something Iha!'$ non-oPtiOnal. Mass 
ENect is a trilogy thal centers on a 
oogl& cteract8f' Md the concept 
of decisions and eonsequ€flces. 
It wouldn't toohy be an interactlv& 
story if we didn't fjky.v the con· 
sequences of one game to shape 
the next. 

Side m is.sions seem a i ttle more 
Import.ant this time around. Did 
you have a team dedicated to 
side ml$$IOI\$? What was your 
fovorite one? 
OJr team in tv'conlreal did most 
of 1he ,VQtk on the missions Iha! 
you'll find when yov e,plore the 
galaxy. Thal'& ar-& som& really dif• 
f8'ent miSSions out th8re. It was an 
opp:,rtunlty to explore other stOf)' <X 
gameplay ocncepts than yov can't 
experience else'Nhere in the ~e. 
An inleresting example ol lhal is a 
miSSion wh8f'e you ElXPb'e an old 
Shipwreck te,et(ri'lg on U\8 edge o1 
a tall cllff. as rt creaks and tocks In 
the wind . 

At the same time, your ,x1rty 
members play a more important 

role in the overall atory. What 
made you decide that you want­
ed to focus on players' relation­
ships with the rest of the cast? 
It was a w&f fOI' vs to tie in most of 
the subplots Into th& core story of 
the game. If yov a-e facing a suode 
mission. you'll want the best team 
wnh yov. and you'll want them to be 
loyal and well equipped. That simple 
ooncept imptes a huge se1 of mis­
s;or'G to gel ready for lhe endgame. 
wher"e even a sentimental sto,y­
based subpk>t can affect the out. 
oome of 100 man game if it means 
earning a squad member's loyalty. 

Certain party membera from the 
first game can be recruited in 
Mass Effect 2. Does that mean 
we'll see characters from this 
game make a return In ME 3? 
You wil de1initely be able to see 
characters from ~ Effect 2 in 
Ma$$ Effect 3. as long as they're 
awe in the end of your story. It's 
a challenge tor svre. but it~ also 
going to be a huge payoff lot play­
ers of the Mass Effoc1 trilogy to see 
what happens with all these char· 
acters Md storylines stMed by the 
first two games. 

Since players can finish the 
game with Shepard dead, does 
that mean ME 3 will have a 
new atar altogether? Or wfll 
tho&& who ended the game with 
Shepard dying aimpty not be able 
to import their save into Mass 
Effect 3? 
NOPE>. Dead is dead. Mas$ Effect 
3. as wtth the root or the 101ogy. ,s 
Shepard~ S!OfY. If you hav,) a ooad 
Shepard ., the end of Moss Effecl 
2 . that save game won't Import into 
Mass Effect 3. You""" play Mass 
EffOC1 3 d yov d;ed in Mass Ettec1 2 
of course. but yoo'H have to create 
a °"'' Shepard. -? Yes. But 
we ,vor.Acrl't 00 serious aboot the 
ooooopt of a suicide mission if you 
oouldn't de and your death didn't 
have serious consequences. 

The hacking minigame:s didn't 
seem aa poliahed aa the rest of 
the 90me and aeem like a last­
minute addition. What happened 
there? 
WJrugames ta"I t~e on a lrfe of their 
own and take a SUl'prising amount 
of work. since the-/ C3'l quickly 
become full games in thei' own 
ri!;tu. The challenge is to keep them 
light yet engaging. In Mass Effect we 
had Vf!tY basiC mirigames. and for 
Mass Effect 2 1 lhnk we W8'8 able 
to Improve on them sig,illcantly. 

It Hems to take a long time 
to mine for minerala, and the 
mechanics for that section of the 
game aren't wry compelling. Did 
you consider changing up the 
mechanics for mining or adding 
more upgrades that would make 
this proce.ss mo,- fluid? Is there 
any chance that a future pateh or 
OLC could make min ing faater? 
We've had k>ts of feedback on the 
od:,rtal mirigame. and a tr&CJ.Jeot 
convnen, is lhal ii~ ·$11angetv 
addicwe. • We keep an eye on PIDY· 
er suggestions for turung however. 
so it's certain¥ a possiblity that we 
cOIJd w,cl..Jde adjustments to the 
speed or baJanoe in a Mure pa1ch 
~ title update. 

Up until now Mass Effect has 
been exclusive for the Xbox 360. 
Oo you think PS3 fans wfll ever 
get to play through the trilogy? 
Mass Effect 2 is only a"ailatlte on 
Xbox360 and PC. 

The gameplay changed a lot 
from Mass Effect 1 to Mas.s 
Effect 2. Do you expect that 
Ma$$ Effect 3 will 90 through 
simi~r overhaula, or do you feel 
like you have the baaic me,c:han­
ics of the game nailed down? 
lt'S twd 1osay~u this pom1. we-·11 
dO the sar-ne thing we did be1ore. 
however, starting the design by lis• 
toning to player feedbacl<. ♦ 
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10 Years Of 
The Sims 

by Joe Juba 

For many people, gaming is an escape that allows them to get away from normal life and 

experience something fantastic. A game about building houses, buying furniture, and go­

ing to work hardly soUJ1ds like a game at all. However, The Sims proved this UJ1conven­

tional formula was not only viable, but that it was the recipe for creating the best-selling 

PC franchise in history. In celebration of The Sims' 10th anniversary, we chat with creator 

Will Wright and take a look back at this revolutionary series. 



In 1997, no oneOOUd have 
guessed that Maxis wOUd create 
the most PO!l<,Jar PC franchise ol 
al time. Founded by Will Wr\gll 
and Jeff Braun. the studio had 
received widasp<ea<l acclaim f0< 
its s.nc1ty senes. bul the string of 
less successful lilies that folowed 
pU1 Maxis in a dlfficul1 financial 
position. This lead 10 the deve!· 
oper's accµs1tion by Electronic 
Arts, which was the beginning ol a 
new age fa, Maxis and PC gaming 
as a whole. In 2CXX>. alter being 
allowed unl)(ecedanlecl e<eative 
freedom witi'Yl EA. Maxis re!eased 
The Sims. 

took your Sims ou, of the house and 
into the neighborhood and gave them 
traits. personafJties. and lifetime wishes." 

N&lv featu'es and expanded social 
cplions are great additions fO< fans cl 
the series, but the key to The Sims' 
sucoess isn't n its mechants. h's In 

Since Its release, The Sims has grown into a sales jug­
gernaut and full-blown cultural phenomenon. 8-Jt d<.ring 
Its development, the team at Maxis was just tl)'ing to 
e<eate a fun Sin>Jation that let pe(lj)le live virtual lives. 
"Creating the oltjnal The Sims game. no one on the team 
re,jly knew ,ohlal type of phencmena if was goi'lg to be.· 
W(ight says. ·You can't l)(e<foct a phenocneron. ix« you 
can hope." 

I.he ~ept. which is familiar and relat· 
able to almost anyone ,w.ether o, not they happen to be 
gamers. "The Sims is unique in that it is so unlve<sa!. It 
rep,esenls lfe, • wright tels us. 'You can go to any country 
in the world and people play The Sims and they can find 
themselees ,n ~- It is a game that transoends bO<c!e,s. 
demogaptics. and gender." This wide appeal is a majo, 
facto, in the senes' succ8SS: through its extensive use of 
grapl>cat cues and intu4ove nterface design, The Suns 
ensures that players can ea.sly navigate and iiteract with 
the world. Even tt you don't have an exiens,,e experi-Mos, developers WOIJdn't dare hope fa, the kind of 

success The Sims has achieve<J over its 10-year lifesP<"', 
The lranchise has sold aw,, I 00 mil· 

ence wi:h video games, you c,in still pick <-P The Sims 

lion C<JPies, and gossed mo,e than 
$1.6 bilion. This p_t.s ~ just shy ol 
James Cameron's Trtanic. whch 
grossed $1.8 billion at lhe boX offioe. 

Wht'.e the series ha.s been a con~ 
sisfent success, the development 
teem has Med to ensure that new 
iterations build on the core concept. 
Yes, you'll find mul1')1e expansion 
paeks fu l of new furf'ilure, but each 
oore game in the series moves the 
simJation genre forward in now 
ways. "When the game r, s, came 
out. we really started to Lndersland 
that this was a whOle new genre of 
game," explains Wr',-,j:it. "There were 
so many ttrQs about the o,iginal 
game that had never been done 
bef0<e. There was no buSiness model 
to look at. Each iterabon of The Sims 
has been of a similar magnitude. The 
Sims 2 addeo aging and tOOk the 
game to 30. With The Sims 3 we 

THE SIMS FUN FACTS 

+ The first oC>ject ever created in the 
prototype for The Sims was a toilet 

+ New halrstyles are the most 
popular downloaded content 

+ Will Wright englnoored a pan­
demic - a virus that swept through 
the WOrt<l or The Sims. By COi· 
laborating and sharing information 
online, players eventually identified 
tile sou~: pet guinea pigs 

+ The Sims 2 llas been tra,,slaled 
Into 22 languages 

+ MaslOw's Hierarchy of Needs 
Inspired the multiple facets of life 
Ulat players must balan(t to keep 
slms happy 

+ The Sims 2: Pets Is lhe most 
popular expansion pack In the 
series' hislo<y 

and amv on YOl,X reaHi1e e>q:>erierv=e to 
figure things out. 

rn lhe world of gamrg, a franchise 
rtl'V1ing strong for 1 Oyears is rare. The 
Sims has reached that milestone, but 
does it have another 10 years in front of 
if? That d,:pends on the teams ablify 
10 keep creating compelling ways f0< 
payers to interact wi1h the«' simlJated 
universe. Ac00<ding to 'Nr'r;td. that won't 
be a prol)lem: "Fe< the last 1 O years 
The Sms has gown as both a game 
and a creative expefience." he says. 
"Throughoul the histo,y of lhe franchise, 
the team tried to introduce concepts and 
content that .iJo,ved more and mo,e of 
l)OO!:le's ev,il)'day IWe as well as their fan­
tasies lo be reflecled in the game. They 
tried to stay connected to the changing 
troes, and :;,st Ike ,ve as peope are 
contint.iig to eve.Ive, so will The Sims." * 
Co tog,m..,,,,mer.com,mag to roa,J OIi{ M 0/!.A 
wid1 JcgcttJ.tty (1/JmB ~t WJ,YW~/.l 

••• 

WHAT ARE THEY 
SAYING? 

The incomprehensible language 
spoken by the sims is called 
Simtish, While it takes inspiration 
from several actual languages Olke 
Navajo, Ukrainian, and Tagalog), the 
alphabet and grammar do not draw 
from any single source. You may 
~ognize a few phrases here and 
there (many are consistent from 
one entJy to the next), but Simlish 
Is basically untranslatabla 

GI'S TOP 3 WAYS TO 
MAKE SIMS MISERABLE 
Everyone knows aboot deleting 
the pool ladder and piling wooden 
furniture up by the stove, but here 
are some of our favoo1te lesser­
known ways to mal<e l~e hard for 
your sims. 

J. Human zoos(lhe Sims t,2,and 
3): Lure your neighbOrs into a 2"2 
room by inviting them to sit on a 
couch with you. As soon as they 
do, get up and leave the room, !hen 
delete the door, Once your captive 
stands up, delete lhe couch. install 
windoWs on the enclosed cell's 
waus and view at your leisure. 

2. Lazy Sim Ping-Pong (The Sims 
t ): Build two bedrooms, eoch with 
a blaring stereo. Leave a laZy slm 
on aufopilo~ and eventually they'll 
toy to sloop, heading to one of the 
bedrooms. The music will wake 
!hem up instantly, but they'll be too 
lazy to actually turn off lfle stereo. 
Instead, lfley'll lry lO sleep in the 
second bedroom, laying down for a 
few seconds only to stand up and 
grumble about lhe loud nOise. Then 
ifs back fo lhe first bedroom, where 
lhe process repeals until they fall 
asleep on their feet In lhe hallway. 

3. The Misanthrope (The Sims 
3): Create a slm with an appaJli ng 
personallty, then inflict your pres• 
ence on eve,yone you sea Barge 
Into homes, shout, start fights, steal 
food, and sleep in other people's 
beds. Also, never shOwer. You can 
practically see the disgust on your 
neighbOrs' taces whenever you 
approach. 
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The Behemoth goes to the 
theater, and two classic 
franchises return by Moll Miller 

C 
astleCtashersC()nliroestobe 
one of 1he loP selers on Xbox Live 
Arcade. and fo< good reason. The 
ooopa-ative fantasy beat,em,up is 
stylish. hilarious. and a blast lo play. 

That's why I'm so excited about Battle Block 
Theater. the newly annc..nced thirCI game from 
Castle Ctashers d<Neloper The Behemoth. The 
game oenany mainlails the visual stying of the 
studio, with cute animated Characlers jwctapose<f 
agailsl violent action. BaltleBlock is set on a 
strange and mystetious Island, whete you've 
been Shipwreoked will\ your beSt bud, Hatty. 
Your friend p,omptfy betrays you. and you're 
captured by the IOcals and fO<Ced 10 perfom, in 
plays - 10 the deall\! Will\ 1he iSlandt i-1\at);tanlS 
lool<ing on from the comfort of their seats. you 
and a friend can play through the dea(ly action/ 
p1a1form;ng campaign on the same screen. 
wtich combines cooperative and oompetaive 
elements. Fou- players can jump in CN8< Xbox 

Uve. and with CN8< 200 eollectallle playable 
characters. ~ sho<Acl be allle lo find a 
suitable avatar to reflect their mood. I'm p,etty 
Slaked about this one. tt'S CU'11l0tfy sdlec:Ued tor 
a release later ll>s year. 

In lhe neare, IOOYI, Live Arcade plays hos1 10 
a familiar face f0< anyone with fond memories of 
lhe N64. Perfect Dari< was one of the most 
laoded and IV81Moved eal1y consQle FPS @es. 
This reva,ll)ed version has been reJormaned for 
HD. with t080p resolution rum~ at 60 frames 
per second The 0<iginal COOl)8ign remains in 
place - wtren rival defense oontract0< data()yne 
becomes embfoied in the oonflict behvoon 
warring interstellar aliens. one of the Carrington 
lnstwie·s best agents. Joanna Dari<. must dis· 
rupt the conspiracy. The new ve<slon pt85ffi'e5 
the four•ptayer Sl)lilscreen rrutiptayer, but also 
addS online competition and leadel1XlerCIS. FO< 
gamers only lanw,ar wi1h tho more recent Perteet 
Dart< Zero, you owe a to yourself to Check 11\is 

Blaster MMl:er <ncrdriTe 
\', \°t:1' 

one out. The original remains one of the highest• 
rated \/ideo games of an trne. 

The Xbox 360 isn't the only oonsote pick• 
ing uP long•donnant and betoli8(I franchises. 
Sneal<ing ooder' 1he radar cn1i only days befO<e 
as release on WiM/are this Foorua,y, Blaster 
Master Overdrive is a seQUel to one of the 
moot engaging games on the NES. A parasi1ic 
virus that tr.rrsfO<mS rruch of the animal i fa into 
vicious mutants and P<.JIS many humans into a 
coma-Ike Sleep has invaded Earth. Viral biolo­
gist and afl around hero Mex isn't having any of 
it, and he's got a giant four-1..t-.eeled engine of 
destruction lo back hm up. I played lhe hi few 
hours of 1ha game and came aw~ impressed 
will\ its Clear en-.Jation of the original fonncla. 
Players spil Ima belIveen driwig a wheeled tank 
vehicfe through side-scrolling exploration kMlls 
and hoppif'G out to engage in soma IOP•down 
action sections on foot. like Melroid, 11\8 game 
demands that you find ,.._ous powar,ups 10 
your v<lhicles and weapons in orCler to progress. 
F0< 11\osa who are wondering, Overdive employs 
updated remixes of the wel-lclll8d roosic from 11\8 
NES Classic. 

Faaddft-"""'98cl- - g;me,, che(;kkl i/J 
~,,,,,,.m,g,.,_,,...,.,..,,,,_,w,JC811 
teadOUI rMJW Of OI» Cl lh/$ yt.ttt most JJfllit:i(IJfetl dtltff'IIOad, 
ablegames. Tbe~ t11esolP.8. Yli>rerl)ot'lom. onl)Jl}e92 
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New 
Platforms 
&New 
Homes 
A lot is always going on behind the 
scenes in the video game industry, 
and we try and share the rumors and 
scuttlebutt 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 !or the future. 

New Nintendo DS? 
Rumors of new Nintendo hardware haYe been float· 
;ng aroon<I for a while, but an unidentified developer 
has tola CVG that the~ i§ 1vormg 00 a new 
NintendO OS with motiOn-sensing capabilities and 
more. "It's genuilely tl1e best Iring I think rve e;e, 
wO<l<ed with,· said the d<Mlloper. ·t can tel yo., that 
a·s got a tit ft.nctiOn 01ars not cfssinlar to iPhone, 
but does a lot more. We know that The Pokilmon 
Company are getting special attentiOn wah a: The 
source goes on to say that 111ey 000·1 expect the new 
han<l>eld to be amomcecl until atter March some­
time, pemaps at E3. 

Criterion's Black Team is Back 
Remember Criterion Games' PS2 FPS Black? 
Some of the core development team members 
behind that game have SPiit off from the studio 
and are making a game called Body Count. 
Codemasters is handling the title. but it's unknown 
at Ulis time if it will be an FPS like Slack°' if it 
handles its action in a different manner. We'll have 
to waft to hear more about Body Cot#lt once 
Codemasters figures out its plans for the U.S. 
mart<et. The UK-based publisher recently lakl off 
some empk)yees of its U.S. branch as part of a 
reo<gani.zation. 

Mickey Goes MulHplatform? 
A tot of garners were disappointed when Disney 
announoed that Epic Mickey ,'l<)tjd only come out for 
the Wi, but the C<l<lW'Y might be Changing as nw>d. 
-we haYe a very large 8'.Jdence base that has Wiis in 
their home.· said Disney executive Graham Hopper, 
"that's not to Sf1'/ that we won't go to other plat­
forms." Epic Mickey tdzes the Wiis motion controller 
for its ink and paint mechanic, and Hoppe( insoJates 
that had the timing ol Microsoft and Scny's motiOn 
controllers occurred earlier in development, the game 
might be cornr,g out for those systems. 

• • ••• • 
TidBits 
FUn Pacts About 
BloShock 2 By 2K Games 

• Al one f)Oin, Sander Cohen 
was ~anned to reappear in 
llio5hock 2 as a 20• foot-tal 
Fr8\<lian mons1er lluMy. 

• Olhet CISCUSsed names foe 
the RtJnbler 8'g Oad<I/ included 
H<wrie, Sombef, and Professor 
Sl'()o-

• The floo<f,ng 9lQUef'Ce from 
thef1'S1le'lelofthegamewas 
oogna1yru11as1tra-•13't13)'1\UI< 
foe a, eartyproof Ill ooroep1 
Clem0.I1 l)tMC to be too l)Olkia,' 
and iari: to be reO'Oled korn 
the game 

• The X•ray that appears in the 
lnne< Perseit,cre level is actual!y 
a ,eaI x-,ay of lead environment 
arust Hogarth Ce la Plante's 
Sl'ettereel left huneftJs follll\W'Og 
a harg·gllli~ accidenL 
• Befoee he was given an Olfbal 
name. Gil Alexarder was refeneel 
to as The QJ11 Naviga1"' - a 
punn,ng refe<ence to~-

• Shef'/1 lee, whO l)layeel laura 
Pafme<in TvmPeakS.alll)ealsas 
several tJil Splicefs in the game. 
Oue 10 a sehe<l<ling nishaD, she 
sllo\'leel up in the recording SIU· 
Cio insleaC Ill Shely! lee Ralli>, 
whO plays Grooe, so the team 
113d her recorc a few lrleS. 

• The team went through se,erat 
rounds of scratdl .,;re acring 
-the game was In proc/uc• 
t,on. Foe one Ill them, <Ne"! line 
in tl'le entire game was recorded 
by a s,r;/e proc/uction intern, 
whO recorcleel ~ all at nis c!eSI< in 
un<le<MO<lays. 

• Dionysus Par!< was the first 
lel<I begun by the team. Adonis 
uruirv Reso<t was the last. 
• Error messages for errc,ty 
eottainetS Qike ashUays and 
aates) we<e wrir.en as haiku and 
appeareel in the game ..,a "" 
aherbeta. 
• The title was~ across 
f,ve OOtl\tries in roe d<fereot 
tffleZCMS 

• The<e were a total Ill 78 hires 
to bring 2K Malin from the 
oeiginat CC)'Eei!1lt•person team 
in Ncwmber 2007 to peal<de'lel· 
opmentsize. 
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This month, Game 

Informer tracked 

down some 

of Xbox 360's 

most difficult 

achievements and 

two dedicated 

gamers who have 

unlocked them. 

by Phil Kollar 
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Final Fantasy XI 
In order 10 gel a It.II t250 gamerscore in Square's lime­
soci<,,g MMO, you ha\le lo achieve - 75 w,th ~ 
Class in addilion 10 nvmerous 01her insane tasks. 

How long did it take you to unlock the FF XI 
achievements? 
It look me aboul 1,200 days ol play time. I slatted playing 
lhe game on PlayStalion 2 and mig,'aled lo lhe Xbox 360. 

Was it worth it? 
In my experience, it was nol worth it. I wasled a lol 

of lime getting these aChievemenls. I had lun when I 
played, bul it annoyed a lot of my friends. 

What tips would you give other gamers looking 
to unlock these achievements? 
These aehie\,emenls are incre<lllly lough, but ~ you wanl 
them. don't gille up. Unlocking some of Iha achie"8menls 
wl lake monlhS of work for f.ve poin1s. 

Star Ocean: The Last Hope 
To gel the Utima1e Balller achievement and a meager 
10·point boost lo your game,score, you need lo ,ma 
total of 900 batlle trophies in lhe game, many of ,-.11iCh 
are orly available lhroogh random ci'cunsl-thal can 
be extremely cifflCUfl lo recreale. 

How long did It take you to unlock the Ultimate 
Battler achievement'? 
I Slarted the game on Feb<ua,y 28. 2009, and got lhe 
final baltle lrophy aChievement on July 24, Of COU'Se, 

I didn't play iteraUy ~ (lay, but I think at most there 
were about 30 days lhal I d'i<Jn'l loueh lhe game at al. 
The amount of 1m8 I played varied from Yi1ually all day 
10 just an hour a day. 

Was ii worth it? 
Not in the ~ lest You don'l get anything but a sense of 
accomplislment (as well as a sense that you've ,vasled 
a good amouru of your tine d<);ng it). I'd a<Mse most 
people to not bOlher. 

Whal tips would you give other gamers looking 
to unlock this achievement? 
My biggest tip is 10 ha\le a lol or patience, some pap<r, 
a pen, and a calculalor. Some of the battle trophies that 
nvotve doolQ a specifx: amounl of damage (or Sl)8Cif,c 
amount of HP r8C0\18red) will require a lot of tesling and 
using ttems to slightly nYfl0k your slats lo accomplish the 
Sl)8Cif,c vM,eS, A lol ot math can be im()lved, An in-game 
14) is to not sel anything and to save your stat-ncreasing 
ttems 10 help when going for those these trophies. 

The mosl crrfflCUfl trophy is to beat the Ethereal Oueen 
in 10 minutes with lymle. Be sure to bulk up al'your 
Characte<s w!tll good equipmenl, and make sure you 
go for 1llis lrophy during your frst fight witll the Oueen -
Iha second and thid tine she wl increase in strength, 
making il more diff,cuit, if not inµ)ssit)le, Anyone tllal 
has been t!Yoo..,g, lhe Wandering ~ knows thal 
tts takes qu~e some tine lo get ttvough, and tt realy 
socks wasting an hOur on each attempt at lhe lrophy, bul 
!heres no easy way. 

Stephen 
Acey 
Handle 
Hells Abyss 

Age 
18 

Hometown 
Connellsville. PA 

DaVaughn 
Potts 
Handle 
Dy 

Age 
27 

Hometown 
Pasadena, CA 





Here's a soled list of a 
few of the 190 1111 .. that 

GOG.com c:unently offers: 

J\d\ffiRlslng 

Alcam.m:0I _..,... 
an<1Mag,c1<0bsc1ta 

Beyond Good & Evil 

8131w Su)ne· Planet Slflol 

caesa, 3 

Comlll3lld0$2& 3 

Oesoenl 1 & 2 

Dl.lol Nll<em l>' A10mic Ellili0fl 

EaM2140Tq 

~ttMorm Jim 1 & 2 

falOul 1 & 2 

faloutlaclics 

Far Cry 

Gabriel Kll~t. Sins Of 1he falhe,s 

GlltiGtAet:tifl 
Giants. Cltlz"1 KabulO 

GoU,ic 

GrOUllJ ContrOI & ~ 

He<oesOIM,glltan<I 
Magoc 2. Got! Ellili0fl 

L·2Stum<Ni<. 1946 

Jaggecl-.00 

l,O( 

Mel) Rule 

Mjst: The Mas1e,pjeoe Ellili0fl 

Ocl<il•,t,ti:Al)e'S­

Oddworkl Abe's Od<tjsee 

P3il'lulet:813C!<Ellili0fl 

Priooed Pef'saa. 
The Saoos 1Hme 

1'$y(t<)naUIS 

flaloooo Six 

Re!)l)loe: The Re\<)lt<ic)fl 

Ri,'OO: lhcSeqoollOMyS1 

Set<lets 2 Got! Ellili0fl 

Space Ouest 4 & 5 & 6 

Tex~(J)lly 1 &2 

Trlll)lco­

U:O:Mer"1«1< 
t,rteal Got! 

t.rtearn,,namem G0TY 
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What kinds of bugs and 
problems do you usually 
encounter as you try to get 
these old games running 
on the newer operating 
systems? 
The first one that comes to mind -
the most common problem - is 
that a given game just does 
not want to""' at al on a given 
system. That's uSUaly easier to 
hancte. as we know from 1he Slart 
what's going on and can work 
on ~- The most dC1rocult problems 
to handle are defntely the ones 
bvried deep in the game that 

What are some games you 
don't have now that you'd 
love to get? 
Some of us would k>ve to have 
\he great adventll'0 games from 
lucasMs, like Monkey Island. 
Full Throttle. and Grim Fandango. 

, wr.ie some cteam abOu\ strat­
egy games like Warcraft or Total 
Annihilation. I personally WO\Ad 
IC>le to have all the good old 
RPGs - although I have already 
plenty to play ,v'~h the Falouts 

• and Might & Magic series avalable 

l i on GOG.com. 

· - - - ISi.. 
Show up after several hOurs Of Co-founder or Good Oki Games. Are there other extras 

you''d tlke to offer for these gameplay on a particular system - Matein twinsto 
let's SW'/ Windows Vista in 64-bit 
mode only. Then we start digging into the game, 
and after days or sometimes wen weeks of won< 
we manage to SOiVe ~- Most games have smaler 
issues that we can S01 out rather quicl<Jy. bu1 we 
have had a few with which tt's taken us weeks 10 
flnd and remove 1he bvgs so that they ,llori< on 
al the modem systems. 

How is switching the games to 
Windows 7? 
Since Windows 7 is not a m,p change from 
Vista. we haven't faced 8f'o/ rnajo< issues here. 
The real challenge. tiowever. was Vista. We've 
,;pent thousands of hours fixing and testing the 
games on that OS. 1 am sure <n 0A team could 
write a book about ijl 

games? 
There is deliMely more we woold ll<e to have. 
and we are wooo,g on~ as we speak. We're 
going \0 pUt together videos that give gamers 
a better idea of how a certain game loOks and 
plays. There will be way more game gudes and 
soundtracks. We are also IVOO<ing with the cre­
ators on interviews - we had a few COOi pieCes 
on some fan·la'o/Ofle games. and we th;nk is 
a IOt of fun to hear what developers think abOu\ 
their five.plus year old "babies" and how they 

D 

were made. Also. for some titles where the com­
munity/mod~scene is stl alive, we are linking 
our users to approp<iate materials. So let's sat'/ n 
you are a Freespace 2 fan. we will offer you links 
10 community-made mods. We have a lot more 
icleas. and whenelle< we ttink that something 
would ,llori< for a given game. ,ve dO our best to 
pu1 ij up on GOG.com. ~- n 8f'o/ of you have 
some oool ideas. dO visit us and drop us an 
e-mail or POst on <n forums. 

Are you afraid of the publishers that are 
offering their games on GOG.com tum• 
ing around and making these g.ames 
available on their own sites? 
1 dO not think th;s win happen, as tt comnercialy 
would not make much seose. GOG.com oflets 
c,Jite a lnQ.J8 model - <n piteh to our business 
paMerS from the ve,y begn'ling haS basically 
been, "Hey, you have a lot of old and ve,y old 
titles that are gathering rust. Wt'f( not dust them 
off and generate some reveroe? There are a 
lot of people out there who wot.Id love to play 
them. and you're not se11;ng them ttvough ratal 
anymore, are you?" The amount ol work that haS 
to go into these games can be rather significant, 
and I just don't think most pUtJlishers have the 
resources. Wt'f( ,\'O\ld they need them n some­
one ll<e GOG can dO the work? 

■ 

GOOD OLD GAMES 
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Wrapping Up The Lich King 

"You may have the 
impression that I'm a big 

fan of Lich King, and in 
general you'd be right" 

1'he Lich King is dead. Long live the Lich King! 1'he epic saga that 
started in Warcralt Ill and continued through six years of World of 
Warcraft has drawn to a close. What shape did the Wrath of the Lich 
King leave Azeroth in? 

near oplimaly in progession raids. 
It's a croot to the d,r,geon design 
team that I actively enjOyed my first 
30 trtps llvough Gun'drak. The fact 
that I suffered through another 50 
fo, badge$ that I fell I needed is 

The central theme was a shift toward providing fulfilling content 
for people beyond high-end raiders and arena junkies. Blizzard no 
doubt has reams of stats to back this up. but any casual observer 
can see that wow·s success is built on a horde of social players. The 
raids are leet and the balance is (generally) tight. but how many guild 
members do you have who spend $15 a month to chase pet achieve­
ments? Or who log in to chat. fish. and play the Auction House for a 
little while before putting their kids to bed? How many entire guilds 
on your server consist of this kind of player? Lich King made life in 
Northrend much better for these folks. Heirlooms, non-raid or PvP-

a damning indictment of another 
aspect of WoW's design. The less 
said abOtll The Oculus, the better. 

