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ANDY McNAMARA

EDITOR-IN-CHIEF
andy@gameinformer.com

Read my column or
comment on this letter at
gameinformer.com/mag or
follow @GI_AndyMec
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200 And Counting

So Who Wants To Argue?

n celebration of our 200th issue, we thought

it would be fun to revisit the Top 200 games

of all time. Fun being a loose term here, as
any time a list is created the knockdown, drag-
out fighting begins.

Here in the office we have thrown all sorts of
insults back and forth. Friendships were put into
question, and even the ultimate gamer diss,
“you aren't a real gamer,” which we all know is
uncalled for, made an appearance. Everyone
is in danger of getting mud thrown in their face
when it comes to a list as big and important as
the Top 200 Games Of All Time.

The debate was so large in magnitude we
couldn’t even agree on how to keep score, with
the end result being a hybrid of voting tallied by
a clever computer application and a series of
heated meetings to parse the results.

Trust me when | tell you plenty of worthy
games didn’t make the list (most likely including
your favorite game of all time). We know you are
going to let us have it, spamming hate mail and
knocking over magazine racks in disgust. If the
complaint isn’t about a game that didn't make
the final cut, it will surely be about the ordering
or one of a million other things.

Ultimately, isn’t that what makes a list like
this fun?

Before | leave you to the issue and the argu-
ing, | want to take a moment to thank everyone,
and | do mean everyone, for making it possible
for Game Informer to hit this amazing landmark.
When | worked on my first review of Sonic the
Hedgehog all the way back in 1991, | never In
a million years dreamed that Game Informer
would hit 200 issues (or enjoy all the success
we have over the years).

So thanks to all in the industry and out of it
for your continued support over all these years.
Cheers.

cover story 200

8 collectible mversq o

T .




regulars

8 Feedback

Did we get bought by
Disney? Apparently you
all want to know, and
we answer

14 Connect

What's the deal with the
Video Game Awards?
Are they relevant? This
look at the upcoming
2009 show and retro-
spective on past years
answers this and more
by Bryan Vore

90 Previews

A battle with BioShock
2's Big Sister, the fight-
INg styles of Tatsunoko
vs. Capcom, and new
plot points from the
highly anticipated Final
Fantasy Xl

114 Reviews

Does Call of Duty:
Modern Warfare 2 live
up to the hype? Inside:
a full breakdown of
single-player, co-op,
T Uiy, and the hotly anticipated
multiplayer

by Adam Biessener
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136 Game Over

The Legend of
Zelda: Spirit
Tracks

Top Ten Games That
Could Have Been
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Gaming And Grown-Ups
As a gamer and parent of two young girls (ages
3 and 10), | was very glad to see the Parent’s
Perspective article in issue 198. Since the origi-
nal gamer generation has grown up and had
kids, I'm sure a lot of people are looking for
exciting games to play with their children. I've
found a few gems like Super Rub A Dub on PSN
and The Munchables on the Wi, but | still feel
there is a lack of quality games to enjoy together.
| hope to see more columns like this in the future.
Michael Richards
via emalil

| just want to say a job well done on Jeff Cork’s
Parent’s Perspective column! | am not a parent,
but | am a nanny and |'ve been gaming since |
was four. | grew up playing games like Kirby’s
Dream Land and Super Mario World, but with
the increase in the number of violent and disturb-
ing games, parents should make it a higher pri-
ority to know what their children are playing and
what titles are appropriate. Show some initiative!
Vanessa Galvan
Columbus, OH

| just wanted to thank you guys for the Parent’s
Perspective article in issue 198. My boyfriend
and | just had our first child a month ago, and
video games are an issue that we will have to
worry about sometime in the future. It is good to
know that we are not the only ones that are wor-
ried about this and that someone at your maga-
zine is looking out for all of the gamer parents
out there. P.S. We named our son Raiden after
the Metal Gear series.

Katie Brown

via email
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The response to Parent’s Perspective was
so positive that we decided to make it a
monthly feature. Be sure to look for the
column under its new name, All Ages, if you
want an analysis of issues facing parents in
the world of gaming. In this month’s install-
ment (on page 30), Jeff looks at games that
allow you to filter out questionable content
like gore and swearing. Unfortunately, it
looks like he may have to use next month’s
column to explain why you shouldn’t

name your kids after mentally unstable
cyborg ninjas.

The Big Two-Oh-Oh
Congratulations on reaching issue 200. You've
come a long way, and it's good to see a maga-
zine make it so far. Hope you can keep it going
to 300.
Ken McCall
via email

Thanks, so do we! Be sure to check out

our array of features celebrating this mile-
stone, including a look at our cover stories
(page 86), notable quotes from the last 100
issues (page 80), and our look at the top 200
games of all time (page 44).

Get Smart

Why is that when you increase the difficulty

in a game, it never means “let's make the Al
smarter”? Instead, it's always “let’s have this guy
take three head shots, ten shots in the torso,
and two grenades before he dies. Oh, and if he
gets shot in the head, he doesn’t stumble — he
walks through it and pistol whips the player in
the neck.” Losing like this makes a game frus-

@ his month in Feedback we
celebrate our 200th issue, sound off
about bad Al, grant a royal pardon to
. so-called “console traitors,” and don't
get bought by Disney.

trating, not fun, and it makes players less likely
to try completing a game on higher difficulty
settings. A defeat would be more acceptable if it
happened by being outsmarted, as opposed to
facing an HP-pumped, guard-breaking, demigod
Al. I'd prefer a challenge of the mind and less of a
challenge of chance and endurance.

Tyrell Zimmerman

Richmond, VA

The sad, short answer is that good Al

is difficult to create, but it’s easy to give
enemies more hit points. When developers
are making games, they need to priori-

tize their efforts. It doesn’t make sense to
painstakingly craft a realistic Al that only

a fraction of players will see on extreme
difficulties; that time and those resources
should probably be spent tuning the aspects
that more gamers will experience. Even in
light of that reasoning, however, we totally
agree with you. The thrill of outsmarting an
intelligent opponent is far more gratifying
than just filling a meat shield full of lead,
and we’d love to see more games (not just
shooters) implement more cunning Al at all
difficulty levels.
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Reader Gibberish

“WY dos Microsoft solves
the xbox re lights problem™?”

“‘come on you are gamer
site and none of gamer Is
so dump that he doesn't

know how to blog?”

“hey watz up how come u
guys do not tal bout game-
cube anymore”

Things We
Learned

¢ |f you tease a Mickey
Mouse cover story, thou-
sands of people will assume
Disney bought you

* People like to see pictures
of Ben getting beaten up

e A few gamers remember
that Parasite Eve: The 3rd
Birthday is still in the works

- 1 ._.I. - i ‘
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!
-
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Genuine Dratft
Have you ever wondered why in the real-life NFL
Draft teams occasionally find a superstar in the
ate rounds (like Tom Brady, 199th pick overall),
but in the Madden NFL Draft all your guys after
the second round are terrible? Why can’t EA put
that in Madden? Why must they all stink?
Patrick M.
Franklin, TN

Sorry to break it to you Patrick, but you
seem to be suffering from a serious disor-
der doctors have dubbed “you suck at the
draft.” Either that, or you’re playing last
year’s version of Madden. The latest itera-
tion, Madden NFL 10, simulates the exact
phenomenon you describe, handcrafting
draft classes to ensure that you have the
potential to land early-round losers and
late-round superstars. If that isn’t happen-
ing for you, the bad news is you need to
improve your scouting and strategy. The
good news? There’s always next season.

Switching Sides

I've been wondering for a long time now, how
do you guys view traitors? By “traitors” | mean
people who were diehard fans of one company,
then dropped them and went to another. The

reason |'ve been wondering is because | am
one of these traitors. | used to be a Sony fan,
but | couldn’t afford the PS3... so | got a 360
instead and fell in love with it. To this day | feel
guilty that | went over to what | always consid-
ered the Dark Side.

Joseph Caggiano

Gloversville, NY

Hear ye, hear ye! Let it be known that

all gamers branded “traitor” by friends,
family, and forum-goers are hereby for-
given their trespasses and absolved of any
wrongdoing! Look, people: The Xbox 360,
PS3, and Wii are products, not spouses.
You don’t owe any one of them your life-
long faithfulness; as game consoles, their
purpose is to let you play the games you
want to play. If one of those systems can
do that better than another, your choice
should be obvious. Anyone who willingly
denies themselves great games out of
some delusional desire to remain loyal to
a gargantuan multi-national corporation
needs to rethink some things.

The Wrong Direction
The “Then and Now” classic feature in issue 197
was funny and nostalgic, but there was one thing

\

JIMMY EAT w}* ok
\

that confused me. How is the Xbox 360 con-
troller a “bad d-pad”? All my friends agree that
it's the best gamepad yet designed. I'm by no
means an angry Microsoft fanboy, I'm just a bit
puzzled. What makes it so bad”?
Jamason Finn
Dallas, TX

We weren’t taking a jab at the whole Xbox
360 controller. It’s pretty great overall, with
one glaring flaw: the directional buttons
(a.k.a. the d-pad) are terrible. Instead of
controlling the action, it feels like you're
just suggesting which way your character
should move. The d-pad considers your
input, weighs its options, and settles on

a compromise. “You want to move up?
Hmmm...how about up-left instead!” As
is always the case with compromise,
nobody wins.

Mouse In The House
While reading issue 198, | noticed Mickey Mouse
on a promo for the magazine redesign. Did
Disney buy Game Informer? If so, that’s cool. |
wonder what it has in store for Gl and how much
it will change your magazine. | hope they don't
mess it up too bad.

Joel Figueroa

via email

| saw your “something epic is brewing” page,
and noticed a little copyright symbol and the
word “Disney” next to it. This was soul crushing,
especially after hearing that Disney just bought
out my favorite comic book company, too. | hope
you continue to cover normal games in addition
to Disney ones.

Brent Becker

via email

WfﬁfﬁfllfllllffffffflllfIlllfilllilliflfIIllilllllffllllllffilllIlflflffllfifllflffii’IffllflflllllfiﬂJllfiffﬁfllllllflllﬁﬁﬁﬁ:ﬁéﬁi,

(Left) The Skate 3 posse rips

it up for the Gl Spy cameras
(Right) Bryan, Nick, and Jeff
Cork help Capcom's Chris
Kramer test out his new “cowboy
chic” look outside of Zest Cantina
In Tokyo

continued on page 12
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LEARN WHAT OVER 1.5 MILLION
PEOPLE ALREADY KNOW

Six weeks is all it takes to transform your body. With up to 95 exercises and
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CALL TODAY FOR THIS FREEDVD: £

——— e

e See and hear incredible results from real users m.;m
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| just got done reading issue 198, and one thing
kept me from enjoying the entire magazine: |
swear in the name of everything that is good and
pure, if Game Informer got bought out by Disney
| will stop reading! You said something “epic” is
coming, then you showed a cover of Gl with a
painted Mickey Mouse on it. That would be it
for me — Game Informer would officially suck! If
Disney comes in and ruins Gl with its censoring
and kid-friendly material, | wont be able to enjoy
it. Don't let them take over please!

James Roseman

via email

s

L L LY It never fails. No matter what game you play there SEEMS

SLLLLLLLL _ ' to be at least one zombie in some way, shape, or form.

: : am : : +1 5' , B Vou buy a simple game just wanting to duke it out, and all
T ﬂ @i i of sudden, bam! Zombies everywhere. And the rdiculous
" u % - f** E‘ . - concepts get worse every time. | mear, scantily clad chicks

running around chopping zombies? Nathan Drake shootmg

!F& ”ﬂr g8 Ik EL Juu Wil ﬁf@

A fote ol ! zombies? Zombies in Vegas? Am | the only one Who thmks
| === _.zgmbles 1r1 games are gemng out of control? ;
Despite a certain editor’s affinity for wear- e e R L Sam Norman
EEEEEERE ing mouse ears and large-button pants I e e Lt e
EEEEED RN (hint: it’s Miller), Game Informer has not i i | S e, L Bedfordr_lm
EEEEEEEEEE been purchased by Disney. The entertain- R S |
: : : : : : : : : : ment conglomerate’s recent acquisition of
s ffs Marvel probably helped fuel the rumor, but

EEENEEEuE® the presence of Mickey-related imagery in Zombles are totally the new nmjas En]oy the hordes of
‘FRERURE RN issue 198 was only a tease for the follow-

SEEEEREERE ing month’s Epic Mickey cover story. On an undead while YD'II ca.n, because lt WDIl't be long before

alpullfonfp ottt unrelated note, have you considered taking
i a trip to Disneyland, “The Happiest Place some other character archetype splkes in popularity

EEEEEEEEEN on Earth!”™? Naw, just kidding. Travel is
too much work; you should stay home and

and takes their place. We've already had secret agents
play games! ~ and space marines, so in a few years we'll probably be

~ getting letters about how baby-cops in games are get-
e oy Kok T dollF 11 % ting out of control Yep, we're ca.llmg lt baby—cops

M Call of Duty: Modern Warfare 2 34%
Uncharted 2 is awesome! 21%
The new Gamelnformer.com 13%
B Where are the classic reviews? 13%

M Alpha Protocol delay 8%

WffflllflflIIIMIIIIIIIIIIIIIIIIIMIIIIIIIIMIIIIfllfflfllfffllllfflfiIIMIIIIIIIIIMIIIIlllfﬁfﬁyflllflfllflllﬂ?fﬂIllfm

(Left) Jack Black, dressed
as Brutal Legend’s Eddie
Riggs, terrorizes the Jimmy
Kimmel Live audience with
the power of metal (and a
giant ax) (Right) Valve's
Scott Dalton, Chet Faliszek,
and Charlie Burgin let Gl's
exuberant Tim Turi in on
the secrets of Left 4 Dead
2 (the secret is: Don't die,
and Kill zombies... keep
that under your hat)

12



Scott It takes the fury of Kratos to
handle an entire packet of Big League
Chew 2 Oral Anderson \Wow! If
you cover up half of this picture, it's
pretty cool! 3 Jung Sang Looks
like Wolverine finally landed the part of
Mufasa in that musical production of
The Lion King. Can you feel the Bub
tonight? 4 Luisa Ventura Finally,
some Sephiroth art where he a) is
wearing a shirt, and b) isn't making out
with Cloud 5 Chad Borgschatz
Two guys, three girls. Are you think-
4 F@ = ing what we're thinking? That's right,
FF P intramural basketball team!
Enter the Game Informer e P (/1 ) e ';f, .“-'-':;fu'-;:__. -_
Reader Art Contest. All you N B Y _Z 7 R sty
need to do is draw, paint, e iR w7 . ‘
scralch, spit, or carve the best
damn art you can think of and
send it to us. Please include
your name, phone number,
and return address. If you're A S
the monthly winner, we'll (I s e T e
feature your work in Gl and RO | —
you'll receive a video game
prize from the Game Informer
vault. All entries become the
property of Game Informer
and can't be returned.