Wfltergrasp is another idea 
that sounded great on paper and 
mostly faled in practice. The rrst 
two months after tho expansion's 
launch. Wfltergrasp was a f.wltastic 
~est with tnl$Ual gameplay. 
neat r8\-vards. and a reason to 
socialize with the rest of you, lac· 
lion. Then the rest of the server 
finished l<Mlling to 80 and started 
iu«l)ing ilto the zone. Bfizzard 
eventU81y had to capitulate and 
instaix:e it from the world to man~ 
lain playabil~, la'gely defeating the 
purpose of having an open-world 
PvP zone. Elther way. I S<4)pOS8 it's 
stil better than sitting through an 
hOu'·long Warsong Guleh tu1le. 

related achievements, vastly improved storytelling via questlines - all 
of these were massive wins for the social crowd. Given the success 
of this aspect of the game, I'll auction my epics ii Cataclysm doesn't 
continue in a similar vein. 

S..-al trends from The Burning COJsade contreed 
tlYough Atthas' tero-e as Warcraft's b;g bad. Easy 
content fke five-man dungeons and noonal·mode raids 
got easier. while hard raids stayed challenging. Some 
hardcore types wl argue that Uch King raiclng ,_ hit 
the glOrious h<);Qhts of the &.nweil, but l"d retort that lhe 
de,;;gn behind raid COOl)OSitions and class interaction 
has mostly taken the game out of findhg the pede<:1 m'tx 
of Rogues and enhanOemenl ShM>ao and into cra~ing 
and exeo.mg strategies. 

'Ml8<e the Horde-side Nag,-and meta•QUestlne involv• 
ing Thrall's return to his aocestral hOmeland was oooe 
the p:macle of WoW stO!)'lellng. ~ would fit riglt along· 
side any zone in NortlYend. I t~ht I'd seen the best 
BtiZUwd had to offer when I finished up Oragonbigl1t and 
saw tho Wralhgale cinematic. but pioting a momlain· 
sized go1em and exploring Atthas' backs!O<Y alongside 
an echO of his d'ildhoOd personal~ topped even that. 
\Nrath deMlre(f pre-endgame content tnivaled in tho 
MM() space, and there's no debating It. 

You may have the irrl)reSsiOn that rm a b;g fan of Lich 
Krg. and in general you'd be rg,t. I've had a fantastic 
time leveling tlYee characters to 80. har(fm()(fe progres• 
sion raiding, and getting my Trtanium Seal of Dafaran. The 
jotKney was hardly smooth sailing start to finish. t~h. 

For an the progess that Btiuard made in removing 
tedun (flasl<s!), the gmd can still crush my will to play, It 's 
geat that tho awful Sons ol Hodir rep gind was eventu· 
any patched into t(lllialfy. but going tlYough it on my main 
and fffst alt in itS origina form was horr'l>le. Heroic five. 
man badges have <Mlived from a nice gear door prize fo, 
those \Jlabte o, unwming to raid into a near•mandatO<Y 
Slog tlYough old oontMt in o,<Jer to pedorm MyWt,ere 

Alenas. where I'm info,med that 
all the t,,,. PvPers go when they're 
not µll)ing on the bandwagon 

of whatever flavor of the month game is going to ·oo ~ 
rigN." haven't changed much since The Burring Crusade 
aside ~om the hlariously overpowered Death Kni1)l and 
Palacfn ruuations that went on 10< far too long. The intro­
ruction of a new. broken a,ena setting cfidn't help either. 
N. least there ,veroo't a mlion people AFK'ing along on 
1300-rated teams for welfare epics this time around. and 
the baJaroe eventually settted into re,;pectability. 

Odcly, the thing Uiat I suspect wl have the biggest 
long•term ramifications ca,ne at tho very end of Lich 
King's run. The brilliant cross-ream Dungeon Fonder is 
a stunring technical achiellement that mal<es ha\/ing 
suffered lhrotJ!t, Blizzard's previous I.FG fabes ~emem­
ber the f.rst incarnation of Meeting Stones'?) worth ij, 
Convincing players to explore the social aspects of an 
MMO ,\/ithout overtly pUnishing them fo, soloing has been 
one of the genre's great challenges. and maklng smal· 
group clJngeons h\'O cicl<s and a snort WM 3\VWof with the 
().r1geon Finder is an incredble soMion. We're an going 
to have a heel< ol a time goiing back to the ad chat-spam­
mng routine in other games after getting used to this. 

I don't agee with at tho decisions BtiZUwd made °"8f 
the course of \Nrath of the Lich King. I have. however. 
had IUlcleds upon hl.Odreds ol hours of fanlastic experi· 
ences. WIY) wood have t~I we'd go ~om doing 
Motten Core wijh sirgle-group toterns and no blessings to 
bogging Paladins to tank for catto,m On.ids in progression 
content? I may never want to see another Relic of WJar 
in my life. but I can't wat for theGataclysm lo hit ~ 

CllfC/<(l(l(or.<-d$DnL!dlK"") wil/lBIO>td~ TomCMcn,, 
~con>ma/1 
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Rupturefanns -
Oddwol"ld: Abe's Oddysee 

Shinra Electric 
Power Company 
rma Far as1 VII 
Think offshore oll drilling is bad? Sli ____ ....;_;,~ busmes 
revolves around harvesting the planet's life force to turn 
a profit While the corporate executives live m the posh 
upper crust of Midgar. they force the poor citizens to rot 
away m the sunless slums. Not bad 
enough for you? 
Sh1nra also 
has an In1ectmg 
Human Fetuses 
With Monstrous DNA 
D1vis1on_ However. 
none of these foul 
deeds compare with 
the company's laby­
nnthme headquarters 
and its soulless keycard 
system We can never 
forgive that. 

Abstergo Industries -
Assassin's Cleed Senes 

This meai-process;rg cooglOmefa:e is 
the tligl)eSI oo Oddll<l<lil. They specialiZe 
ii lt>'n'ng the local f"""' inlO delicious 
treats ILl<e ScrabCal<es and Param<te 
PieS. No4 e,e,, dv.wd,rg si,ecies can 
S!Of) this capiialistic maclllne, as -

Some COfPO<atioos viii do wtla!ever ~ 
lal<es 10 rise 10 the !Of). In the case of 
Abste<go, 1hey abduct their rivals and 
fOlce them 10 travel bad< in 1lme 10 relrve 
their ancestocs· pasts and retreve refcs 
1ha1 gram them rrioo-cootrol powe,s. 

Mclluck the GUkon soon rearires the full ard deficaoos poien1..-
o1 ltis inlenttled scatt. We've heard ol capilaliSlic cannibalism. but 
Ruplt>'efarms rurning its own Mud(j<on wal<ers inlO popsicles lakes 
the iooa IO a lile<al level. 

Ptetty l>aSte stuff. really. The kki<ef iS !hat Abste<go has been fl.dg~ 
up hiSI-OI\' tor ils benefit fiOtn the begMng ol llOO, and may have 
been responsille for !hat fit11e ·oops· C311ed World W8I I . Al lhis rate, 
Assassr1fs C,eed Ill will •-them as respon~ for ctiart e-mal~ 

Union Aerospace 
Corporation -
Doom 
Any OO<POtaUon gurlty 
ol QPenilg the gates 
o1 Hel iS guarMteed 

TheAgency ­
Crackdown 
()i lhe sufaoe. The 
tv;pq seems rrke a 
savior, Oisman11ing 
dangetous gangs, 
®elling viOlenl (rots, 

and dispersing citi2en· II • 

Fontaine Futur• 
istics - BloShock 
Allow 00<P01alioos 
make a profit oll ex­
f)IOilng Others SOtne· 
WW/Olarothef,lxJ!lhe 
underwate< Ul0fl'3 of 
llai?ture hOUSed a real 

Umbrella Corporation -
Resident Evil Series 
Siooe the re,eiat()n of l.l'nbrella's bio· 
,,eapon engineeting researcn tacdity 
hidden tleneatl1 Raocooo City, lhe com­
pany has been exposed, illltraled. and 
exl)IOded mo<e lhan a f<rw Otn~ These 
are but minor selllaci<S for llrrb'efla as m 
it always eorJs ~ playing a role In the latest lX)ml)le,related nilShaj). 
Coos13111 llfrgtt1ng amoro key Ul'()(ella rrgunes estallllShed lhe 
company's rocky foundation, and l.l'nbrella's tenacily in blO·­
researCfle<l(jed up being ils own undoing. Appasenlly. roulrnefY ronti· 
tying )'/Y eml)i(),/ees Cuts OOwn proeb:tMly 

Aperture Science - Portal 
Tampering with dimensional f)Ol131s 

is ~lionallle enougr,, IJul whe<e 
Aperrure realy takes the cake lies w1thin 
its corrupt governing Al. y~ GlaDOO 
malh.nclioned and ki~ the ent,e 
Enrichment Faci ity stall with a deady 
neurotoxln. With the siall's stupid 
m0tals out of Ille way, lhe senbeOI 
housekeepe, is able IO exact Aperrure's researell minhibiled. Read 
our oove,age ol Portal 2 00 page 50 10 find OUI wtlal haJ)f)eoed afle< 
GlaDOS' viclOI)' candeseence. 

Ultor Corporation -
Red Faction/Saint's Row 2 
Ultor is so devious that its malicloos tiusi­
ness practices c<ull not Ile conlained 
wimil a single video game series. Utor 
ancnored "s c:orr\.lll rOO!s in Saint's 
Row 2, making seedy deals Wlti1 Street 
gangs and investing in mysterious minilg 
eQvomer>I, Str01'9 br-sl3/ld the leSI OI lime - <!I-en the evil ooes -
and Utor took its business 10 Mars in lhe 131e 21st cenluy. Mine<s 
looking tostan a new life on Mars v.Efe greeted With lntospltallle living 
enwooments and practically no tunan rlgnt~AI le3st the bus>ness 
practices ol lhe future aie larr.lJal! 

Annacham Tech• ■ 
~ology Corpora• ◊ 
t,on - F.EAR. 
sure, lhere'sanother ♦ ♦ 
COf POtalioo 00 llis 
l~t Iha! exJ)IO<IS ltllle . . . . 
gir1s in lhe name ol 
researCh. but the 

a SIXll oo llis list, re• 
ga,dless of inten1rons. 
Sure, in lhe eai1y Doom games the UAC was SrrllJIY 
leSling telef)Ol1alioo lechr1ologf and accidenlaly 
unleashed hell on Mao's' moons and everuua11y 
Eas1h In Doom 3. troweve<. lhe c:orPOtatioo QPerates 
oo lhe red rock 10 al<lid Eaith learning al the< 
~ts on lhe IOUI crealt>'es ol Hell. The UAC 
\'<lllld have likely placed hrit,ef, llUI n oleMy has 

helping Peacekeepe,s are al common practice IOI 
The f>Qe«;y. These kind deeds sour when j0U learn 
lhal the orgarizatioo acrua11y br~ the gangs to "°""" in lhe fist pace to legitimize the city's need 
IOI coun00<1er1 heroism. Witl10-ael<(lol"' 2's mil,tar< 
usurpers and rruan1 aboolirlabons ~ for oootrol 
ol lhe Pacific City, we·re lookilg fOtWald IOseeing 
wtlal srisle< lflCkS The f>Get'CI IS will mg I<> !)OIi ,n 
ader to reclam dom1100. 

sllatk ol a businessman. On lhe surface, Fonlllile's 
pracooes lOol< benign; he processes fish. raises and 
educates orf)l',anS. and oorwcts gerellC researCh. 
In reallly, Fontane Foo,riSlics r""""s parasroc 
Slugs lr0tn fish and im~s them in10 lillle gi~s 

)'(U'Q lady Afmaellam 1es1ed on iS a dOO!y, AS if 
genetically modifying soldiers for ml 1a,y superiooty 
wasn·1 bad (and Ci~ enough.Armacham arti-
1.:ratly rnpregnaled the ESP-all)8ble daughle< ol 
ooe ol lhei very(WIO soe,,tiSls !Ogive lheir ll1Tled 
lorces PSYCl'ic abilities. Alma, the r:,eer,i 1~11e girl, 
predrclallly develQPed a lust for revenge, 1-.1\iCh She 
salisfied by seating the r:,ap oot ol us. ArmaCham 
O'M?S us a new pair ot trousers 

a soft SIXJI, lea'ing CUlling•edge weapor,y like the 
BFG-90001a)!ng aiound for Doom Guy 10 use. 
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to harvest ""3m for genetic mo<lflrcatioo research, 
from l'Aich the 01ganizalion profits. The Lit11e 
Sisiers aie Fonlllile-produced walking ShadcY,s of 
1hei I01me< rnnocen1 selves. 





DARTH CLARK 
EDIT0R•IN•CHIEF 

/lead my (t)/W-,, Cl'ilfle (}( 
/ollaw@GI_Oarlh 

Less And 
Improved 

W el. it was a long process, but the 
resuts speak for themselves. Welcome 
to the new Game lnfarcer. 

You'll notice some t,;g changes in our rede­
sign. It wasn't easy decking what pans of 0<1 

Old fa<mat to keep and which ones to cut. Wei, 
honestly. some of it was kinda easy ... il<e faing 
all of the other reviewers. Let me explan ,.t,y. 

As video games cootroe 1helr meteo<ic rise 
in popuarity. the gaming j(unalist is becom119 
a more irr¥>ortant part of our culttxe. In fact. 
game et'rtics are the foundations upen which the 
entire i~,y is buUt. It is we whO decide ,vt,;ch 
games succeed or fail: we say a game is good, 
and it is so. WhO the hen are yo,.P. Just a gamer. 
rm a professional. and therefore my opinion 
inherently carries more \\oe'qlt. 

All you need to do is read my snat1<y rev',ews 
or my in~tlu blog posts on game-related 
cakes, and you'll agree that video game journal­
ism has. as an art form. surpassed the 9<¥"8S 
themselves. People no longer care if a game is 
good .. .lhey merely want to hear what I have to 
say about a. That Is an enormous responsibility. 
and I'd be Cldng the Game lnfarcer readershp a 
great injustice if I let anyone else tel them what 
to think. That's ,.t,y. as of this issue. 1 am the 
only Game tnfarcer employee -your lone voice 
in the dar1<ness. 

Darth aatk 

Em 

A Closer 
Look At The 

Nintendo WiiDS 

Last month Nintendo revealed that rts surprise 
hardware announcement was not an HD Wi as 

many had speculated, but instead a hybrid of 
handheld and console gaming: the WiiDS (pro­
nounced "weeds;. After some hands-on time 
with the system, we break down all of the key 

features and improvements. 

0 

Accomplishments: 
Tony Hawk has maintained the number 
one spot on the Tony Hawk: Ride leacl· 
erboords across eve,y available gamr,g 
platform. "That Skating b\Adog from 
YouTlbe was toogh to stay ahead of 
for the fsst ,veek." Hawk recalls. "But I 
guess his owners were cited for arimaf 
cruelty so they had to return their copy.· 
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Tips: 

Tony Hawk 

» Handle 
TonyHaWk 

» Age 
41 

u Hometown 
San Diego. CA 

"Farsl. to be on the leaderboa<ds. you 
have to go to a store and buy Tony 
Hawk Ride. A lot of people seem to 
be confusoo on this J)Oint, • Hawk says. 
·Then you just flop ~ on the bOard 
for literally tJue rriootes, and you'I 
instantly make It into the top live. No 
one beats the Ha\1/kman, thoogh!" 

a. Visuals 
The g1<1phics wlll look the 
samo as those on Wu and 
DS, which (U8 already baim 
<:ally 1n(JLSllng\Jl$h€lble 

b. Game Slot 
t~ <;Of'tlJ)altb!O Wllh <11)y 
previous Wu or OS games, 
the WuDS uses a propno 
1a1y fOJmat that only allov1S 
you to play downloaded 
Vutual console utles nus 
will resull in p,aeucany no 
<,;hango 10 Nunon-Oo fans' 
cuucm garrung hobtts. 

c. Compact size 
Tho WnDS IS about lho 
same sr,..e as the DS1 XL. but 
less JX)1tabto. nus moons 
ltwt 1t will take up mimmal 
space as 11 !.11s unused in 
yolll eIuo,1ainrnent center 



Resident Evil 6 
Goes Retro 
Heartened by the success of retro downloooable titles like Mega Man 
9 and Bionic C<lmmando: Rearmed. C8l)(:()m has announced plans 10 
take the PoPUlar Resident Evl franchise back to ~s old·SChOOI roots. The 
upcoming sixth ilstallment will reportedly return to the glory days of the 
se<ies, before it WO<ked 0< was fun. 

RE 6 features live fully evadable enemies, tank-fike controls. and the orig­
inal terrible voice cast. Players must also contend with hwiously cramped 
.-it0<y space and can only save a few times clJring the game. These 
in'l)rOvements are sore to please longtime Resident Evil IMs who won't 
soot up about the PSone iterations - especialy those who resent the oom• 
pr0<nises the se<ies has made in the inte<est of not sucking. "Load times 
this tong ....,., even technically possible on cunent-gen hardware,· laughs 
Capoom's Keiii lnafune. "The team is actually altering the code manualy il 
O<der to mal<e doos OP8<l ab&l'dly stowty, the<eby defrvering the true clas· 
sic RE experience." 

awkWard or romantic? 

DRMWithA 
Human Touch 
The gam;ng oommunity has made no secret of ~s dlslke 
ol digital rights management (ORM), which often limits the 
number of times owners can install games 0< requires lh8m to 
be oomected to the Internet il 0<der to play. ~ recently 
Slruck a blo,v to these draconian tactics with the announce• 
ment ol its new ORM strategy: the Ubi-Buddy. 

The plan is sinl)le; With each Ubisoft game you buy, you'll 
reoeill8 a fclly grown Ubisoft empto,,,oo responsible f0< esoort• 
ing you hO<ne and swe,vising your playtime. While your Ubi­
Suddy oomes at no exlra charge, you rrust provide them w~h 
food and~ access to a restroom. Gamers will 
alSO be held responsible fO< tost O< stOlen Ubi·Bllddies. 

By silently standing by to ensure you aren't doing anything 
megai, the Ubi-Bucl<ly eliminates the need to instal additional 
intrusive software. W'lef) yoo·re dOne with y<:,.:, session, 
you CM mai the eml)loyee back il a p,e,paid sty,otoam 
container. If you want to start playing the game again, simply 
soblnit your request to Ubisoft and wait tour to six ,veet<s fO< 
your next IA>i·Buddy to arrive. 

Natal's Stupid Launch 
TiUes Unveiled 
After r.rn,aifing the clevice last year at E3. Microsoft finaly announced the 
first t0games that wit be available at the launch of Natal. ·Some gamers 
were afraid Natal ,VO<Ad just be a cheap gmmick ~hOUt real games. I 
think we're going to make them eat their ,VO<ds. • boaSled Phil Spencer, 
OO<POrate vice president at Microooft Game Studios. 

Project drectO< Kudo TSllnoda then look U1e stage and demoed 
some of the new games. Slarting with PO<ch 
Light. ·Rare has been W0<1<ing on tlis one f0< six 
years." TSllnoda said, turning a li{llt on and off 
by waving his arms. "Their devetopment p,owess 

The other S 
launch games 

• Grocery Store Checl«>.Jt 
really shows.· Next, he demonstrated the Avatar • Let's .IJrrc)! 
games Handshake. Famly Picture. and HIAa Wrth • Total caJillralioo 
The Stars. all of which utilize v.-ying ranges of 
erratic motion. As his presentation ended. a vis· 
ibt,, exhausted TSl.roCla collapsed on U1e stage. 
grasping feebly at the nearby PO(llm. 

• Avatar Closet Plus: 
Wa'l<-ln Editoo 

• ISThlsA8ut!? 

PARODY 

Datafile 
••• 

Sega: "More 
Olymplcsl" 

The International~ (ml, 
mittee haS rete,cted a petitioo 
kom Sega to hold the reveted 
"""1dY/rdeS!)Orlinge-,,entona 
monthly Dasis. -rn tell you who 
the ocnrnittee's decision huns 
most: gamers." says Sega presi• 
dent Hisao Ogu(ti. ·By unfairly 
limiting the mrnber of times pe, 
year conscmers can wchase 
a'""' ,,.sion of Sonic and 
M:m at the Olympic Games. the 
(O'flmittee has ShoWrl how little 
regard tt has fer keepng the 
sprh of the competitoo sacred· 

PSPSomehow 
Gets Worse 

Following the poor r""8ptoo 
of the PSI' Go, Sony is ,\Ofl<ing 
on )et another rteralioo of its 
hardle'd system called the 
PSPsp. In additoo to the lad< 
of a WO d.-ive. the screen and 
d·pad have been rel1l<>'ed 10 
ma!<e the un~ smaller, slee!<er. 
and more e,qiensrve, ·Irs an 
elite ttem," says Sony's Jack 
Trenon. "Whelller you want 10 
lrsten to your favor'rte mo,,es and 
games, IJOSS the triangle l>Jtton, 
er <lllOf1 and close the uni1, the 
PSPsp is perfect fer people with 
no better way to spend $600." 

• • ••• • TidBits 
Fun facts About 
Game Party 3 

• We didn't errginat/ have La,.., 
Oal1s in the game. until one of 
<»' ii,ograrrrners suggested it in 
a meeting. Then"" flUI it in. 

• Tllele-a lire dnU <bing de· 
velof)meot. It was a false alarm. 

• Ou' lead designel locked his 
keys in his ca, one night. n·s 
fml'r/ now. Dut at the line he 
_ve,y,ve,y~ 

• V.~ pull a lot Of hi a(<OUS pratll<S 
in theolfice. 

• We orignally wanled 10 
incorporate \'fl. Motioni'los inlO 
the game, Dul then we diCln't fer 
some reason. 
• One of the 0A guys blought his 
dog in. Dut lfl made him take h 
home dllr,g lunch. 

• No babies "'lte born during de· 
velof)meot. but someone aoooted 
a dog. Nol the QA 'J!f, lhlugh. 
He alreact, had that one dog. 

• SOme of the guys arooncl here 
really get illlo LOS1. 
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» Platform 
Xllox 360 • Not PS3 • PC 

» Style 
I .. Ptayo, MOC'e 

Shoo<er Than RPG 
» hblilhel 

Electronic Ans 

40 

•• Developer 
BioWare 

,. Releu e 
Thellowlds 

Mass Effect 3 
Import anyone! 

A ll01w,g players to import their original Commander 
Shepard into Mass Effect 2 was such a POP<Aat 
feature that BioWare is taking tt even further in the 

lrilogy"s final entry. In Mass Effect 3, not only can you 
import -p,t character from Mass Effect 2 - you can 
import any Character from any game, e,,er. 

Want to see your st&' cµ,rterback from Madden save 
the galaxy? Done. Vmlt about watclling Lara Croft make 
001 w~h blue ChiekS? Easy. Wrud you like to see Master 
Chief in a scHi story tha.1's actualy good? Now you can! 
The re\'QlutJonary imPOrt tool wil ensure that al of 'PJ' 
cha<acter"s Slats and accompishments will carry over 
and be rewarded in Mass Effect 3 ... even all that wussy 
crap So<a d'od in Kingdom Hearts. 

With this technology, Mass Effect 3 may also allow 
you import more than just your protagonist. You could 
replace all of the game's supPQrting cast and towns• 
people with characters from other games, resulting 
in a nonsensical orgy of obsolete gaming has-beens. 
When asked about this f)OSSibiity, project direct0< 
Casey Hudson scoffed, ·Please. we·re Mass Effect, 
not Smash Brothers." • Darth Clark 

• Platform 
Steam and Only Steam 

» Sly!• 
Several•Playor 

Zomboslaughter 
,. Pul)llaher 

Valve 

,. Developer 
Some srudio 

Valve booght 

n Releue 
Under The 

Zombie Moon 

Left 4 Dead 3 
Expanded, not expansion 

J ust when you thought you rright be getting tired of 
Left 4 Dead 2 (0< the 0<iginal Left 4 Dead ij you're 
one of those whiny pelitioning ll<ats), Valve proves 

that tt isn·t going to let you rest fo, a second. Befo,e the 
iii< has even dried on the release announcement lo< the 
second gM'le. the third entry in the hit zombie frtV'Chise 
isonitswa)/. 

Left 4 Dead 3 is packed wtth so many features and 
options. no gamer crud !)0$Sibly claim It iS ;.ist a glOri­
fied patch. Several new game types are in de\/elopmenl. 
including a mirro, mode that lets you ()lay the exact 
same levelS as L4O 2. but flipped, Players wil also have 
lhe abitty to swap the= palettes on their characters. 
sooSlitute O(Ml!ty sound effects lo, gunShols, and acti• 
vate zorrbie big·head mooe. 

Our sources are telling us that gamers will have 
even mote to look forward to, as Valve is cv«en11y 
planning to release Left 4 Dead 3 on the same day 
as another major title: Lett 4 Dead 4. While Valve's 
Gabe Newell wouldn't comment on the rumor. he did 
remark: -PS3 sucks!" ,. Darth Clark 

Darksiders II Hot off the success of the first game. THO released another blatant amalgamation 

Going into tho sequel, what did you want 
to do differently? 
For the firSl game. we stole rr.any from Zelda 
and Goo QI Wa,. For the sequel. we real:-( 
v,,,anted 10 caooibalaze a broader spectn,m o4 
Other people's ideas. 

Some gamers have said that ripping off 
Need for Speed and Tiger Woods Gotf Is a 
poor fit for Darksiders. 
Frst of a11, War ooesn·t ()lay ·go11: 11·s Helbol. 
vmic:ll Tiger WrxxJs has never !)fayed! Aro 
War might d,ove a Porsehe thrO<Jgh po,1IOnS 
of the game. but wllat do yoo expect after he 
was transformed into a Porscheman of the 
Apocalypse? It wouldn't mal<e soose to have 
twn on tMs horse a~er that. 

Okay ... but why are there so many 
minigames? 

of popular titles. We sat down to talk about Darksiders II with Vigil Games. 

We tned to fit n ideas fro,n ctass,egarnes, 
100 - changed to fit il the urwetse. of COi.i'S&. 
Hellax>on, Hellkanoid. and Hel Frogger are my 
tavori!es. I also like ti/.onkey Helltrack. 

Is that the one that plays exactty like 
Super Monkey Ball? 
I'm not ,,....., --,th the game you mentioned, 
but in Helltrack you control War after he's 
been tra,,ped in oobble by one QI Lociter's 
binding spels. Oesp,te the name. 1 oon·t 
--..., monkeys""' aet\Jally invOlved. 

Aren't you also collecting bananas? 
No. ll10Se are 10s! sous. 
But they look like bananas. 
They may look like bananas, but they're 
lost sous. 
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styte I-Player RespectM Treatment 
Publ.l$J\er t lecuooic Arts l)onloptt' Visceral Ga.mes 

Reltu• Unlortunate '£Stl8 M 

I 
n a follow up to their ass-kiclung revamp of 
Dante's Inferno, EA and Visceral turned their ere· 
ative brilliance toward F. Scott Fitzgerald's boring 

book The Great Gatsby. The decision to move the 
setting from 1920s New York to the near future 
was awesome. Who knows what the original Nick 
Carraway was like. but the team has pumped him 
up to be super-kick.ass, setting him on an amazing 
quest to become an assassin. Here's the catch: He 
can only learn to be an assassin with the assistance 
of the GATSBY machine. which allows him to enter 
the bodies of ancient ancestors, reliving their lives 
and acquiring their talents. As the mystery unfolds. 
you'll meet teammates like hot scientist Daisy, 
nerd-with-attitude Tom, and the GATSBY operator 
Jordan. Thanks to EA and Visceral. high school stu­
dents have a fun alternatrle to reading online sum• 
maries of the book: you could just play this game 
and get all the relevant info. • Darth Clark 

9.5 ~ 
Xbox 360 • PlayStation 3 
Book 
» COJLCtopt 
Make a austy old story 
tolerable 
N Gr1;phlt1 
More boobs than the entire 
ln1eme1 
,. Sound 
Every sentenoe of dialogue 
has the f•word. Awesome! 

» Playahlllly 
SCr ambling across rooftops, 
assassinating people w'ith a 
tudden wrist scythe - notlung 
else plays like this 

N Cnt•rtalnm•nt 
Serloosly, so DWJ\y boob$ 

>t Replay Vahle 
Senor than reading 

Remembering 
PlayStation Home 

I n just three short years, Sony's Home -t from a vague 
announcement to a distant memory. Over the course or 
the virtual ,Vhatever·s ifespan, literaly dozens ol users 

spent real money on Ed Hardy knockoff apparel and waited in 
line to play emulatecf AaSh games. 

Orignalty conceived as a ... thing that would let people meet 
between playing games. the service developed into something 
far less. A virtual movie theater let people meet up and watch 
traus for olct games. Individual apartments could be redeco­
rated by sl<fng un~ure to the left or right. Developers such as 
EA. Namco. and EA Sports created i'l-game areas for players 
to vis~. crouch behind one another, 
and type "SNIFF LOL." 

Looking back, Phil Hamoon, 
lormer president of Sony Computer 
Entertairment Worldwide Studios, 
says he's l)<OUd or what Home 
accOfll)lished. "We managed to 
combine the most mundane parts or 
reality with the worst or onlne com­
munmes: he says. "Ard they said ij 
WOUidn't be l)OSSible. • ♦ 

Notable Dates 
In Home's Life 

• M&'ch 7. 2007: Plil Har· 
rison announces lbne 

• December 11. 2008: 
Home launches 

• Ap'll.2010: 
SonysllUtSdown 
Homeserveis 

Demon)s Souls 2 
No game this hard can be bad 

Style I-Player Impossible 
PullU$h.er Cith.et Atlu.s or Aksys or )(seed 

D"•to,er Prom Software lleteue cathartic rsaa M 

I knew I was in IOve the oocond lime 0emon·s So<As 2 
crashed and erased all or my saved ge,nes. Only the 
most refined cf,scerning oarners could appreciate the 

haldcore experience Demon's Soul$ 2 orters. 1 squealed 
with joy when my mage·s staff acted as a lighlning 
rod and friecf me. and I couldn't wait to lose hours or 
!)(ogress when I learned the door to the inn was really 
an epic-level pit fiend in Cisguise. Demon's Souls 2 
l)(OVicles countless moments R<e these. combining the 
best in tr'oal-and-error with some or the most rewarding 
pun~ive meaS<l'es in 9amil19. Whether your sword ran­
domly turns itself into a deadly viper or your character is 
cat81)<Ated into si,ace withOul warning, there's aJways 
another lantastic moment to look fonvard to i'l From 
Software's latest mast81J)iece. Nov,. ~ you·u excuse me. 
I need to mal<e sure my chalacter isn't getting ganked 
while he's offline. • Darth Clark 

P ARODY 

10 ~ 
PlayStation 3 
» Concept 
cam the right 10 call )'CXHrea 
a he.rdoore gamer 

» Graphics 
I didn't get to see too many 
of the environmenl.S. but the 
game over screen looks great! 
» SOUlld 

You might thin!< those .,. 
screams ot h'USl.ralion. but 
mars acruauy IOY 
» Playability 
U you don't hke it you are 
wrong 

» Entertainment 
Recwn to an age when 
ckwolopcrs used difficulty as a 
substitute for design 

» Replay Vllu• 
A Hundred Times 
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PopCap Founder And Bejeweled Co-Creator 
Brings Casual Games To Hardcore Gamers lf£'#1Moi .. 
Chief creative o!!icer and co, founder lasun Kar--•~" has helped PopCap become a giant in the casual games space. 1983 BLACK MARKET 

In our interview. Kapalka looks 10 the future of social and casual gaming. 

How did Bejeweled come about? 
It was actualy done reaJy fast It was the f,st 

game we cfld as PopCap, so we roo/fy W8'8f1't 
tlinkir19 that hatd abovt stuff. A IOt ol games at 
1hat trne - ,...i, games - yru had to do roo/fy 
fast. Do one in a couple months and mo"8 on 
to the next one. What happenedwas.Jol1n 
Ved'ef had seen a game on 1he Internet, a java 
script game caled Colofs Game. It just had col· 
OfS and you act~ had to hit the refresh but• 
ton to make it move. There was no animation or 
SCOf',ng. It was roo/fy bad. Bu1 It ,vas usilg the 
basic ·match lhree· f\Jfes. There 1vas sometlillg 
kind of interesti<19 about It. He was playing It 
a bit and we started to wonder K we~ do 
a better jOb with somethi<lQ like lhat. So Bnan 
(Fietej started~ a better engne in Java to 
make a game Ike tha1, and I W8flt off 10 mal<e a 
Iheme and graphlcs fOf it. 

1he f,st VEtSion 1vas caled Diamond Mine. I \VSS 
lis1enir19 to a Canadian band caled Blue Rodeo 
and lhey had a song called "Diamond Mne. • 
1he f,st VE<sion had a ve,y light mining Iheme. 
SO when the game ended it said ·cave In." 

How many coples has Bejeweled sold now? 
I think we juSt sent out a press reiease saying 
50 milion, 

Did you have any idea that it would be a 
phenomenon? 
No. Even after we finished Beje\oi,)led we ,jdn't 
1Hnk it ,vas anythi<lQ special. We thought It was 
coot, but when we woot out to sen It nobody 
,vas ve,y interested. We aSked fc, $25.000 °' 
$30,000 and no one wanted it. We showed it to 
Microsoft and they didn't want to buy It. but they 
said they'd license It fOr their website fOr $1,500 
a monlh. So we said yes. Then, a few monlhs 
later we checked in on the Microsoft si1e and It 
had 20.000 to 30,000 people plaf,,g it at art'/ 
one ~me. It was actually bec0fn1ng popuar, 

How did you get out of the Microsoft deal? 
we cfidn't get out ol lhe deal, actually. That 
was aromd 2000 when 1he lnte,nel was going 
to hell, so we were actually QUlle happy to be 
getting S1 ,500 a monU\. M,crosolt was having 
trOlble with the< stte. because even 1hotql they 
had 20,000 people playing it at a time, they had 
00 W/Xy Of making money from them. 

That's wh911 we lhought, 'What the heck do we 
do now?" Someone suggested making a shate· 
ware """"'° of the game to see K they would 
buy the ~• VE<sion. 1n ret,ospect, we were 
kJcky we canie out dt.wi<lQ the seoond oomi<lQ 
of shareware. In 2001, people were just getting 
used to the fact !hat you ~ 1)<11 your credil 
card in and get something out of you, oomputer. 
Digital{jstribution was juSt s1artir19 to come 
around, and we we,e lhere at the (,ght tjme. 

So we put it out, and 1he S10fY we always 1ell 
is that Brian made a lttle pcogram lha1 would 

make a fitUe "ka-chi<19!" sound ,""8nev<l< we 
made a safe. Jolvl was sitting on the couch 
talki'lg with his aunt and she ,vas tel<19 him to 
go get a real joo. She said he would neVE< make 
any money si1tilg on his ass. Then, of course, 
there was a "ka·ching!" frOfn 1he o<her room and 
he held up 1he l)hOne and said, ·1 can't make 
money sitting on my ass? I'm making money 
rg,t now!" [laughs! 

What is your development process like? 
It seems like it must be difficult, because 
when a game is simple, the importance of 
every detail is magnified. 
I was talki'lg to Tim Shaler at a conlerenoe and 
he said, ·1 don't want to make casual games -
those are hard! It's easier to make core games 
because yru just make a big, fat world and hire 
IOls of ar1ists. • That's a bit of an exaggera~. 
but there's some truth to h. />le'i<B'f Pajltnov. the 
crea10f of Tetris, has done some good games. 
but nott,;ng that will 8Cq)S8 Tetris. Who knows? 
We've done some good games at PopCap, but 
It seems quite l:kely that BejeW8ted win remain 
our flagship title. lnventir19 si-l'l)le th<)QS is qutte 
cifficut There's no perlect system to It. Some of 
it is jusluck 

Do you have a longJ elaborate testing pro• 
cess since your games are designed to 
stand up to a lot of replay? 
t thirk we have a leogthy testing process, but I 
don't think I'd cal h elabetate. We don't have 
any labS Of focus groops whe<e we do test1ng 
of 1hat nature. We've thaqlt about doing tt, but 
it doesn't leel like It re,l;f works prope,ly. H you 
get a booch of people in an office w;m a guy 
with a clipboard asking them questions. 1hat's 
the OPPOSite ol a ·casua1· experience. We test 
it ou:setves and we ~so find \Yhat we call ·new 
user groups." O.X 1eams test on the< gi!frieods °' famlies. tdealy, it's people whO've played 
no games at al, especialy not our games. The 
theory is that ~ lhey can understand and enjoy 
i1, then we·re good. We also have to trust our­
selV8S. If the people at PopCap are ptay;og it 
and 1alki'lg about ii, that's a good sign. If they're 
not, tha1's dangetous. 

What is your best platfonn in terms of sales? 
There's a ways a constan1 balancir19 act 
be1woon .. the different platforms. Behind our 
classic dowlioadable games on PC, mobie 
games are the biggesl one. That includes the 
Classic N<ll<ia·type phone$ and 1he if'hone. 1he 
iPhone is doing really well for us. It's relative 
thOUgh, because lhere are 10 ml r,on iPhones 
out there and 300 m!lion regular phone$. But it's 
roo/fy important because 1ho iPhones sell a IOI 
mOfe apps per phOne than lllOSI Olher phones. 
It's dearly pointi,g the way towardS the Mure. 

Home consoles are interastir19 because the guys 
lhat own them are prelty hardCOfe gMlefS. It's 
rd; rewarcfng to see people lhat play Gears 
of We< are~ to play Peggie. There was 

this idea that casual games were the enemy ol 
hatdcOfe garners, but the truth is that hatdcOfe 
garners can play casual games. 1he other way 
around is less clear. Does Beieweled becOfne a 
gateway 1hat lu'ns people into World of Warcralt 
players? That's a tittle less certain. 

You got an investment from Meritech 
Capital Partners of S22 million. What do 
you plan to do with that money? 
1he biggesl thing we were looki1g to do was 
to iwesl in some new mecf:a thir19s, specifically 
social media. That o:i<Ad change, but 1he rnpe­
tus was to fund new delletopment Of possibly 
acQ.J$lions of oompanios in that space. We've 
done some tlil1gS like lhat w'rth Bejeweled Blitz, 
but our efforts in that space are pretty small in 
oomparison to a oompany like Zynga IFamwille, 
Mafa Wars developer - E<J, I 

Games like Fannville and Mafia Wars are 
very popular, but a eoup'8 months ago we 
interviewed Bobby Kotiek of Activision and 
he said he didn't see where the business 
model was in social games. 
There a-e some people that are making a lot 
ol money in fhe social :;pace. If you look at a 
oompany like Zynga, they aren1 pubic. lhey·re 
ctearty making a lot of money, but trying to 
figure out hO<v rruch they are Sl)8rldi1g vetSUS 
how much revenue 1hey are bri,gi,g in is hard 
to pa,se. \Ne're not making a lot of money on 
Beje\"8ied Blitz because we haven't 1)<11 any of 
the e-comnerce S1uff in, but that's oomi,g. 

a,1 Ive seen 8f10U9h of the olher companies in 
the :;pace to knOw that lhere·s SOf"8 real money 
there. There's a reason Electroric Arts paid 

S300 milion '°' PlayflSh. There is a business 
there. I'm not sayi<19 that PopCap is goi<19 to 
abaldon ove,yth1ng we do to go into It. but It's 
in the same SPOt that casual games W8'e a few 
yea,s ago. A IOt ol lhe media cfismissed casual 
games as not berg ·rear games. Now, people 
IOot< at S1uff we do as legitimate. I think lha1's 
happening right ro.v w~h Farrrwile and Mafia 
Wars. People say, 'Those aren't real games: 
they don't count." W<ll, when there are 70 mil• 
rron people playing a game on their corrcx,ter. 
maybe It's somet~ that does count. 

Looking towards the future, are you going 
to move into more hardcore, ambitious 
games or stay in your casual niche? 
I thiri< ,ve are going bOth drections at once. 
Plants vs. Zombies is not the type of thi<19 we 
would have done five yea,s ago. In many ways, 
~·s one step away fiOfn being a hardecre ATS. 
Then, when yru IOot< at iPhone or iPad Of social 
games, thOoo tilings a,e gollg in an even sim· 
pier direction. Mafia Wars is 1eally a tr.owback 
to bulem board games from the 1980s. It's 
interesti<19 to see (thi<19sj goir19 in 1he OPPOSite 
1vay in SOf"8 cases. M; jOb is to make stxe we 
don't go too far in one diroction or 1he olher. 
1hey can bOth coexist. 

GIOYIIDQ up m Ganada. 
Kapalka olJtams a hald­
{ind Apple II 001npute1 f1om 
an expatJJato v,wiaro d1at1. 
dOdgC:1 whO was souing 
compulCIS OOl of h!S hOuSO 

1993 A SCRIBE 

WhllO auen(Mg lho 
Umvorsuy ol A1001ta. 
Kapalka wmes a 1ev1ei,\! 
or I.he PC game cannon 
rodder klr a small onllne 
srte He submits IJ'le re-.·1ew 
to C<Jn,pu:e, Gcm!r>g ll'<>e/ll)­
The ma9a1.ioo 1\11\S his 
review and 10--Nards hlll1 
with more freelance Y:01k 

1995 NEW FRONTIERS 

Kapa!ka lollOwS 00W OdllOI 
Chns l..omOOrdJ 10 the upstan 
dO(-oom 'tbcal Emenammem 
Network (t'ENI, an onbne PC 
gamrng semce 

1996 STRATEGERY 

Kapalka hetps wrne 
suategy guldes 101 some of 
the s11.e·s VOl)Ul;u games. 
indud1ng ltS flagSlup onlul& 
tule Duke 1-lukem 

1998 A BIG CHANGE 

'ltN 1ebtands as Pogo com. 
swi:tchmg its focus lrom 
hardoOJe ool..nc PC gaming 
to oosy to play. sunple 
~owoor bilsed 9.wies 
'I went from d<:tng 'R;,t,1I 
Mn1ht1at1on t0111n.amen1s 
to doslgrung btng0 1n one 
11o'OOII.' 1ocalls Ka!l"lka 

2000 GOING CASUAL 

Along w1tll John \~ and 
Bl 1an })ote. two dovclopc,s 
he'd workod w1th on a 
game caDocl Ne y:hilo at 
'ltN. Kap,tlul found, a 
<0<npany, called SOxy Adion 
('.oo1,w1tllth01mc.mof 
making h->9)H,1Uallty games 

2001 A PHENOMENON 

Al!Cf Clitchtng Sexy AalOll 
Cool for the inoe:o manuc 
name PopCap. Kapall<a 
and oompany 1eleased 
Bc!O"<lte<I ttqulCl<ly 
b800.ll'IC$ an int◊mal.JOl\al hu 

2007 ANOTHER HIT 

PopCap ,elca,es Peggie. one 
cf its JJXlSt addliCtJ\'8 liUOS 
lOdatO 

2009 PLANT !JFE 

nte oompany releases Plants 
V'S J'.(lmbi8$.3comedlCU):al­
tlfM sua1ogy oarno that lS 
perhaps llS be<1 and mos1 
ambmous ode to date 
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Big gaming potential slimmed down 
for real-world pnrtnhility 

Alienware is known for two things: making last computers, and 
making large computers. The m II x takes the last and shrinks 
it down to a manageable 11.6-inch size that lands it firmly in 

ultraportable/netbook country. It also has a split personality: On 
one side, you have a speedy portable workbook that can squeeze 
out almost six hours of battery life for those long flights. But with 

the press of a button, the machine turns into a diminutive gam-

ing beast that plays current high-end titles at decent settings. 
The battery life takes a hit with the Gerorce GT 335M dedi­

cated graphics activated, but the results are impressive. Modern 

Warfare 2 multiplayer matches at 30 fps? No problem. We also 
played Trine and Dawn of War 11 with great results. proving 

the m 11 x has the chops to keep up. The rest of the specs are 
equally impressive: 500GB hard dnve, up to 8GB of DDR3 RAM, 

and a 720p LED backlit display with an HDMI out. With a price 
that doesn't break the bank. the m 11 x has located a previously 

untound sweet spot tor portable PC gaming. 

$799 
www.allenware.com 



, I Freeloader Pro 
Y,1,le !Jda, 1ec1Jloogy ls l1llhl);J new. l>lSl padlm have 
Ileen petty (eo'l)elamerlla (and e,ilerlSi,e). The -
h3ve ®nged and ro.v SOiar r»,vet is mae accom­
modat'llo ard nw, mae al-The F1eel0adef Pro 
tal<es lherx,.•:erd lhe sun and puts~ in~ alloulalld 
iour PJ(Ul!lle devices via its !dN oeii1)0',•.eroo ootteiY 
The oevi;e compalibiity lisl Is oo,•.mg,l impressive: PSP, 
OS. ift<loe, Pod, and just aboo1 anythi)g Iha! challJls via 
use. The incltXled camcaddy e,en Cha!ges your digllal =-The Freeloader Pro CM alSO fill 1,1) ilS 
po.,erfa b8Uefy ,1>11> !he wal cna,get, go','Q )'OU alie<na'-t 
Charging Ol)lioc1s for r-,y<Jaysand~ yoo·n news 
be SllD< \\(h deoo lJatteriesagaio. 
$79.99 
www.solartechnology.co.uk 

• I Nixon Newton Digital 
M Isaac Ne\'""11•.ere alNe, s,.re!y he'd ICNe !!is ull!a 
mod!rn watdl lrorn sl<a!e and sro.,tx,a,d ll>1ure ff:xoo 

\'lall'.:hes.A OOOlf)3ll'f m,o lor ilS pJSI> 11 aflem31Ml 
Sl)ieS. NIX()f) !l)!jied a sio1!le fl!Mace logell',e( W>lll 
l>3Sic. clean lrles IO foo1l one d the oode$t wa:dleS in ~s 
lnet4l The~• ,-.:rderoornes in se,en or» 
sehemls, gll'llg ll lhe ~ llexlli<ly IO be worn by 

male$ and - alike. 
$100.00 
www.nlxonnow.com 

• I Neca BioShock 2 Figures 
The loY Sl)!ldafisls 3t Neca ha.e )'OU ~ed for afl Of 
your 8ioSllOCI< r,goxe oeeds, These f9Kes .we carefUI~ 
crafted lW'dwould ~good on iWlt d8sl\ rega,tlessot 
Whether yoo roe In a small dorm room or toave a huge 
caner dfte. Whelher yoo choose lhe classic !!iJ ~­
S!tjecl Della, or lhe Big Siste(, )'0U Clffil!IJ> ""oog in 
lll1l9l1Q a Wle pieced Ra(Jlt1e inlO your hOO'e. 

$19.99·100.00 
www.necaonli.ne.com 

• I Wacom Bamboo Pen & Touch 
'"""'""' yoo·,e a protessional Qlart>ie desV)er. asi,ir• ro ·~$!. or just 1i<e toge! oreatwe. wacoors BM>boo 
sefleshaS~)'OUnee<lt0~y<>sdeaslOlhe 
• world The lateSl pen tablel in lhe Se(ies feau,res 
run nu1l·l0Ueh cornpa1i1Ji),iy lor an in'l)IO'l8d worl<llow 
il programs lll<e P!YJtoslw and web suf"'I!, Ml iPllone 
use, \'/ill be ~l al hOO'e lvilh lhe Bamboo's pndl and 
2'lOr1l ablilieS. The Sleek. Slim. and <bllbfe ltll lseveo 
1e,e,'Sitlle for lelt•haJldedUSe(S.ASaDorus, iheBamlJOO 
arso oornes will) a <WI of ~ Eteme!l!s ror ® 
PC and Mac so )'OU can get staned ~t a.•,ar 
; ,'IJll'OOOO • • . ... !~.! 
$99.99 •• 
www.wacom.com 

lle¥f o;e, IOfPl1l/!illlatrlf!(.~ lo1e¥!Nt:lt.~ l:Jcg ()n 

gea,ard"""""'Vf 

••• 

HALO LEGENDS 

t, om tales Cid Maste, C!uef 
10 cnronx:1es d <he 11valry 
between the Spanans and 
ODSTu. 1/alo Legends dohve<s 
seven new s1ones from 
Bungie·s sa~h unl\-'erse. 
1'tle Blu 1ay also includes 
a Ma/ang ol l/alO !.ege/ld$ 
fe.ture 

$27.95 
www.wamervideo.com 

MST31(XVII 

Wo can't ge1 enough Mys.re,y 
Sdena> Tlioore, 3000. Joel. 
M.ike. and the wise c1ack1ng 
rOl>Ols ,eu,nn ,,,,.lh foui more 
full length !1tms nove, before 
soon on DVD 

$45.99 
www.shouttactorystorc.com 

MASS EFFECT 
REDEMPTION 

Biowa,e·s Sl>aOe epic has 
rnOl8 SlO!Y lhan most SOOSOIL" 
ol tel8VJS1on. b\ll lhet:e's 
C\/Gfl more out there. Tho 
Rcdcmpuon oormc scncs horn 
Dark Horne ruithor explores: 
lho galaxy we have come 
I0 IOVC 

$3.50/!mle 
www.darkhorse.com 
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1f you v.'Ork rn the 

industry and would like 
to Sllatc your op101on. 

oontaet senK>r edltor 
Matt Helgeson at matt~ 

gameinformeroom 
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A Changing Battlefield 
Modem Warfare 2 online multiplayer is a glitch-filled mess. For 

Infinity Ward, it's time to explore new tactics 

of its own = As of mid-Jan<Jaly, Modem 
wal1are 2 had already amassed a mind­
bogging $1 !>lion in sales - more than game 
pUblisher Qapoom made f0< the ent;re r,sca1 
year. A game of th;s magrilude crosses out of 
the riche popuation of many onine shoote,s 
and into the mainstream. a new problam for 
8fo/ game not named H~. In the SMle W~ 

Windows faces more threats to Its stablity 
than the infiritely less used Apple OS. games 
this PoPofa tend to attract a muCh large, pool 
of annoying game,s helf bent on hacking and 
grlefng thei' ~ to victO<Y, 

The Old reac1ion$y model of ad<teSS· 
ing bugs incrementafly via patches and tltle 
updates no longer suffioes tor 1l1is large a com• 
mtrity. When a game is ,,_ oonstant dL<ess 
ll<e Modem Warla-e 2, m3)be tt's tine to hie 
a tu11-t;me staff 1ra;ned il pot;c;ng hackers. 
stomping out bugs. scnbbing leade<boo:Vds to 
elminate the cheate<s, and iefining game bat· 
ance. tt Mierooofi wants to keep enco.r.,gng 

by Matt Bertz 
content manager, 

Game Informer 

Having problems finding a decent match while playing Call of 

people to use (and pay fOI) Xbox 
li\/e, It needs hold up Its end ol the 
bargain as well, gMlg studbs the 
al)i;ty to release patches in a trnety 
manner and m0<e IJ9!1essi'lely ban· 
ning users of modded Xbox 360s. 

Duty: Modern Warfare 2? You're not the only one. The list of 

oompetition-crippling bugs in the game is so long it looks like 
Though the Call of (My franchse 

is a cash oo.v, ActMs<ln lkely won't 
s;g., off on extended post-release 
support w;it,out some kind ol 
monetary kicl<back. Giwrl lhe prob­
lems that the Modem Warfare 2 
mJ1l)layef has faced, pemaps the 
shooter COOTIU1ity woold not be as 
jiled toward thrOvmg in a few extta 
dctars toward fixing the problem as 
one might expect. tt lnfriy Ward 
could deliver gllteh-tee ac1ioo. 
balanced gameplay. a steady llow 

a tracking sheet of known issues from an alpha build. First it was the javelin glitch, 

an exploit that allowed players to become a suicide bomber, taking several enemies 

with them to the afterlife upon the explosion. Not to be outdone by the javelin, the 

akimbo shotguns came next, a fearsome dual-wielding kit with the range of an 

assault rifle that resulted in impossible long-distance deaths every round. And who 

oould forget the nuke boosting, super speed care package knife deaths, players hid-

ing in walls, elevator glitch, unlimited ammo. private matches that earned people 

experience, and the Ground War/Rust map bug? of new oontent, I f0< one WOlAd 
be m0<e than ,,;ing 10 Shel out a 
few dolars a month for an ~ 

A lot ol these could have been avoided had 
AciMsion set up a P<Allk: beta, whieh many 
shoote<s (inctudlng the oligilal Modem warfare} 
errc,toy to oscover and ertrinate majo( issues 
bef0<e the games shi). Even the best quafty 
assurance testers in the \'\'Orld can match the 
Uf'l)(OOJClabiity that arises when the public gets 
~s hands on a mu1t;p1ayer game and starts µnp­
ing into objects, ..-thing m>afanced weaf)Oll/ 
per\< corrbinations, and disoo\/emg new 
exploits. Wtll>Out the benef<t of the beta, lnf,n,ty 
ward was catJg:\I with Its pants down in front of 
,_, audlOOOO of mJions. 

The talented stuao is oong Its best to address 
glltches as they arise. llut anyone vmo Jogs onto 
Modem Warfare 2 on a regwr basis wl tell you 
the imlates are rurnng the asyun. As sooo as 
one ~Ch 0< hack is ad<:tessed. another arises 
to take Its place. The slat-d>asing cheate,s 
have rende<ed leadefboal'ds me,nngless, the 
glltches have destroyed the oompetitive bafance. 
and lobt,;es sound m0<e ll<e support groups for 
disgruntled fans than a place where people are 
haling fun. It Should not have Sl)<aled ttis far 
into obivion. 

In a sense. Infinity ward has beoome a llictrn 

standalone~ experience. 
Whatever decision lnfnly Ward oomes 10 tor 

tts Mu-e releases. I hope the team doesn't ;.,st 
setlle 11n1h the unsatislactO<Y Slfategy It is cur· 
rently emptoy;ng. A less-hyped game woold have 
lost al credlbiity had It shipped with so many 
issues. An industry•leading game as popuar as 
Modern Warlare 2 deserved belle<. and so CIO 
the fans. 

lhtl/eNSnlophcmf!llll'essedClltilPao13.ns(ctflhOsedh 
aJl:IV:W a"dnot~ ll'IOseofG.mtlbmer MagRi'ltet1tsstWI 







It's Like Dynuty Warriors: The Movie 
•--JllUas•gore,a""'-""""'""'°"''° 
mew tlmlghat1oo&carmt~at1~Ctwlcse reb:tkn 
r lhis is lhe lh3aftbl ~ lo O,oosty Yt.ltllorS. wel waldl • ···- ···- ···· 
JlldOllilslcioit("""-~"'Jll~-ln""' 
morrie!X1$1£lJ,ltiSi$~11'1et:a!a 

.~:., tt'·fi· 
""'SI~ ·- 0 . " , 
~ . 

-~ Sphnter Cell Conv1ctlon 

More Glee for Your Soul 
-.,,,.GW?NO?He<e'sa,..esher:l'Sll'Ol~..,id­
"""'tmllctl"'1Sd>O(j-• - ,cu-.lllelol0"" 
)'OU-ollOllU'(lllnlholaoe-l<"I""'"'""'""'°' 
S,,rd"'Oi'9""-""'"d"""fl\endslOll,a,hOw 
i;,oot ltE stov was, )'OU waldled cne episcde,. llOO lined di 
)Qll~hOisQus!3'w:tooleCe<lYWl~'l'Uli).nlrcrn 

"""""°"'·-·""'-ct~SIM-

Not-So-Super Heroes 
..... -,...,,,...~""'""' ... ""'""""""""00$1Th,IX)I-­
O:mcncid$dcw'l'tcawatxuooa1Yi$10tl«~lhey),stwat11tosoe 
•--,..on■·tto-ar<Jli1"..,.._Vllllul's""''""' 
9'1"""""''A<sY<herllqlt1<'$•--·""'"'"'""'""'.,.~'° 
see a S\.l)Cfherom:Me. tu )OU're acllJ3ttit,m waldling tel!:l'Qg(rS COli:ilY, ~ 

NewReleues 
, lf'AWooclQ(>~IOl'Sl 300.Wi.l'II') 
•RtXIOeao--(PS3.;m . 
,&..,Slt"'Fq,!Ut/(P$3.m 

New Releases 
•M:nsle..lttt!JtnMil 

• .., ... - ......... :=:--~=t:mPQ 

Only Losers ao to Movies 
Youn'lt(-lhe1'""'ba,oo.11>""" 
"'""""'"''-~bull's,..., 
"""""""""'""""'--,._, .... :!==-~~== 
1"""'9ona-qis"""'"""' 
""''~ao>'"61"""-·Bcmgl 
-"""'"'"""""icballout 
"""mcrn?Tl'OI was daSSlc. 

A Dark Altemattve 
V.'llenMassigMM 1$delm)d,OOO)'l~ b Ile UlrnalCS ~Udde. Nd( 
FuytlandS:lhemissi:ndflONssecretliadlO!:$blam,U.IM!ngers.Whictll'Efoes 
<Jon'lmJQOllilg"'°'"""'<i1Y?""""'won'lto1AAll'lbUl"°-•­
U.SSttle$wl~ltlestO'(lldafks:i:ICOlscveralOIA.~most~chlrae· 

.......... 10,.Thati'1issuectllisoowc,-p,gseooslilso,mi:.....,10day. 

Movte of the Year 
Thc~onCm9:rOOlSMCS$'11'1$0trol'l'flnslal'noolSllalf'rooct, 
«nieger be.c'lme mored al)(ldllnelflan a 1em:,,hi.Jc:s'9 fierd. blay b 

,,_,,, .... _ .... ~·-.~rell,m$10h.?t)lJsc:reenftilhA~(1)£htSIOO(a 
l~Cf lhedas:SiClland'ISC. lhelfm S1ars#I actor asfrcMj. bJl )'OU'll lXOb 
bfroco:JrilehknnAn:Ncfl ftcwnlh3laaw, ft3rdr,mm:Ma. 





"It's been a long time. How have you been? I've 
been really busy being dead. You know ... after 
you murdered me? Okay look, we both said a 
lot of things that you are going to regret. But I 
think we should put our differences behind us. 
For science. You monster." 

by Meagan VanBurkleo 

An Unexpected Triumph 

W
hen Valve app,oaciieda 1eamof 
studeots from the nearby [);giPen 
Institute of Tecmology with job 
offers and the Ol)f:)()rtU',ity to llesh 
out their senior project - N8rbacular 

Drop - back in the smmer of 2005. it dd so cau• 
ti<Mly. Measured steps were taken to mirim\ze rlSk. 
The team was kept small. Art assets were reused. 
drawing heavily from prelab<lcated pieces of the 
Half-life ll>Mll'Se. Then the final proo.,c:1, Po<1al. was 
released as part OI the 0Mge Box. 

The investment paid off. With <mt 70 Industry 
honors. and 30 Game of the Year awards. it's~­
ooie to deny Portal'S success. P0<1al was. and still is, 
unlike anything else in Valve'$ stable of action-<:entric 
biles. \laMl knew ,t had somethclg SPOCial, but ddn't 
antidpate the degree to which !ans wo\Jd gravitate 
toward the bucking franchise. lhei' only ~t? 
They wanted more. 

"Portal was so short because it was a trial." explains 
Doug Lombarcl. vice presidoot Ol rna<l<eting at VaNe. 
-we paired 4 with (Half-Me 21 Episode 2 and Team 
Fortress 2. which were recognizallle and safe. Then 

we had this Portal thing. and we had no idea ~ people 
WO\Jd dg it. even tllOlql we thOught it was a cool 
idea. So it was put out there safely in the Orange Box. 
and the r8SIJl1s cane back ,v1c1er than we OOUld halie 
""8finagined." 