Send to:

Game Informer

Reader Art Contest
724 1st St N, CORRECTIONS:
4th Floor In last month's GI Spy, we incor-

rectly referred to the Ninja Theory
co-founders Nina Kristensen,
lameen Antoniades, and Mike Bell
as leam Ninja. We are so sorry —
please don't cut us to ribbons. In
the same issue, we incorrectly
stated that World of Warcraft has
11.5 subscribers. In reality, it's a
little higher than that: 11.5 million.

Mpls, MN 554071

(Left) Jeff, Bryan, and Meagan
enjoy some of the world’s larg-
est burgers in Germany. Don't
worry; they do a low-carb version
without the bun for people on a
diet (Center} A macabre scene
from the Zombie Pub Crawl in
Minneapolis. Zoey (Meagan) and
the other Left 4 Dead survivors
do their best to fend off an
undead horde, including a hunter
(Tim) and an uninspired common
infected (Dan) (Right) Meagan
uncovers ZOMBIE SONIC! (Hey,
that's a Sonic game we might
actually want to play)

feedback 13
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Eliza Dushku
presents an award
with the help of

a silvery angel at
last year's Spike
Video Game
Awards show. The
2009 VGAs airs
live on December
12 from L.A.




The Spike Video Game Awards bring different things to the minds of gamers. Some recall lame celeb-
rity jokes that fell flat. Others remember it as the first time they saw the full trailer for God of War ll.
And others still will never forget the nearly naked models painted in Halo and BioShock designs. The
VGASs have experienced their ups and downs in ratings and tone, but it’s tough to argue the incre-
mental increases in quality over the years. We spoke with some of the people behind the show as

they respond to criticism and tout successes.

‘%{‘;@ I hey are an interesting beast,” says
"""" Chris Morris, longtime gaming
% journalist who has worked at CNN,
Forbes, and most recently Variety. “[The VGAS]
get maligned by the hardcore gamers on a pretty
regular basis, but they're some of the best wide-
spread exposure the industry gets in the mass
media. While the execution of the awards some-
times leaves a little bit to be desired, | think that
ultimately it does the industry good.”

The VGAS first debuted back in 2003, only a
few months after TV network Spike launched.
“This was the first piece of business that we
did when we started the network,” says Casey
Patterson, senior vice president of event produc-
tion and talent development for the network.
Spike is, after all, a network targeted at 18- to
34-year old males, making gaming a natural fit
with that demographic. “Going in — I'm just being
very honest — that’s all we knew,” Patterson
remembers with a laugh. “We didn’t know a
ton about who our audience would be yet, and
the video game business was just getting the
mainstream awareness as this genre to be paid
attention to from this artistic point of view. So we
really are sort of growing up together with the
business in that way.”

The first couple of years were rough. “The
problem that Spike had early on with this broad-
cast is they tried to make it a little too hokey,”
Morris says. “There were forced interactions
between the presenters and the gaming world,
or they tried to wedge a gaming joke into a
celebrity’s introduction, and it just always came
across as weak.”

But every year Patterson and the show’s
developers took input from gamers and critics
to iImprove things. The first major move was

to ensure that the awards went to the most
deserving candidates, so they installed a panel
of approximately 30 gaming journalists from a
variety of print and online outlets to decide the
nominees and ultimately vote on the winners.
[Full disclosure: Game Informer participates in
this panel.] Next, Spike needed to expand its
presence in the gaming world beyond simply
dipping in once a year for an awards show.

Viacom purchased website GameTrailers.com
N 2005 and launched a weekly show, Game
Head, which eventually became GameTrailers TV
with Geoff Keighley. This constant connection to
the gaming world resulted in more relevant con-
tent in the awards show and, most importantly,
created a relationship that opened the door for
world premiere game trailers and announce-
ments inside the VGAS.

“It became a natural fit for me to get more
involved with the production of the [VGAs] and
try to bring a lot of those world premieres that
we book every week on the show in a bigger
way to the VGAs and really just combine forces
and build the show into what it can be,” says
Geoff Keighley, host and executive producer of
GameTrailers TV and consulting producer on the
VGAs. “I'm really excited about how the show
has evolved over the past couple years, and |
think last year was a huge step forward from
what we did the year before. This year is going
to be even better.”

Last year’s show included high profile trailers
from God of War lll, Uncharted 2, and Mafia Il. It
also blended in far more game industry personal-
ities with the usual cadre of celebrities. For every
Nell Patrick Harris there was a Peter Moore, and
Kiefer Sutherland got the same amount of stage
time as Will Wright. This was a far cry from the

(Upper left) 2008 host Jack Black. (Above) 50 Cent
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(Clockwise from top left)
Spike's Casey Patterson, All-
American Reject Tyson Ritter,
and Kevin James

celebrity-heavy shows of years past. “| remem-
ber in 2004, Snoop Dogg had to interact with a
CGI Snoop Dogg that was appearing in some
long-forgotten game at this point, and it was just
a painful thing to see,” remembers Morris, who
was on the journalist panel at the time.

“I'm sure there are some people that would
say, ‘They shouldn’t have any celebrities on the
show. It should be a bunch of tables and devel-
opers giving awards to developers,’™ Keighley
says. “And | think there’s actually a time and a
place for that. | think that’s great at GDC [Game
Developers Conference], but when you're
trying to make a big mainstream award show
that’s going around the world and costs a lot of
money and is a big initiative, | think there’'s room
to involve the larger entertainment world in a
meaningful way.”

To the show’s credit, most of the featured
celebrities do have some kind of connection to
gaming. Last year’s host Jack Black appears in
Brutal Legend and did a bit on stage with creator
Tim Schafer. Mike Tyson announced the Fight
Night Round 4 trailer. Presenter Eliza Dushku
voiced protagonist Rubi from Bethesda's Wet.
Even the musical acts either appeared in their
own game (50 Cent) or were featured promi-
nently in music games (Weezer).

“Nowhere else are you going to see Megan
Fox giving an award to Jeronimo [Barrera, of
Rockstar Games]. There is a cool cachet to me
of that happening,” says Keighley. “Spike is the
only network that's going to allow [gaming indus-
try] folks to have camera time and actually put
them beside these celebrities and try and elevate
what they're doing.”

One possible changeup to the formula this
year could see the removal of a celebrity host
altogether. “On Scream and Guys Choice
[Spike’s other award shows — Ed.] we actually
don’t have a host. | don't know that it's the most
important thing to our audience,” says Patterson.
“We don’t go down a long list of people saying,
'‘Oh my God, we need someone.’ | think it's more
like, ‘Is there someone out there that's really

“That's something that we've talked about,”
Patterson says. “It does come up. | don’t know
that we're quite there yet, but it's not out of
the question.”

Perhaps the key question about the
VGAS, however, is how do you get
gamers to pull themselves away from
their favorite games to watch the
show. After all, it broadcasts during the
holiday season when all of the triple-A
hits are out in the wild, Modern Warfare 2
multiplayer sessions are straining Xbox
Live servers, and World of Warcraft raids
are running in perpetuity.
“| think we're all cognizant of that and
that's why we don'’t want to just kind of
reflect on the games that have happened
this past year and that's all we do,”
Keighley says. “We really have to bring
breaking news and world premiers to
the table — content that's compelling
enough to cause someone to put thelr
game on pause.”
Spike has a couple new tricks up
its sleeve for this year’s airing. The
VGAs will broadcast worldwide in
over 60 countries for the first time
ever thanks to the power of parent
company Viacom's media reach.

Additionally, fans can vote online for
all award categories for the first time

alongside Spike’s traditional panel

of video game journalists for a

blended result.

“All of us are invested in getting
as many people to tune into this
show as possible, because this
is the one show on TV that the
industry has,” Keighley continues.
“*And hopefully the industry will
galvanize around it and say, ‘Hey,

let's get as many folks to tune into this show
and celebrate gaming as possible.” Because
the other option is nothing.” €

invested right now that should be the ring leader
for the night?’ If not, the games, the presenters,
and the world premieres — they're the stars.”

Ratings for the initial VGAs broadcasts have
topped out at over a million viewers, but they've
had trouble hitting that mark in recent years.
The 2008 awards reached 680,000 viewers,

a low number that may have had a lot to do
with the Dallas Cowboys vs. New York
Giants football game that aired at the
same time to the highest numbers in
Sunday Night Football’s then three-
vear history. “Obviously sports is

a killer, and the season itself is just
really tough to dodge around, because
you don't necessarily know where the
games are going to land,” Patterson
says. “Whether the ratings are up or
down we continue to invest more and
more every year, whether it's proauc-
tion dollars, on-air promotion, more
content on GameTrailers, the level

of talent — we will not be stopped no
matter what.”

Spike, like rival network G4, Is also
quick to point out that Neilson ratings
don't tell the full story. “lt's not just the
one airing,” Patterson continues, “with
DVR and with the way that people
watch things online, the way that
we calculate success is very differ-
ent than it was even four or five
years ago.”

One major component that Spike
now takes into account with the
awards ratings is online traffic. The
premiere trailers garnered two mil-
lion views the first day they were
posted on the GameTrailers site,
and Spike's VGA site hosted five
times as many unique visitors in the
week following the show than the previous year.
With this big focus on online, does that mean
we'll see a live online streaming broadcast of the
show sometime in the future?

VEA

vmmmmm

This is the first look at the
2009 VGA trophy, featuring
a custom paint job by last
year's Studio of the Year
winner Media Molecule.
Going forward, the winning
studio will be asked to
design the award for the
following year.

(Clockwise from top left)

EA's Peter Moore, Spike's
Geoff Keighley, and Sim

legend Will Wright
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Like all its predecessors, the series’ latest

title, Halo 3: ODST, is a hit. According to
Microsoft, the game has moved over two
million units in its first two weeks. Now

what? With franchise creator Bungie

moving in different directions, the ven-
erable franchise is also heading to new
horizons. Here’s a quick primer on

Halo and the principals involved.

HALO: REACH

The game’s trailer debuted at E3 this year, and we now know that the
fall 2010 title is a prequel to the first game. The game covers the same
territory as Eric Nylund's similarly titled book Halo: The Fall of Reach,
which details the origins of Master Chief and the SPARTAN program.

Bungie is developing Halo: Reach, but it could be the last Halo
game the company makes. This summer, senior designer Lars
Bakken told CVG, “...in terms of Bungie-produced Halo games,
ODST and then Reach is probably all you're going to get.” The
company is working on new projects, including new IP. Bungie
became independent in 2007. However, since Microsoft still has
a stake in Bungie it is expected that the companies will work
together in some capacity for future Halo titles, even if Bungie
isn't making them directly.

MICROSOFT

Holder of the Halo intellectual property, Microsoft says that it
has a six-year plan in place for the franchise. Former Bungie
employee Frank O’Connor is now creative director of the newly
minted 343 Industries, Microsoft’s internal division responsible for
all things Halo, whether it's games or clothes.

Recently, 343 Industries unveiled Halo Waypoint, an Xbox Live
channel covering news, trailers, media, and more related to Halo.
Waypoint is more than an info service, however, as it features its
own career system that allows players to tie together their game
achievements and stats across Halo 3, Halo 3: ODST, Halo
Wars and any DLC into a single ranking. Halo Waypoint is
free now, but will require an Xbox Live Gold account after
November 26. » by Matthew Kato
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Fun Facts About
Uncharted 2:
Among Thieves

' We spent over 30 days on
our soundstage recording
motion capture perfor-
mances, which resulted
in over 90 minutes of
cinematics, along with a ton
of in-game animations.

- Our daily backup of data
averaged over one terabyte
towards the end of the
project, and that covers
only Uncharted 2 assets
and data.

We drank a &#%$%ton of
soda — over 30,000 cans —
and one bottle of bourbon
during the two years of pro-
duction on Uncharted 2.

We had a texture-stream-
INng bug that we were fight-
INng with right up to the day
pefore the big Uncharted
2 stage presentation at the
Sony E3 press conference.
If it had happened while on
stage, all of the polygons
would have turned purple.
We had a second person
playing backstage so we
could switch in an instant if
the bug cropped up.

We switched our video
compression from m2v to
DIVX and back in the last
week before we gold mas-
tered because we weren'’t
sure we could fit the game
on the Blu-ray disc (25GB!).

Some of the billboards
and posters on the walls in
the Nepal level started from
photos of team members.

' If you look carefully you
can spot the Naughty Dog
paw logo hidden in several
places throughout the
game.

« Though the train level was
one of the very first things
we started working on, it
was also one of the very last
stages that came together.
It incorporated almost every
new gameplay mechanic
and rendering technique
added to Uncharted 2 from
the first game.
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Fear & Respect

In the wake of the Grand Theft
Auto phenomenon, Midway
began development on an
Intriguing, open-world urban
crime drama called Fear &
Respect. The game was a
partnership between Midway

and acclaimed Boyz n the Hood director John Singleton starring rapper

Snoop Dogg as an ex-con negotiating the dangerous world of gang-
infested Los Angeles. Sadly, Midway’s financial woes and development
difficulties led to the game’s cancellation. Game Informer saw a demo
build of the game running while doing our January 2005 cover story,
but little more was seen after that.