It cfdn't take long for legions of Vfi.Je lans to 
embraoo it. W<thn-. "the cake is a lie" memos 
were all c:Ner the web. Valve started reoeiw1g \OdeoS 
of tq, school choirs sing:ng 'St~ Alive.• and the 
song even found its way into the Rook Band catalog. 
"There was no wa-, we cook!,_ planned for it,· 
says Lombarci. 'So we knew we had 10 double dolVn 
and gr,e lhem more. Portal was a test bed. Portal 2 
iSagame: 

The trial by lire is"""' - the safety net ren'IOY8d. 
Portal's enc1eanng antagonist. quip-filled dialogue, 
and mnd-altenng gameplay are proven oornmocf4ies. 
A rabid fan base is establii;hed. Now its tme to up 
the ante. Instead OI ~ ~ for the best, valve 
is now banking on P0<1al 2·s suooess. The fiercely 
indepeodent studio is imesting more time, more 
capital. and more risk nto a standalone. ftt.P<iOO 
retail release. 



'We a,e pleased that )'OU made rt IIVOugl lhe 
final ~-we pretended we were 
going 10 nuder )'OU,• Chirps GLaOOS. the 
homieida ~er Md antagonist ol Port8J. 
adlibbing after Chell sees through her shallow 
attempl at encooragtig self-incineration. 'We 
a,e ve,y. ve,y happy for your sucoess. We a,e 
throw•~ a party in honor of yoor ~ 
sucoess. Plaoo the devloo on the ground then 
he on yoor stomach wrlh yoor arms at yoor 
sidoS. A party associate will ,....., shortly to cd· 
lect )'OU for your party. Make no f\J1her attempt 
10 leave the testing area. Ass<ime the party 
escort soomlSSion position or YoU will miss 
the party." 

In the original Pooal. GL.aDOS' casual dis­
regard for Chel's safety was a constant. For 
many. hO\Yeller, U>S moment was a mem0<ablo 
one; rt was at this instMI 01ell t00k back con­
trol {Mj( her destiny. 

This exehange has recently come into nr,w 
retevanoe. P'(M(ling a bridge between Po<lai 
Md Portal 2 through a retroacwe update VM 
releaood on 1he sly. Astute fans may have 
no«ieed that a pateh for Port8J laLnched recently 
with nopn,ssn!leaseor fanfa'a. Sev8ralcos• 
metie Wdates ptay second fl<kle 10 a short but 
significant ChMQe to Portal's end,ng. 

"The tt-.ng that is interesting for us is we've 
never really had a game that's been focused 
on single ptaye, and narratille that released so 
close togelller." eXl)lalns Erik Johnson. seoo, 
project manager al VBN8. •H,jf.LJ1e and H,jf. 

life 2 ,vere oblliously about ,s or 20years 
apart. or that's at least What rt felt Ike (laughs!, 
but nc,,v "" have &earn. and Po<lal was atf 
released in 2007. So we stm have a rd( strong 
tie 10 the frst game. The update seemed to be 
the par1ect way to re-energize Po<1al and link 
the games together." 

The seemingly d~ reference to a ·party 
associate• nc,,v provides a par1ect segue. In the 
most SUltle of alterations. Chai Is now thanked 
by a disembodied VOice for assurring the party 
escort submission position as she lays passed 
out in the Aperture Science parl<ing IOI. sec­
Ondls be/ore she Is aaggec1 olf by an unsee,, 
IOroe. This definitille chail of custody""" Chell 
makes rt POSSible for her to resume her rote as 
a lab rat in Po<1al 2. despite an extraordina,y 
Change il circumstances belween games. 



n doesn't take an Apert..e scientist to 
piece toge1hef that GLaDOS resumes 
her role as the (lf1'V'1)(8$811l antagonist 
in P¢<1al 2. The tarl<·IM melOdy "Still 
/lJ,,.. at the encl of Portal was 8"idenc8 
en<Xq>. Chell's fate, howe,,e,. remained a 
,wdeard until the afOIMlMtiOned !()date. 
Previously, we saw Chell catapulted to 
freedom fcboliog GlaOOS' demise. 
ASS\m,gshe avoided Mf gielious ...­
ries. her escape was fathomable. Now 
we know better. She's back in captMty 
once agar,. 

One,_ de4ail complicates \laM>'s 
carefuly implemented conlinu,ty - Portal 2 
lal<es plaOe lu1<te<IS of years alter the 
original game. We assume the party 
associate stashed Chell in oome sort of 
Slasischamber in whictlshe'S ~ietly 
passed tine. 

Wh~ Chell appears ~lively ..-.scathed. 
the Apert..e Science ladi~ies h8""1't 
faed as wel. Centuies alter the explo­
sion. no one has been erO\lld to repair 
the sprawlng campus. Overgrown areas 
are nterspersed with cold and ciilical 
t8SI Chambers. now in various SlageS of 
deeay. AS far as we (and Chel) CM tel. no 
one has stepped loot in the derelict labs 
for decades. But lonerness won't O\lertak8 
you, as a caSI of sighUy leSS organiC char· 
acl"'8 has thrived in Gt..aDOS' absence. 

Al the encl of Portal. lumlnated by a 
ftiel<ering candle aloP the fabled cal<e. 
rows L4)()0 rows of personality cores were 
awal<ened. These spheres ere the same 
as those Chell l1>Ped ~om GLaDOS' 
breast as she incinerated her captor one 
piece at a time. lntrooocing this new •spe­
cies" allows \lalve the chance to integrate 
unique /lJ personaJ~ies without introoocing 
human peers. It also ad<fnlsses the con­
cern that retm1ing to an isolated GlaOOS 
and Chell relat<JllSh4) would feel too rruch 
l<l<earetread. 

Mgatng from their sublevel conllnes 
tl1roughout the centuies. these spheres 
have caMld w sections of the neglected 
facaty as tr,e;r own. Wheatley. one SUCll 
personalty core. pro,es to be the p8'fect 
IOU' guide to lea<f US~ OU' t.sl 
glill\j)SeOfP<ltta12gamei,lay.c.oneemed 
abou1 the ruldng's deterioratrg conct­
tJons and ti'ed of tis lmted mobility 
{PerOOOality cores are 81)1)811dage-leSS 
and thus confned to raison laboratory 
ce,liogs). Wheatley P(IOder'3 his <Xfds of 
suviving a ;.,np from his lofty position. 
ultmately docidiog that he woukti't go 
..-.scathed. lns,ead he awakens Chell 

from her - and propositions her for 
help. PromisrQ to share his knov.18dge 
of an escape route. Wheatley -tly 
puts his faith in Chell to catd'I him. H,s 
foers become µ;lilied when Chell f&ls the 
simple task. 

Cluck to forgive - and fueled by self­
prase,vation - Wheatley navigates Chell 
IIYougtlout the facility rrorn i.s new sta· 
tion in f\er hMds. al the 1vhlle blabbering 
incessantly. He pro,es uselul for more 
than a laugh, however. Chell CM plug 
Wheatley into various ports throughout 
the labs. allowing hin to access the man· 
rrame and bypass obslacles. Whealley's a 
b1t gun-shy, thOugh. maki'lg Clear that he 
cerl't perform with Chell watching. 

AS the duO make their way ttvough 
the (lelunct facilmes. the extant of the 
damage becomes Clear. Debris oftan 
t:llocks the path as they traverse a ~ 
cytincl'ical room p(lp(Jated with ll<eaker 
switd'les. Here Wheatley warns that only 
the ,;w,tch to P<)Y,'81' the escape pod 
!lflO<Ad be fli)ped - or else. Whan Chel 
can't spol the switch amongsl hundreds. 
She inS1ead pops Wheatley n to another 
port so he can do the cfrty WOik himself. 
Arnost instantly, the neglected equipment 
malfunctions. and the floor below 1he(n 

VJlve d,oosn'1 lnteOO toelal>or8t0 
on the Half•Wc conncetiofl 
becaw,,e o, tOl\81 dlfferenoes 
bet\,l,~n 93mes. WO Jre 3'W3re. 
howcYel, tha1 Portal 2 lakes~ 
weu imer th& O\'ems or Hat.1-W& 2 
Pe,Npg Ctlell 1$ S3fcr in@ 

reveaJs itSelf as an elevator that beQinS 
ascending. fli)ping al the switd'les on the 
periphely in the process. /'C.ftft,/ aware of 
the damage thats been done. Wheatley 
scrambles to find ~ abort password. for· 
going a practical algonthm for a sequential 
brule-force strategy. ·AAAAAA? No. that's 
not ~-AAAAN3? No? AAMAC? You've 
got to be joking!" 

The ciinb halts as the platfo<m comes 
tush w.1h the floo' of a chillngly farnJar 
location: an O\lel'gown OOU'tyar(I no,v 
hOUSing the so,,ess Shell of GlaDOS. 
Having no lucl< with the password . 
Wheatley trembles in fear at the first run• 
blings o1 a rettming roe. We an knew the 
GlaOOS-leSS respite l'IOUial't last long. 
Slowly reborn in a bath of spart<s and 
debris. GLaDOS awakens. AecogMiOn 
aests immediatefy. 

• ... et,. fs )()<I." aocus<lS GLaOOS n the 
throaty, SUitry \/OiCe She first Slipped on at 
the encl of Portal. $he continues. punctu• 
at.-.g each Short santenoe wrth a drip of 
vanom. ·its been a /Ong time. How have 
you been? 1'118 been ree/ly busy being 
dead. You knolv .. .after you muroered 
mer Collecti'lg "8r thoughts wrth another 
brief pause. an exaggerated and very 
hun>an exhalation follows. The menace 
dissipates and she carries on. "Ol<ay look. 
wo both said a lot of things that you are 
going to regret. But I tl'irl< we slloud put 
our cr.fferenoes beNnd us. For science. 
You monster." 

The Short exd'lange is chilling. even 
after GLaOOS makes it obvious that she's 
more interested n resuming you- relation· 
Ship than r6111lnge. With Chell once again 
a pawn in Aperture Sciemrs gasp. the 
tests reoommence. Even though the play• 
og fetd iS drastically <ffferent tl>S tine 
erCUld. the odd~ fals back into 
routine ll<e cild lovers. 



Thinking With Portals 
Explanng the concept a1 Portals mind-bendng puz· 
zJes to a layman would 1;1<e1y result in head scratching, 
but the game (f>d a v.onderl\l jOb of bulctr,g uP da­
ficulty and teaching players new W"'fS to think about 
problem soMng as they progt8SS8d through lhe 
facility, Getting players to read\ the eie,,ated - al 
consciousness needed to •think with p::x1a1s· in a way 
that doesn't frustrate them isn1 easy, so Valve mal<es 
It irmiedialely dear that aogmented mechanics and 
new gameptay elements in Portal 2 hawao'I been cre­
ated 10 make you P<A your hait out. 

·Irs ,YO<th Clarifying our approach 10 Portal 2: 
Jomson begins. ·tt·s less about putting a portal 
on the wall and wal<ing through It and more about 
making people thi'lk <ffferenlly while they are piayi,g 
the game. And mal<ing people feel smart - they 
a-e !)laying lhe game. And re,;#:( surprising people 
with this ki>d of llideo game. We're not aiming to 
make this an action or twitch game - that seems W"'f 

off track. There are many rn:,,e elemen1s thal we a-e 
adding 10 Portal 2 - rt~ a bigger game and S1andS on 
Its own- but It isn't about making a really hard game. 
It's rn:,,e interesting to Sil1Ply reward your tninkrog." 

To l<eep players in the realm of familiarity, your 
Aperture Science Handheld Portal Device remans 
'-"Charged il the seQIJel. Valve realizes that two con­
noc1ing r:,ortalS reman the beSI way to comm.,nicate 
with your environment. 

The original Portal usoo repetition and pitch-pertec, 
~ to tral't playe,s to uncleo'Sland a ve,y fore9, 
coocept. A/le, some lralning. players began to asso­
ciale objects wilh mechanics. Boxes des'gnaled 
a ooart,y button.~ concrete SlabS indicated 
Hirgng was in order. These lypeS of associations are 
expanded uPon in Portal 2, largely because al a new 
approacl'I to enwom-.enlal deSign. 

"The wood was a series of conslrain1s telling you 
what you coul<l'l't do in Portal - you could l)laoe 
a portal here and <Xl<AM't f)laoe a r:,ortal there: 
Johnson explans. ·in a k>t of ways tt was a very 
bina,y nterac1ion with the wood. tn Portal 2 the S<X· 
faces and ollje(:IS in the W0<1d have a ll<rd> of differ­
ent states. The surfaces themselves can be changed 
to atte, the way you can navigate IIYO\ql the wood. 
And then lhere are other physical fO<CeS mat you can 
use as well. To put it sifll)iy, you can send physics 
thrOugh the ,'JOl1d." 

Po<tal phys,cs is a game changer. Now ~ 
fO<CeS can bleed tlYoogh carefuly placed r:,ortals, 
r8SUl<>g il an Increased ntrnber al W"'fS to interact 
wrth your enworcnent. Continu.-.g ou- demO, \/ri,& 
walks us IIYoogh a stmg of c,nlully composed test 
chambers to -.strate these new mechanics. Vrtal 
Apparatus Vents - connocted to the pipe netwo<1< as 
a means of distrtlUling objects to lest charrlJe<s -
proo,,ce strong suction where they termnate. No\v 
Chel can use this to her edYMlage, Placing a r:,ortaJ 
...- the tube and anoth8' ...-an unsuspecting 
tunet, the threat is irrnediately leeched uPWards and 
eliminated. ll<nlg the oemo, we watch U'is concept 
applied lo a test chamber littered with objOCls. When 
Chel places the portal in the center of lhe mass, ,t 
creates a swir1ing vortex of debris. 

The tractor beam, another new addition, acts in 
a simlar manner. A cyfr1der of oscillating blue rings. 
tract0< beMls can be combined with portal$ to trans­
po<t Chell« objects to othe,wise unreachable areas. 
Projected bridges - a translucent but SOiid walkway -
can alSO be redn>Cted tlYoogh r:,ortalS. These two 
adcfrtions ind<:ate that ~ may be less of a crutch 
in U'is rteration. 

The most ~t physics upgrade Vi!Nfl ;ntro­
wces is the concept a1 paint, which gi\/es p1ayers 
rn:,,e control OY81' 11\eir environment than ever before. 
Toward the end of the demO we come uPon a test 
charrber Slick with an orange soostance across the 
floor. Upon closer inspection, we disooll<lf that walk­
ing on the surface will rod<et Chell to high ~. 
atlOW'ng her to vaJt OY8I' pits or reach the far end 
of a Jong expanse Qlickly enough to beSI a ticking 
clod<. These lqoos are dynamo and play qurte well 
with portals. Placing a portal under a pant vent and 
another on a wall, we were able to coat SP8Cific areas 
of the chamber in ordef to P'OIJ'ess past an obstacle. 

A seoond pant type is ontrooJCed in another 
1)U2218. ~ paint lranslefs rts properties to any 
object It touches. QNiv th8'n a trampolioo-like sur­
face. Coat.-g parallel walls on either Side of a large 
prt, Chell rioochets back and fO<lh ao-oss the gap, 
Plastemg paint al over a weighted st«age cube 
causes rt to bane! across the room. shattering glass 
and taking out tunets in rts path. The expanded 
gameplay prodJced by these two paint lypeS alone 
is staggemg, and \oa!Ye ln<llcaled a "'lngness to 
indude mo,e d It sees fit. 

A lew smaler mechallics also join Ol81rs arsenal. 
Recf<ection ewes - similar on size and shape to a 
Weighted Storage Cube, only with reflectMl surfaces 
on each face - allow players to re<frect lase< beams 
nto awarting recep1ac1es. Aerial Fa.th Plates are an 
exE>ldse in trust. These ptattorms fling Ol81I ~ into 
the ai-, allowing her to bridge massive gaps or place 
r:,ortats ,n otherwise inacc,,ssibte areas. W<iit,:µed 
Storage Balls are the last new feature on the ,osier, 
which fln:tion exactly like thetr cube counter· 
parts. except they are pai-ed wrth buckets insteed 
of buttons. 





Testing Your Limits 
\Ne know ifs difficult to grasp the innovative porttor10 of new features wi1hout some 
hard-hitting vlsuals, Here you'll find seve1al informative ~etS demonstmhng hOvJ 

best to truce advantagG of new Aperture Science technology. 

__ ., 
trust e,cerd$6 --
Aerial Faith Plate 
.,..,.. ....... ....-111~~-...-~ 

.,.,N.,,._ TESTING ELEMENT 

Wo,ighlodPiVO<Q.bo 

Thermal Discouragement Beam 
~·~11,~~.rid~~b~~ 

,,,..,,.,,..._ TESTING ELEMENT 

are part of a larger trust 
10 help the Enrictment 
erlh8capacrtyfortl'USli$ 
pulled Ro space 

Tutret· ,,,.,,,,.,,,_ ,...,, 
CONFIDENTlAL 
1~1:>bc'.«hS000,1111,-beetl,-~~OHOl'ICW,~N'°'ll:dkll)()~lOOl(ATlk,\GIR,\\ronh 
1-)'IIT'lsR,m$~·/:fffly.:1,1$hO!Ad~~llcm'fN"M'Of',WIS( ......... 'M'Khc.Mt~~IPW1,t 'jlM" 
,,.~l(l'l!'l){t,c;t.,tq11tNOIWlffl:1'1111Mhii,,..,~ll'l~bv'l(M'~t>~notb;,lf'IOM,t. 



6tcursion ..... ni,o,,d_,_.., """,..,.,.,,......., ..., ___ .-,; 
~•-~dl¢.,d-lleus,ot,, ----... ""'-

Pneumatic,f!.iversity Vent 
TESTING ELEMENT 

,-

Excursion Funnel 
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You,AndMe, 
AndGLaDOS 

Makes Three 
Co-<>p oomir19 to Portal 2 was a 9M)ll - pm,arily 
because 1he bul< of Portal fans~ acted as ij 
lhe fulc1ionality was native. Friends, siblngs. and 
sigliflcant 01hers often sa1 t09')Cher on lhe coueh. 
po;nti,gand placi'lg po,u,IS"1ti theyrrutualySOIYed 
apuzzle. 

'Wlen we Sh!lPed Portal 1. It was really conmon 
10 hear lhal people alfeady played co-q)." Johnson 
........is. ·tt was realy inlen,smg. tt was lhe mosl 
conmon 9i1friend game and It also wasn1 u-..sual 
for moms 10 waldl their kicls play. So It made sense 
for us lo pul a conlroler i1 lhal other pen;on's hands.· 

Cooperall\,egameplay is\rdspule(tyll18 mosl 
sigliflcant addtion 10 Portal 2. and is bei1g r11)18-
IT8lled ttvoog, a sepMl!e. fuHenglh C0-<lP 
~-F~ IOgicalywithin lhe singl&-player 
narralilleof Palal 2. f)la),erscan Cl\00$8whichfl.e<y 
loladde lirsl. 

Snee Chel has a delioencyol tunan ~ 
she isn'l lhe star ol lhe C0-<lP ~- lnSlea<I, 
'lllM> aealed two new characlers- bipedal robols 
modlied from a l)8tSO!l8ll}" core and a IUTel -10 
Sl8r i1 lhe complemenllry mode. We know ve,y lillle 
aboul lhese characlers, 1llo<q, 'lllM> is considering 
mal<i1g one ~ and lhe olher temnne. They 
also Ike 10 hOld hand$. Bui don't go wriling fMfi::s 
)'91- lhe gesll.n! is a sq, ol i1nocence men, than.., 
i'ldicalion ol romance. 

Eacl\ C0-<lP player has his o, her own portal gun 
and lhecapaaly to 11,n;porl ttvoog, !heir~­
ion's po,tals Clo\.t)li)g Iha rurller ol passageways, 

howev8r, -·· necessa,fy make besling CllarnberS 
a breeze. Vvtile Vflve W8nlS lo ensue lhal lhe single-
player~ IOSIS yr,.¥ bran <Net relle,ces, they 

"'81 a bil men,~ pushing fll¥r$ i1 co-op. 
"Vvtien you Ml J)laylng singl&-player and gel frus· 

lraled. weooosider lhal a faue. • proclaifnS Jo6h 
.,,,_, projecl _ and progammer on Portal 2. 
"We don1 wanl you 10 hit lh8I poi'lt. Bui In co-op It's 
rea1y-, 10 bOu'lOO ideas off eacn Olhef. so~­
ca1ec1 ends LI) bei1g ll10l8 II.rt. 

Both brains and S8IS ol ll'unbs wl be r-'8(110 

b8sl - GlaOOS lhrowS yr,.¥ W2tf, ConmJnication 
wl be key, and'Vflvehas irfl)lemenled-~ 
feel\l8s 101W In lhal regard. Sl)ilscreen wil be 
8Y8lable"" lhoSe wt>:> prefer C<lUCh C<HlP, WIii\ a 
pictu&-ln•piclue option calering lo romole play. To 
a.,gment v<Jiceoonm,nication, VaMlisW()f1<ing ona 
sysiem of oonlexlual coornands lhal wl elloN you 10 
place icons ttroughoul lhe environmenl, lnslrucilng 
'P¥ PMner 10 Sllool a po,18111818 o, IOol< <Mir !here. 

Vvtile lhe single-player ancs cc>-operalill8 cam­
pa;g,s ""'"8 lhe sane puzzle elemen1S, 1hings gel 
hairy QUiel<ly when we lly OUI lhe co-op, Ealy IOOl1lS 

train us lo IITI< wilh two S8IS of po,t8ls laSl<i1g us 

wilh l'8()rienl;>g a - •owards a row ol successive 
concnllO slabs wilh a prO\lided a.be. Next. alb..­
po,u,IS are ,-jed lo clear a palhway from lhe laser 
to Iha l80el)laCle al 1118 Olher end ol lhe room. which 
~ 0l)enS 1118 ..... Easy enotq,. 

In lhe next room. 1hings gel <XlfTllicaled. n., 
CilanW <ivides lhe players from lhe ,J.a,1. 'M,le 
one p1ayerusesal8<Jrection<>.betog.idealaser1o 
rrutiple l80el)laCles scatt818d aboul 1118 room. eacn 
lftlng a partlcuar hazard OU1 of lhe wey, the olher 
player mus1 traverse lhe ctange,ous obSlacle oru-se. 
IMly of lhese hazads, such as a massi'l8 <XlOCt9le 
lllock adomed wllh $!likes. begin to fall once Iha laser 
fl.ops Wing 1he oo,,espo, di ,g recepcacle, r,q,img 
precise actions by players In order lo progess. After 
conl)lellng eacn -· Gl.alOS oonmends you n 
her own ww;. g:,ac:l,',g eacn ol you inlo lhnki'1g lhe 
olher player is dead weq:,I. GlaOOS-1 "'81 BnJ 
l)8rticuar l<J>sl>i) wilh lhese robols. 10 be s,,e. 

heights in a chambef. we are fo;ced to divide and conquer Once the requirement is met, a weighted storage 
baJI releases. which then needs to be oscorted to a ledge h:gh above the chambef floor All aerial fMh plate 
is found flush lo the floor and a projected bridge is lucked away in a recessed alcove. We no1ice the bridge 

can be reoriented to alOw a player to \"181k safely across to the awai1ing bucket Problem is, a fizzier field {the 
lum>OOlls held at tho ooct of a revel that eliminates cubes. ball. and portals) blankets a recessed sectlOfl of lhe 
ceiling that looks imposs,ble lo avoid when the faith plate lauoches a player uncontrollably lo the bridge. If lhe 

threshold is crossed. the txdl disappears 

1. Player 1 """OS !he bat. Player 2 f .... 0 blJ8 po,tal at !he P«>JOCled 
bndge ocow,w,g the.--. 

To help iillustrate the solution. we've whipped up a completely unofficial diagram. This isn't aimed to 00 an 
exact replica of the room. rather an abstract interpretation to help to clarify the basic concepts of the puzzle 

~ ' 
r;t, B , 

f -
;t, I 

2 . Player 1 launche$ ,nto the a,""' the aenaf ,..h ~•- Player 2 quci<ly 

MIS the orange po,tal lllYTlOci3tely bdow the fizzler field. """""'"'9 
pla)-8, I !r()MCfOOSl,gthe""9"10idand'°""9CUSlOdyOfthebal. 

3 . Pia)"' 1 beg'1S 10 descend. Player 2 sw>ttly ,eo,ec,s the lllldge by 

plaoog the orange Portal below player 1, Catehlng them and P<"""'9 
8 deaf pa!h 8CfOSS the fQOm to lhe bucket 

,.. ;t - ·;ti r B 
TITT 

' 1 , ;\ f ~ ~ ~ ...,,.. 





continued from 

Smooth Operator 
Ambient noise and the o=sional lll()()(l.sett"Q rrusic 
;,, the Ofiginal Portal may no1 have left mucl'I of an 
impression (there was rrusic?!). but we ass<nll! that, like 
the rest of us, Jonathan Coulton's ·sun PJNe" was stuck 
,n you head for weel<S after completion. Vaflle is aware 
of the fan comectiOn to Portal's row icoric anthem, and 
plans to ntegrate music into Portal 2 in more deliberate 
andsurprisingwa,s. 

"The rrusic was sometnng that so many people iden· 
tified with in the first game - ~ was the last tHng U,ey 
saw," JohnsOn recals. ·So yes, Coulon iS gong to be 
inYolvect. When we sat down to work on Portal 2 n was 
Clear !hat music had to be a bigger part of the game. 
There is gong to be wtJ:fS in Portal 2 lhat you can find 
and discover new songs. It's not gong to be a rrus,:al, 
but it's no1 going to be a slfr4)18 case of havlng a new 
song at the end of the game.· 

Though Coulon is already collaborating with the team 
10 infuse Ns flair into lhe projeel, lhey rema,n quiet al:>c,JI 
the exact eppliCaliOns of Ns rrusic, p,imanly because 
they don'I want 10 ruin lhe SU'l)rise. 

·it was kind of Sl.6J)riSing that lher& was a song at lhe 
end of Portal,· JohnsOn elabOtates, ·IWJ while we·,e 
99 percent""" thal we'll end w'rth a song 8!)8in, we 
earl'! recapt...-e lhal moment So we spent ~ea b~ of 
time thirl<ing ~I where and how we OOlAd use rrusic 
throughout Portal 2 lo SU1)rise people." 

We happened across one such bol1 from the blue 
in ou: demO session, althOugh not one thal utilized 
Coolon's skins. Few,g particolal1y pwishing, Gt.aOOS 
at1emp100 10 use smooth jaU as a weapon 10 keep us 
in ln8. It worked. 

From Trial To Triple-A 
Wrth ilS augmenled length, fresh P<JZZle elements, POi­
ished presentation, and re11 oooperatiYe campaign, 
Portal 2 hatdly ,-ts to be tucl<ed i'llo a value pack· 
age. From What we·ve seen ol lhe sequel, 1his is a hJly 
fealured game that wl be right al home amongst other 
high-profile tilles at retail. Due Ou1 lhis fal, you won'I 
have 10 wail too long 10 spend more time with Gt.aOOS. 
She can't wait to rekindle the relationship. ♦ 

W.W IO JeNn m()((J abOtir lhlJ $bldidMIIX'y CIA(Jf!tll.N8SciMar? Hl:N( 

3botJl lhe1XOC11$Sdae.iM{laCh,Jlsog6rocm?Or a mo,aextens,v,spe,ek 
a, a,,,~ tede$//)II? llsll _,tCtme<OJIIVl)Olt/112 /tJI IJ/ ... , ""1 mcte 

Mff(?ffJICUf al'let!t'ltJmcnlltdPotta/2CtNtJtage 
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P eter Molyneux is 0"8r the cliched •ooming 
to power" narrative device used by most 
video games. To prOll8 his point, he 'sts 

dOZens of RPG and action games bl,;11 around a 
weak protagoost who gradualy grows stronger 
and stronger unta he or she is prepared to take 
on a seemi,gly insuimountable foe. Onoe y00·,e 
finaly powerful enough to ttrust the Master 
Sword through Ganon's face, what's left for you 
to dO? ·Just when you feel powerfu. thecred· 
its roll." he says. Wrth Fable 111, Molyneux and 
Lionhead Studios am to foe that. 

"Fallie III is all a)()(Jt power, tt'S a)()(Jt feeling 
powerful,· Molyneux says. ·1 want you to feel 
ll<e you can right an the ,wongs in the ,YQl1d." To 
dO so. lionhead Stucf,os is taking the drnax of 
most games and plaoog ~ lirrrly at the halfway 
ma,k of Fable Ill. The sto,y begins with a tyran• 
nical lea<ler named Logan nAing 0"8r the land of 
Albion. The ,Y<lfld is exper;ene;,g an industrial 
r8"olution. and Logan cleal1y puts moce 8fll>ha· 
sis on profilabity than human happiless, 

"YCX6 job at the begming is to go out and 
make people fOlolv you and beliel,e you.• 
Molyneux says. "Whatever the price, man. 
Whatever promise you have to make. jtJst make 
it so you can overt/Yow that guy, to be the rebel 
who takes 0"8<. vou·re gonna promise to get rid 
ol aime, you're gonna promise to tun al the 
factories into sehools, you're gonna promise 10 
get rid ol starvation. IWJ then when you defeat 
Logan and become king. you have to sit on the 
throne and start delivering on 'fW' promises.· 

The second half of the game delemw>es 
whether you become a true savior of Albion or 
an even worse r\ler than you, predecessor. Do 
you fuliH your promises and become a man of 
the people. or do you abandon 'fW' ideals in 
laVOf of gceed and self ind\lgence? 

To let 'fW' ruler interact more socially ~h his 
or her denizens, Lioohead Studios has devel· 
oped a new "toueh" system. The A button se"'8S 
as a context-sensitive command that determines 
how you interact ,wh other citizens of Albion. 
In one scer,ar,o, your wife informs you that your 
daughter is lost. Upon finding her, you can either 

SCold her via the touch system. res\lting in her 
sulking away sadly. or you could use the same 
context-sensitive command 10 OOOSOl9 your 
daughter and lead her home by the hand. 

Molyneux uses this type of interaction to draw 
the garner fu1her into the expeti(n::e. He wants 
YoU to lilerally guide y0Ur daughter by tl\e hand. 
nol iust run home and hope her A.I. tags along 
accordingly. Even the prOC<lSS of leading her 
home can alter her behavior: attempt to sneak 
into a pub for a ctn<. and she'I voice her disap­
prc,val. 

The toueh system alSO affects your relalion$hip 
,wh the underclass. If a vagrant comes to your 
throne begging for cash. you can either hel) the 
poor SOUi or drag him to your dt.r,geon by the 
collar and slam the door. If you encounter a simi· 
lar situation on the street, you have the OPtion ol 
takr,g the beggar by the hand psi as you wo\ld 
your daughter. He'I ~e whether or not you're 
"talmg him to dinner." psi before paniclong and 
fighting back when he realizes you·re taking him 
to a lacto,y to sell him into slalie!y. 

1n a continuation of MolyneUx's quest to move 
aw"" from long-folowoo RPG tra(ffions, Fable Ill 
cflches health bars, QPling instead for a shooter· 
style regeneration system. Molyneux realizes that 
this wl ctaw the i:e of longtime RPG purists. 
saying ·RPG fans wil come up with 10 reasons 
why they think ~ needs a health bar: but he 
doesn't seem to rood in the least. 

Leve(ng up is also handled in a dfferent 
manner than most peers within the genre, as 
Fable III replaces the a,1:,arary po1nt system 
wilh a number ol citizeos who St-l)port your 
quest. These fOlowers are CNcial in yoor quest 
for power, and influence runeroos decisions 
t!Y~ the story. Thal gorgeous peasant 
g,1 may seem like a fine wife, but the r8\IOl1ing 
daughter of a po1aician may dO more to advance 
yoor social stand'ng and earn you more IOlolv• 
ers. Molyneux <lion go into the details about 
how this system works, but he assured us that it 
is an inte1,al part of the Fable Ill expenence. 

Your character·s appea,ance still changes as 
you progress through the sto,y, but in a more 

specific manner than previous Fable titles. 
Molyneux is aware that fN8fY character in pr~­
ous instalments Of lhe series IOOl<ed huge and 
Wky when leveled I.I), even desc,ibing high-level 
females as "lool<ing like Russian shot-putters." In 
Fable Ill, gamers wiN have more control 0"8r the 
eventual IOOk of their character. If you want to Ile 
b\lky and strong. use heavy axes and swords. 
Is being Iahe and gacef\l more yoor style? use 
guns. If you're going for a more mysterious and 
mystical fool<. use spells frequently. 

Theoustomilation doesn't end there. Even 
the weapons change as you use them. "To be 
perfectly honest, we're bored of making more 
weapons for you,· Molyneux sighs. He-S tired of 
;.,st adding an arbitrary amount of weapons for a 
press release b\llet point. Rather, he wants your 
weapon to reflect yoor Character. If you're using 
a scythe p,rna,ily for kiDing hobbes, the blade 
wl feature more jagged edges. and even the 
texture wl change accord'r9f. If you·re using 
your scythe to kill cMians as well as hol)bes. it 
may be named "(Your gamertag 's) Evil Scythe OI 
Hobbe Slaughter." tt you'\<8 performed an unfor­
givallle amount of evi deeds with a. a may even 
drip with blood or glow ~h an omnous aura. Its 
length, size, w'idth, and ,veight a,e all determined 
by how many enemies have met their fate under 
the l:llade. Even your gamerscore affects the 
appearance of your weapon. Level it up and you 
can se1 a orline for a good price via the in-game 
auction house. Once ifs sold. it retains yrur 
gamertag in the name ol the aem. Jet1lng others 
know exactly who morphed the blade ilto ~s 
Cl#Tent state. 

U<e any Peter Molyneux tale. Fable 111 is noth• 
ing ff nol ambi1ioos. Fable II was wel receiived 
by most gamers, but Liomead isn't content to 
simply rest on its laurels. The game presents 
even more world-altering choices than as pre­
decessors, and ff Molyneux has his W"'J, a·u give 
gamers a sense of po,.ver never before felt in the 
genre ... Dan Ryckert 

roseewWOOC>lnlOMeWltllhPetet ~ c:4Vl<out 
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Sonic the Hedgehog 4: Episode 1 
Sonic & Knuckles' first true sequel arrives 16 years later 

B ~-to highlight your strengths 1Yhlle 
~ng your weaknesses is a valu• 
able trait. Unfortunately. Soric's daSh 

into 30 did not play to his strengths. Despite 
repeated fabes, the hedgehog was shoved 
throogh a gauntlet ol terrible games until he 
was left weepcig inconsolably in the fetal posi­
tion ~'lhich lool<s li<e a really slow. pathetic spin 
daSh). Sega seems to have realized that 30 is 
not Sonic's strong &it. as the sooes is finally 
retl.ming to its 20 roots. 

Sega noticed t,o,.v many garners stl play the 
classic Genesis-era Soric titles and decided on 
delivering Sonic the Hedgehog 4 in download· 
able episodes. ·we realize that a sizable fanbase 
of the 20 Soric style lives in the dowrload 
$p8C8, and we wanted to offer them a 00\Y 

Sonic experience they COUid enjoy: 5a'fS long· 
trne drector of the Soric series and producer of 
Sonic 4, Takashi lo,Uka. Why <elease the games 
in episodes? "There are timtations to ,,t,at ,ve 
COUid do with a dowrioadable--Only litle. For 
example, you are lmited by the amount ol stor• 
age and this li'nhs 1,t,at the game can be: r<Z\Jka 
says. He also doesn't see consumers shelling 
out $60 for a retail Sonic 4 release. 

To return the franctise to tts roots. Sonic 4 
takes place i'nmediately alter the events ol 
Sonic & Kruckles. •After Eggman faied the plan 
of Death Egg.· lo,uka explails. "he started the 
rew plan for wOf1d domination - and this story 
beg'ns. • Sonic srn has a SCO<e to settle with 
Eggman, and the scope of Episode 1 focuses 
solely on these two enerries. What about Ta:ls 
and Knud<les. you ask? rlZ\Jka says fans will be 

very pleased with the cast in Episode II. He also 
tels us 10 consider Episode 1 a prologue 10 the 
rest ol Sonic 4. 

Sonic may laCk bacl<t!> ~om his alies, but hs 
arsenal of dassic moves reuns in ful force with 
the help of a ne-ver. non-wecehog<elated tfoek. 
Sonic CM perform his signature rolli')g attack 
and charged spin dash, and his homing attack 
~om the Soric Adventure games survives the 
transition ~ 30. ·1 wanted the user to enjoy an 
easy,to·play feeling by the attack seq.,ence that 
this (homing auaekJ action allows. and '11d the 
ftll routes in the ai', • I;zuka explains. Shields also 
retum in Sonic 4, but Episode 1 Oft( includes the 
basic one-hit-protection batl'ler - just eooogh 10 
secure your ri1gs for that next Special Stage. 

Speal<ing ol Special Stages, they re= 
within Sonic 4 ·s ·classic timel'ne. • Each hOlcls 
one of the coveted Chaos Emeralds Soric and 
Eggman so desperately struggle to control. 
Remember the T,y Again ending rrom the first 
Sonic tt yru failed to acq.ire aD the oolorlul 
gems? According to lo,uka. Sonic 4 also has a 
cliffhar'oger at the eod that is only viewable alter 
you collect all the Chaos Emeralds. No word on 
whether or not Sonic can super,ize himself, 001 
I'm crossing my linge<s. 

F0t.r ol the game's other stages have been 
revealed so tar. Splash HI Zone, Casino Street 
Zone. Lost Laby,1nth Zone. and Mad Gear 
Zone. Splash Hin Zone ~ the retU'n of the 
mandatory IUSh green intro level rrom early Sonic 
games. Old schcol iadyt)(Jg and hornet badniks 
~ Green HiU Zone also re= for another stab 
at the IJlJe hedgehog. Series staples Ike loop· 

de-loops. springs. and floating platforms are 
scattered lhrooghout the First level, offering the 
perfect training ground for rusty gamers to re­
familiarize 1hemselves with the classic gameplay . 

Fans worried tha1 Sonic 4 will incorporate the 
floaty. physics-based gameplay of recent plat· 
formers like UttleBigPlanet CM rest easy "/ls this 
is a oontiruation of the Genesis-era gameplay 
,ve will have classic plattorming elements, 001 ~ 
wil be mixed wi1h classic Soric speed," IJzu<a 
assures us. Expect this game to play as t9)lly 
as the Old games, 001 with a glossy coat of HD 
paint splashed ove, it. 

'We Med to support HD oonsoles," liz\J<u 
states. ·so ,ve wanted to have HO-qvafrty 
grapr;cs ~ the beg'mng .• If the screenshots 
haVen't oonvnc:ed you lhal th'.s is the rg>t move 
for the serres and yru ccave retro 16-bit graphics. 
you're in for an interesting revelation. "Sonic 1 
,vas Of9""11y aiming to have 'CG•like graphics,'" 
rlZ\Jka reveals. ·For Sonic 3 some parts used CG, 
so ij was pretty natU'al for us to <taw all these 
Sonic 4 environments with CG pre-render." 

H you're S!iN Skeptical about Sega's resU'rec­
tion of the original Sonic forrrula, Tal<ashi lo,tJ<a 
understar1<ls your hesitation. "Sooic 4 was ere• 
ated to be the game that 00\Jd remind thOse 
(reluctantl people of the enjoyment and -a­
tion of Sonic again,· he sa'fS. He concludes tt,, 
saying tt Sonic 4 ·s return to form is "the Sonic 
experienoe you have been w~ 16 years for, 
then we strongly enc:ou-age you 10 t,y this.· 
• Tim Turi 

$/)111 ffltOgame;n/Olmst.CCfWtrJil} IOI trl()IB Sonic 4 Ct:Ne/'9(1 



previews 69 



• Platfonn 
PlayStation 3 

Xbox 360 

M Styl e 
I-Player Shooter 

(16-P~r Online) 

» Publisher 
C.poom 

» O.Weloper 
C.pcom 

» Release 
May 18 

Lost Planet 2 
Hands-on with Capcom's surprisingly revamped shooter 

F a,s of the original Lost P1anel are in lo< a shock with the upcom• 
ing sec,.,e1. we·ve played the first several hOurs. and plenty of major 
Change$ Slap you in the foce ri{llt out of the gate. 

The focus has been swped ~om single player and aimed cllrectly at 
co-op. Formet p,otagonist Wayoe has been replaoed by nameless squads 
of snow prates from various factions. Olflne play is boned in the meoos. 
IVhie orl<le co-op is easly acoess:1"8. Things now feej a lot more Ike Lelt 
4 Dead. wt,ec-e playing alone with Al bofs rathe< than co-op pa,tners is an 
obviously leSSer experieoce. 

Lost Planet 2 is :,piit into llix ~ giving player$ reign Ol'ef a d'rffer· 
ent pirate !action in each one. Episodes tJ<eak down into Chapters. which 
split into a few maps. You'I start in a classic snowf,eicj eovirooment lo< the 
prologue. IJut th'ngs quickly transition into a~ backctop in Episode t 
and eventualy end up in a liety industrial area lo< Episode 2. Mission types 
,veve seen so far inctJcle ·get trom poot A to point B" OOjeeti\-es. mas­
sive boss slayr,gs. and wsus mode-inspired attaci< and clelend setups. 
The l'tsl of the latter category is a large mining facf rty you must OV80\l'I to 
switCh on its five generators. Once it's up and running. you and you, palS 
rrust then clelend the facil ly and keep it online f0< 90 seconds. 

Instead of t,av,,g "Ives." you and your co-op partne<s share one Battle 
Gauge that dwindleS e,ery tme a player 0< bot dies. To p<event this, you 
rrust use the new Harmonizer that sloo!y regenoo,tes health ove< time or 
can be turtxx:hatged a you hOld oown the start button. This uses thermal 
energy. so you·o stiH have to COiiect 0<ange Ofbs even thOU(I> it's nol COid 
outsicle anym0<e. Data points rc.v act as spawn points when you die, and 
they ft in the minimap. which is otherWise blank. 'Mlen "'"I player CtOSSeS 
the glOwing red gateway at the end of an area it starts a 10-second count-

down to posh everyone to the next map. 
Rathe< than IOading the next area right away, the game gracles you on 

eaCh zone b3sed on severlll factors ll<e how full your Battle Gauge is or 
how ffi""'l "Goocl Job" sicle missions you've completed. Loads of GJ 
tasks populate eve,y map - sometimes you have to activate al the data 
postS, get a tO-SOldier kill sueak. O< oomple1e a mission without I05i"Q a 
l~e. All of this contributes to your career points. whiCh boost you, level for 
that epiisocle's pirate faction. After you play tlYough five of the episodes 
you'l llkely have five Clfferent !action Characte<s rar,ging trom level 10 to 
15. Yw don'l earn rewaroo wi1h ea<;1118\<e! earned, tl\Jl we~ a new 
costume once our first Character reaehed level 10. A(;cor(lng to Gapcom, 
e,ery faction charaeter haS a ...-,;que reward tree. 

Fully custom,ing and upgra(lng you, ctwacters is the carrot on the 
sticl< of replay incentive. In addition to earn',ng new interchangealJle 
coometic parts. you can spend cash at a SIOt machine to earn weapon 
upgracles, tons ol sily emotes. in-game titles (my favorite so far is "Action 
Gamer). and new specialized abities. Two a.biities can be equipped 
at once that you can cater to yoo, play style, Ike beefing up your criti-
cal hit percentage°' reclJcing thermal ene<gy draining. Whle tt sucks to 
randomly win a new 1ille when you're klokilg f0< a better machine gun. 
it loOks Ike thete is a passw0<d system in place as well to artm lo< m0<e 
direct pu:chases. 

Lost Planet 2's ctastically rewo,1<8d campaign is a !ot to digest, and we 
haven't 8""'l 00\<ered online versus play yet. If the ftA game continues to 
deliver new set piece moments. intriguing career progression, and replay 
incentives. this OO<Ad be a very exciting summer incleed. • Bryan Vore 
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Pokemon SoulSilver 
Connect with Pokemon using bundled pocket-friendly device 

G amefreakisnostrangertoert\anced 
Pokemon remakes. Back in 2004, the 
team took the o,iginal Red and Blue and 

added inp,oved visuals and new features to 
cfeliver FireRed and LeafGreen. Its latest p,oj• 
ects are HaartGotd and SotASilver, remakes 
of the Game Boy Color's Gold and mver V8f· 

sions, respecth1ety. The revamped titles not 
only b<ing back familiar gameplay elements and 
story sequences from theT predecessors. but 
also include a Poke\val<er device fo, tra'.ning 
on the go. 

HaartGotcf ancf Sou!Siver are ,-1y identical 
wlth the exception of the rypes of Pokemon 
you'll encoonter. ff you want to catch ·em al, 
you'll have to play both. Just ll<e in HeartGolcf, 
SoolSilver sets you on a jou-ney to travel across 
vast expanses ol land where you'll capture exotic 
creatures ancl battle other Poke-enthusiasts as 
part ol your QJ8SI to become the uttin>ate trainer. 
Ea11y on, Professor Elm e,ptails the importance 
of walking wlth Pokemon, ancf the vital connec­
tion ij has to their growth an(f ~ - While 
walking Pokocnon in p,evious instalments orly 

involved you in-game avatar. you can now take 
your captures with you using the included Poke 
Ball-Shaped pecfometer. 

Players cen tweak al Pokewalker·relatecf 
oi>tions in the ma'n menu. Once accessecf. 
you can chOOSe ,.tich POkemon to stO<e in the 
pe(fometer (orly one can be st0<ecf at ""f given 
time}. This list is generatecf from Pokemon storecf 
in the in-game PC. which you can customiZe at 
""f one of Johto's Pokemon Center.;. 

Once a eteature is selectecf, you're promptecf 
to chOOse the walkilg route. rn the p,eview build, 
orly Re~esnng F,elcf ancl Noisy f<lfest we<e 
available. Each route has a different theme an(f 
unique Pokemon rypes to encounter, an(f the 
selectecf POkemon wil gain expe,ience pcints 
based on how far you walk. 

Players can event~ ur.lOOk mooi routes 
using Watts, which is the Pol<ewalker's cu-rency 
that you eam by walking with the device. Watts 
can alSO be spent within the Pokewal<er to 
access different m'nigarnes. C... mnigame. fOf 
e,carrµe, allows you to search fOf hidden !ems, 
while another iilov,s you to search for. battle. 

ancf captue wid Pokemon. 
The Pol<emon catching mlnigame Is a small• 

scale version of the battle system in Sou!Siver, 
ancf is execute(! entirely on the Poke\valker. llis 
silrplifl8d procoos stin requ:res weakening the 
Pokemon and catching wit~ a Poke Bal. You 
can hold up to three captured Pokemon ancf can 
later transfer them an(f all the !ems you\,e COi· 
lectecf to a save fie u..oug, ,p:,- OS system. 

The Pokewal<e< is just one of the connectiv· 
ity oi>tions we came across in the p,evlew build 
of Sou!Siver. K'tOSkS in the game's Pokocnon 
CentOfS suggest connectMty Ol)lions with other 
OS devices for wireless Pokemon batttes wlth 
friends as ,ve11. 

Though Soo!Siver is ;,st a remake of Game 
Boy Col<lf's Siver wnh a lll&Jal makeover 
ancf limitecf IOUch SCteen ft.nctional~. these 
added featues could be enc,ug, of an incen· 
tlve to< players of the ongnal to give • another 
go. • Annette Gooialez 

Ched< OUl gameJnfcrrne,.wn f01 ll(J¢.rt,n.,/ saeens 



30 Dot Game Heroes 
Atlus' heroes may be square, but they're old school cool 

From Sottware·s new title may be suffe<ing 
from multiple pe,sonality disorder. At times. 
this top-down. sw0<d•swinging adventure 

is reminiscent of the early a,,tlcs of Nintendo's 
green t<ric•wearing elf. In other areas. it refer­
ences Street F',ghter and Final Fantasy. Now 
that we finally got our handS on 30 Dot Game 
Heroes' charming profusion of classic video 
game tropes, we can bteak down some of the 
more exciting features. 

Tools of the Trade 
Players have p1er1ty of dungeons to e,qllOre and 
puzzles to solve as the protagonist traverses a 
g~t overworld. but a hero is only as good as 
the tOOIS he or She uses. V>tile our 30 hero have 
access to famiiar Zelda mainstays like hook· 
Shots, boomerangs, Md lanterns. the most dis­
tinguishog tOOI in tis arsenal was his sword. By 
visiting blackstriths pfayers wil be able to power 
up many of the game's weapons. Once fuly 

upgaded, swords will quite t,.,morousty stretch 
across an entire screen. More than 20 swords 
appear in the final game. and each one has its 
own special abi.1ies. Players aren't tocked into 
using a sword. either. One axe makes fallen foes 
drop extra money. Md a spear,.,,, used COUid 
pierce geometry within the environment. attack­
ing enerries on the other side. We even caught 
g;mpse of a weapon that IOOked suspi<:iousty 
l'ke a lightsaber. 

...... 
Minigames 
like any great actio<Vad\/enture title, 3D Dot 
Game Heroes is stuffed to the gits with minig• 
ames. DoMg our demo we checked out two 
of theSe games: a racing game that had our 
hero sprinting aromd a track using dash boots. 
and a tower defense strategy game. l.l<e most 
tower defense tittes. we helped our hero bold 
up various defensive tooets to defeat oncoming 
waw,s of enemies, which gained us access to 

better equpment. From what we·ve seen the 
minigames are so po(shed they might be just as 
enter1aining as the main Qvest. 

Character Building 
3D Dot Gl>ne Heroes' blocky art style isn't just 
a gmrick: the sin1Ple LEGO-like builclng blocks 
that make up everytt,ing in the world allow From 
Software to include a rich character c,eation 
system. Players can piece together their own 
heroes btick b'f btick. Md even after their char­
acters· various attacks and vict0<y poses_ It that 
sounds like too much won<. players can also 
modify ~isling Characters from the game'S 
database cl avatars. which includes eve,yttv,g 
from Dwarven warriors to sharks. 0,,,, hero? 
Robooop in a tuxedo. • Ben Reeves 

f()I exv, $t:lllt(JS w the~ r,aHels go IQ www.O'J,'nein· 
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Dead Rising 2 
A zombie outbreak is the true mother of all invention 

A ny zombie fanatic worth their brains 
~ they could hOld lheir own in an 
undea(f Ul)<i5"\Q, MUCh El<e a would-be 

zombie su1W81ist (faydrearriog about lhe inevi· 
•able apocalypse, I've Sl)8Ct)laled thal I wOOld 
be a more lhan qualified zombie siaye, if~ 
into lhe role of Dead Rising 2's prolagonist, 
Ol-..ck Greene. I recently ha(! lhe opport\nty 
to put my zombie elffism 10 the test (luring my 
hands-on with the game's single-player. 

S1a<1ing out I am lh'uSI in10 a plaln-lOoking 
hallvay, ocoupie(f by a few ranooo, items and a 
pair ol zcxooies. Am>ed with only a sledgeham· 
mer. I practice lhe famlar ligll attack, heavy 
attack combat on the firs1 mrdess enemy. The 
nexl weapon I reach for is the pislol, a rather 
uninspired weapon 10< 1he senes. lmmedialety 
upon aiming the gen at lhe first shambling 
(X)(JJOO I realize how much smoother lhe aining 
mechanic is this 1ime eroun(f. Lining up head· 
ShOlS to, silky·StnOOIJ'l klS feels mo,e nalural 
than in lhe first game. 

Upon Ciea"ng lhe halls of toes I mal<e my way 
towar(IS lhe exi1, noting a wor~h 8IOrg the 
way. I slip 1hrough lhe exit and emerge in,., 
,.,.,_vay lea<lng 10 lhe Vegas-fike F0rtune Ci1y 
Slrip. Droves of U'ldea(f Sland between me an(! 
lhe <jJtZ>/ neon lighls. Aeevawling my nearly 
etnply l)islol end well•WOfn hanmer, I slink 
baCk into the hallwlly. These weapons si"'l)ly 
woo'I do. Using ChJck's sklls as a handyman, 
I grab a kayak paddle and cnainsaw, throw 
them onto the,~. and whip logether a 

mean saw paddle. Notilg lhat I finally have my 
crap 1oge,her, lhe game reveals my fas, objec• 
tive: earn 20.000 PP tp,esllge Point$) by f,n(ling 
clever ways to kiU zombies. I then proceed lo 
slice through lhe obSll\lCling mass of zombies 
like Darth Mat.I 1hro..g> a sea of 0..-Gon J;nns, 

Like every weapon in the Dead Rising unive<se. 
good times come 10 an end when lhe S11W 
pa(fdle bfeakS. Thi'Sly fo, mo,e ZO<nbie bloocl 
(not literaly, lhal's gwss). I spot lhe S1np's local 
pawnst,op. The owner ha(! taken the outbreak 
of un(fea(f inlo consi(feration and revamped lhe 
place with prolactive baroed wire cages. I peruse 
his 11111)(0\lised inSll\llleOIS of do0fn as he 
waleheS me frO<n ber,n(f his defenses, 

I use a mix1ure ol kitchen knives and boxing 
g<1J8S 10 craft inlimidaling Claw-mitts lhal WOUid 
gve WOlver'.ne an infenority complex. Strapping 
them on. it lakes no lime 10 ~ mow ttvough 
throngs of bad(fies. After mil<ing lhe g,,,,es 
for all lhe PP they're wO<IJ'l, I purchaSe a Deet:J 
Alire-inspired lawnmower weapon, which is tlesi· 
~ the base ol a lawnmower w,IJ'l 2x4 han<les 
attached. I rack up the e"l)8rien00 by swinging 
lhe spiming dealh IIY"'9' CfOlv(IS, an(! in doing 
so I disoover lhe combo weapon's devasl.lling 
heavy attack. By llOl(f~ down the a,_ button 
Ol-..ck places lhe ialwmower above a single 
zcxooie's head an(! pushes down untl lhe g,ool 
is reduced to a crimson pu(fdle, After lhal. I 
electrify mo,e undead wilh a car battery-charged 
rake and bomb them with a nal-covered p,o­
pane tarl<. Each combO weapon I purchase at 

the pawnshop tnOCks the schematics for fulu-e 
O.1.Y. projects. 

My PP hi1s t 8,500. bul I am Slar1ing 10 run 
out of options. Desperate for anolher combO 
weapon 10 reach my goal, I jog down lhe 
sir'!) IOOking for ijerns. AA action movie poster 
calches my eye. and I Slop lo appra'se its 
generic hero as he f"8S his ftame1hrower. 1n 
doing so Ol-..ck has an onse<een ei:,iphMy, and 
I loo learn lhe seemingly benign watergt.n an(! 

gasorne 1ank's 1rue POlential. After one Q<.ick 11,p 
to lhe v,or~h. rm sweeping cJoZens of zom­
bies with fire. My PP shoots through lhe roof wilh 
each toaS1y bOc:ly lhal hilS lhe groun(f. 

I fnatly hit my goat of 20.000 PP an(! my 
reward is nwealed. a..ick walks '-" lhe ramp ol 
a tl\JCk, opening its doors to reveal a (firtbike wi1h 
chainsaws siraweo 10 its han(fleS. Luci.ty Dead 
Rising 2s prolagOOisl is an ex•molocross racer. 
I immediately race down lhe lenglJ'l of lhe sirip, 
carw,g through lhe remanng zon-bies li<e a jet 
ski on a blood ocean. 

Befo,e I sal down wilh Dead Rising 2's ~ 
player. afl I was tlinking was t,ow much I wante(f 
10 be playing ils awesome nufplayer. Wien my 
han(IS,on w'IJ'l Dead Rising 2 ooncluded, how­
ever, my inlereSI in lhe game·s single-player was 
remigorated. They ""f what happens in Fortune 
Cily Slays in F0rtune Ci1y, and Dead Risa1g 2's 
ad<Jiclilie zorrbie annllilalion will ensu-e you 
never want to leave. • Tim Tur1 

More On Multiplayer 
ThO las, big splash Doad 
Rising 2 made was witb 
lhe unveilu19 of ,o; _ ls 

Reality four-pLaycr. Aroo!1• 
oon Glodicrton-inspired 
mulriplayer modO. Though 
no ?MM' details on Oris 
mode have gurtaced. Blue 
casoo confi.rmcd tJ1al we 
can expect to see oround 
2.000 1.0mb100 en scroo:n 
al 0000 during T.f.R.'s bog· 
!JOSI bQulS, When asked 
aboUI possible ID101ac,Mty 
between mulbpl•yer 3n<J 
su191<>-p1aycr gamo mocleS. 
BIUe Costle s,mply soid 1t'd 
be COOi." 

• Platform 
P1ayStation 3 
Xbox 360 • PC 

» Style 
I-Player Ac:tion 
(4-Player Online) 

» Pu!:11.lsher 
C.pcom 

» Developer 
BIUeC.Slle 

• Release 
Augusl 31 
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» S1Jl• 
I• Pl.Iyer At,jon/ 

RPG 
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Sega 

n l>e•eloper 
Obsiclian entcnainmcm 

76 prev"3ws 

» Releue 
Swruner 

Alpha Protocol 
Obsidian's action/RPG hybrid is still on track 

S ega·s promise of a modern day esp;onage 
RPG has been enticing gamers"""' since 
it was announced. tl<Jt with """'Y attempt 

at rede&-.,g a genre. unforeseen problems can 
arise. Alpha Protocol has oow seen a year's 
worth of delays. the last of which was quietly 
announced the day the game was supposed 
to be released. The title's fut<Kebecameeven 
more unclear when an internal memo from Saga 
was accidentally uploaded to the company·s 
,'fflbsite. The memo expressed concern """ the 
state of the game. describ<)g It as too dfficult. 
and "barely Rf'G .• 

We recently tal<ed with~ Proloeol's pro­
duee<, Chis Parker. whO gave us u,e reasons he 
believes gamecs ha\/8 nothhg to wooy about and 
,,t,y 111ey·1 SIi be impressed come surnmert.me. 
Then we lried 001 a new preview bulCI of lhe 
game fOf ousel\/es to see i we ageed with tim. 

On the leaked QA memo: 
• ... the document beng referred to contained 
criticisms on a c1emo that was quite okJ at the 

time .... We refined our systems and the RPG 
feel a lot over the spring and summer of 2009. 
so wne,, that~ out l>oth the Saga produc­
tion group and Obsidian (Pdn ·1 feel the criticisms 
remained valid.' 

Alter p1ay1ng se-,era1 hOurs of the new Wl<l. 
I was more 1llan satisfied with~ Pro1oeo1·s 
RPG elements. The game has a lul·fledged 
XP system. Similar to u,e original Mass Effect. 
the sl<ills you can upgade are a mixture of 
simple stal booste<S and new abfllies based on 
OOOldown timers. The abillties I urlOcked draS1J­
cally changed lhe gameplay: Being able to per-

fOfm crilical hits from behnd cover Of stow down 
time to QUeUe up rrdl.,ie ShOIS translOfmed 
me ilto a stealth assassin instead of an assault 
nfie.101ing commandO. AA irl'l)(esslve .-..mber of 
weapons. armor. and upgrade$ help reme your 
style of play even h.rther. 

On Alpha Protocol's conversation system: 
"INl>en we started worl< on AP's d'ialogue 
system, we kneN we wante<I to &nt>race the 

tension of an espiona9e movie, so we ctecided to 
force the player to make dedsions in rea/•time ... 
ther'e is more oranching and reactM'ty fin Alpha 
ProtOCOI/ than n any of our prenous games.· 

The COflVe<Salian system was the most sur· 
prising aspect I saw of~ Protocol. The 
limned response lime not ontf results., smooth· 
flowing dialogue, but actively ""9"985 you in the 
conversations. The game !fades me1icUlously 
weighing dialogue choices for gul reaelions. At 
tines I felt fike Jack Bauer, having ontf seconds 
to decide whether 10 kin a potential informant. 
Other times I felt ll<e James Bond, attempting 10 
talk mt way 001 of deadly situalions when I was 
u,e one in u,e crOSShairs. Whal <Xl<Ad have easiy 
been an overlooked aspect or lhe game tJUy 
captures the essence of a spy movie. 