Tiberium B.C. Fear Effect Inferno
EALA's attempt to What interaction could After Fear Effect 2's
combine Command the creator of Fable bring steamy elevator sequence
& Conquer's RTS play to a prehistoric world? between two female

with traditional FPS
conventions proved to

be too steep of a design
challenge. On September
30, 2008, EA issued a statement pertaining to
Tiberium's suspended status stating “the game was
not on track to meet the high quality standards set
by the team and by the EA Games label.” Develop-
ment stretched two years, and in that time Game
Informer had the chance to see the game numerous
times. While the troop commands worked well, the
wars lacked variety and excitement.

18

With B.C.'s development
ceasing in 2008, we'll
never know, but we'd
like to think Fable’s “flip
the hird” action would work against a Tyranno-
saurus rex. Molyneux's design focused heavily on
mankind’s fight for survival in a dangerous world.
Producers on the project were confident that B.C.
would stretch far beyond one game, announcing
the sequel would be a Live-enabled multiplayer
experience. Whoops.

StarCraft: Ghost

) = P "' =y :
__' ._#_'l"-"'l & 1 = i ~ lrl

g B i : i
‘,!'..-. L'n...-" WEORF S N LA - ..'..‘-.

Two developers. Four years of
on-again, off-again announce-
ments. In March 2006, the circus
behind this troubled third-
person shooter concluded when
Blizzard announced development
was on ‘indefinite hold.” We
never got the chance to play
this game, but elements from it
are emerging in Blizzard's other
works: a novel by Keith R. A.
DeCandido, and as a plot thread
in the upcoming StarCrait 1.
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The Lord of the Rings:
The White Council
(revealed 02/2007)
Game Informer originally
intended to put The White
Council on its cover. In fact,
senior associate editor Mat-
thew Kato had just put the
finishing touches on his cover
story, only to find out minutes later (seriously minutes) that the game
was officially canceled. Without a game for the cover, Andy McNamara
decided to move the Top 50 Games of the Year feature up a month.
While we can’t reveal specifics regarding the game’s details or cancel-
lation, we can say fans of The Elder Scrolls; Oblivion and co-op gaming
would have found this story an interesting read.

characters, interest in a
third installment, Inferno,
was obviously high. Early
concept art showed the

two female protagonists embracing with guns
ablaze, hinting that this title would be even more
controversial than the last. Unfortunately, Inferno’s
timing couldn’t have been worse. Eidos, having just
released a handful of sub-par games, instituted a
new quality assurance program. Inferno was the
first game to be analyzed by this team. Looking

Oddworld: The Brutal
Ballad of Fangus Klot

The Hand of Odd. Squeek’s
Oddysee. SligStorm. Munch’s
Exoddus. The Brutal Ballad of
Fangus Klot. All canceled or
shelved. Just a month before
meeting the reaper, Fangus
Klot came close to landing on Game Informer's cover. The game's
darkly toned depiction of the war between cats and dogs showed
promise, but troubles with publishing partners EA and Majesco led to
the game's unfortunate demise.

Star Fox 2
The'géme was completed
and just a week or two away
from production. Yet Nintendo

decided to shelve this highly SN
anticipated sequel. The reason % e
had nothing to do with the @3 " . T

game’s quality. With the launch

of Nintendo 64 initially planned for the next holiday season, rumor has
it Shigeru Miyamoto wanted to create a gap between 3D games on the
Super Nintendo and Nintendo 64. And you wonder why we don't get
more Mario and Zelda games?

Indiana Jones

Announced as the first game
to utilize NaturalMotion’s Eu-
phoria technology, LucasArts’
original plan was to release
this game at the same time as
the theatrical disaster, Indiana
Jones and the Crystal Skull.
Delays in the movie's production left the game in limbo. Ultimately,
concerns over the game's quality led to its demise. A pale shadow of
the original design ended up on Wii as the disappointing Indiana Jones
and the Staff of Kings.
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Thrill Kill

Back when Electronic
Arts viewed itself as a
beautiful butterfly that
would never enter the
dark world of M-rated
games, it canceled Thrill
Kill, a game dubbed by
gaming enthusiasts as a potential “Mortal Kombat
killer," solely for fear of it hurting the company
image. While looking like a bad business decision
back then, Thrill Kill wasn't that great of a game — a
6.5 out of 10 according to a Game Informer review
that never ran. Its cancellation is the only legacy it
could have achieved.

back, this game didn't make the cut, yet all of the

Tomb Raiders did.
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HSELOW] Microsoft and Lionhead Studios bigwig Peter Molyneux made
PP waves with his Milo Project Natal demonstration at E3, and now Molyneux
UGHT] There have is bringing his Natal know-how to Fable 3. The developer also revealed
been a few unofficial that the title will have in-game stores where players can buy items using

sightings of sequels Microsoft points without having to step out to Xbox Marketplace.
recently, including . M

Resistance 3 (seen

on a billboard on the

set of an upcoming
movie), Infamous 2
(tabbed courtesy of Cole
MacGrath’s new voice
actor), and Ghost Recon:
Predator (the subtitle of
which has possibly been
spilled by the Australian
ratings board).
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It was obvious
last month that Alpha
Protocol wasn't going
to hit its early October

release date when a
review copy of the game
never showed up on our
desks. But that's nothing

compared to the surprise
that gamers experienced
when they tried to buy the
game on its release date
only to find out that pub-
lisher Sega switched it to
spring of next year without
telling anyone.

BLELOW] John Lennon once
claimed the Beatles were bigger
than Jesus, and now U2 is hoping
to be bigger than the Beatles. U2

IS considering a career-spanning
musiC game, similar to what Rock
Band did for the Fab Four. The dif-
ference is that U2 has twice the ego
but none of the talent.

{LEFT Reginald Johnson,
a former Philadelphia-area
postal worker, was arrested
for stealing 2,200 video
games from the GameFly
video game mail order ser-
vice. Johnson will be serv-
INng at least a year in jail for
the crime. We're sure he'll
be playing games in prison,
but holding on to the soap
isn’t nearly as fun as play-
ing Call of Duty.




20

C-GRADE TIME

e L y ¢
L o+ 48 _¥V ot ot

Excitebike: World Rally
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A RO classic returns on \F\IEVE,

charity and games collide, and Joe

Danger catapults onto the scene.

don't even need to hype Excitebike:
World Rally, other than mentioning

it exists. Newly revealed by Nintendo,
the game is an incredibly faithful and
enjoyable renewal of the NES clas-

sic. Developed by Monster Games, the minds
behind Excite Truck and Excite Bots, the new
WiiWare Excitebike game keeps things simple.
You drive along a 2D track, controlling speed
and the tilt of your bike as you maneuver for
position in the lanes and hit jumps and obsta-
cles. Managing a turbo button and your bike's
overheat is central to success, and special areas
along the course let you immediately cool your
vehicle. Turbo jumps show up only in certain
lanes, demanding quick navigation to the appro-
priate one. Power-ups on the course alter the
topography ahead, wrecking opposing bikers
and usually delivering a stellar jump. Careful jug-
gling of your tilt during takeoffs and landings can
give tiny boosts in speed as well. There's also a
cool camera angle adjustment, allowing for the
traditional side-on view, or panning behind the
bike to give a better view of upcoming obsta-
cles. The short and sweet game progresses

Joe Danger
PlayStation Network, Xbox Live Arcade, PC

through several quick championships, but the
robust track creator and online races extend the
replay value. The game is no revelation in game
design, but for accessible fun in the tradition of a
classic, this one gets my praise.

Those without a Wii needn’t worry about miss-
ing the stunt-bike action. The folks from Hello
Games are happy to help you out with their first
upcoming game, entitled Joe Danger. The
small British studio includes team members
behind games like Burnout and Black, but this
new downloadable project has a lighter tone.
Stunt biker Joe Danger ducks obstacles and
leaps giant vehicles as he makes his way through
insane courses filled with looping jumps and
shark tanks. Players have an unrealistic level of
control over the bike, making Joe Danger play
as much like a platformer as a racing game.
Constant level unlocks contribute to the sense of
fast, unrestrained insanity. The action IS non-stop,
fueled by bursts of ‘80s style music accompany-
ing the old stuntman’s antics, and a constant
barrage of combo notices flashing wildly at the
bottom of the screen. Currently slated for Live
Arcade, PSN, and PC, we'll have to wait until next

N HIGHEEL
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spring for a final version.

Fans of Tetris and Lumines should take a look
at Chime, a charming and addictive puzzle game
courtesy of publisher OneBigGame. Strangely
shaped blocks appear on a grid of squares, and
you can twist and move the blocks to lay them
anywhere you like. Subsequent pieces need to
be placed in an orientation to create quads — 3 x
3 or larger squares that subsequently fill that area
of the grid and give you a percentage comple-
tion of the full board. Combos are completed
through quick and clever placement, expanding
your quads before they are finalized. Meanwhile,
dreamlike music from the likes of Moby and Paul
Hartnell of Orbital builds in the background as
you play, responding to your block placement
and growing as the level advances. The game
is fun in its own right, but it's worth noting that
the entire project was created as a children’s
charity project — at least 60-percent of the profits
go directly to respected organizations like Save
the Children. OneBigGame was founded as an
attempt to mobilize the gaming industry to aid
such ventures, and all parties involved in the
game’s creation have completed their work pro
bono, including developer Zoé Mode. Chime is
short and simple, with only five playable song
levels, but | loved what | saw of the project — and
there are worse ways to spend a few bucks this
holiday season.

Want more about downloadable games? Read weekly updates on
the latest Xbox Live Arcade, PlayStation Network, WiilWare, and

PC titles at www.gameinformer.com/mag
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Recently you guys
did an episode on
video games.

We did our defending
a video game show.
You know, it was about
time; It had been on
our list for a while. It
just seems to be such
prominent bulls---.
With anything that

kids like, there is some
ass---- that will come
along and take it down.
Same argument has
been used for comics,
and rock ‘n’ roll,

and everything.

Bulls---, the two explored the hot topic

How did you guys
decide that this
was the year

that it needed to
be done?

You know right now
we're working on
season seven, and all
Seven years everyone
puts down a list of what
they'd like to do on the
show. Video games
have been on my list,
Teller's list, and the
producer’s lists for at
least five years. What
happens is you get
down to the 10to 13
shows you are going
to do in a season, and
depending on what
the producers are
interested in and who
we can get interviews
with, we choose what
we're actually going to
do. Video games have
been right near the top
for five years or so,

SO we decided it was
about time.

with interactive entertainment.

You mentioned how

comics and rock ‘n’ roll went through
similar stages of misunderstanding. Do
you think it is just a fundamental flaw in
humanity that we fear new things and
misunderstand new art forms?

| don't know what it is. The phrase | use all the
time is, “the Kids are alright,” from The Who. You
Know, I'm 54 years old, and it’s amazing to me
watching my peers turn into these cartoons. They
say s--- like, "Well you know, when we were kids
we weren't this rude, and we wouldn’t say this
stuff. | would have never done this.” It's absolute
f---ing bulls---. We certainly have records going
back thousands of years that adults always

hate the younger generation. Adults always find
a reason to hate people that are 20 years old.

| don’t know why it is. Clearly every generation
gets better. Every generation gets healthier,
smarter, more sophisticated, and that's always
been true. Twenty year olds are just better than
us. Old people just can’t seem to get it through
their heads that things are getting better and
that’s wonderful. Not only do young people not
have polio, not only are young people less racist,
less homophobic, and less violent — not only is all

Penn Jillette
[s T1ired of the
Video Game
Bulls—--—-

Penn Jillette is a master entertainer.
For years he and partner Raymond
Teller have wowed audiences through
their live magic acts and various tele-
vision appearances. In a recent epi-
sode of the duo’s Showtime program

of video game violence. We took a
moment to talk with Jillette about his

opinions on the subject and his history

that true, but they also
nave some really, really
cool art.

If you've never heard
Bob Dylan, and some-
one listened to him
for 15 minutes, you're
not going to get it.
You are just not going
to understand. You
have to put in hours
and hours to start to
understand the form,
and the same thing
IS true for gaming.
You're not going to just
look at a first-person
shooter where you
are Killing zombies
and understand the
nuances. There is this
tremendous amount of
arrogance and hubris,
where somebody can
look at something
for five minutes and
dismiss it. Whether
you talk about gaming
or 20th century clas-
sical music, you can’t
do it in five minutes.
You can't listen to
“The Rite of Spring”
once and understand
what Stravinsky was
all about. It seems like
you should at least
have the grace to
say you don’t know,
Instead of saying that
what other people are
doing is wrong.

It seems so simple,
and yet I'm constantly
in these big arguments
with people on the
computer who are
talking about, “l would
never let my kid do
this and this in a video
game.” These are
adults who, when they
were children, were dropping acid and going to
see the Grateful Dead. | mean, the Grateful Dead
IS provably sh---y music. It's impossible - it's
theoretically impossible — to make a video game
as bad as the Grateful Dead. | throw that out
there as a challenge.

Flipping that on its side, do you think
it’s possible that video games, or any
other kind of medium, might actually
encourage violence?

You know this is the problem: People in the arts
self aggrandize so much that they get themselves
backed into a corner. When you are in the arts
you like to feel like you can change the world,
and if you believe that, state it, and actually push
it in, you can change the world for the worse. The
truth of the matter is there’s been so many popu-
lar songs that have been about peace and love,
and they haven't turned the world into complete
peace and love. Violence still happens. So the
pad news is you can't just put out “All You Need
Is Love” by the Beatles and get world peace, and
the good news is that first-person shooters don't
turn people into killers.

In the mid ‘90s you guys started
working on the Sega CD title Smoke
and Mirrors.

We worked on it very seriously, and one of the
things that was there was a thing called Desert
Bus, which was an answer to Janet Reno. Janet
Reno, during the Clinton administration, was very
against video games, and she suggested that
there be video games that prepare people for real
life. So our answer to Janet Reno, besides “f---
you,” was to do a video game that did pattern
real life. This was a real-life bus driver driving from
Phoenix to Las Vegas on an eight-hour route
with no stops and nothing interesting happening
pbetween. The bus pulled a little to the right, and
a speedometer limited you from going over 55
mph. That was our performance art version of a
video game.