On the impact of your choices: 
• .. . the sto,y has an Immense number of 
btanclies and ourcomes. Almost eve,yr/ling lW 
do in the game is going to affect something else, 
and once players starr 10 see the ramifications of 
their chOices, u,ey·re going to be amaze<I. • 

Clever dialogue doesn ·1 mean much ~ your 
choices don'I impacl the Slory. Luckily, this is 
anothe< area where the game c1oesn·1 d'sap­
point. Whie the levels are largely linear. each 
mission present$ w;ecal key choice$ to which 
players must react The optons are s1ill often­
tmes bina,y, but have a sigmicanl impaCI on 
future missions and !he CNe<all slory. A resuls 
screen after """'Y level detals the decisions you 
make and U>e consequences of those actions. 
I fell like I was sculpling the SIOl)I, rather lhan 
being led 1oward an inevltabte 001oome. 

On possible sequels: 
"The world we've developed lo, Alpha ProtO<X>I 
is rooch larger than whar a player wit experience 
in the game Itself, and opens Itself up to a tor of 
possil}adies . ... The <irection the series takes will 
be determined by fts /X}blisher. Sega. Obsidian 
l:nrerra,,ment has expresse<I interest i'I both a 
Sequel and OLC, and has submitted ideas and 
proposals for both. At this time the most impa· 
tant thing is that Alpha Pro/OCOl launches well 
and is well received by our fans.· 

Parker is right. It's slit too earty to tell how 
the game will l<Kn out, much less to s1arr talk· 
ing abOul sequels. For evel)'lh'.ng the game 
does right. we still ran into some significant 
balance issues - play,-,g as a slealthy assassin 
feels great '-"Iii a piOI twisl pu,ges you into 
!he middle of a ful~scale flefight. Some rough 
animations and a'mng reticules !he size of barn 
dOOrS alsO hindered our enj0ymen1 from time to 
ti'ne. but being a preview buld, we hope these 
aSPects wl be h.rther re,,\sed. This ls a neces­
sary 8lli for ""'I game thal attempts 10 bieal< 
new ground. • Jeff Marchialava 

Chtck.OUl th/Jlesl. of 001 lrllMWJW 1\11.hCMs/>arket #l 
g,,ntlnlo,mtt.""""'1,g 



NBA Jam 
EA updates a classic 

B elieve it o, not. EA Ganada's remaJ<e of 
NBA Jam dldn'I start out as an NBA Jam 
game. A year and a half ago. 1ha dev<llof)­

e,s started 1VOO<ing on a new arcade basketball 
li1le. Although EA already had the NBA Street 
series, crea1ive c:li<ecto, Trey Smith dldn't like 
hOw the game made the player rely on Al team­
mates. Yes, NBA Street was well received. but 
the team Jell tha1 the stree1 ball focus got 100 
fa, away fro,n the p,imelime NBA razzle-dazzle 
that people who don't even watch baskelbal 
appreciate. Ins1ead of revamping the b<and, 
Smith felt that they Sho<.ld make a new fttle that 
rel\Jmod to Iha! 2•on•2 or 1 •on• 1 gameplay 
where full-on 1...-nan mclti~ was a lynchpin 
to the experience. 

In developing the game, the team na1uraly 
kepi reletr!ng back 10 the genie's high water 
mark, NBA Jam. That's when creati\oe d<ec10f 
Trey Smilh got on the phone 10 the NBA. "'You 
guys WOUl<t>'t happen to know what's go;ng on 
with the NBA Jam icense, 1YO<Jd ya?'" Srrith 
asked. "That's when they said, 'You know, that's 
a really good QU8Slion, let's get baclc to you.· The 
nex1 day they caled me and said, 'It's ours. and 
ff you guys want it you guys can have it." 

LuckJy, htegra1,1g the license didn't neces• 
sitate major changes. E\/80 with a year of devel· 
op,nent alteady under their bell. Srrith and the 
team had Wit the game around a sinl)le co,e 
expenence - the same formula that made the 
oog·na1 Jam so suooessfu. E.A:s version shares 
many of the same features that made the fonner 
Midway franchse such a sensation. The team 
even met with olignal Jam creato, Matt< Turmel 
dumg cfevelop,nent after ha joined EA as acre­
ative drecto,, The manmoth dun<s (plus some 
new ones), secret and legendary players, Big 
Head mode. catehing fire, codes - ~~ iii here. 

M0fe importanUy, the game captures the pick· 
up-a>d•play spirit of arcade Jam with r,tuitive 
Wii waggle play. Whether you·re on offense o, 
defense, you have 11110 motions (plus modifier 

buttons) - that's ~- Wlthr, thaSe siml)le controls, 
however. the game adds a spn move nol in 
the or',ginal 1ha1 counters the delensive Shove. 
lklllu'denecf 111i1h complexity, and yet baJMcecf 
with a simple rock-paper-scissors strategy, even 
in the early tech demo we played monthS ago 
the game is fast and fcllilling, If waggling isn't 
your tnng, you can also turn the W• Remote 
sideways and use the bultons. Smith says the 
team hasn't decided yet whether to utize the W.i 
Moti<n'lus Pflll)heral. 

NBA Jam is b<Oken uP into twO modes. The 
fast delMJl's the same worst-to-first campaign as 
the original, albeit with al the g,aphics. anima• 
lion, and Al upgrades (no mo,e f\Jbbet1)an(f,ng) 
that 17 Y""S ot dellelopmental progess offers. 
The second, however, attempts to put a re,, 
stamp on the series' legacy. l.l'like last surmier's 
Punch-Out!!, ,'lfleh mimicked its beloved SOtXce 
material wel but didn't 8Xl)8nd into new areas. 
NBA Jam offers Remix mode. 

Smith describes Rernx mode as ·Dynasty 
mode ff Nintendo designed It. Meanr,g, you 
never know what you·re gor,g 10 mateh up with 
for that nex1 game.· Rerrix offers su-prises wt 
rule tweaks, cffferent cameras, and maybe even 
power-ups. This is just a Q\J8SS. but we expect a 
mateh in Rerrix to requ'te you and your partner 
10 win by eXllCUting the new-to-Jam alley·OOP 
move. The mode may also ciil lo, you to stra• 
tegically use different players and their abl ilies 
depending on Iha situation. 

Too many hall·baked W.i sports titles are water• 
r,g down the co,npetltion: but, in bringing re.v 
pieces to the tablo ll<e the Remix mode, IIEA 
Jam IOOks Ike a real contender. With so many ot 
Iha series' -lal pieces r, place, the game 
has a Chanoe to appeal to both nostalgic fans 
and bing h trooo who never got to cateh f.re 
with the arcade title. • Matthew Kato 

CA sayt that lhe game's 
rurrently only for the Wit oot 
that !I'S ·exploring opb~ 
for other systems due to the 
high number of requests. 

» Style 
1 10 4• Pla~·cr Sports 
(Online TBDI 



• Platform 
Wii 

» Style 
1 w Player Action 

I4•Playor0nlinol 
» Publiaher 

Gaprom 
n De.eloper 

caprom 
» Release 

April20 

Monster Hunter Tri 
Prettier environments and more loot, but the same old monster-hunting action 

A lthOOgh it doesn't shale the same levet ol 
populatity in America. capcom·s Monsler 
Hunter series is a sensation overseas. 

deliveting a mix ol reoource gathe<ing. cJno­
sau- smaShing. and co-op tearnwo<1< that the 
Japanese find addictive. Woth such a SUOC8$$1\A 

formula, Gapoo,n isn't li<efy 10 switeh things up 
too wil<ly. and my recent hands-oo time with 
Monsler Hunt"' Tri confirmed the game is very 
sinaar to Its preclece$S()(s. 

AS with the Original. you begin by aeating 
a character and choosing to enter either the 
Vilage or lhe City. The City is yoor online hub 
for hOol<ing up with buddies to seatCh lor tar­
gets that recµre hvo or more heroes to loP(lle. 
Those IOOking to ventcre soto Sho<Ad head to the 
Village. 1"1<:h is b8<lg tenorized by an enormous 
sea monster called the Lagiacrus. 

The promise of an epic oon~ontation with this 
threatening creature - a bizarre cross-breed ol 
a crOOOdile. cfinosiu. and electric eel - provides 
the carrot on the stick to continue pressing for­
ward through soto QJ8SIS. The L.agaC<us battle 
wl featcre ,,ncterwater combat. the biggest acfc1· 
lion to the series in Tri. 

In a series already known lor having touehy 
controls, ooderwater exploration adds another 
layer ol oomptexity. Tha<1kf\.ly. it's not too ctiff,wt 
to "'"1<1e. Whle cfMng. ~ ain the camera 

and move forward. Your Character win autornati­
Cally swin> in whatever direction the camera is 
aining. so to submerge or ascend you just point 
the camera down or uP accordingly. The added 
dimension of movement makeS Mting mon­
sters in the ocean depths a bit trickier. but moot 
of the water-based beasts I faced are $IOwer 
than their landlOCked oounterparts. AS wrth land 
enoounters. careful cfocfgng. measured swo,d 
swings. and/or oo-,gcr, blasls wil 8\lelltualy put 
you on top. 

Befo<e characters can jcrnp into the f.erce 
ooderwater battles. they must r.rst learn the 
ropes. Monster ..._..,ter Tri's gu'ld quest system 
is a stow burn. with each quest or task for each 
villager teacting you the basics Of Mling and 
trapping w]d beaSIS, scavenging for food and 
mat.,ials. and forging mo<e ~llSSMl atmor 
and weapons. That last one is especially impor­
tant, as gaining new IOOt is the prima,y means 
of powering up your characte,. G<ind:ng out 
drops for the next atmor upgade can be just as 
important as completing quests. especi8lly snce 
bigger weapons often Sl""I) incredllly slowly 
and leave you vunerable to attack. 

The standard Wi rernote/nuncl>Jk cootrol 
option for the game pro,e(I unwieldy, requiring 
you 10 move the camera by using the awkwardly 
plaCed d·pad on the remote. LUCl<ily. we also 

had a chance 10 play using the new Wi Classic 
Controller PtO. a beefed-up Classic con~Oler 
that will be bundled with MOOSIO( Hunter Tri. This 
se1up P<ovicles a much smoothe< exPetience, 
a!Owing camen, oontrof via the right anatog stick. 
thOOgh ii seams that you sti l need lo breal< out 
the Wii remote oocasional1y to regisle, monsters 
in your Hunter~ Notes. 

Tri also e,nploys another Wfl peri)heral that you 
may t,a1,e forgotten about: the Woi Speak micro­
phone accessory. O,iginaly lll.nclled with MimaJ 
Crossing and long believed dead. Wfl $peak 
enables voice oommunication when playing with 
frien<IS OOline, something that the first Monster 
Hunt°' for PS2 lacked and Tri didn'l hal,e for its 
original Japanese release. This ShooJd help with 
the intricate strategies required to SUl""'8 the 
most difficult oo-op quests. 

Doopite its focus on la<ing down gigantic. 
incredble-lOOking critters. Monster Hunter Tri is 
not a typical action game. Most of the Monst"' 
Hunter faithful who are psyched about Tri's 
releaSe are comfortable with the stow-paced. 
t~lll.l combat Iha! Capron has e,nployed 
from the stan. It's not very approachable, nor 
is it likely to draw in tons of tresh·faced Wi 
owners. but for the Sl)8Cific r>ehe Capcom's cre­
ated, ~'s wel on Its way 10 being another satisfy­
ing adventure. • Phil Kollar 



WarioWare 0.1.Y. 
Build it and they will come 

W aroWBte built its following on hyper-speed flLnies of si'npfe yet addictive 
mictogames. In fact. some of them are so simple you might be tempted 10 
thii< you oould make a game just as good. wanowase 0.1.Y. gives you a 

chance to put yo.x money where yo.x mouth is. 
This timearowd. Warlohas stoten Or. Crygor'sSuperMakermatic 2.1. a gadget that 

allO\vs hill to produCe his own OS ci.tridge and. of couse. get filthy rich. One J)<oblem: 
Waro's rroch too lazy to do the wofk hmself. That's where you come in. 

Whle you can $Ill i:iaY pre-made mle<ogames in a manne, similar to past WarloWBte 
titles. the real fun is in the 0.1.Y. Studio. which is a surprioogly rObust deveiOJ)<nent 
tool. This isn't just a level creato,: the D.I.Y. Studio allows you to craft e,e,:y element 
of your microgames from the music 10 the Al. You can also play microgames made by 
Otheruse<S. 

Thankfully, Nntendo and Intelligent Systems have figured out an intertace that makes 
this complex-sounding P<ocess SU'Prlsi<W aocessi)le. In the tutorial (going through 
the tutorial is abSOlutely neeessa,y). the J)<ocess of~ a game is brOken down to 
fOU' components: background. actors. music, and saipt. The game encOU'ages you to 
think of your game as a J)lay where you control all the action onscreen. 

F'rSI off. you create a backgrowd USing various tools f,ke paintb<UShes. backgromd 
patterns. geometrical shapes. and s1BtnpS lor objects like rocks and trees. It's a sinpfe 
enough J)<ocess that recalls the NES game Marlo Paint. This is the canvas on ,vt>ch 
your mio,ogarne eventually takes place. 

The second step is creating YOU' ·actors.· \,tich in tns case means all the objects 
that either ,nova or are interacted with onscreen. I ctaw a pictl.re of a g,affe that IOoks 
fl<e ft was created by a sli(f>Uy deranged second grader. I then ctaw another graffe on 
a seoonct frame of anrnation. just slightly off of the position of the ftsl. The game auto­
matlcally cycles between frames (you can make up to fou'} to slrr'uate a wal<ing motion. 

Next up was the mUSic. which you can oomprise w~h a dOt ·plaoement system srnlar 
to Apple's GarageBand soltwBte. With IOU' music tracks and one rhyttrn trad<. I create 
a fa,ly complex hip-hOp beat. 

The last part of the game is the Al. Basically e,e,:y object on the screen can be gven 
a sapt that tels ~ when. where. and how 10 move. You can also set oonditions (or 
"switches1 lor wiring and IOsing. It's all accomplished in oode•lke sent- that say 
'When X happens. then Y." It's a remarkably easy way to accompish P<OQranming. 

Soon enough I have a l~tle mle<ogarne lean.ring a pooping. defamed giraffe. I'm an 
idiot. Sol the team behind WBtioWBte 0 .1.Y. is not; this is one of the most <rique and 
ntriguing OS ti1les I've seen in a long while. • Matt Helgeson 

» Platform 
Nmtendo OS 

» Styl• 
l ·PlayerP=.le 
» Publisher 
Nmtcodo 
» Developer 
NiJllQOdo/lntolligeot 
Systems 

» Releu• 
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The Skate ~ancilise'soore mechanics don't 
need an overhau, but that doesn't mean 
Skate 3 doesn't have new 1hings to $l'QIY 

bOth long-time fans and tllOse dropping in fo< 
the first tine. We got rur hands on a p,eview 
build and went from one end of the game's new 
city, Port ea-ton. to another in seardl of new 
adv'entures. • Matthew Kato 

) 
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Newbies vs. 
Veterans 
Whether lt'S your first time 
\vtth the Skate franctu.se Of 
you·rc an old hand. Skate 3 
has sometlung for everyone. 

Newblea mtght like ... 

• The 'l'nclt Analyzer & 
~ua!Meter 

• The help ol AI teammates 
U1 c:on.test:S 

• The wi~n 80?e$SJ,b1)-
1ty of tho Un.wor'S11y Distract 

• Bem9 able to download 
up to 100 pre--m&de skate 
parks from other players 

Vets might llke ... 

• The harder ·KID ir aitena 
for challenges 

• Creating impromptu skate 
pa,k$ With the 08\Y ObJtct 
Dropper 

• Jmpro~-od blunt slides 

• The h,gh•nsl<. tugh 
rewards of the Industrial 
Oistnct 
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Sonic & Sega 
Al l-Stars Racing 
Sonic finally stars in a decent game 

Styl• 1-4 Pla)'(lr Racing !B•Player Onlin•l hblllh ... Sega 0. .. 1.,.., Sumo Dlgl1a1 Jlol .... rebrua,y 23 ESBB E 

S ome say lhat lanong seoond place in a 
race is simply t,e;ng the first IOser. When 
you're Sonic the Hedg<lhog. however. 

ranking right behind your IOng•time rival after 
over a decade or l)OOr1y received 1a1es is a big 
-1. Sonie & Se98 All-Stars RaciOg is 
a blatant Mario Kart rip-off, but the hedgehog's 
emulation actually executes parts ot the kart 
racing lonnula better. 

I'll SPate you on the SPeCif,cs or the gamep1ay 
beeause you've done l all before. Fi..-.g power­
ups. na-,g boosts, and ctilling arcood comers 
are easy to dO with the game's simple, tight 
cootrots. Where Sonie's racing breaks from the 
pack is in as creative level desg\. These tracks 
are packed with IJdicroos itJmps, destructible 
enworvnents, and hazardS soct> as robOlie 
crabs. Cruising around the~ casinO OOlXS8S 
and gorgeous Sonic Adventure areas P<JIS other 
arcade racers to Shame. 

Sonic Racing offers a ton ol cl10ices when ij 

Major League 
Baseball 2K10 

comes to characters. Pl'oblem is. most or them 
suck. Sega even called in bacl<uP ~om Rare with 
celellrilles Banjo and Kazooie (360 exclusive) 
to pad out the lacking roote<. but that won't 
stop you lrom groaning at the ~t of Sl1adOw 
the Hedgehog or Billy Hatcher. However, bowl• 
ing tlvough the likes ol Dr. Egg-nan. Alex Kidd. 
and Ayo Ha.tvki as a pzy.vered-uP Super SoniC 
iS redeeming. 

'Mlether playing orine or Ilia four-player 
sp1ascreen, Sonie Racing is best enjOyed with 
- · Racers ti'ed ol hasslng with lriend oodes 
and waiting fl\/8 mi>Jtes 10 get a race going 
,.:. iove the game's breezy online setup. Once 
you're in a game. Sonie Racings welcom8 battle 
modes. soct> as capture the Chao (nag) and 
chaOS emerald cOlteclion, offer variety to other· 
wise by-the-numbers com,at. 

Oespite being a scld kart race<. Son',c's new 
ride isn't w'4hout as Share of Rat tires. While the 
game contains a ton or 11.i and engagng tracks. 

Still can't catch a ball, but it can role-play 
with the best of them 

Style l or 2•Player Sports 12~Player Online) Publisher 2K Sports 
Dffeloper Vi$uaJ Conoep\S 'Releu. March 2 ESRB E 

C hicago Cvbs Hal of Farner and baseball 
ambaSsador Em;e Banks famously said, 
·n·s a great day f0< a ballgame; let's play 

two!" This qoote sprang to mind as I recorded 
the final out in myML8 2K1Odebul. For some 
of you, this qoote may fall into the category 
Of '\veil, duh, Who clOesn't play two games 
in a row?". F0< those of you whO spent time 
with MLB 21<9 - a game that helped Increase 
the sales nu~ Ol rival P,-OOJCI ML8: The 
Sl1ow- this quote bmgs hope back to a series 
that was in danger of becoming an unintentional 
parocly of the SPOrt ... like Roger Clemens. 

In VlSU81 Concepts' S800nd year Ol clellelop­
rnent with this se<ieS, a fm, fO<ndation isestab• 
&shed in both the feature set and gam8!llay. The 
biggest adcition, which happens to be my favor· 
tte aspec1 of this game. is a new mode called My 
Player. 'M1ile My Player draws heavy inspiration 
~ ML8: The Show 0'm talking Pablo SarldovaJ 
heavyl, player development isn't a~ tour 
fike It is in the competb's game. Your player 
doesn't have to complete goals that wor1< against 
his true strengths. Rewarcfng diffe<ent experi• 
enoo points for pitChhg, baning, fiekfng, and 
baserunning allows gamers to ~ta player's 

attributes the way they want. This iS a subde dif • 
ference between the two games. but My Player's 
~ speeds uP player gowth and reward$ 
the gamer with a geat sense ot ownet'$lip over 
the experience. 

I should point out that My Player manager logic 
needs serious ,11011<. Most ol my pitcher's appear­
ances ended in C00"4)1ete games (8118n with 130-
plus pitches). In one outing, the faulty IOgiC led to 
my pitcher being sent to the plate <Uhg a nhth 
ilYW1Q tie wah two n.mers on and ortt one out 
recorded. Other than this, My Player shines. 

Frar'IChise mocte incorporates 40-man rosters 
and Mnor League play into the mix. but SlW 
st,vggles with siml.lated Slatls1ics. Eve,y pitcher 
has a blOated WHIP, and every ballet ridicu­
lOusly l>Qh stOlen base and home M totals. 
Regardless, I did enjoy injecting prospects into 
my seesor, play. 

That bmgs us to g,rneplay. VISUal Concepts 
has dOne a phenomenal job capl\m9 both 
pltehhg and batting. The additions of a cteren­
siYe swing and batter's &ye lib.v players to 
wor1< counts. and tt they use them to their flJlest 
extent, actuaJly draw walks in a video game. 
The remements made to the se<ieS' trademw1< 

more theme varieties outsiide ot the Dreamcasl· 
era @es wWd have Ileen n.::e. Many oourses 
ta.I viclim to their 0\'61 extravagance. with some 
tricky turns being peor1y indicated. Havng a 
variety Ol cars. winged craft, and motorcycies is 
niee. but gMng the players the option to choose 
from multiple carts for a given race, woud lend 
the game some moCh needed variety. If you want 
to ride a hog mo PtMl intended), for tlX8fl'l)le. 
you're stuek IOoking at Shadow. 

Sonic & Sega All-Stars Flacing pOliSheS the 
fl.idamentals Ol kart racing without adding 
ar'f,/ stuPid gimrricks. II you're IOol<ing for the 
next big thing in wacky racing games beyond 
a capable ora>e framewo,1<. dOn't IOok here. 
If you're IOoking for straightforward Mario Kart 
Clone with a glOSSy Sega veneer. then this game 
is for you . • Tim Turi 

Ch«k OClf gamelfl/(}fm()lcc::minag /Of a fM,'iv ol tbiJVIN~ 

gestu&-based pitChing translate 10 a lig,er level 
or linesoo (and hardly arrt mealballsj. 

Freldhg remains a major sore spot. The AJ 
has proo1en,s recogri;zing what plays to make· 
instead o1 lu'ning an mng-MCJng double play, 
they'll ttrow the b0I home to get one out. The 
game also dOes 100 moCh lielding ,V()f1( for the 
player. Whether as a soft gou,der or a popped 
<4) '"11, your player is always in position or 
~ 10 make the play before you gil,e hin 
;-.put, In most cases, I just lh'ew the bal. While 
many ot the anmatlons are lifelike, most games 
bring lianous moments where a player inttiates e 
flashy move in an ordinaly sauation. Derek Jeter's 
leaping sidearm toss iS seen just as frequently as 
a standard throw. 

ML8 21<10 iS heading in the ~I di'eclion, but 
ft'snot c,Jitewhere a needs to be yet. ttyouonly 
have an Xbox 360. ctor'l't hold back~ diving 
into My Player. I h9d a blast with this mode. 
Si-lee the focus is just on one player, the f elding 
annoyanoes are r9fetf seen. K the system doesn't 
matter, and yoo, inte<est lies solely mh gameplay, 
The Show iS stl the way to go. • Andrew Reiner 

7.75 ~ 
PS3 • 360 
» Cone.pt 
Sonic rides Mario's coattails 
past the finish tine 
,. Graphics 
Sonic Raclng's oourses are 
Uve!y an<! teeming with cOIOI' 

• Sound 
The commentary is god-awful. 
and some dassic Sonic tunes 
wowd have been great 

• Playll>Ulty 
It's nice using a oonventional 
oontrotler to play an arcade 
ra<:er for a dlattge 

» Entertainment 
Simple and frenzied tun for 
anyone tooking !or a nm,. 
Nuucndo kart raoor 

• Replay Value 
Moctcra1e1y High 

7.75 ~ 
PS3 • 360 
» Concept 
V'ISUAI COnc,plS' slugger 
malras progn,ss. but Is suJJ 
playing .500 ball 

• Graphics 
Toe now lighting elfOCIS 
change the conditions of play. 
Transitional animations don't 
alwa)'$ line up. which can 
sometimes tum a beautiful 
S;Jow•motion replay into a 
OOmod.ic n'IOm80l 

» Sov.nd 
John Kruk Is lhe god ol siatS. 
The other commentators 
oould learn a thing or two 
trom him, It still sounds like 
you are hilling the bait with 
balsawoo<I 
• Playll>Ulty 
Fielding Is suJJ weak. Pitching 
and batting are excellent 

• Entertainment 
My Player is the attraction. 
Problotns with fieJding hold 
lh8 gameptay baek from its 
true potential 
» BeplayVab.le 
lfigh 
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•• Concept 

Create roaos In an open 
wMd playgroond that spans 
more than 600 square miles 

» Graphic:$ 
The only thing more beautiful 

than the diverse locations 
are the e.xplosiOns that blow 

them up 
» Sound 

The 'o'Oice acting is u1terty 
ridicutous. and the SOWldtrack 

is wucmarkablc 

• Playal>Wty 
The oontrols require practice, 

but tool great when ~·ou got 
the hang ol tllcm 

n Entertalluaent 
One or the mosi emenaining 

sandbox shooters ever aeated 

86 reviews 

» Rtplay Vtlue 
High 

Just Cause 2 
An open world game packed with spontaneous excitement 

T he original Just Cause was a unique but 
flawed open world game. A variety ol 
bugs, boring missions. and a complicated 

control scheme scured the fun of explofing the 
game's gigantic tropical island. Avalanche's 
second installme<lt not orly fixes 1hese prob­
lems. but presents one ol the most enjOyable 
sandboxes f0< players to expe<iment in this side 
of Grancl Theft Auto. 

Those woo played the f,st Just Cause will be 
familiar with the premise. Rico Roaiguez once 
again fincls limself ttying to overthrow a man'1cal 
dictator on a lropical island. To do 1his he per­
forms missions for three differen1 gangs to create 
Chaos. the currency that .nocks the majn story 
missions that advance the plot. The story is Just 
Cause 2's weakest link: It orl.y becomes vaguely 
alleresting towalds the end when bosoos {and 
ninjas) st'"1 soo,w,g up. Aside from their ridicu· 
lously bad and bordert:ne offensive accents. 
the game's characters a,e forgettatle and one­
dinensionai. 

Virtually 8llel'(thing else is improved, includ· 
ing the misoons. Yoo stJ won't ca,e why you're 
stl)pOSed to be chasing down an i11orrnant 
or blowing up a missile as it ""'1ches into the 
stratosphere. but you·u have a blast while doing 
~- Even the most lormulaic side missions are stil 
fun, thai<s to~ visuals. Hol ywood• 
tcned l)hysiCS. and smooth conltOls for the 
rumerous trid<s at your <isposal. 

The grapp(ng hook and pa,achute stal take 
center stage. and maJ<e navigatr,g the enwon­
ment a ooch. Whipping through tree tops and 
propelling yourself cm, c(ffs and bulangs with 

Style I-Player Acdon Puhlbh.e, Square £nix DewtJoper Avalanche Srudios Releaso March 23 ESRB M 

orly i1ches to spare is exhila'ating - especially 
when leaving oountless explosions in your wake. 
After a period of acclimation. the controts allow 
for a level ol precision that puts web slinging and 
bionic w~e arms to shame. 

The new abiity to tether two objects together 
is less handy during combat. but can be a lot 
of fun when goofrq around between missions. 
After toppling a Slatue of the island's octator by 
tethering ft to my heicopter. I spent a good 20 
minutes tl\'ing to swing the stl·attached stone 
head into the tratr,c below me like a wrecl<'rg 
ball. An unseen overpass ended the t-ila<ity in a 
fiery explosion. but not belore gMng me a dozen 
other ideas of tl'if'9$ to try out. 

L\11ike franchises like Modem warfare or 
GealS of War. Just Cause 2's best moments are 
W'll)letely ,inscfl)ted. the re&ilt of player-driven 
experimentation. It's something the game actively 
encourages: There's no penalty for dying outside 
of missions. and generous Checl<points dl,ing 
missions keep frustration to a minimLm when 
something unexpected happens. Perhaps mOSl 
importantty. the ability to cal in a helicopter for 
extraction cuts down on mindless travel time 
when trallerSing the gigantic playing area. 

The new island of Panau is not orty big. but 
sports a ton of va,iety. In addition to jungles, 
you'll swing your way through forests. desert pta. 
teaus. and sno,.v-covered mountains. Zooming 
out on your map to reveal the game's total real 
estate is overwhelming. and while I'm not sure 
ii tt·s the largest open ,V0<1d game to date. the 
atten1ion to detai is unparalleled and makes 
open,world games that focus solely on u:ban 

environments feel oo.VfVil1lt mundane. 
Which is not lo say Just Cause 2 is lacking in 

concrete. either. with a ,,hopping 368 IOcations 
to discover and explore. You can check each 
IOcation off your list by blowing up anything with 
the government's insignia on It and collecting 
crates that upgrade your weapons. vehicles. and 
armor. Some of these IOcations are small FIShhg 
villages with just a few upg,ades to f.l>j, wtae 
others are spmydhg miitary bases with dozens 
of targets to blow up. or full•fledged cities filed 
with Si<ySCraperS from v.hich to base-jump. 
Rarely will the trip to a mission not get diverted 
by a new settlement to pillage. a higwari<ing 
colonef to assassinate. or ;.,st a COOI-IOOl<'rg 
vehicle to chase down and hijack. 

In the end orly a few disappointments sur· 
faced. Untl you upgrade your weapons or get 
your hands on some heavy-duty f,epower. the 
gunplay feels unclerwtielming. Ammo for the 
more powe,tu weapons is usually sca,ce, linlt­
ing your tine ,wt, the best of Just Cause 2's 
arsenal. Later in the game the difficulty ramps LI) 
to levels that border on fl\JStrating. with enemes 
spawring endlessly until your Heat l<Mll dimin· 
ishes, transforming you from a lethal acrobat to a 
b<j&tmagnet. 