Seems like a hefty investment. Did you
expect anybody to actually play through
it when it came out?

Well we expected some nuts to do it just for fun,
and it turned out there was a group in Canada
that does it for charity. In the end they got up

to eight points, and if you think about it, it takes
eight hours of driving just to get one point. You
get an idea of how long they play, but they

play for charity. They raise money to buy video
games for sick kids and hospitals. They raised
like $25,000 to buy video games for sick kids,
and they do it by doing this marathon Desert
Bus game.

You also just released Chat Magic Trick
for the iPhone, which is an Al program
that tricks people into thinking they

are chatting with Penn and Teller. Was
this a resurrected idea from Smoke

and Mirrors?

Not at all. We were both buying apps for our
IPhones like crazy, and we had also bought every
app that had to do with magic. Teller really came
up with this idea that he thought would fool the
s--- out of people. We got together with a guy
named Perry Freedman who's done a lot of stuff
with different apps, and he's a friend of ours and
we started talking about it, and we got people
playing with it and beta testing it. It was actu-
ally a stripper at Philadelphia who would do the
trick with every lap dance who really sent us all
the notes on the timing. She’s astonishing at the
trick. She can do the trick so well that | think she
could fool me with it.

You’ve said that you don’t really play
games, so why do you think you’ve been
so close to the industry in so many
different ways?

| don’t know. | just think the people involved in
gaming have always been people | get along
with. They have similar sensibilities. | think

that | have more in common with them than |
do with magicians. A lot of my friends are in
the computer world and the science world,
and the computer and science world tends to
overlap more with gaming than with magic. So
It's just the kind of people you gravitate to. It's
odd that I'm not a gamer, but it's not odd that
gamers are the kinds of people that | get along
with. » Interview by Ben Reeves

Want to hear Penn swear about video game politics and artistic
expression some more? Check out www.gameinformer.com/
mag this month

"It’s impos-
sible — it's
theoretically
impossible -
to make a_
video game
as bad as

the Grateful

Dead. 1

throw that
out there
as a chal-

lenge.”
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Game Title (System)

Rank
Last
Month

Halo 3: ODST (360)

Wii Sports Resort (Wii)

Madden NFL 10 (360)

Mario & Luigi: Bowser’s
Inside Story (DS)

It's a banner month for Nintendo’s
“other” platform — the DS. Bowser’s
Inside Story is one of three solid
titles for the system debuting strong
in the charts this month.

The Beatles: Rock Band
(360)

Madden NFL 10 (PS3)

Marvel: Ultimate Alliance 2
(360)

Batman: Arkham Asylum
(PS3)

Given that the installed base of
the PS3 is smaller than the 360's
by millions, you have to wonder

if the PS3's exclusive Joker DLC
contributed to this version's higher
chart placing over the 360.

Guitar Hero 5 (360)

The Beatles: Rock Band (Wii)

Batman: Arkham Asylum
(360)

Kingdom Hearts 358/2 Days
(DS)

Scribblenauts (DS)

NHL 10 (360)

Need for Speed: Shift (360)

Need for Speed: Shift (PS3)

Marvel: URimate Alliance 2
(PS3)

Professor Layton and the
Diabolical Box (DS)

16

Wii Fit (Wil

The Beatles: Rock Band
(PS3)

Months
in Top
20

SONY expands
System's {1ee
online ieatures

¥ t's been rumored for a while, and now the PlayStation 3
| has broken the Xbox 360’s monopoly on popular movie
2 rental service Netflix on game consoles. Starting some
unspecified time in November, Netflix members will be able
to stream content for no additional charge. At the moment,
Netflix says that thousands of TV shows and movies are
available for instant viewing. To enable the feature, PS3
owners must use a free Blu-ray disc available via the

Netflix website.

Although the PS3 is also a Blu-ray player, users will only
get HD-quality streaming content via Netflix as long as their
connection is up to the task — similar to how the service
currently runs on the Xbox 360. The PlayStation 3 does
have one distinct advantage to the 360, however, in the
fact that this new Netflix streaming feature doesn't cost
them anything outside the cost of a Netflix membership.
The Xbox 360’s Netflix service requires a paid Xbox Live
Gold membership. » by Matthew Kato —— T
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Nintendo
Unveils New DS

he DS Grows |

N SlzZe

= t wasn't long ago that Nintendo introduced the DSi with its two cameras.
i1 Now, the company is bringing out yet another new version of the hardware
8 with the DSi XL. The handheld’s screens are more than an inch larger than
those on the DS Lite (and exactly an inch bigger than those on the DSi). The
stylus has also grown, evolving into a pen-like tool.

The DSi XL releases in Japan (where it's called the DSi LL) on November
21 for roughly $220 in dark brown, wine red, and white. A price and release
date has not yet been announced for the U.S., but Nintendo says it expects
to put out the system in the first quarter of next year.
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FiVEQU@ StI0NS win Tim Schaf

__ On the Double Fine website you have a lot of cool
minigames. Have you thought about making smaller games
between major releases?

Oh definitely. | would love to do that. It's just really hard to focus on any-
thing else when you're doing one big game. | think it's kind of all consum-
ing. We have a little time now to think about what we’re doing next, and |
think there are definitely some opportunities to do something like that.

' You said you wouldn’t be opposed to returning to the
world of Briital Legend. What is it about that setting that
makes it personally interesting?

| like Eddie Riggs. | really like him as a character. | guess | always like our
characters, like | really liked Raz and Manny Calavera. | like that character,
and the world of heavy metal and fantasy is wide open; you can explore a
ot of crazy things. | feel like we've kind of scratched the surface, but we
could have gone even more metal.

Go to www.gameinformer.com/mag
for our full chat with Tim Schafer

- Even more metal?

Even more metal. | think we went pretty metal, but | feel like now that
we know what we're doing and made our first multiplayer game, we can
really react to the response to this game and make improvements and
make it better. If we could come back again, it would be awesome.

Game Designer of Brutal Legend

Nintendo has had great success in the past

with releasing different iterations of its hand-
helds, and was no doubt emboldened

by sales of the DSi, which are over

10 million globally. However, are

bigger screens alone enough to con-
vince consumers to buy yet another
DS? There are also important questions as

to how DSiWare titles will transfer to the new
handheld, and whether old titles’ graphics will
scale to the new screens. Hopefully, Nintendo'’s
official unveiling of the product will provide these
details and more. » by Matthew Kato

The stylus has
been beefed up
significantly

. Making sure you had all your bases covered musically
sounds like a fun, but terrifying challenge. How was it?
Yeah, it was fun to pick, and we actually even used Internet forums;

we would release a couple songs, like, “Oh, we have Métley Criie in

the game” and on the forums there’d be some metal fan going, “Yeah,

| figured they'd have that top ten s--- in the there — they'll never have
anything as cool as ‘Enslaved.”” And I'd be like, “Oh, what’s ‘Enslaved?’
Hold on let me go check that out” [Laughing]. And sometimes they were
bad, but sometimes they were really good like “Enslaved” and we put
them in the game.

. When you picked the songs, were you trying to find
songs that evoke a particular mood or were you just kind of
looking for tracks from specific artists?

Well that's how we make our bucket of songs originally. Like, “Here are
my favorite Sabbath songs we’ve got to use.” But when our music direc-
tor Emily was scoring it all, | think she was more looking for, “OK, | need
a really sad song here, | need a really happy song — | need something
upbeat, but something that turns dark in the middle.” So she would start
just listening to tons and tons of metal to find the perfect songs out there.
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Marvel
Ultimate Alliance 2

Raven Software’s Marvel Ultimate Alliance was one
of the best comic based video games we've ever
played, and Marvel Comic’s 2006 Civil War storylne
was one of the biggest comic events in recent history.
Combining the two seemed like the perfect fusion. But
comic fans are notoriously hard to please. While MUA 2°S
explosive action and technical improvements left some
gamers happy, others wondered if the game was [aith-
ful enough to its source material. We posed a bunch of
tough, reader-generated questions to Vicarious Visions
president and co-founder Guha Bala.

Fusion powers were a big focus
this time around. How did that
idea come about, and how did
you guys go about deciding how
each Fusion would perform?
SUHA BEALAS We're all big comic
geeks, so the idea of getting in

a “heroes combine their powers”
mechanic was just too tempting to
pass up. After we had a general idea
of what kinds of Fusions we wanted
to do, a lot of our work was in identi-
fying exactly what kind of encounters
each Fusion would be good for, and
where they would be less effective.
We wanted to make sure Fusions
played a real tactical role in the
game, rather than just being inter-
changeable ‘super moves.’

Fusion attacks seem overpow-
ered. Did you find it difficult to
balance these super attacks?
Well, Fusions are the result of
super-powered beings working as a
team, so we certainly wanted them
to look overpowered. From a nuts-
and-bolts gameplay standpoint,

though, we think they're balanced
very well — unless you're a truly
elite player, there are a number of
encounters in the game (especially
on Legendary) that require skillful
use of particular Fusion types to
keep your party from getting utterly
destroyed. If players fritter away
their Fusions on encounters where
they're not needed, or consistently
use the wrong types of Fusions at
the wrong times, they're going to be
reloading a lot.

With Marvel Ultimate Alliance 2
there is less of a focus on com-
bos and enemies that require
special takedowns. Why did you
guys tone down these aspects of
the game?

. We tried to provide a context
for special takedowns, rather than
having characters that were totally
invulnerable until being tripped or
stunned once. They still exist,
though, in the form of shielded foes
that need to be disarmed or tripped
before you can hurt them. We also

have a number of entirely new
enemy types who require special
tactics to deal with, like helicopters
and power-sharing enemy groups.

Some of the big water cooler
moments from the comic were
left out of the game. How did
you guys go about picking which
parts of the Civil War story to
highlight?

O We definitely reviewed all of

the big moments and tried to figure
out which ones would work in an
interactive medium and which were
likely to fall flat. We knew we wanted
a playable Thor, so that meant that
a Thor clone, which goes out of
control, probably wasn’t going to

be a great choice. With regard to
Spider-Man's changing allegiance; in
order to do justice to that character
arc, we knew it would require a lot
of storytelling support in the form

of cutscenes, etc., and it would
elevate Spidey’s role to something
much more primary. As much as we
love Spidey and acknowledge his
importance in the Civil War comics,
that wasn’t where we wanted to go.
We really wanted to have the player
directly feel the difficulty of making
that choice, as opposed to watching
someone else struggle with it.

Did you guys consider includ-
ing a level based off the New
Warriors Stamford incident? It
seems like that would have been
a cool playable moment.

We strongly considered this and
wanted the players to be “doing”
instead of “watching.” However, no
matter which way we came at this
particular event, it seemed like the
Stamford explosion had to happen,
and forcing the player to either cause
it or fail to prevent it seemed like
it would feel bad and frustrating. It
would have also been a poor choice
to invest the time and effort to make
the New Warriors playable and then
kill them a third of the way through
the game, removing them from the
player’s roster. Avoiding the yanking
of characters from the player's roster
was a design goal that often sent us
in different narrative directions than
the original comic material.

The last third of the game transi-
tions into a story that wasn’t cov-
ered in the comic. Why did you
guys decide to go off book?

From a storytelling point of view,
the Civil War comics were designed
to be somewhat open-ended and to
send the Marvel Universe into a new
direction, which would be fodder for
all kinds of new stories. Conversely,
our story was designed to provide a
satisfying, close-ended conclusion for
the player. The ending in the comics
(spoiler alert) wasn't going to work
for us — a huge battle in New York
City in which the Anti-Reg forces are

gaining the upper hand, only to have
Captain America look at the collateral
damage and effectively surrender. It
made for a fascinatingly unexpected
conclusion in the comics, but as a
player on either side of that outcome,
it's not going to feel good if we stick
to canon. Either you're being forced
to feel like you're losing the fight only
to have the enemy suddenly give up,
or you're winning but then you're
forced to unexpectedly surrender. We
knew we needed some big changes
to that ending for the game no mat-
ter what.

From a more practical point of view,
it was clear from very early on that it
just wouldn’t be feasible to branch
the story into Pro and Anti threads
and stay branched for the rest of
the game. It would have been the
equivalent of trying to create two
games instead of one, neither of
which would likely have been at

all polished. So we were given the
task of figuring out how to give the
player the choice in Civil War but
then bring things back together into
a single thread for the last part of
the game.

We wanted a very big threat that
would overshadow the Civil War, and
we also wanted it to feel organic to
that conflict; something that came
out of it, as opposed to some com-
pletely unrelated external force pop-
ping up. We wanted it to relate to
our overall theme of individuality vs.
unity. There was also a strong desire
to have both faction leaders share
the blame for this new problem.

I'm not sure it was picked up on by
most players, but some may have
noticed that the threat we eventu-
ally used was created by the Pro-
Registration leaders, but released
by the Anti-Registration team. This
was part of our overarching effort to
avoid demonizing either side.

Why aren’t there more alternate
costumes?

Speaking in terms of graphics,
the leap between MUA 1 and MUA
2 is astronomical. Our characters are
vastly more detailed than characters
in previous iterations of the fran-
chise. This makes them much more
expensive to make, and each model
is so complicated that we can't get
away with low-scope solutions for
alternates like simple re-skins. It
came down to a choice between
delivering one extremely high-quality
alternate costume for each character
or several low-quality alternates, cut-
ting into other game features to free
up the resources for more alternate
costumes. We decided to err on the
side of extremely high quality. ©

Check out our full interview with Guha Bala at
www.gameinformer.com/mag
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Bait And Switch

Aion launches with equal parts fun, grind, and gold spam by Adam Biessener

Csoft’s fancy triple-A fantasy MMO has
N finally gone live in the States. Purporting

to give PvP-hungry players somewnhere
to go where their skills will matter and their vic-
tories have impact, Aion makes no bones about
the relative hardness of its core. The problem is
that you have to play several dozen hours of a
mediocre World of Warcraft clone to gain access
to the juicy factional warfare that
makes up Aion’s elder game.

Aion is a rock-solidly executed

game. After pouring copious
resources into its development,
NCsoft let the game simmer in
its native Korea for almost a year
before launching the Western

“Aion has
the best
directed PvP

et'Idg ame version. The polish and iteration
shows: even Blizzard could learn
available from some of the little touches

in Aion (one-button loot-all is the
greatest thing ever). Discussing
the nebulous “feel” of an MMO
IS an inexact science, as it's a
subjective combination of server stability, latency,
combat mechanics, and interface feedback.
However you arrange that equation, though,
Aion gets top marks.

It's a good thing that the act of playing Aion
feels right, because the grind wears thin even

today.”

with this excellent execution. Depending on how
much grouping you do, you'll be left high and dry
with no quests to bridge the gap to the next level
more or less often. At these points — and you will
find yourself in them — there’s nothing to do but
buckle down and grind out XP in whichever mob
camp is easiest for your class. Want to do any

crafting? Better get out there and slaughter for
as long as you can stomach it, because you're
going to need an awful lot of random drops and
money to make anything worthwhile.

Aion’s saving grace is that all this grinding
comes with commensurate rewards. Getting
your crafting skills high enough can be a brutal
slog, but life at the top is good. Everyone wants
those sweet potions and equipment, and you
can make a lucrative business out of supplying
the demanded goods. Achieving level 25, find-
ing a good guild (ahem, “legion” in Aion-speak),
and learning your character backwards and
forwards means you get to participate in the
Abyss. An area of constant conflict between
the player Elyos and Asmodean armies as well
as the NPC Balaur forces, this open PvP zone
offers fantastic rewards and engaging gameplay
in the form of sieges and massive faction-based
PvP warfare. Success in the Abyss grants pow-
erful equipment rewards, social recognition, and
a slew of faction-wide bonuses for everyone on
your side. Aion has the best directed PvP end-
game available today.

The same cannot be said for the leveling
game or the group PvE. Instanced dungeons
are boring treks through uninteresting waves of
mobs that grant substandard rewards. Only one
path of leveling content exists per faction, which
means that bringing up any alts
or rerolling has you trudging
through the exact same quests
every time unless you switch
factions. The way Aion makes
you deal with dozens of hours
of mediocre-at-best solo or
grouped PVE in order to partici-
pate in the genuinely well-crafted
endgame is unconscionable. The
PvPers will slog through the bad
content, but to pretend that Aion
is a viable game for someone
who isn’t interested in the Abyss
IS insulting.

| wish | could end my impres-
sions there, but | can't in good
faith give NCsoft a pass on its
unacceptable lack of response to
the gold spam that has infested
the game since launch. There
are days where every single chat
channel is literally unusable on
my server because of the con-
stant advertisements from spam-
bots with names like “dsdsdst.”
The official community managers have tweeted
that they've got game masters “dealing with the
problem,” but | haven’t seen any improvement
as of press time. Hopefully NCsoft figures it out
sooner than later, because the situation as it
stands is completely intolerable.

Even with all my gripes about the game, it

serves its chosen audience (hardcore PvPPers)
well. Aion lacks the kind of casual appeal
needed to realistically aspire to anything
approaching WoW numbers, but it has the
potential to be a satisfying MMO for gamers who
dig its unique charms for a long time to come. @
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rates may apply. To cancel, text "STOP"" to 75555. For help, text "HELP"" to 75555, email infof@djamster.com or call (866) 856-5267.

Famffy_ Guy™ © 29{}9 Twen{feth Century Eﬂx Film Corporation. All rights reserved / Fast & Furious © 2009. Fast and Furious is a trademark and copyright of Universal Studios. Licensed
by Universal Studios Licensing LLLP. All rights reserved. © 2009. Published by I-play. All Rights Reserved. [-play is a trademark and trading name of Obero
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Game Informer scours the leaderboards in search of the best of the best

to uncover the person behind the handle and learn his or her strategies.

If you get a pesky message over Xbox Live or PlayStation Network, piease

don't delete it. You could be our next featured gamer. by Bryan Vore

Accomplishments:

As of press time Bob Smith is ranked number
one overall on complete career points, beat-
ing the next player by 200,000. He's ranked
number one in all four Extreme difficulty tracks
and most of the Hard tracks. Smith is number
one in six out of eight tournaments, including
the Ultimate Endurance tourney. He's one of
11 people in the world to earn the Marathon
achievement, which involves beating 24 tracks
in a row without any wipeouts.

Origin of Skills:

Smith first got into the series in the PC-only
Trials 2: Second Edition, where he also topped
the leaderboards. He also is one of 38 players
to earn the coveted True Fan achievement that
can only be bestowed by developer RedLynxX.

| e Key to Victory:

Smith cites the famous quote, “The definition

of insanity is doing the same thing over and
over and expecting different results,” in describ-
iIng a common issue that trips up players.
“Experiment. If you're crashing repeatedly at
the same obstacle, try a different technique,” he
says. “Watching the replays is always a good
tip, but unless you can appreciate why the play-
er applies a certain input at the precise moment
they do, replays are useless.”

I he Best Ride:

“For pretty much any track above beginner dif-
ficulty, there’s no competitive choice other than
the Phoenix [Evo 250cc],” Smith says. “Plus

it actually looks like a motorcycle trials bike,
which is good. But one day I'll see how far up
the leaderboards | can get using only the Micro
Donkey just for kicks.”

Practice Time:
When he was initially shooting for the top
records, Smith put in over 30 hours a weekx.

|_ife Qutside Trials HD:

Smith is currently earning his PhD in
Neuroscience at the University of Melbourne.
He also does bike trials in real life. “I was put
onto a motorcycle trials bike pretty much as
soon as | could walk, but was never any good
at it,” Smith says. “In 1999 | bought my first
bicycle trials bike, and began competing at both
state and national level. | got as high as 2nd at
the National Championships in the premier 20
bicycle class four times (‘03, ‘05, ‘06, ‘07), but
never managed to win the title.”

=

0
L

Other Favorite Games:
Resident Evil 5, Counter-Strike: Source

What Should Be in the

Next Trials”

“My wish list would be outdoor environments,
and a ‘simulation’ mode,” Smith says. “The
current physics model is perfect because it's a
simple left — right — accelerate — brake, so any-
one can pick it up and play, then there’s infinite
space for honing your skills with just those four
controls. But imagine having up and down as
well as forward and backward movement of the
rider, throttle and clutch, gearbox, independent
brakes. It'd be insane.”

Go to www.gameinformer.com/mag to walch replays of Lestropie s
most amazing runs

Bob Smith

Handle
Lestropie

Age
29

Hometown
Melbourne, Australia

Favorite Track
Inferno Il

Most Hated Track
Unfair Bombardment

Rivals
AsleepMeunier, Creativ
ManceR, sIKZz, kiFkOo 09

Bob Smith actually does bike trials in real life
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Activision takes a break
from Michael Bay

There is always a lot 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 for the future.

Transformers Transformation

Activision’s movie-based games are known for strictly
adhering to the template of the films, often to those

titles’ detriment. However, Loose Talk is hearing rumors
that the publisher/developer is hard at work on another
Transformers game, and we're told that this one isn't tied
to the Michael Bay films. Could this be the Transformers
game that fans have deserved all along? Movie-based
games typically don’t get the development time they
need due to the need to meet the film's release date,

and film tie-ins can hamper the storylines the game can
explore as well. This Transformers game sounds like it will
get the freedom it needs.

THQ on the Verge?

THQ has already announced its deal for the Dmitry
Glukhovsky novel Metro 2033, but word has it that THQ
s on the verge of signing more game deals, including a
couple of highly popular licenses. In addition, the com-
pany Is also looking to expand its stable of wrestling
games with a new title. As one of the biggest publishers

not named Electronic Arts or Activision Blizzard, THQ
has done pretty well for itself with a mix of new IP and
licensed titles.

Chip Wars

News of the next generation of consoles always excites
gamers, and rumors have been floating around regard-
iNg what's under the hood of the next versions of the
Nintendo DS and the Xbox 360. Hardware blog Bright
Side News has reported that Nvidia's Tegra System-On-
Chip processor will be used for the DS successor. The
Tegra line is now used for devices such as Microsoft’s
Zune HD. According to tech blog Fudzilla, the next Xbox
platform will use ATI graphics processors. ATl currently
supplies GPUs for the Wii and Xbox 360.

Contact us with insider info at loosetalk@gameinformer.com and we'll be
all ears
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Squeilch

but he has a potty mouth and poor impulse contro:
nicely until your companion unexpectedly starts te
and jamming gory photos in front of your kids. As a parent, you'd probably kick

the SQ&*+! .

Imagine having someone over for dinner with your family. He's a lot of Tun,

. The conversation 1s flowing
ling sexually graphic stories

PLEASE DON'T, GO

Where the Wild Things

Are 18 a classic example of
how not to treat a license.
Casting aside the book's
pbrilliant simplicity and the
film adaptation’s serious look
at childhood, Warner Bros.
Interactive has created a soul-
less cash-in that should be
avoided. None of the themes
from the movie have made
their way into the game, but
perhaps that's because there
wasn't any room after the

3D platforming cliches were
jammed in. Each fetch mission
and bee battle reminded me of
how much potential had been
squandered.

The first Cars game told the
Pixar movie's story while
simultaneously earning 1ts
stripes as a decent game. The
game adaptation of Disney's
Bolt wasn't nearly as success-
ful on a gameplay level, but 1t
tried to expand on the license
as best it could by having
players experience adventures
from the character's action
hero persona. Where the Wild
Things Are tries to follow the
movie's storyline, but 1t does
so without a real understand-
ing of just what that story 1s.
If a game couldn’t faithfully
represent the beastly, com-
plicated characters shown in
that story, perhaps the project
should have been shelved
entirely. Kids are smarter than
we give them credit for, and
they can see projects like
these for the cynical money-
grabs that they are.

the guest out immediately or at least make sure they don't come over again until

your kids are tucked in bed.
V, movies, and games are a lot like that
guest. They can be great company until

T they blast out content that your family
doesn't like. For some parents raised on horror
movies, depictions of violence aren’t that big
of a deal once their children are older, and it
can actually be used to start conversations
about what is and isn’t real, consequences of
violence, and more. Those same parents might
get annoyed by frequent profanity, though. It's
certainly an option to bar media entirely, but
wouldn't it be great if you had tools with a bit
more finesse at your disposal?

Fortunately, gamer parents have more options
than ever to help maintain a comfortable bal-
ance — and they're more sophisticated than
the “hide the power cord” technique from years
past. Aside from the built-in parental controls

that consoles feature (more on that in a future
column), developers are adding their own filters

into games. It's nothing new; players have been
able to swap out “blood” for “sweat” in games
for years, and Perfect Dark on the N64 let play-
ers cut out profanity. Now that many of the
people who grew up with those options (prob-
ably ignoring them) are having children, there's
an increasing awareness of their importance.

Double Fine's Brital Legend has a pair of
filters that allow players to disable some of the
game’s cartoonish (but graphic) violence and
harsh language. “I got a letter from a guy who
played Psychonauts with his kid, and he just
wanted to say what a great time he had playing
Psychonauts with his son,” recalls game design
egend Tim Schafer. “And | was like, ‘Oh man, |
hope this guy plays Brital Legend - but, ooh...
He’s not going to want to play that with his nine
year old.” And so we put that stuff in there basi-
cally for him.”

Epic’s Gears of War 2 shipped with similar

options, turning the blood from Kills into sparks.
Serious Sam HD has a tongue-in-cheek option
that replaces geysers of gore with rainbows,
candy, and flowers. The gameplay is the same,
but the violence is significantly toned down in
each example. Some parents might find any
violence unacceptable, sparks, blood, candy,
or not, but others will welcome these filters as a
way to bridge a gap that would otherwise keep
kids from playing — or watching their parents
play — altogether.

If you'd like to see if a game has these kind
of filters, check out whattheyplay.com. It's an
excellent resource that provides deeper expla-
nations behind ESRB ratings, as well as infor-
mation about available filters. It's easy to say,
“Don’t play games if you don’t want the rough
stuff,” but as a parent I'll take these optional
controls over an all-or-nothing alternative. @
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Danny Bilson says the new THQ will see a renewed
focus on quality and big budget production values
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T'HQ's Core Game
B0Ss Aims For Number One

With a background that spans the entertainment industry from writing films to development at Electronic Arts,

You have a background at EA, and obvi-
ously it and Activision Blizzard control so
much of the market. Is it hard to find a
place to thrive in between those giants?
I'll tell you why | don't think so. It's not about
them; it's about the games. The killer app

will flip the whole thing. Remember when
Activision was in the toilet a few years ago?
They acquired a few properties. | worked with
the Call of Duty guys back when they were on
Medal of Honor: Allied Assault. A company can
change on a Grand Theft Auto. A company
can change on a Call of Duty or Guitar Hero.
Our side of the business is the blockbusters.
What that means is some of them are going
to die, some are going to do okay, and some
are going to kill. If you don’t have any that Kkill,
you're going to die.

It all goes back to the software. | can’t ship

my shooter — Homefront — without considering
everything that happens on November 10th
with Call of Duty. My team has to look at that
software. We can't say: “Well they're a jugger-
naut, we can't compete with them!” If you can't
compete with them, well, I'll shut you down.
Because the consumer doesn’t care — he pays
60 bucks for this or 60 bucks for that! We have
to compete with them. We will or we won't
ship. This is a different THQ from the really old
THQ. | think the evolution has been going for
years, since before | got here.

How difficult is it to balance taking risks
on new IPs with keeping up your estab-
lished brands like WWE and UFC?

We are balancing that. There are two that you
mentioned - WWE and UFC - but there are
two other properties that | would call safer bets
than new IPs that we are in negotiations on
right now. You will recognize those immediately
and you'll say: “Oh, THQ is going there? Cool.”
That’s balancing Homefront and other things
we’re going to announce soon that are original
and expensive. You're also going to hear about
some deals we'll be making that hopefully
make some of our original IPs less “original”
when they hit because they've already been
brand-extended first. And | don’t just mean
some paid-for comic book or some bad Film
Roman TV DVD.

So you’re talking about movies based

on your game properties that come out
before the game does?