The biggest disappointment by far is the lad< 
of rruttiplayer. which is ll1derstandable gMng the 
game's arri)itious sccpe, but a missed oppor­
tunity nevertheless. But none of these issues 
dinnsh the oounttess memorable moments Just 
Cause 2 provides. born out ol the spontaneous 
chaos the player creates wire sirJl)ly exploring 
the world. • Jeff MarchWava 



MAG 
An impressive player count can't overcome generic gameplay 

Style 256-player Onlioe Shooter Pablither Sony Computer &ntenainment Deve1ope? Zipper Interactive Releu• January 26th EStll 1' 

A fte, eight !lou-s of ,'IOl1<ing trf/ w~ up the 
Valor ranks and unlocking the 256-player 
Domination mode. my firs, order of busi• 

ness was to f)lJI up the map screen to get a 
sense of what I was stepping into. I was hAy 
expectJng to soo a flurry of movement OV8f a 
large area. but the sheer amount of actMty stil 
su-p,ised me. OJsters of bk>e dots swarmed 
around red obiect1- across a massive map in 
a singular effO<l to take down an enemy faciity. 

That's when t realized how rewa,ding MAG 
COCld be when people are work'.-.g together, 
and hOw mueh a can fall~ when they're 
locosed on individual achievements. For fans of 
highly-organized taclical Shooters. playing with 
127 l'ke-minded teammates is an experience 
no FPS to date has offered. Those who woud 
rattler work on their personal kl•to•death ratio 
are making thing$ hatder for themSelves as ,,e1I 
as ~ down the experience for luid'eds of 
oUiergamers. 

The most imp,essive aspect ol MAG is how 
well ~ ftAliUs its promise of 256-ptayer online 
gameptay. Lag rea-s its head from time to time, 
but no more than in ITU!iptayer FPS games of 
a much smaller scale. It's organized in a smart 
manner. givng squad leaders and commanding 
officers easy acoess to the various orders they 
can issue. Once you're eligible for a squad leader 
POSition. a only takes a couple button p,esses 
to paint an air strike location or pollt y<:AX team 
toward a specific objective. 

YOll' Character improves as )'OU work y<:AX 
way up through the ranks. earring ski pools to 
unlock new abii;ties and weapons. l.k11ike Modem 
Warfare 2. you aren't rmaed to a sec number ol 
perks or upgades at one Ume. Because of this. 
players of a higher 1e1,et have an absu-d adVan· 
tage"""' thOse just sta11ing out, wah dozens of 
upgrades and abif~ies to give them an edge, 

Many rrutiplayer FPS titles give you r,1en1y of 
XP simply for partq,a~ in matches, but you 
must earn y<:AX stt~ in MAG. Perform poorty ll 
a matCh and you·1 have spent a good half hOll' 
earring next to nothing. This 1""'1<s in MAG's 
favor, however. as oommandets and squad lead· 
era must ~n the abil1y to apply for the P()Sition 
tt-rough playrg well ra- than smpty playing 
often. Its mechanics and controls don't hOld y<:AX 

hand either; they're ;..st as Sl<ill·based as the 
ranking system. Don't expect auto-am or ""I 
other tom, OI assistanoe to help you when that 
Raven oornmandO is chargllg you with guns 
b~. It's al up to you and y<:AX reflexes. 

Playing a game with c,,er 200 peopte soonds 
~ming. but the garr>e!)lay is COfTl)attmen• 
talized into locaf Sl<irmishes. Your 128-pe,son 
team is Sl)lit into four platoons. with each platoon 
bMg home to four eight-player SQ-JadS, Each 
team of eight is responsible for tackling a pa,-• 
ticular Ol)jectiYe that oontributes to the """'all 
endgame (e.g. ·Destroy the S.V.E,R. facii ty1. 
Whether you're securing cooling towers or 
taking down anti-aircraft guns. each SQuad acts 
as a small but vaa1 part of the overall mission. 
You may not get the tun soope of the battle at 
first, but a Qu<:k glance at the map screen wl 
shOw you just hOw many thing$ are happenllg 
at once. 

ChOosing which faction to alg'l yOll'S8ff with 
is a rooch bigger decision in MAG than in other 
t~les of ~s kind. When you select Raver1. \lalor, 
or S.V.E.R. at the outsec of the game, you·re 
pledgllg y<:AX alanoe to them unoonditionally for 
the loreseeable future. Raven features high-tech. 
almost ~ic weaponry, S.V.E.R. is more of 
a rag,ag insurgent force, and valor falls in the 
midde in terms of abilities and weaponry. tt y<:AX 
faction is perto,ming extremely welt in one game 
type, they're granted the CMtraci for tt, resuting 

in XP bonuses and other rewards. Be s1.1re that 
you and y<:AX friends are on the same page when 
)'OU pick your side. because you won't be able to 
play together tt you belong to diffe<ent factions. 

How mUCh fun you have in MAG is d:rectly 
tied to the people you're playing with. ff you·re 
with a squad where 8V8fyone is communicating 
inteligently with each other. tt can be a blast. 
l.k>fortunately, anyone whO has ever played an 
online FPS knows that theSe sessions are the 
oxoeption ra- than the rule. Even on the rare 
occasion that )'OU're w~h a strategic, team• 
locosed squad, there's no guarantee the other 
sq.,ads on y<:AX side are doirg the same. Your 
squad could be doing everything right in an effO<l 
to win ttie matoh, but W every other squad is filled 
with run-and-gun idiots off doing their own thing, 
~ won't matter. A :)().minute matoh can seem 
Ike an eterrity tt your team isn't working together 
and you have no forward spawn points. When 
this is the case. the game devolves into a tire­
some ·run for a while, get shot wail for respawn, 
and repeat" seq.,ence. 

V,soal and a.Jdio sacritlces we<e cteai1y made 
to acoommodate 256 players to the point that 
the entire experience lacks the visceral impact 
that as peers offer. Rockets explode into unim­
pressive puffs of smoke with hardly a sound 
effect, and revived players go from lying to stand• 
ing with no tr-ansilional animation. 

MAG's player cooot is an impressive techrical 
achiellement, but the game wor1d feels oddly 
mechanical. Outside of the h~ player count. the 
uninspired world fals to stand out from the pack. 
tt every gameplay mechanic were kept iltact 
and Shr\Jnk down to a t6- or 32•player game, 
MAG would be an expooeoce as generic as 
its title. • Dan Ryckert 

PS3 
» Concept 
Expand n>S gameplay 10 an 
unpreceelented scale 
» G.raphlca 
Si.ages and Character m<XlelS 
are as genetic as can be. anel 
explosions tea\'C mueh to 
be desired 

» Sound 
Phoned-in voioe acting 
pertomiances and canood 
SQU.n(1 effects take you oot of 
the big battle experienoe 

» Playability 
Controls are responsive. but 
cycbn9 through equipme:n1 
can oo a pain 
» Entertainment 
Matehes fool almoot robOtic 
and lhe experience lac:b any 
sort of visceral impact, but it 
shows glimpses or what oould 
have been when your team is 
working togetller 



~ 10 
PS3 

n Con«pt 
f'lnish the blOOdy tale of 

Kratos in an unbetlevably 
epic way 

» Graphic:$ 
The graprucs and camera 

work are among the \'ery best 
gaming has to offer 

» Sound 
As llM'aY$- the musac is 

exoe.lkmt. The voice cast is the 
raal surprise. including the 
bkes of Malcolm McDowell. 
Rip Torn. and Kevin Sorbo 

• Playal>Wly 
Com.bat is Ould and 

rcsponsi,.•c. and the oontoxt­
sensitive sequences are e\lCn 

better without the buttons 
overlaid on top of the action 

u Entertainment 
You'll pounoe from one 

explosive moment 10 the 
next as Kauos delivers: his 

grim brand cl Justice to the 
denizens ol Oiym~ 

88 reviews 

» Rt,ptay Val·n 
Moderately High 

God of War Ill 
Sony Santa Monica brings down the mountain 

StJJ• 1-Player Action h:bllaher Sony Computer Entertainment Ot .. lo"r Sony Santa Monica 
Rel•- Marcll 16 ESJIB M 

W Ol'ds ll<e "visceral" and "brulal" are used 
to describe many violent games lhese 
days, but they wield the fulness of their 

meaning in God of War Ill. No othe< terms so 
completely convey the gut-wre<>ehing seosatkln 
of elliscEfating a mythical beast. decap<taling a 
deity. o, ca,w,g up a titan. While moments like 
theSe have defined Kratos owr the years, God 
of War rn isn't amazing just because it's violent; 
It's amazing because It conveys 1hese experi• 
ences in ways you have nave, seen before. 

Kra1os· SlyfisHy elaborate corroos and vicious 
context•sensilille klls have been adapted and 
em-lated ~ t.-nes, making the vkleo game 

landscape a bloodier and mo,e epic place. In 
the years s;nce God of War II. while othe<s were 
chasing lhe shadow of Kratos' fighting style. 
the team at Sony Sanla Monica was etevat· 
ing the S<:aJe and inlensity to a - Iha• once 
again proves Kratos is the undispuled ~ of 
the genre. 

Something awesome is oonstantfy happen­
ing in God ol War Ill. Monsters slink from the 
shadows. lltans b<eak tlYough walls. and gods 
launch divine assaulls - and It's aJI wowr, seam­
lessly into lhe gameplay. .).Jst when you lhink 
you knOw 1Ylla1's ooming next, youl 80C0Ulter 
a "1iQue secuence o, mechanic - if orly to be 

used once - just 10 keep 1he experience fresh. 
Even the context-sensitive k.ills take on an,,,, 
cinematic l~e. especially ruing the grisly deaths 
of lhe bosses {each of which will leave you pick· 
ing your jaw up off the floo<1. 

God of w., Ill recaplu'es the one thing that 
God of w., II was missing for me: • fo,ced me 
to once again~ what t thought was 
possible fo, a video game to aocoo-.,lish. I'm 
hesitant to ruin any of the mo,nents here {Sl)Ole(: 
Kratos kins a lot of ~cfes). but let me put It this 
1wrr. Remember the right aga;nsi the Colossus 
of Rhodes a1 the beginning of God of War It? At 
least lhree moments are just as asioon<fng in 



God of Wat Ill, wah ooematic ca-a work even 
mote imptllSSi,,e than Naughty Dog's feats with 
lk>chMed 2. 

God of War Ill takes the biggest strides fOIWll{d 
in as es>ematic presentation. but the nuts and 
bol1s of the combat are also rno,e refined. II 
you've played the previous games in the series, 
you'll fw-.cl 8'/el)'1hing you iOlle about Kratos' 
blacle·slingng style intact, but even better than 
bef()(e lhanks to the seamless integration of 
items. This new ~t {usualy ripped from 
the dead fingers of a fallen adveraa,y) allows 
you to clash, stun enemies, and perfonn ranged 
atl3Cks - and they al ctaw from a rapidly 
recharging power source. Tus gves you the 
freedom to use these versatile tools instead of 

OClOSENing them, opening new combo pos• 
sibilities. Used in <Xl<'fJllClion with the sweet 
new weapons O love the Cestus!) and maneu­
vers O love the ranged grab!), these additions 
maKe Kratos feel tl<e an even rno,e fluid and 
capable combatant. 

The od.y area,........, God of Wat tit didn't blow 
away my expec1ations is the sto,y. Previously, 
Kratos was driven by a thirst for vengeance 
agai>st a single target - a concept that kOl)t the 
n,wrative focused. In God of War Ill, that ss,guiaJ' 
pu-pose is dtuted by the number of characters, 
agendas, and objectives on the playing field at 
once. The p1;>1 isn't bad or <ffficult to follow. but 
it also doesn't have any standout rellelations °' 
developments: Kratos hunts doWn the gods, kils 

them, and steps over the corpse to reach his 
next target u,tl ()lympUS is in shamlJles. tt isn't 
a major prot:,lem, however, because the real joy 
isn't h the events themselves, but rather in the 
astonishilg ways those events unfold. 

The fuly, destruction, and ~ gods - It's 
al Ileen leading up to this. When t first took up 
Kratos' blades back in 2005. I thcl<q>t I was 
errbarking on a simple quest kl< vengeance. 
After leaving a trail of bodies~ four 
games and three systems. that cp,,est has f,nafty 
reached ;ts end, Not even in my widest dreoois 
cool<! I have imaghed such a powerful, cin• 
ematic, and IJ<eath1,lkilg concluSion to the saga 
of the Ghost of Sparta. • Joe Juba 

Second Opinion JO 
With heads.. entrails. and 
limb$ Rying through the au 
bke confclli, Krat0$" th.ttst tor 
revenge is the beatu19 heart 
Of God or wax Ill - lhumptng 
faster and louder than we'\'C 
seen or heard before. The 
development team revels ui 
Krato,' bloodlust. <hanMhng 
bas brutal sense of JUSbOO to 
acate a ,oumey that wuolds 
Wee 4 h19hhght reel. Gods fall. 
and they fall bard. We o,.-on 
witness: one of their deaths 
fr'om the oycs: of tM vithm, 
From Ole mmderous deeds to 
the towenng ievel d8S19fl$, 
acauvity runs rampant 
throughout the entire game. 
The garnep.lay Sbll rota.ms I.he 
dassic God of War charm. but 
.s strengthened with the new 
weapoo&. noc 10 mcnnon the 
<We<·lhe-top scole of the boos 
encoun1cr$. M you·n learn m 
the bloodiest way possible. 
an avt:ra99 .. su.ed m.\ll can 
topple a thousand·foot·tall 
giant_ Th.is level in particular 
i.:S one of the ooolest rve 
seen many game. yet it 
simply blcn~ Wllh the rest 
of I.his ad\·enture. The only 
blemJSh on Uus mas1erpieoe 
is a pume lhat incorporates 
the PlaySlation ioons into 
Kra1os· v.-orld. Outside o( 
this llllllOt' nusstep, Goo. 
of War Ill lS a whulwind °' VIOlenoe that begins 
with refenUess chaos and 
oonch.Kl(lS Wllh the tn~ S-al• 
isfying punch m vldeo game 
hiStory. • Andrew Reiner 
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MLB 10: The Show 
A champion is crowned 

PS3 
» Concept 

'nle most realistic baseball 
simulauon to date 

n GraphiCI 
EwryUi'mg. right dmvn to 
Ibo liJoost details like Ibo 
stitching Oil Ibo jerseys. ls 
beautifully rendered. The 

animations are among the 
beS1ingaming 

n Sound 

n.e oommenti;uy te.am i$ dry 
and often oblivious to the 

action on the f,eld. Thankfully. 
users can input their own 

sound and music 
,, PlayabUity 

n.c mochank:s ha,..cn·t 
changed. 001 a yeats worth 

of tuning makes a hell or 
tdifferenoe 

• Entertainment 
This yeats Show makes 

me feel bad for other sPorts 
ga~. Th$ bar has Ofhcially 

bOO:n raised 
» Replay Value 

High 

In the Menus 

The only thing missing •om ML8 10: The ShOw's 
presentation is a shOI ol a tielclng coach noddi'Q in 
and oul of sleep on lhe dugout bench. Oulsido ol 

this mnswe detal. So<¥ has created the most realiS1Jc 
sirrdalion in video games. If someone ran a feed of 
lhis game on one of lhe many saeens in a sports bar. I 
WOUl<ln'I be surp,ised if the patrons lho<Jghl n was a live 
broadcast The camerawork. s1&tistical overlayS. and 
attention to detail on the field make The Show as much 
fun 10 waleh as n is to play. 

Fans 1i.nge kl< rw b<ilS. Base coaches Chat n up ,vi1!1 
fielders between mngs. You11 even see a caleher accen­
luate lhe importance ol keeping a pitch down ,,(1/l an 
~ hand gest\.18. These delais 1¥8 purely visual, 
but louehes Ike a fielder~ 10 make a caleh in oont 
ol lhe left field wal. or a catcher sctarr1,1ing to seo.,re a 
passed~-~ the gameplay. I never ran into a play 
where I lhoughl a player shoud have reacted differently. 
The pa1hS players take to field b<ilS don'I oorne across as 
Mificial or gamey. Players accum1e1y read bal bOooCe and 
spin. and atx,;e al, believably portray !heir posilion. 

The reaism ~ in the player movemen1s also 
affects g,m,ptay, Fluid pitching lri'nalioos deliver lliolEnl 
oon snaps and accuate 1/elocily to maleh. Pltehr,g and 
batti'Q meehanics remain 1he same. bol the Al for both 
sides is vas1!y improved. If a rival pitcher haS you 0·2, 
)'OU become their plaything. ff the ~er is oontrolng 
lhe batting Champ a1 the plate. theyn make )'OU f""1 tor 
mislakeS. uni<e rival MajOr League Basebd 2K10. fiel(I. 

ing rl8\'tlrioo.Jces heacloches. The bal physics 818 easf 
10 lead. and fielders react lhe 
way you wanl them to. From 
the batter's box to the warning 

The one area where this senes loses 3 bit of its elh.lre 
iS m the m0d8 selectiOn. With the c»bu1 of My Ptayer 
m ML8 2K H). the Road to the Show mode IS now 
antiquated to a oertam degree. Being able to call the 
game as a catcher l.s a oool touch. and I love tho now 
pitdung""""""" but the wookly goal fonnat 00\lltl 
use a ShOt ot the reabsm that the rost of the game 
exhibits. Having my pitcher Y."Orlc on improving his 
bunbng allilily bef0?8 hlS fastball IS an odd thing lor 

tracl<clrt. ""-810:lheShOw·s 
gaf'n<ll)lay deliverS an all-star cali· 
ber performance. 

IM1erl )'OU md )'OUISelf won­
demg whiCh player messed up 
the batters box Ch;I< the most. 
)'OU i<r,o,v that Sony's years ol 
neralion haS paid off. The ittte 
detals are in place to fool your 
eye irio lhk'l<ing tt·s a~ broad· 
cast, and push yoa skills to play 
the game the way tt's meanl lo 
be played. No baseball game 
has oorne Clooe to del'Mlling 

a manager to ask. Don't get mo wrong; Road to the 
Show remains a blast but it's mostly the same song 
and dance as laSt ~·s game. Franctuoo mOde 
allows players to manually set player injwies p guess 
Uus is (X)()J lf you want your F'ranchise 10 sync up with 
Ibo acnw MLB season). CPU 1og,c roe aadcs and sun 
roster management is also mudl better this year. 
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a oorr1)lete package Ike this 
game does. • Andrew Reiner 

Super Monkey Ball: 
Step & Roll 

Wii 
» Concept 

ll'S the satDC okl Monkey 
Ball wllh \Vil Balanoo 

Board suppon 

• Graphics 
Looks remarkably similar to 

previoos Monkey Ball games. 
It's alm~ as if the Wii w.s 
just the guts of a Game0Jbe 

lhrown in a fancy white 
box ... hey ... wait a minute! 

» Sound 
Vaguoly uopical digital 

Muzak: the ond. aodits songs 
aren't edgy enough for a 

Uletime Original Movie 

» Playal:IW.ty 
You can play by tilting Ille 

WU remote. or using the Wii 
Ba.lanoe Board. Heither work 

as good as me old analog 
stickoontrOIS 

» Entertainment 
As Moo.key Bau with molion 

oontroJ goes. it's fine. Out 
adding new. problematic 

(X)J)lfOI schemes jmt 
isn't enough 

n lteplay Value 
Moderately Low 

Stylo I •Player Action l'llbllsbt< Sega Oefftopor Sega 
Jteteue rcbruary 9 i:s1ta E 

I fell in love wilh Super Monkey Ball's simple concept 
of lilting lhe playfleld 10 <nane<Mlf a ball-encased 
monkey t!Y01q> S<Mlfal Chalenging levels when 

it debuted at the laooeh of Gan>eC\Jbe in 2001. But 
lhal was nearly 10 years ago, when ga,nes ia,e Grand 
Theft Auto Ill, Melal Goar Solid 2, Tony Hawl<·s Pro 
Skater 3, and lhe original Hale were dominating sales. 
in video game years. lhal's an etemily. 

WhHo much has Changed in the last -· Mori<ey 
Ball has Shown linle growth. No1hing is wrong ,v'lth 
sticking wnh whal ,IIOrl<s, but ii's pre11y clear lhal this 
is j.Jsl proooct for the sake of prooocl. I can'I detecl 
arry inspiration ou1side of a handful of clever levels; this 
Step & Rell seems oonteol lo go lhrough the motions. 

The new mngames rango oorn pleasani 10 forget• 
l&ble. Some new levelS present clever spiins on the 
now-familiar tilting and rolling g,wneplay, fealuring 
stop, back. and faward buttons for gates or r<NON• 
ing, cloclcworl<•like parts. Sega also 11lffl0\18d the boss 
battles that gave gamers fils ~om lhe last Wii tille, 
Banana 8[1Z. Bui by and large, tt's jJst a matter of roll• 
ing around, 0011ec1ing bananas, and passing 1hrough 
the gate before lime Rm oul. 

The bamce board oerta'nly doesn't help the game's 
cause. Mori<ey Bal requ'res precision, especially as 
the clff.culty ramps up, and I ooold barely oope with 
the rudimentary levelS of lhe first world. Using lhe bal· 
anoe board to tilt bals a,ound might wor1< fr,e in a Wii 
Fil rringame, bul Monkey Ball requ:res increclbly light 
navigalions. Whle ii feels lice the Balance Board is 
accurately transl~ my motions onscreen, 1t·s very 
difflCUlt to stop and reverse lhe momeolU'n of yoa 
legs and torso quicl<ly eno<q, to feel Bee you've got 
anywhere near adeQuale control. I'm no yoga master, 
but rm nol a total klulz either. and I would be culous 
to hear tt anyone ou1 there can even come close to 
oompleling lhiS game with the Balance Board. If you 
can - hals off 10 )'OU. For me, n felt a bit tike ea ling 
a-ios with a for1< - differant, but not adVlsable. 

You can also play v.ith the Wi remote, ,vh'.ch is 
serviceable but Still too inexact. Al the end of lhe 
day, I'd stiU rather play v.ith the good old Gamec.be 
OOOlroler Of the Wi nonch.tk Malog stick (neither OC>e 
is an option, unlortuoately). It's pretty sad when lhe 
h.vo major innovations tha1 haVe occurred in the latest 
game in the series have made the gar!'81)1ay w0<se, 
not better. • Matt Helgeson 



Endless Ocean 2: Blue World 
A peaceful, if plain underwater adventure 

$1Jtle I-Player Simulation t2•Player OnllncJ hblllbot Nintendo oe .. 1ope, Arll<a llel•-Februa,y 22 CSU e10+ 

T he first Endless Ocean was a peace-
ful. alt>eit ditectionless. underwater 
experience. Arika·s secood attempt at 

a scuba•diving sim for the 'Monce again 
delivers the lazy 11anquai1y, but also includes 
a glOOO-spanning a<!llooture lor the player to 
undertake. The story centers on the mysterious 
Song or Dragons, a Strange cal heard bl' divers 
around the w011d. YOllf quest to cllscover the 
song's true source takes you on a ridiculous 
adventure that features absurd Characters and 
poor dialogue (at one point a character actually 
says "hasta la pizza" before leaving}. The stocy 
also gives the game a mueh ,_ focus, and 
introduces more varied envirClf'V'll00ts and some 

simple puzzles to change up the gameplay. 
The sequel packs a too or extra actillaies. 

Players can snap pictures of wil<lfe for maga­
zines. guide tourists arOLnd their fa""'ae <frving 
spots. and salvage IJuried treasu-e to make 
money. This money can be used to upgrade 
ywr ~• and buy various florae lor your 
private diving reef. There are also about a bilon 
fish to catoogue and add to ywr aquarun, as 
well as land animals to cisc()ll8( and papoises 
to befriend. The new P<Jsar gun alkl'lvs you to 
scare off dangerous predators. or. in a confound· 
ing twist, heal injtxed l\sh. The seabed is littered 
with ra,e coins to COiiect, and your journal is 
ooostantly updated with new side missions to 

undertake. Whatewr body of wat9' you find 
~r in, th9'e's elways plenty to do. 

In the end, the only oriticism that can be 
lodged against Encless Ocean 2 is that a·s a 
sclbl diving sim; the glacial pace at which 
you paclde arOLnd in the ooean wiH bore most 
gam9fS. Aside from a few shall<s ~hat swat 
you with thei' tailS instead of biting} and some 
timed puzzles ,_ the end, this actventure is 
light on excaement. Howelle<, lor garners who 
dig the underWater exploration or are IOok· 
ing 1or a qualily, fMlily-friendy title, Endless 
Ocean 2 offers a treasure trove of stress·redlc· 
ing con.tent.• Jeff Marchiafava 

7.5 ~ 
Wii 
» Concept 
Trade action and violence 
fol underwater cxpk>ration 
and education 

» Graphics 
Despite the low-res 
graphics, qualify modeling 
and animation make for 
realistic fauna 
P Sou.n.d 
Hone ot the dialogue is voiOed. 
and Lhe unique soundtra<:k 
gets repeated far too often 

u PlayabiUty 
Yom Characcor swtms as: 
slowly as a real-life scuba 
diver. but the o:inuols are fine 
n Entertainment 
Endless Ocean will either 
pique your k)ve of exploration 
and item ooUecting or ®e 
your insomnia 

u Replay Value 
Moderately High 



~ 8.5 
360 • PC 
n Concept 

Steal pies and bend rtme in a 
stylish setting 

,. Gr•phics 
CxoeUent an direction drives 

the Style, OOt lhe main 
character i.1 often loo small on 
the screen to fully appreciate 

• Sound 
The soundtJ~ is a great fit 
though some variety would 

Mlp keep lhQ traeks from 
getting rcpetitwc 

• Playal>Wty 
Controlling P.O. ls sunplo. Tho 

difficulty 1and satlslae1ionl 
oomcs trom figuring out what 

he should do 
n Entertainment 

11le five main levels are a 
clever series of por;des. wh.lle 

the optional time challenges 
are far less engaging 
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• lleplay Value 
MOderate 

·~ 
The ~isadventures of P.B. Winterbottom 
An old-timey villain in a cutting-edge puzzler 

Style I •Player Pw.;?Je hbllaher 2K Games Den loper The Odd Gentlemen R.elH.se fe.brua.ry 17 ESRB £ 

V kleo game villains these days an have an 
endgame - some elaborate plan involv­
ing unwitting pawns ano world domna· 

tion. P.B. Wintert>ottom comes from a simpler 
time. where cartoonish capers and a diabolical 
moustache were all one needed to beoome 

a pinnacle of infamy. Wintert>oltom liv<ls in an 
age when p;e thievery iS a deplorable offense. 
and insults like "buttwit" ate the height of 
vicious wordplay. 

Wh1e The Misadventures of P.B. Winterbottom 
draws tts antiquated antihero and slent film aes• 
thetlc from a bygone era. the game doesn~ feet 
rMlOlely outdated. On the 00!1lrary, tts devious 
puzzle dlesign, entertaining writillg, and strl<ing 
artistic slyle ea,n Winterbottom its place as one 
of the best downloadable titles since Braid and 
Castle Crashers. 

Players 00!1trol P.B. Winterbottom. a notorious 
pie thief who has oblained the ability to mani~ 
late tine to create clones of himself. Fitting in 
with the Old-tirney movie theme. you·n record 
your actions. generating a P.B. doppelganger 
who perfonns the recorded sequence in an end· 
less IOop. This 00!100Pt is at the core of eve,y 
puzzle. governing P.B. and hiS temporal ccpies 
as they filch pies across the game's fN& levels. 
It sounds simple, but when you·re managing 
several clones in a rruti-pie gambit. ttings get 
defightftjy tricky. 

Once you master the basics, the game 
switches things up by adding a lrooh set of 
ooncf~ions or 18Slrictions. Sometimes P.B. needs 
to nab pies in a specific order: Sometimes only 
your dones can colecl pies. Sometimes your 
dones are evl and kil you on 00!1lacl. These 
twiSts on the fon-r.Aa a,en't ;.,st to make thi)gs 
<XJ<T1)licaled: by pe,iodicaly chargng the rules. 
cievelope( The Odd Gentlemen has 8f1S\J'ed that 
you a,en ·1 juSI reusing the same tlicl<s on an 
escafalir,g scale. The variety makes every puzzle 
feet like a uniq<Je ludle, makillg the experience 
satisfying without feeling bloated. 

Since W.nterbottom is a 20 puzzle game 
invoMng lime. it invites comparisons to Jonathan 
Blow's Braid. However clooe they may sound in =•· oon·t make the mistake of assunng 
W11terbottom is ;.,st Braid in a different Skin. tt 
has its own cleat identity, forged not only by dis· 
tinclive puzzles but also by the Charming writing 
delivered via ilterstitiaf pooms and 1\nts· at the 
bottom of the saeen ~vtich (lt.licl<fy devolve nto 
blatant antagOnism). Complementing the (Pf1<)' 
language iS. Stylized black·and-wMe VIClorian 
settng. The union of the ~vo iS utill'l8tely what 
makes the wllOle silent movie rr<>tif oome 
togett,er so successltJly. 

While I had a great time working my way 
ltvougll Wntert>ollom's b1zatre YIOfld, as I 
neared the end, each success was met with 
a mixture of satisfaction and clsappoiltment. 
Most scenarios are Clever and fun to sotve. but 
the puzzle design never gets a chance to bare 
its fangs. I'm not S8)if>g the game is easy: the 
Chaftenges still require plenty of b<an benclhg. 
However, the game never throws down the 
90untlet with¥>/ "yo<J expect me to do what?" 
situations that push the mect\anics to their limit. 
This left some of the final scenes unsatisfyng -
thO<Jgll they ate cool in other ways I won't Sl)()il. 