Or day and date. This isn’t a secret; | just
haven't told Wall Street a lot about it. I'll green-
light a game whether there’s a greenlit movie
or not. If they meet me at the finish line — great.

If not, so what? | didn’t have a movie anyway.
We know how to sell games without them. But
If It happens, all of a sudden you have a “movie
game” that's actually a great game. You have a
90 Metacritic movie game, because we spent
three years and a ton of money on it and all I'm
looking at the movie as a big commercial [for
the game]. | see video games as the center of
the universe.

Volition has had a lot of success recently
with the Saints Row and Red Faction
series. Is Volition getting to the point
where they need to expand to be able to
tackle multiple games at one time?

Well they already are doing two. You're talk-
Ing about a third game at once. We're talking
about things for the next Red Faction and
Saints Row right now, and those are games
that require massive head counts. We want to
expand them to a third title down the road for
sure, but we're figuring it out right now and try-
Ing to come up with some efficiencies. But they
are a great studio and a juggernaut. What | can
tell you is that Saints Row 3 is mind-blowing.
And I'm not a huge Saints Row guy; | like it, |
get it, but...

| liked those games and gave them posi-
tive reviews, but | think they were rightly
seen as...
B-movies?

Well, I'd say “me too” products to Grand
Theft Auto. They were fun, but they weren’t
perceived as a leader in that genre.

Right, but now | think Saints Row is position-
ing itself as a parody of crime. It’'s an absolute
over-the-top, stupid... almost a comedy. We're
pushing it farther in that direction — wilder

and crazier. | was talking to the Volition team
about a month ago and they are always wor-
ried about GTA. I'm a big GTA fan. But | just
don’t think that we have much to do with that
game other than it's crime and it's an open city.
| know the fiction of the new game. I've seen
what the new game looks like and I've seen
some of the mechanics that will be debuting at
E3 this year. It's more towards crazy. [Rockstar]
are going more towards what | call the “Martin
Scorsese graphic novel” — and | totally respect
that. We're like in cartoon land, but really well
produced and fully realized cartoon land that’s
all about fun — a particularly expensive cartoon
land. [Laughs]

So you see the series as more gonzo
comedy?
Yeah, that’s the right word...in the best sense.

» interview by Matt Helgeson

Danny Bilson brings a unique and outspoken perspective to his new position at THQ. We recently spoke with
Bllson about his vision for the company following its recent intemal reorganization.

You're also going to see an insane tech
upgrade to where now it’s gonzo but it also
looks badass. I'm very, very excited about
Saints Row 3. And I'm very honest if you get
to know me. It's great, and that’s not even a
franchise I've particularly played a lot of myself.
But when | see it, | get very excited. I'm not
going to go down my whole portfolio and tell
you how excited | am about everything. But
we're talking about Volition. The next Red
Faction...[directed at PR people in the room
have we announced Red Faction? We haven't
even announced Red Faction. [Laughs] We're
not doing another Red Faction; | don’t know
what we're doing...but if we were doing a
sequel, we've solved a lot of issues. Even
though it's an 85-rated game that | love, we've
come up with stuff that’s way different and way
better. If we were doing it.

Xbox Live Arcade has been very success-
ful. We’re starting to see triple-A quality
titles like Braid and recently Shadow
Complex. Are you looking towards making
more ambitious XBLA games?

Yes, that's another piece of our new strategy.
You're going to see us supporting our brands
with some cool games based on our core
[franchises] in the Arcade. You're also going

to see us giving games away. You're going to
see us making games on a brand out of the
marketing budget, so to speak. What we could
do is give away codes based on pre-orders at
exclusive retailers. One of our experiments is a
really awesome game based on an IP that we
could do as a pre-order bonus, and then 30
days later they could buy it for like five bucks.
The whole thing for me with pre-orders is |

ask myself: “Why would | pre-order a game?”
What gets me in is what if you could say: “Hey,
come in. Put your five bucks down; go home;
go to Xbox Live and put this thing in and get a
good game.”

What'’s the five-year plan for THQ? Where
do you want to be?

In five years, | want you to be asking me,
“Wow, how the hell did you get here where
your stock price is at $40 and Bobby Kottick is
asking you for a job?” [Laughs] Hey, you know
what? If someone asks me what Metacritic
I'm shooting for with a game, | only have one
answer: one hundred. So, when you ask me
what our aspiration is, it's to be number one.
I've seen the other guys do it. | made the
Bobby joke because the guy is unbelievable.
He took that place from where they were to
number one and he did it in about five or six
years, If they can do it, so can we.

CAREER
HIGHLIGHTS

1977 THE BEGINNING

Bilson's life as a gamer begins
in the Christmas of 1977,
when his parents give him an
Atar1 2600 console. He quickly
begins a lifelong obsession
with gaming

1990 FASTER THAN A
SPEEDING BULLET

After studying theater in
college, Bilson begins a career
as a writer in Hollywood. One
of his early projects was short-
lived cult TV superhero series
The Flash

1991 ROCKET SAUCE

Bllson and his wrlting partners
create the script for the big
budget film adaptation of

the comic book property The
Rocketeer. The film features
ex-James Bond Timothy Dalton
and Jennifer Connelly in an
early starring role

1996 NEW NETWORKS

Bilson produces and writes
for The Sentinel, an action TV
series for UPN Network

1997 CHANGING GEARS

While helping to create a

new studio for Paramount in
Vancouver, Bilson has a chance
meeting with Electronic Arts’
Don Mattrick on a plane. The
two become fast friends

1999 SIM-PLY
IRRESISTIBLE

Bilson takes a position at EA,
helping to write and craft
concepts for Will Wnight's
then-in-development The Sims
Studio

2003 VICTORY AND
ADVENTURE

Bilson helps oversee internal
development at EA, and
earns credits as a writer and
designer on James Bond 007
Everything or Nothing and
Medal of Honor: Rising Sun

2004 DISAPPOINTMENTS

Bilson goes to EA'S new LA
studio to work as an executive
producer on GoldenEye:
Rogue Agent. Disillusioned by
the poor quality of the final
product, Bilson leaves LA

2008 BACK IN THE GAME

After an aborted attempt

to create a new studio for

THQ, Bilson is recruited to

join the company's internal
development organization. In
20089, reorganization in THQ
promotes Bilson to head of core
development

connect 33
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Batman Black and Games
White Statue ¥-Men Origins: Wolverine
Batman is a colorful character, Uncaged Edition
but you wouldn't know it based pPsS3, 360 ¢ $49.99
solely on DC Dtrelct’s newe;t line nfamous
first statue In pS3 + $59.99

of statues. This
the Black and White liné stands

7 5-inches tall and is based off Ed
McGuinness’ work on Superman/

Batman: Public Enemies.
$80.00

Batman: Arkham Asylum

Collector's Edition
ps3, 360 §99.99

Décor
qurface View's attractive wall art
does the impossible — making your
house look stylish while proudly
proadcasting your geekery. Check
out its extensive list of Marvel
related wall murals and prints on
its web site. Home décor doesn't
need to be limited to flower pat-
terns and baby pictures.
starting at $120 per sq

meter

- 4 2
Penny Arca
Card Game

de: The

The Internet’s yvideo game

jokest
card game.

includes a rulebook, 1
Counters, and poth G
decks. It's everything two

d to play and talk

Tycho
people will nee
about video games

fueled rage.
$24.95

ars finally have their own
This starter set

g Life
abe and

with angst-

Media Shelf
Gunnerkrigg Court: Orientation o)
Tom Siddell
$26.95
Marvel Animation: SIX Fil
$49.98
Mice Templar by

Oeming and Bry
$17.99

m Set

Michael Avon
an J. Glass

Spider-
Motion Comic Geason Pass

$8.99

Woman, Agent of SW.O.R.D.

-6-
The Umbrella
Academy gix-Piece

Figure Set
Umbrelia Academy DY Gerard \Way
and Gabriel Ba was one of the
most refreshing comics we've
read in recent years. This six-plece
figure set 1S just what we need
to tide us OVer until the seaue!
Hotel Oblivion starts up sometime

next year.
$39.99
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Viper SmartStart
System

Imagine this: It's cold, or rainy, or
you're just feeling lazy. You don't
want to wait for your car to warm
up. So you pull out your iPhone,
open your SmartStart app, and
with the flick of a button your car
starts up. Congratulations, James
Bond is jealous.

$499.99

-2-
HP Mini 311

Do you need power and portabil-
ity? HP's newest line of netbooks
has you covered on hoth ends. The
911's 160GB hard drive, speedy
Wi-Fi support, and three USB ports
will surely come in handy while
you're tooling around town. More
importantly, the system’s Nvidia
lon technology means that this
iittle book is powerful enough 10
output HD quality videos on its
widescreen display or over HDMI.
$399.99

Games
Professor Layton & The

Diabolical Box
DS * $34.99

Grand Theft Auto IV: Episodes
From Liberty Gity
360 « $39.99

Uncharted 2: Among Thieves
PS3 « $59.99

..4 -
Gama-Go Shirts

Geek fashion isn't a term you hear
referenced with pride very often,
but Gamma-Go may change that.
Their selection of quirky printed
tees. hoodies, and accessories
could make a nerd of any gender
look socially acceptable.

$28.00 (tees), $48.00-
$64.00 (hoodies)

-5-
PSPgo

Sony's new handheld is almost
an excuse to travel, With its u tra
portable design and 16GB of
flash memory, the PSPgo will
help keep your suitcase light. And
thanks to the system's wireless
PlayStation Network support you'll
have access to new comics, v
shows, PSP original games, and
PlayStation Classics almost any-
where you go.

$249.99

- 6 =
Media Shelf

30 Rock Season Three
S49.98

Boardwalk Empire: The Birth,
High Times, and Corruption of
Atlantic City

S17.95

| ost: The Complete Fifth Season
Dharma Initiative Orientation Kit
$130.00

Up DVD/Blu-ray Combo
$45.99

The Write Environment
$14.99

- . 4 Fiim D The by gur



Pathfinder

Roleplaying Game:
Core Rulebook

This huge role-playing book
includes all the info you need

to get started and have a blast
with your friends. A smarter skill
system, improved classes, and
streamlined combat systems
highlight the list of gameplay 1o
explore. Gorgeous art and smart,

revised design ideas fill the pages,

but everything is compatible with
the old D&D 3.5 edition rules
through only minor alterations. I
you're ready for something new,
don't miss out on 4th edition
D&D. But if dramatic changes to
your role-playing hobby terrify
you, Pathfinder should be right up
your alley.

$49.99

-2 -

Final Fantasy
Creatures Kai
Volume 1

Square Enix rounds up some of
the most fearsome monsters from
the Final Fantasy series in its new
miniatures line. This set includes
Bahamut Sin (Final Fantasy VII
Advent children), Magitek Armor
(Final Fantasy V1), Zalera the Death
Seraph (Final Fantasy XI), Brothers
(Final Fantasy VIll), and Valefor
(Final Fantasy X).

$39.99

-3 .
Assassin’s Creed
Costume and Sword

Ditch the modern fashion;
Jerusalem 1191 AD was so chic.
Museum Replica’s Altair attire
might cost you an arm and a
middle finger, but imagine how
cool your new Facebook profile
will look.

$1,111.50

L P33
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Media Shelf

The Elder Scrolls: The Infernal Gity
by Greg Keyes
$14.00

Harry Potter and the Half-Blood
Prince DVD/Blu-ray
$35.99

The Name of the Wind by Patrick
Rothfuss
$16.00

The Wonderful Wizard of 0z
$29.99

B ASS TIASSING

LhHH“

-5-
Games

Assassin's Creed i
PS3, 360 * $59.99

Dragon Age Origins Collector’s
Edition
PS3, 360, PC * $69.99

God of War Collection
PS3 « $39.99

1/ S
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-6-
God of War and Devil
May Cry Swords

United Cutlery has created some
truly wicked ways to poke out
your own eye. These fully licensed
collectibles are replicas of Kratos'
Blade of War from God of War and
Nero’s Red Queen from Devil May
Cry. Both blades are made from
high quality metals and come with
their own stands.

$224.00 (Blade of Chaos)
$417.00 (Red Queen)
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‘Dell MLB Design Studio
Laptops

38

a sames for Windows
L2 D

Games
Dirt 2
PS3, 360, PC « $59.99

Madden NFL 10
PS3, 360 « $59.99

NHL 10
PS3, 360 » $59.99

¥ 2 «
AFL Legacy Jerseys

Own a piece of history with these AFL 50th
Anniversary throwback replica jerseys. The eight
original AFL teams boast some of the best-looking
(Oilers, Chargers) and worst looking (Broncos)
jerseys in the NFL's storied past. You might as

well wear your history with pride. ..unless you're
a Bills fan.

$79.99

- 3 -
Harmony One Advanced
Universal Remote

A weekend warrior needs a hefty tool to get the
most entertainment possible out of a Sunday
afternoon. Logitech’s Harmony One controls up to
15 video, audio, and gaming devices, features one
touch multi-device turn on, a full-color touchscreen.
and comes with a rechargeable base. Give your
other remotes their pink slips.
$249.99

g 4 &
Media Shelf

The Book of Basketball: The NBA According to the
Sports Guy by Bill Simmons
$30.00

Rocky: The Undisputed Collection
$99.98

Where Men Win Glory: The Odyssey of Pat Tillman
by John Krakauer
$27.98

Wear your team’s colors wherever you go with
Dell's new line of MLB stylized laptops. Dell lets you
decorate any of its Studio notebooks with a coat of
MLB paint. With over 30 team logos and a variety
of styles for each team, it shouldn't be hard to find
a laptop worth rooting for.
$85.00
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Archos 9

Anytime someone in a sci-fi film hands another
PErson a report or diagnostic, it's always on some
awesome futuristic computer tablet. Tablet PCs
have been around for a while, but they're finally
starting to get exciting. The Archos 9 features a
futuristic design, touchscreen interface, Windows
7, Wi-Fi, and all the on-the-go features you could
ever need.

$500.00

B 2 a
Games

Borderlands
PS3, 360, PC » $59.99

Halo 3: ODST
360 « $59.99

Shadow Complex
360 « $15.00

= 3 i
Media Shelf

Battlestar Galactica: The Plan
$39.98

Futurama: The Complete Collection
$159.99

Halo Encyclopedia
$40.00

Mystery Science Theater 3000 XVI Limited Edition
$64.99

-4 -
Star Trek USB Flash Drive

Boldly go where no movie has gone before. This
Individually numbered. limited edition USB drive
Sports 4GB of storage space and comes loaded
with JJ Abram’s lauded Trek relaunch. The DIVX file
also comes with an option to burn a DVD so those
without a media server can watch it on their TVs.
There are no current plans for another run, so this
makes a great collectible.

S$17.99

g 5 -
Light Up Marcus Fenix Series 2

We're suckers for Neca's line of toys, and you will
be too after seeing this 12-inch Marcus Fenix with
LED lights. The highly detailed figure also comes
with-a COG pistol and Lancer The head is a brand-
new sculpt based on Marcus’ character model from
Gears of War 2.

$24.99

-6-
Victorious Mongoose Mini

It looks like Weta has listened to everyone and
made an affordable collectible! Sure, it may only be
3.1 inches long, but we like things that are minia-
turized. If you're into steampunk, pick this up for
the perfect desk accessory. It's dainty but deadly.
$49.00
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Games

Boom Blox: Bash Party
Wii « $39.99

Mario & Luigi: Bowser's Inside
otory
DS » $34.99

Ratchet and Clank Future: A Crack
In Time
PS3 « §59.99

-2 x
Halo RC Vehicles

Halo fans know the UNSC Warthog
IS sturdy enough to travel over
just about anything, including your
neighbor’s dog. These NKOK RC
vehicles are modeled after Halo 3's
vehicle fleet. Roll over Covenant
troops with the M12 Warthog and
the Mongoose, or take to the skies
with the Hornet.

$24.99 (Warthog,
Mongoose), $34.99

" (Hornet)

-3 -
Media Shelf

G.I. Joe A Real American Hero:
Complete Collector’s Set
$179.99

Ihe Warlock of Firetop Mountain -
25th Anniversary Edition
$14.00

SpongeBob SquarePants: The First
100 Episodes
$99.99

lransformers: 25th Anniversary

Matrix Of Leadershfp Edition

169,99

-4 -
Squeeballs Party
from PDP

Over 150 minigame challenges
will have you blowing up, cooking,
slicing, batting, bowling, shooting
and bouncing a group of dement-
ed looking fluffy animals. Isn't that
what kids like to do?

$29.99

:“ 5 G

Bakugan 7-in-1
Maxus Dragonoid
These marble-like transformers
are some of the hottest toys in

America. You'll be able to domi-
nate the Bakugan arena with this

Devastator-like Maxus Dragonoid.

How does that saying go?
"Transform and roll out"?
$39.99

and lan L}
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Mega Bloks Halo
Wars

You can't trust Master Chief to
keep a Scorpion tank in one piece.
Maybe it’s time to show him

how they're built. Mega Brand’s
like-LEGO-but-bigger Halo Bloks
let you construct some of Halo's
most iconic vehicles, including the
Scorpion, Ghost, and Warthog.
$9.99-$49.99
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Super Mario Chess
Collector’s Edition
The first Nintendo-authorized
chess game features all our
favorite Mario Bros, characters
and comes packed in a sweet
collector’s tin. But here’s the best
part. Guess who the queen ig? His

Name rhymes with Fuigi
$39.99

Red Shirt Star Trek
Cologne

You might as well smell good
before you get vaporized. With
this Star Trek branded cologne,
you can smell like places where
N0 man has gone before. This
fragrance features hints of green
mandarin and lavender. If you
don’t get beat up while using this,
you're not wearing enough.
$29.99

Remember that scene from

The Empire Strikes Back when
Han Solo saved Luke’s skin by
Cramming the whiny Jedi wan-
nabe between the intestines of a
Tauntaun? Remember how your
older brother said, “Cool. | want to
do that!"? He was talking about
being Han Solo, but have fun
getting laughed at on your next
camping trip.

$99.99

-4-
Games

Ghostbusters: The Video Game
PS3, 360, Wii, PC « $39.99

House of the Dead: Overkill
Wii » $29.99

‘Splosion Man
Xbox Live Arcade  $10.00

Becms se tryrysTow 1

Kotobukiya Star
Wars Chopsabers

Ever wish you could enjoy your
leftover beef and broccoli and feel
like you were locked in a deadly
battle with a Jedi warrior at the
same time? Kotobukiya heard
those lonely fanboy dreams and
Created sets of Darth Vader Luke
Skywalker, and Yoda themed light-
saber chopsticks.

$19.99

Media Shelf

The Hangover

$27.99

It's Always Sunny in Philadelphia:
It's A Very Sunny Christmas
$26.00

Last Words: A Memoir by George
Carlin
$26.99

Robot Chicken:. Season Four
$29.98

The Mel Brooke Collection Blu-Ray
$139.99
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New Releases
» 7 Wonders Il (DS)
» Avatar (PS3, 360, Wii, PC, PSF DS)
» Legend of Kay (DS)
» MX vs. ATV: Reflex (PS3, 360, PSF, DS)
» Picture Perfect Hair Salon [DS)
» Playmobil Pirates (DS)

---@ , Resident Evil Archives: Resident Evil Zero (Wii)

» Storybook Workshop (Wii)

Games are Art!
Hideo Kojima is a firm believer that video games are not
art, but we have a feeling he'll change his tune when he
sees his beloved creation, Solid Snake, artified in vinyl form.

....e You're seeing it with your own eyes. Video games and art
mixing into a figurine available today for only $79.99. Too
much for a figure? Yes. For art? No.

From the Creators of

Have you seen the trailer for Syfy's Alice yet?
Someone at the network must have put up its
April Fool's Day trailer early. The concept is
too terrible to be true: a modern-day Alice in
Wonderiand starring Kathy Bates, Tim “Still Not
Cool Without Lipstick™ Curry, and a girl. This
four-hour event (yes, four hours!) airs tonight. o ......c..co........... Sl ... P
Suddenly, Syfy's dinosaurs-from-the-future Q1IN

movies look good!

New Releases

» Bookworm (DS)

» The Saboteur (PS3, 360, PC)
» Silent Hill: Shattered Memories (Wi, PSP) g....veveeereneeeee.
» Windchaser (PC)

» World Party Games (W)

If You Want to Cry in Public...

Not content to end the Lord of the Rings saga with Return

of the King, Peter Jackson is returning to Middle-earth

in his latest film, The Lovely Bones. Frodo’s descendant,

Susan Sarandon (or is it “Saurondon”?), is haunted by the
e (host of Christmas Past. . .at least that's what we got out

of the trailer. Or would have gotten, if we had watched

the trailer with sound.

Spike TV’s 2009 Video Game Awards
Tonight, Spike TV bestows awards on 2009's top games and developers.
Our guesses as to who will win? Game of the Year goes to Uncharted 2:

""""""""""" N Among Thieves, which will be a surprise since we believe Call of Duty:
Modern Warfare 2 will win almost everything else. We also think Cliff
Bleszinski will be featured as the “hey, you know me!” guy. If this show is
anything like last year's, expect to see several new game announcements
and trailers.
New Releases
A majority of game publishers delay or move up game
release dates to avoid releasing on the same day as jug- Save the CG Rainforests!
gernauts like Call of Duty or Grand Theft Auto. Today is Remember that awesome scene at the
no different. Every developer has deemed December 15 beginning of X-Men lwhere Nightcrawler
suicide, as they would have to go against the only game storms the White House? So does James
releasing today, Learn Geography for the Nintendo DS. Cameron. His new movie looks like a
Make sure you call your local retailer to see if they will be spin-off of that scene, with Nightcrawlers
holding midnight releases for this obvious hit. everywhere. Except instead of kicking
....................... Py ass, they're whining about the rainforest.

Ugh. Don't worry — after this movie comes
out, we won't have to put up with James
Cameron for another 10 years.

New Releases
» Guitar Hero: Van Halen (PS3,

360, Wi, PS2) Winrzee Sexy Holmes or an LSD Trip?
» Kamen Rider Dragon Knight Now that Avatar is out of theaters, you can go see m{n
(Wi, DS) films that won't give you 3D poisoning. The Imaginarium

of Doctor Parnassus (Heath Ledger's final movie) and
Sherlock Holmes (Robert Downey Jr.'s final movie.
What? He could retire!) will both enchant feast-bloated
theatergoers today. While you're watching these movies,
burglars will be in your house, stealing all your presents
and whizzing in your nog.

Celebrate Christmas a Day Late
Did your parents buy you a bunch of useless stuff as
presents? Are you looking to exchange them for some-
"""""""""" ® thing cool? In a festive move, Square Enix is releasing
the Wii game Final Fantasy Crystal Chronicles: Crystal
Bearers today. Now that we think of it, it might be a good
idea to ask for stuff you don't want, so you can use the
gifts as currency to get this game. Don't say we never did
anything for ya!

OMG! OMG! OMG!

Enjoy the trash weird, ugly, expensive vinyl
onake! Our obsession with you is over! We
now want to empty our bank accounts on the
first series of Ratchet & Clank action figures.
In addition to the dysfunctional duo, this line
consists of Captain Quark and Dr. Nefarias. @.....cccceeeeruerrersnsisnsanssersanenes
Each figure comes with a mini-fig (such as

Clank or a Zoni), and are reasonably priced at

an estimated $16.99. Sold!
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GAMES

OF ALL TIME




We argued. We agreed. We dismissed 07 g

Ben's ideas outright. Creating a list T

like this wasn’t easy, but we felt the
- 200th issue of Game Informer was
the perfect time to highlight the best games of
all time. Taking into account quality, cultural rel-
evance, and industry impact, the staff voted with
their hearts and minds to create our definitive list
chronicling the best of the best. Have fun debating
the results!
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A Celebration of 200 Issues _

The Top 200 Games of All Time 46

Going Through Game Informer’s Past: Quotables 80
In Their Words 84
GreatestRIPs 86

Breaking Down the Covers 88

Just the Numbers 136
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The Legend
of Zelda

NES » 1987

How many lifelong gamers
did Shigeru Miyamoto’s
masterpiece create? How
many developers — many of them
legends in their own right - cite
The Legend of Zelda as a beloved
inspiration? It's difficult to over-
state its impact on the development
of video games as entertainment,
art, and cultural phenomena. On a
mechanical level, very few games
to this date can claim such a per-
fect fusion of elements as diverse
as exploration, collection, puzzle
solving, combat, and storytelling.
From a right-brain perspective, few
works capture the transcendent
spirit of whimsy and adventure that
The Legend of Zelda effortlessly
expresses. Ahead of its time by
years if not decades, Zelda is
responsible for significant chunks
of design that we take for granted
in nearly every genre. We all owe a
great debt as gamers to Miyamoto
and everyone else at Nintendo who
made this title possible. The
Legend of Zelda is no less than the
greatest game of all time.
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B b Miyamoto's definitive classic founded the side-
0 scrolling platformer as we know it, solidified
W Nintendo as the benchmark in home gaming, drew
millions of players into video games for the first time, and
established the moustachioed plumber as an international
icon. It remains a monument to brilliant design and fun
gameplay. Through eight varied worlds, Mario and Luigi
leapt and sprinted their way to rescue the princess. Small
variations from level to level provided a sense of wonder
and exploration, from watery oceans and warp pipes to
darkened nights and concealed vines.
A steady progression of difficulty taught
the fundamentals of the game without
ever saying a word, and then ratcheted
up the intensity with each passing stage.

48

“Perfect” is a slippery concept. Time and technol-
ogy move on, making it hard to compare the leg-
ends of yesterday with the state-of-the-art games
of today. Still, if a game could be considered ageless, it’s
Tetris. While it's been re-released for every game system
and gadget imaginable, the core gameplay remains identical
to the very first version created by Alexey Pajitnov on an
Elektronika 60 computer in 1984. Think about it. From an
obscure monochrome Soviet computer to the iPhone, Tetris’
simple formula of falling blocks remains as addictive as
ever - all without any fundamental change to the basic
design. It's also bewitched nearly every kind of gamer, from
the most casual to the most hardcore. That’s the kind of
staying power that makes Tetris an easy pick for the third
spot on our list. When we do this again in another 200
issues, it will still be here, and we’ll still be playing.

b




Grand Theft Auto III

PSZ 2001

No one left a bigger innovative footprint
during the PlayStation 2 generation than
@8 Rockstar Games. Grand Theft Auto III
changed the gaming landscape forever with its
immersive open world sandbox that let gamers
wreak havoc on a level previously unimagined.
Blending elements of driving and third-person
action games, the nonlinear format encouraged
gamers to freely explore Liberty City and toy with its
foul-mouthed citizens. With a reckless police force
ready to chase you down at a moment’s notice, the
crowning achievement of playing GTA III wasn’t fin-
ishing the smartly scripted story, it was creating
enough mayhem to get a six star wanted level, at
which point the National Guard hunted you down
with tanks and M16s. From copycat games like
Saints Row to the new era of open world sandboxes
demonstrated in Infamous and Crackdown, Grand

Theft Auto III's stamp on game development
is everywhere.

Half-Life 2
PC 2004

With Half-Life 2, Valve redefined the way
first-person shooters were created. Other

W FPS games had great stories (the original
Half-Llfe not least among them), but with Valve’s
masterful mix of character development, pacing,
and set pieces, Half-Life 2 was the first to stand the
test of time. Characters like Alyx, Barney, and Eli
all featured personalities so developed that we
actually started caring about them. With amazingly
moody and intense levels like City 17 and
Ravenholm, Valve crafted an oppressive Orwellian
world the likes of which had never been realized
in a video game before — and has yet to be dupli-
cated. Developers across the world have taken
note, and you should as well.
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Doom
PC e 1993

Id Software’s Wolfenstein 3D threw out
the first pitch when it came to popular-
@ izing the first-person shooter, but Doom

knocked it out of park, giving the genre the Kick
start it needed to rule the gaming landscape two
decades later. Who could forget the first time
they chainsawed a demon or pulled the trigger
on the BFG9000? More important than the awe-
some weapons and setting is the inception of
Internet-enabled deathmatches; legend has it
that Doom co-creator John Romero coined the
term. Opening up John Carmack’s brilliant
engine to the masses started the first wide-
spread modding community, resulting in endless
user content distributed over bulletin board sys-
tems, and providing training grounds for many
of today’s top designers.
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Metroid

NES » 1986

& ) Back when most games progressed In a
'*-‘-=:::f_-.‘,_.1i';§‘ | linear fashion, Metroid came along with

W its giant alien landscape and let players
run in any direction. Super Metroid may have
done everything bigger and flashier, but its NES
brother started the concept of open exploration
in games. Whether it was the first time we got
our hands on the ice beam, the jaw-dropping
reveal that Samus was a woman, or abusing the
power of the Justin Bailey code, the original
Metroid gave us some of our favorite
gaming moments.