The ent<e ~ wit p,obably take most 
gamers belween three and four hours to 
oomplete, which could be an issue for some 
people. tt you're one of lhem, I enooo-age you 
to stop whining. The g,eatness of a game iSn't 
decided by length. The Misad,entures of P.B. 
w111erbottom imll<esses with its puzzle deSign, 
offbeat humor, and sheer slyle. Hopefuly P.B. 
has more hijirl<s in his M..-e. because I already 
miss the OI' buttwit. • Joe Juba 





~ 8 
PC 

n Concept 
Olal bade some oc the first 
game's more aggressively 

unusual designs to make a 
1arge-sca)e RTS that mQfe 

people can undel'$1.and 

n Gr•phlct 
&xplosioi1s are pretty enough. 
but you'U spend a ma)Ority of 
your time 1.00med out to the 

point that lhc war is being 
fougllt by loons 

» Sound 
The Lasers on the tanks go 

pew pew pew 

• PlayahWty 
The fantastic possibilities for 

automating yOUI units and 
factories a,e ingenious. but 

I have to wait for the tooltip 
to make sum I'm bwldmg 
a t.asor tu«et ins'!ead of a 

mmextra.ccor 
n tnt.rtalnment 

This soquol finds Itself In 
a no-man·s•land between 
the ambitious original and 

lmfitionol RTS. Sending 
hundreds of robots to their 

doom iS Slill amusing, though 

• l\eplay Value 
Moderate 

What about the 
360 version? 
Due to the staggctcd 
release - &lpCom 2 releases 
rwo wec:kS later 01) 360 - "',:: 
WC'IC unable to review ver­
saon of the game. When we 
ha .. 'C that oppottunlly, \VO 
will evaluate it separately 
and report on any $UbStanual 
differences between the two 
,.,ers10ns. Any upda1es will 
be posted unmodJatcly to 
gameinformeu:om, so you 
w·on't have to wait wltll the 
next iSSIJe to find out about 
any dls<repancoes between 
the PC and 360 versions, 
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Supreme Commander 2 
In standardizing its approach, Gas Powered's sequel sacrifices its identity 

styl• t~Player Strategy (S-.P!ayer Onhne• PubUahtr Squate &rux 0.ffloper Gas ~wored Games R•tHH March 2 EDI B 10+ 

S upreme Commander 2 suffers rrom an enemy. For the most part, SupCom 2 playS a 
identity crisis. The fwsl game threw out the lot like a zoomed-<>ut ""'5ioo al a tradltiona 
real•time strategy rvlebool< and forged in RTS game. The gameplay IOS1 by <frtel1ing unit 

a bOld new dilection with a smooth inoome/ miclomMagng Is made up for by the capablity 
expendihKe economic model and maps so to execute grand strategjes using rruhiple oottle-
1>,,ge you co,,,ld lile<ally nuke an entire base fronts and giant robots. Theres little to find fault 
and only P<rt a dent in you, opponenrs overall with in the baSic gameplay: a is very competent. 
wa, ettort. It made some missleps along the The problem is that ·competent• is the beSI 
way, but fixed many al lhem - most nolably the word to desctibe S...,reme Commander 2. 
"1fortuna1e in1etface - in lhe Forged Alliance Where the ong;nai rnagnatively iwited players 
expansion. Developer Gas Powered Games to approach economy in an entirely new way, 
has since Shied r,:,,,ay rrom some of Its unique the sequel fals back on genre norms. Rather 
aspects wtile anernpcng to retain lhe game's than the slow resoorce drain al a,~ fac-
CO<e coocept al building huge robol a,mies to,y or ergileer. SupCom 2 makes you pay for 
and watehing them blow each other UI). While everything uP front ,,t,en you order Its constl\JC· 
that central amusement factor is still lhere, and tion. This deS1royS the ever-expanding model of 
I deeply appreciate the extensive lllit rework. the first game. YAlere the rate of yax eoonornic 
much of the strategic overlay lhat made the expansion is often more important than Its 
ongilal cornpelling has gone out the windOw in moment-to-moment ou1put tt·s stil possible in 
favo, of a ITlO(e standard approach. lheoly 10 boom a sprawling economy past an 

The monsllOUS scale of 9.Jpreme OPPQOerlt via buldings lhal ~ energy IO 
Commander 2. ,"1ile not as -----
gargan1uan as Its predecessor. 
means that your limited Ima is 
best spent on plamjng OYerard'I· 
ing strategies ralher than focus· 
ing on unit micromanagement 
Ike n many Olhe< rea1-1rne strat­
egy 9"fl1"S- It's suicide to give a 
big mob al mixed units a general 
attack-move O<der n StatCra.ft. 
bul Its stancfald procedure in 
SupCom. Most al your time will 
be spent pondering large, issues 
Ike cfaini'Q new mass deposits 
and managing your research 
and produciion to counter your 

mass, bul you·u likely be pounded to Oblivion 
long before you can make that strategy wOl1<. 

I'm disappointed by Iha ooquel's Shilt in Wlio<'I 
on the big things, tl<JI Olher aspeclS of the game 
received rruch·needed improvements. Rather 
lhan having a !\JI su'le of unit types in each tier. 
your eiosting fo<ces improve as you researeh 
better technology. This means lhal there is a lot 
less n'il1<Jtiae to track as a match prog,esses. 
Researeh has been similalfy Changed, moved 
from upgading individual buld~ to a gobal 
tree where you SP8lld f)Oints garnered over 
line. While there are some boring bul effective 
upgades ll<e • 15% increased damage." much of 
lhe available tech results in c:tamatic effecls Ike 
addng stields to all your air uni1s or unlocking 
impcessive experimental units. The experimentals 
lhemselves ate nu:h more useful than il the 
ongilal, wi1h more avalable to each faction and a 
g,:eater variety OI roles on lhe oottlelield. 

It's too ood lhat Supreme Comnander 2 
betrays so mud> of wtiat made the original 
unique, as the iterative design and fine· tunfV 
ir111)(ovemen1s across the smaller facets of the 
game ate OU1stMd'ng. Except for that whOle 
"Sq.,are Enix is going 10 help us make a good 
sto,y this lime!" thing - the plot is lame as &ver. 

You can have a good time wilh Supreme 
Commander 2. Its just not al lha1 <frfferent lhan 
the~• 10 be fovnd in arrt other SOiid RTS 
of Iha last decade. I woud love to see someone 
mod St,pCom 2's lrils and research inlo the 
OrigilaJ's overall stnx:ture. ,. Adam Bie.ssener 

/bl ~ ganrdnkxme,.com/mag kx an excJusirtJ Alle!Wltds 

lrlet>iewwitl>G,o,-e,JGJme, 



Dragon Age: Origins -Awakening 
The tale of the Grey Wardens continues 

The Atchdemon is dead. 1he Blight is 
quelled. and peace is rest()(ed to Fe<elden. 
For a Gri,y Warden who specializes in 

savi'Q the world, 1""8t else ccxAd you possibly 
8CC(lfflpish? As a full expansion to Oragon Age: 
Origins, that"s the question Awakening is caJted 
upon to add'ess. lklfortunatety, the answer 
seems to be ·not much.· 

I'd be the last pe,ro,, to ~aboot 
getting = D-agon ¾)e: I still love the core 
gameptay, so Awakening\; addtional quests. 
Sklls. and ttems are an the reason I need to 
start killing dar1<spawn again. However. as an 
expansion. Awakening doesn't contril:lUte n>JCh 
beyond sal'l)ly lengthening the tine you CM 
spend 8$. Grey Warden. It feels ll<e a drect·tO· 
video flm sequel,~ the core corrconents 
ol the D-agon Age world to cieate a new sto,y in 
a lamilar skin. 

Witll the major darl<spawn threat neutral• 
ized in Origins. you're lelt wtth CleM-up duty 
in Awal<ering. By~ your old character 
()( cieating a new one. you'I 8$$1Jm8 the POSi­
tion olWar<Jen Commander in Alnarantrine 

PC Only? 

Awakening will also release for PlayStatiOn 3 
and Xbox 360 on March 16. EA was: not able 
to provide ~ W\th r~able oopies for UUs 
lSSlJe, but we will evaluate the console •·er­
sions separately and review them in the future 
lf warranted. Otherwise. please oo~ider thi$ 
our defuutkvo re'OOW. 

StfJ• l•Player Role-Playing Publlahor &lecuonic Arts Dtteloper .BioWarc R-tleu• March 16 .CSU M 

death. The c1ar1<spa1o,n that didn't retreat have 
beg\fl fighting each Otha<, and you need to get 
to the bOttom of the conflict and restore order 
to the region. The premise is oool - especiaJ1y 
snce you a,e essentialy the feudal lord of 
the Amaranthine- but it CIOeSn't evolve the 
basic foonua. 

Al ol the features whe<e Awakening could 
have bul t on the D-agon Age foundation are 
sidelined, like the team at BioW8re knew where 
to expand but didn't have the time to flesh them 
out. Bu,iciing up your base at Vigil's Keep is just 
a handfiJ of sin'-.,le upgades. Governing the 
rGga'Qn is handled in a sngte sequence whe<e 
you mete out juStice. Unraveling a conspiracy 

against your rule is a briel sidequest. Maybe a 
15•h0ur aclVerlture isn't enough to time to 09 
into these conoepts. l:lUI tll<,y feel l)<lllty hOlow 
and tmatisfying as implemented. 

Oesptte some disappointments. Awakening 
is S1J worth playing fc, the devoted Dragon 
Age fan. The tactical combat hasn't gotten 
8t'f,/ less entertaining, and the stO<Y reveals an 
interesting twist on 1he world'$ CO<l'l)efhng lore. 
Awakening erviches the universe wtth new 
revelations and characters ~,vo ol the new 
party memt>ers are Patticuarty awesome). but 
only makes half-hearted att8fll)ts to~ 
the basics. • Joe Juba 

7.75 ~ 
PC 
» Concept 
More Dragon Age! 
» Oraphk:s 
Why can't I find a single 
piooe oc headgear that 
CIOeSn't make my mages: IOOk 
absoluiety rid.irul.ous? 

» Sound 
Preuy much lhe same music 
and voioe actors. an or which 
are good 

» Play~ility 
Strategic pa~and-play 
bottles are still Ule heart ol 
the game. and oontrol a, well .. _, 
» Entertahuaen.t 
PrOVldes the same brand 
al fun fCR.U')d in lh8 
orig'U1al. Unchanged, bu1 
also w'limptO\'Cd 

» Replay Value 
Moderate 

TheWuden 
Commander 
TM origin stones were a dis .. 
nngi.ushing feature of Dragon 
Age. gwing players a chance 
to learn theu charactcts: 
backstory and motivauon. u 
you create a new Character 
in Aw-akemng, you don'I gel 
a new origin story. leaving 
the new Watdc.n Com.ma.ndc! 
a silent cipher. Vague refer­
OOCR:S are made to your past 
in the neighboring nation 
of Ortais. but none of II tS 
cxploted or explaltlcd. 

reviews 95 



Cl) 

~ r. 
0 
~ 

C'a 
ti) 

3: 
Cl) 
·s; 
Cl) 
~ 

r 9.5 I Heavy Rain 
1~1lHZ·i•M!I G.M'HeloSmailnH!U • "'-9-00 "'°""'"" • JiYHO 

,..."9.PreOalc:t S75 >J#·IO G..c.arHei-o'JW'IHalen 7.$ Jan.10 s.:i-ec,1 . , ... Nrfl(I 7,75 ,.\#'1,()9 

Mr"fOCTwol'he40!!\08'f 6.5 Fec>10 tvryPl:t:or.-ldlhe .... . _., 
~•Clttd• t.S ..-,,.10 1-W·E.loocS PYnoe 7 

_ .. 
.,.."'""'"" Platform PS3 Rel•u• rebruary 23 &SRI M ._ $5 Feo-10 ....., .... 9.5 Mat-10 1.-.H::IQe• rll~ ' ....,, , . 

tuu• Mar ' 10 -- 7.75 .Jlr\-10 ...... o..._,. 6.$ OeM)9 -·· $.TS Ooe,-09 

e.rr....Arld'lem~ --·- 109""1&-Dl,M\OI --- .. ..,..,. _,..,, 
8.$~.()9 

,,..o.-,i •• S.0-00 Tqe,WoOOSPOAiev 10 &5 ..,..,. 
a.tle6old•BldCorrllOf'¥2 t.5 ..,_,10 - • ..,,.., '.otyH3'.-.kA('9 5,7$ Jfln-10 ._.. .. • FetHO Jl.aeaieTht....,."60 • .... ,. """"'°""""" 6.1'6 O.C·OO 

~Ao<:tc.~TI-. 875 5ep,()9 Kawnetifo,fly91 72$ Nl),.o.OQ -.... 
9gs2.The ' ,.,,,..,. K.-gotFIS,!W$Xll.n-. 7 -00 AM1t"91oc1r,.fa1en $.,OS.,,.00 -· $-2$ Wa•IO t.EG0rdanl.Jol'll&2 <SC2009"'-"'"" • ..,, ... ,,.,. __ 

6-5 Ooc.00 ~2:~n-... ··-Btau8'..-C:aliWl"flyTIIQl)9r 1.15 ,U.()9 
t.EGO~&inQ • 0..00 """',......., .... 7 -- 9.25 Oec-09 -- 8~ N(W.()9 
Ml(kien~10 875 Sep-09 ~ Tht Ent!• Ng'I ,OS.,,.00 

CIIOIM:M«iemW.-02 t.16 0.C.()9 
W'~ U:m!M All3rU 2 ........ ..... 1.$ 0..-ot 

~Ctl..u,toi.Bcu'dhBIOoo • ""'-09 -- --- 7.25 Mar·10 
8ood8ecl'l--.ta.,,oiid 1.15 M)r-10 ...._.... 7.25 Oa-09 

Taking the right lessons away from """""" 3 ,.,,,..,. 
W\'8AlVRet« 7.5 Jan.10 1,w,'£~~A;iw20108.2'5 Nov.(19 

Oen:O'""""° ' Maf•IO N8A2Kt0 U$~09 X·MOr,O'l;lns:Wc:Mmo • ..., .. its previous title, Indigo Prophecy, -- ' .... ,. ,.,'SA.....,.10 75 ~·00 

developer Quantic Dream has "'- as Fto-10 N:;N. ~ 10 7..25 JM-10 fu,M:fM• °"""'" ..... • oec-00 shorn away most ITaditional video 8.5 OCl-0; 
NCAAFOOC0el 10 8.S ~09 AIIIW'$Y!1.Prooolor ~75 Mar·10 

°"' Noodlet"Speoo-sr.. • O::t-09 Nff"IOITWO The40,,0!t)' 6.S Fet>-10 game ITappings from Heavy Rain. OJ- • oec-oo .... ,. .... (lcl,00 ......,'$0MCJII 9.6 Jlln-10 
What remains is an innovative "'-""'·"'- • Ooe-09 t-H.2K10 5S Oct-09 ,,_ &5 f..,.10 ~w.,,,;or,ss~ ... _.. 

~GaicW1son-2 8.S NOY-09 -- 7.75 J#l-10 journey through an engrossing and AFA10 8.5 NoY-09 ~.ionf~ OtwTw\;Mct'Wn~ 

... _ 
well-paced mystery. Ac,1;,..A:11.n,4 ·- "'-- 7 o,e.o, _,..,, 

$5 ~OG ,._F__,Xll 9.26 ,...,.10 .,..,_, e.s .-.ug,.oa ~8acJ~2 o.5 Mor·IO _,I '"" 775 .u.c» AioE"'01VC1cnSoooera>tO es ..-n-10 
~.101'1$Paetie • >J-09 

Platform 360 Rele.u.e February 23 £SRI M 

Struggle through the 
admittedly bad third-person 
action, and you'll find a role­
playing experience well worth 
your time. But I won't blame 

you for not being willing to put 
up with this shoddy technical 
execution when there are so 
many great RPGs out there, 

either. -Adam Biessener 

7.5 I Vandal Hearts: 
Flames of Judgment 
Platform PS3 • 360 Releue January 20 ESRB T 

It's shorter and uglier than 
most strategy RPGs that have 

come before, but it's also unique 
in a way that some will find 

charming. -Phil Kollar 
////////////////////////////////////////////////////#//////////////////# 
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°""'"""""""' &25 ..ll'l.()9 """'-· 85 ()(:1-09 --
Platform PSP Releue f'obruary 23 ESRa T 

This is nearly an exact part of 
Metal Slug 7, which released in 
late 2008 on the DS. However, 

XX corrects the DS version's 
ultimate sin of lacking Metal Slug's 

trademark two-player co-op 
- Bryan Vore 

Platform PS3 Relean l'ebruaty 23 ESR8 T 

Whether you're looking at 
the tiresome combat, the 

empty environments, or lhe 
incomprehensible translation job, 
everything about Last Rebellion 
comes oft as a bargain bin RPG 
that hos learned nothing from 

the last four years of game 
releases. -Phil Kollar 

1.$ ~tO 

Platform PS3 • 360 • Wii Release March ESllB & 

It offers all the nuts and baits a 
diehard blue bomber fan could want 
in another relTo sequel, boasting even 
more content than Mega Man 9 with 

all its DLC combined.- Tim Turi 

7 I Rooms: The Main 
Building 
Platform Wii • OS Release March 23 ESRB e 
Gimmicky objects add almost too 

much variety to Rooms' sliding-tile 
puzzles. Solving many of them 
relies on ITial and error, which 
is stalled by slow animations. 
Stick with it and you'll find a 

unique puzzle game that's quirky 
enough to redeem most of the 

bad bits-Jeff Cork 
/////////Q///////////H///////////////H//.1////////////////////////////// 
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9 I Bayonelta 
Platform PS3 • 360 Releue January S ESRB M Isne Feb ·09 

When you're chaining combos together, 
switching between weapons, and punishing 

otherworldly opponents, Bayonetta is the 
epitome of its breed. It isn't so much an 

evolution of the genie as a well-tuned and 
highly polished culmination of its history 
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8 I The Legend of Zelda: 
Spirit Tracks 
Platform OS Reltat.t December 7 ESR8 C 10+ lau• Jan ' 10 

/'II just come aut and 
say it: Spirit Tracks is 
my least favorite Zelda 
title yet - and this is 

coming from someone 
who fell in love with 

Wind Waker. 
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8.5 I LiltleBigPlanet PSP 
Platform PSP Releue November 17 ESRB E luue Jan '10 

littleBigPlanet PSP 
is something we 
see far too rarely 
on the system: 
a well-made 

and captivating 
platfor.mer. 
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Back 

Asteroids Deluxe 
(Arcade, 1980) 
The simple but endlessly Challenging gameplay 
of Asteroids seMld as the blueprint for many 
early @es in the shooter genre. Asteroids 
Deluxe maintains most Of the basic features 
of the orignat game - a small onscreen snip 
attempts to blow apart passing asteroids and 
alien saucers belo,e getting destroyed. This 
semi-sequel added ship shields. intrOducing a 
new defensive layer of strategy to the game. 
not to mention a snazzy ,_ bacl<grovnd to 
go with the vecto, graphics. 

Lunar Lander 
(Arcade, 1979) 
Lunar Lander has a str~tfocwarcl concept -
piot a spooeshi) to a sale lanclilg on the moon. 
Dooptte being one of the ve,y eatty arcade 
games. It boasts COOl)tex garneplay elements 
like managing thrust and acljustilg fo, gravity 
and o-ift. Olalenging controls clemancl careful 
maneu,<l(ing to reach the hl;t,eSl point value 
landing zones - often laid out along steep hill· 
sides. The ong:nal game features a sneaky tea• 
ture that helps to gobble up QuartetS - playefs 
can pilot their slip until fuel runs out, but ac!cli· 
tional c,,arters refil your supply. The concept 
was adapted to any number of other games in 
Mure years. 

This spring, Microsoft is releasing the Game Room, a new 

destination on Xbox and Windows Live for retro gamers 

B 
. to 

as1cs 
and those interested in playing famous titles from gaming's 
past. The service provides a nostalgic return to the glory 

days, with modestly priced titles that preserve the original 

graphics and audio. Starting with a variety of Atari 2600, 
Intellivision, and arcade entries, 

Microsoft says the Game Room 

will house an ever-expanding 

98 

collection of classic titles, with 

new ones releasing every week. 
We reminisce over The game room itself is free, 

but players will have to pony 
the first batch of up 240 Microsoft points ($3) to 

titles for Microsoft's 
purchase a game for either the 

Xbox 360 or PC. Throw down 
400 Microsoft points ($5) and 

Game Room by Mau Mlf/er you can play them on either 

platform. We've examined the first 30 titles, and here are 

the staff's favorites to help get your retro collection started. 



Crystal Castles 
(Arcade, 1983) 
Qystai castles gets credt for ooing one ol the 
earlieSt arcade tilles wah a sto,y that actually 
came to an end, in contrast to the nom, of the 
d>tf - inoofintte play until your qua<1ers ran out. 
The original arcade version uses an urusuaJ 
control 'l)Ut for a chir.>cter action game: a 
trackball navigates the cartoon bear to gather 
gems and avoid enemies aroood the geometric 
courses. """-vorsions, inckJi:lng the Xbox 
I.Ive one, make M wltrout the trackball, bul 
the ColorflA envirorments. catct,y roosic. and 
uniq.,e stage layouts remail engag:ng. 

Centipede 
(Arcade, 1980) 
TN$ 1980 eoin-op ctassic's simple formJla 
has held up fo, 30 years. remanng a staple 
of arcades since as introduction. As the player 
nav;gates a Shooter at the bottom ol the screen 
uso,g a trackball. a centipede desoends from 
above. Ev81)' time a lits an object, the centipede 
drops Clown and swaehes direction. Play<,rs 
rrust destroy the centipede befo,e tt reaches the 
base of the screen. all the whle Clodgilg other 
enemies like spiders and lleas. Ce,,tiPecJe's 
success inspired a sequel, Millipede, wll<:h is 
also on theist ol releases for the new Maoooft 
Game Room. 

Yar's Revenge 
(Atari 2600, 1981) 
The best-selfing game of all time on the 
Atari 2600. Yar's Revenge is a fascinating 
and tn.JSUal game created by Howard Scott 
Warshaw. A surprisingly oolo<ful backsto,y 
aocompanies Yar's Revenge. with the insect­
like Yar afJens out to avenge the destruction 
of one oft~ planets. Garneptay inllOlves 
navi90Iing your Var about the screen w!Yle 
trying to take down the barriers protecting the 
enemy Ootile as tt Shoots blasts of energy 10 
take you down. 

Tempest 
(Arcade, 1981) 
The POl)IJlar and well-remenwed Tempest was 
an early attempt at cornm.ncamg UTee-Clmen­
sional enwonments. Players control a spaceshp 
that can fllOlle around a field ol parallel tracks. 
Monsters inhabit each segnent. and the goal is 
to Shoot them Clown belom they touch your ship. 
By alk)wing players 10 st811 a new game at a 
tater level based on their prev,ous perto,mance, 
Tooipest included one of the ealiest iterations of 
the "Conlnie" ooncept. 

Combat 
(Atari 2600, 1977) 
When the Al~ 2600 launched in 1977, Combat 
was one of the nine tttles that came along fo, 
the ride. The game remained a bulwark in the 
oonSOle's lineup lo, years. and was included as 
a pack-in untl 1982. The game pits two players 
against each other in a contest of wills and luck. 
A ti;g P8l1 of the game·s longevity was as many 
modes: there we,e 27 different ways to play the 
90me. including tank, biplane, and jet ~­
each with slightly different nAes of engagement. 
Some of the best and most excimg variations 
include irwisible tanks and another with shots 
that bo\.nced off wals. Many a Siblng rival,y was 
stoked in the fires of Combat. However. 118\VEr 

90mers might find that Combat hasn't aged as 
,ve11 as other games on this list. 

The Rest 
of the Best 

The$$ fitlesare als,,$Cll4/J­
IJ/ed fa( avaifability 1•,nen 
Game Room launc/>es, wFrh 
dozens tnlXe /NOfTlised (1'(f/( 

mecOfTlll>{Jmontns 

Adven1ure 
(Al~i2600, 197'9) 

Armor Battle 
(lnlellMsion. 1979) 

Astrosmash 
(lnlell[,\slon, 1981) 

8.att1antis 
(Heade. 1987) 

Finalizer 
(Heade, 1985) 

football 
(AW, 2600. 1979) 

Gravit.ar 
(A,cade, 1982) 

Jungler 
(A,cade, 1981) 

MIiiipede 
(Ala,:i 2600, 1987) 

Mountain Madness: 
Super Pro Skiing 
(lnleilMsic)i, I 988) 

Oullaw 
(Au,, 2600, 197$ 

Re.alSports Tennis 
(AU,12600, 1983) 

Red Baron 
(lltcaoo. 1980) 

Road fighter 

(/>Icade 198<1) 

Scramble 
(/>Icade, 1981) 

Sea Battle 
(lnlellriis1oo. 1980) 

Shao-Lin's Road 

\Alcade.1985) 

Space Annada 
(lntellMsioo. 1981) 

Space HaWk 
OnlellMSiOO. 1981) 

Star Raiders 
(Ali.1 2600, 1982) 

Sub Hunt 
Onte11Msion. 1981) 

SuperCobr.l 
V,,cade, 1981) 

Tut.ankham 
V,,cade. 1982) 

claSSic 99 



Most people knOw Ouantic Dream's David Cage as an outspoken advocate of sto,ytelling in games. His pioneering 
W0!1< on titles like lncf,go Prophecy and Heavy Rain have earned Cage a place as one of the prominent figures in 
game development. but gamers don't know much else about him. Did you know that he was a professional musi­
cian? Or that "David Cage·· isn't even his real name? Read on to learn more about this fascinating industry icon. 

+ 'My ,eai name 1s Oovld Ile G,uttoia. bU.1 
when I staned working m uus mdusuy 
Wllh English and Amellcans. allsolutely 
no one was abae to pronounoe my name 
nght So allei months heai1ng all pos­
~ ,•anauons of my name. I cle<lded to 
use I.he name of an aum <o 1nal(e su1e no 
one 'M)U)d haw P<Olliems Wllh my name 
anymo,c 11 wo,ked 95 perc•m of tho 
rune. SOmetlmes people call me Nlcolu 
Cage ... but uiars hne • 

+ ·1 always manaooo 10 JJe reasonably suc­
oossfuJ at school ,V\UIO\Jt llllV\ng 10 wo<k 
too mueh tn tact. I was more interosted 
1n beeomlng a professional mU$lclan. 
When I was J.1, I started \.•.iorkmg m oound 
stuct.os m pa1ane1 'A'llh school'" 

+ ·1Ie11 umveis,ty alter lhree months. hav-
111g s,gnort a conuact W\tll a ,eoo,d oom­
pany ,n Pans.' 

+ "f d1av.• my tnsp11auon from e·.oerything -
books.. comics, mOV1es. lheaue, pamung, 
and TV But tho best 10urco of inspira­
tion is always life." 

+ ·1.001,ul<)' llaCl< a, my caroo, 11 8!ll snu a 
lmle bit young lO do thlsL (here is noth-­
tng I am really proud of I feel my career 
Is Incredibly slow and palnlul. to JJe 
honest· 

+ 'When I staited WOll<lng on Omllaon: 
1he Noma<l Soul 12 )'eat$ ago. 1 tllO<Jghl 
ihat ga,oos woukl heoome an m a couple 
of yean; Here I am, 12 years later, say-
mg the same thing v.,th tile fcelmg that 
nouung has changed and that the m<lustJy 
makes the same games· 

+ "[Team loo's) Fumito Ueda is prob-­
ably the Interactive creator I adm.lrc 
most. I thlllk he is deluutely one of the 
few authors in ow mdustry 1Mlh a very 
personal ww1-e1se and tone. f'lve guys like 
tum. and the faoe ol tile Uldusuy woold 
1>e ~lld l0<ever un(ouuoately. I cto,n 
thlnk there aro two.· 

+ ·u pcrwer goes om m my home, I would 
spend tlle altemoon playing with my kids. 
playlllg piano. and readmg a good hook 
I could live without computers and 
video games." 

+ ·vou cannot imagme too amount of bug::s 

!lagged 'cannot rcproduc'(f th.at aro leJt m 
ICleased games, Evo,ybodylcno\•,, lherois 
something w,ong. ool they we,e soon only 
once and no one ha$ a clue about h<1N 10 
1ep10duoo tMt.n • 

+ ·1 remember a bug [in Heavy Rain] 
that was deforming the cba.ra.ctcrs, 
maktng thou heads tum ruound top down. 
suetctung lhou membe1s. and gJvITTg them 
huge eyeba.US. 11)0 ,esuJt was qune scruy. 
ll\ll I tllO\lgnt ll OO<Jld be 000$l<leted as 
some kind of 1empouuy an.· 

+ ·1 have spcm a oomplctcly urucasonablo 
amount of tune pla)'Ulg Tekken games: 

Gaal'-•~f!SSM 10Gt'19:Zt•~mwrat,~fll'adS!t.•per-O'..,.,ICU--l(f'$2,1.ti,SW.Pv-.iow&,rnN::tarntatelkrto,~WIM401fS11)-6100crrM($17'"8H\Ot.f«~blct,--«~ 
~---TOlffllti8Ut"4~1wloclta .. pac,M~wtWIOCMOW-0~~1w&ltR.Stllil,.,._O...-bGal'lllillt:tlw___.,n.lOlllfntS....hfklCr.~IINM401.fOIIO'<IC:...0.~IIIQIIIM~•U.S. 
...,._c:.o;a&MtJ6C:Oeo.t: $2:W.,_.p(WQ$.M,...fOl1910rM..~~IIOWOII CA.Mtll,W~SUC,A0()11($$QWQSIOFI.IUCNl)NStMl~N'J.~IOMUN)(JMM8lf.~AOOA[SS(St0:t»IISS~IHlfM\f('l..it., 
f'OUC2505ll0NXlNllfC.Of'WWJ.C,.\WlliMiCWGll'M~OC.IIClldN-.,~il'llhl~lllffitl~Wl--=----~----~no-.l-,."-'~~CIMCOl:telfllSCOl)J!"ifll2009GM!t•.,_~,_.,._._!IWlild, 
~lll~(ll'ifl""lf,1'0JC~·~~IIIICtffllr9••~f1GamlSIQpfl'OMU....,llNMN9N,n ... llllffleS.or~OI-~~ 

100 game over 