S We must part now. : ,‘i-'.: e
My life goes on. TR

But my heart won’t give . - Final Fantasy I1I
you up. SNES - 1994

v ‘ N Each entry in the long-running Final

Fantasy series adds new features, gets pret-
tier graphics, and innovates on the RPG

g o BES genre, but they are all chasing the glory of Final
i i Fantasy III. This installment (also known as Final
i 1 - - Fantasy VI) perfected the 2D role-playing game. An
e o - amazing cast of characters with unique abilities gave
. ~- - __ Dbattles unprecedented depth, the soundtrack set a
; -&.' B b b b 1 g - new standard in video game music, and just when
N\ 'fl you thought the story was getting predictable, the

| | whole world got destroyed. Packed with legendary

l o ' Vpas moments like the opera house sequence, flying a
Mode-7 airship, and confronting an angelic lunatic

i jester, Final Fantasy III was the best role-playing
game of its day — and no one has topped it yet.
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Super Mario Bros. 3
NES + 1990 u

Super Mario Bros. 3 was an instant hit.
& Nearly 20 years later it’s no surprise the

game has sold more than one million units
on the Wii Virtual Console alone. The unforgettable
level design is still the blueprint for modern-day 2D
platformers. Minigames were introduced to earn
power-ups, a feature still seen in Mario titles today.
The game’s signature power-up, the Super Leaf,
modeled the moustachioed plumber as a raccoon
and propelled him above clouds to find the game’s
hidden treasures. With addictive platforming, color-
ful foes, multiple costume changes, and a bevy of
worto 1T A A A XA AL 7 secrets to uncover for added replay value, SMB 3 is a

MU 0002600 G&I—S ' game with incredible lasting power that we won't

soon forget.
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Ms. Pac-Man

Arcade ¢ 1981

Sometimes a great game takes
months and months of hard
work from a team of hundreds

of specialized people, and sometimes a
great game is simply made by mod-
ding a pre-existing one. When two MIT
students first created a bootleg hack of
Pac-Man, who knew they were helping
create such an iconic symbol for girl
power? With multiple maze layouts,
speedier gameplay, and improved
ghost Al, Ms. Pac-Man trumped her
male counterpart in nearly every way.
Since Ms. Pac-Man cabinets can still
be found in bars, restaurants, and col-
lege campuses across the country, it's
hard to argue against its lasting
cultural relevance.
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World of Warcraft
PC » 2004

World of Warcraft may be the most successful clone
& ever. For all its refinement and polish, Blizzard's

MMO was created by EverQuest fans to do every-
thing that EverQuest did, but better. Thankfully, "better”
meant a number of huge improvements to questing, Ul, and
solo play. Blizzard also used its expertise in creating drool-
worthy loot from the Diablo series to cement WoW's addic-
tive nature. Additions to the game from the Burning Crusade
and Wrath of the Lich King expansions have helped the
player base continue its steady rise while allowing Blizzard
to expand the genre through narrative-driven questlines and
user-friendly raiding. Many gamers have five years of WoW
time under their belts and still aren’t ready to stop. How
many other games can claim as much?




The Legend of Zelda:
A Link to the Past

SNES 1992

¢, b The original Zelda had a tremendous impact on

‘% gaming, but the franchise’s SNES debut polished

WE | and improved upon its core elements to a degree
few could have expected. Link still scoured dungeons for
keys, bested giant bosses, and saved the girl, but it was
done on a much larger scale than the original. The over-
world was bigger and littered with countless secrets, the
visuals were stunning, and the alternate Dark World
introduced an element of gameplay not seen before in
the series. Thankfully, gamers had access to an arsenal
of fun weapons and gadgets to help them on their quest
to defeat Ganon. A sure-fire sign of a great game is its
ability to stand the test of time, and Link to the Past
remains a blast today.

Super Mario 64
N64 » 1996

. ). After a decade of defining 2D platformers, Mario
%' leapt into 3D as if he was simply hopping over

¥ another sluggish goomba. Super Mario 64 was
the first time players were transported to a fully realized
3D world. All the elements that made the previous games
fun were still intact. The platforming was challenging,
the worlds were creative and varied, and the multifac-
eted gameplay captivated gamers to the very end. Koopa
troopas, piranha plants, and countless other classic char-
acters also made the transition, including a gargantuan
Bowser that finally fit the role of gaming’s biggest villain.
Only "I always getta da shaft!” Luigi was missing from
this groundbreaking title.
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Call of Duty 4:

Modern Warfare
PS3, 360, PC « 2007

Modern Warfare left a crater in the

gaming landscape large enough to

unseat the Halo juggernaut as the most-
played game on Xbox Live. The multiplayer won
over the hardcore with its best-in-class controls,
addictive level progression, creative game
modes, and customizable weapon loadouts. As
great as the multiplayer is, the watercooler
moments took place in the balls-to-the-wall
single-player campaign. The sniper mission,
the nuclear blast, the AC130 - Modern Warfare's
frantic action set pieces created a new high bar
for craftsmanship in video games.

Punch-Out!!
NES » 1987

. It's bizarre in retrospect, but Mike
Tyson was the star of a first-party

Nintendo game. Before the controversy,
Iron Mike starred in one of the most
charming games ever made. Punch-Out
took boxing far beyond reality to a place
where odd, semi-magical cartoon charac-
ters exchanged blows with a little squirt
named Mac. Punch-Out’s genius lies in
the fact that it wasn't really a sports title;
each boxer’s patterns and timing created
an odd mix of the puzzle and rhythm
genres. By forcing you to crack each
character’s pattern, then pull off the
moves correctly, the game was impossible
to resist. Two decades on, we still remem-
ber how to KO a charging Bald Bull — a
testament to this game’s staying power.

]E; Mike Tyson's

o4
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Calling Chrono Trigger a JRPG is a dis-
service. While it fits nicely into anime
design conventions and features turn-based
battles, this ground-breaking SNES game
also eschews many of the elements that drive
people away from the genre. Between the
lack of random battles and the surprisingly
well-written time-travel story, there’s plenty
here for even those who typically dislike
JRPGs to fall in love with. If the great plot and
fast-paced fights aren’t enough to convince
you, Square also used Chrono Trigger to
Introduce the idea of “new game plus,” open-
Ing the game up to multiple replays in order to
unlock a dozen possible endings.

Metal Gear Solid
PSone * 1998

Prior to Metal Gear Solid’s release in
1998, high-quality cutscenes were
scarce and voice acting was nearly non-
existent. With Snake’s infiltration of Shadow
Moses, gamers got their first glimpse at a
future where games featured production
values nearly on par with big-budget action
blockbusters. This first adventure in the Solid
saga introduced Revolver Ocelot and Liquid
Snake to the Metal Gear universe, along with
the eccentric collection of bosses known as
FOXHOUND. Anyone who has played it
surely has fond memories of sneaking
around in the iconic cardboard box or
Psycho Mantis moving their DualShock

via telekinesis.
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Resident Evil 4
GameCube » 2005

Influential video game series are driven into the dirt reqularly, but rarely
does a game rise like a phoenix from those ashes like Resident Evil 4. This
former GameCube exclusive reinvented the series that popularized the sur-
vival horror genre and simultaneously introduced a fresh third-person shooting
mechanic still seen in many games today. Cutting fat from the original RE games,
RE 4 focused on intense shooting and action segments. The tension was amplified
when Capcom traded the shambling, dim-witted zombies for the quick and intelli-
gent Las Plagas. Resident Evil's Spanish excursion was a far cry from a traditional
Resident Evil game, but the fun it packed completely blasted away any regret over
the franchise’s change in vision.
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The Legend of Zelda: Ocarina of Time A E
N64 + 1998 if B r e N

A massive critical and commercial success, Ocarina of Time became the ;.-r - af T L

standard to which all other action/adventure games were held. Fans of the o Y {2t fo

franchise were enraptured by their first chance to explore Hyrule in 3D. | g mwwqﬁ,, R AAUAALAUAL
The improved graphics also allowed for more complex and creative puzzles - the por e Y _,; B R PR

most notable being those that exploited the time traveling mechanic. New abilities

inherent to a mature Link were balanced by challenges solvable only by the pint- Super Metroid

sized version of the protagonist, resulting in dozens upon dozens of missions and SNES » 1994

sidequests between the alternate existences. Combined with Koji Kondo’s unforget- 55

table melodies, challenging dungeons, inspired boss battles, and an epic finale, few Saie ﬁ;?ﬁ;é'fji‘;f’:ﬂ{ig St
can forget their lengthy and immensely satisfying time in Hyrule. Super Nintendo established a framework that

would inspire franchises from Castlevania to
Shadow Complex. Super Metroid delivered a
perfect storm of upgrades and secrets, and
provided players with an unparalleled free-
dom to explore an entire world of

unearthly curiosities.
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e b 50 | g | e :,_:_'_ In the days of the NES there was no
A ;-%’“’” i finer simultaneous co-op experience
_-:-" ~.“I“

than this. Nothing helped even the odds
against the hordes of Red Falcon like Contra’s
magnificent spread gun, except perhaps the
most famous cheat of all time: the Konami
Code. The average player needed all 30 lives
to make it past the barrage of deadly bullets,
trecherous waterfalls, spiked crushers, mas-
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Galaga
Arcade * 1981

Many people believe Galaxian is the

sequel to Galaga. This is a common
mistake, but it's the other way around.
Galaxian was a fine game, but it didn’t set
the world on fire or steal or quarters like its
superior sequel did. Riding pitch-perfect
intensity from stage to stage, this shooter
put gamers’ skills to the test, and offered a
unique risk/reward element where you
could let an enemy beam away your ship
with the hope that you could intercept it
before it left the screen. If you liberated your
ship, you received its support, meaning
double the firepower. Today, Galaga has
lost none of its luster. This is a timeless
masterpiece that brings out competitive
spirits and reminds us that Space Invaders’
protective shields are for noobs.

Street Fighter II
Arcade * 1991

This is where the fighting

craze began. People crowded

into arcades to watch frenzied
bouts between Street Fighter II's world
warriors, waiting for a turn to demon-
strate their skills and put their quar-
ters on the line. All eight fighters had
a diverse arsenal of special moves that
could be executed in a flash with spe-
cific joystick motions and button
presses. It may not sound revolution-
ary now, but that's because every
fighting game since owes its existence
to Street Fighter II.
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God of War

PS2 « 2005

Kratos redefined the term “epic” in this blood-soaked revenge tale. God
~ of War used context-sensitive button-presses (before they were every-
% | where) to treat gamers to visceral and cinematic Kills, but even the regu-
lar combat was full of gorgeous, fluid action. Swinging his chain blades and
mutilating anything that got in his way, Kratos allowed gamers to unleash their
dark sides through his wanton acts of brutality against beasts and deities alike. ol

BioShock
Xbox 360, PC 2007

A simple request for aid over an old-time

radio signal took on a whole new meaning
in 2007’s atmospheric adventure, and BioShock
catapulted into the status of an instant classic.
Brilliantly paced storytelling, vibrant environ-
ments, and mature philosophical themes
melded to set a new standard in the medium.
Frantic firefights with hulking Big Daddies and
disturbing encounters with vulnerable Little
Sisters framed a powerful and strikingly original
gameplay model. Andrew Ryan'’s dystopian
vision may have been a terribly flawed and mis-
guided dream, but BioShock promised a bright
future for gaming.

Diablo II
PC » 2000

Just one more level. Just one more

weapon upgrade. Just one more legion of
demonic enemies dead at my feet. If you've
ever touched Diablo I, you know this feeling all
too well. We're all addicted to gaming, but it's
rare for a single game to inspire this many
sleepless nights of endless clicking, looting, and
grinding through hell over and over again.




Half-Life
PC » 1998

Half-Life almost didn’t find a publisher
pecause the game was seen as too
ambitious, but a dedicated group of ex-Micro-
soft employees took the concept of a story-
driven FPS filled with puzzles and platforming
elements and delivered on every front. Half-
Life told a mature, subtle narrative about a
theoretical physicist’s harrowed escape from
a secret underground research facility, but
Half-Life’s most notable contribution to the
form was its use of scripted sequences and a
storytelling structure that never took control of
the game away from the player.

Qe Uy
The Elder Scrolls IV: Oblivion

360, PC - 2006

Upon its release, The Elder Scrolls IV: Oblivion redefined the term “next-
gen.” Bethesda’'s masterpiece was a massive world filled with wonders and
magic, allowing players to go anywhere, steal anything, and be as mean or
nice as they wanted. The world really was your oyster (or mud crab). Bethesda also
used the game to experiment with the then-unknown world of DLC and helped
define what it is today.

GoldenEye 007
N64 - 1997

Many 20-somethings neglected mounds
of homework in their junior high years
thanks to Rare’s take on Pierce Brosnan'’s

Tecmo Super Bowl -
NES » 1991

There are sports games, and then there
Is Tecmo Super Bowl, a gaming experi-
ence so pure and addictive that hardcore fans
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Pres !,., ity I “BE " online to this day. The first football game to e ”'fﬂ reputation of movie-to-game adaptations,
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I ;5‘:_* e 1) I . _ I wasalso responsible for several other firsts in T while delivering a rock-solid console FPS
FE o @ et e 4 . . +.. Sportsgames - player attributes, substitu- i . . E experience. Multiplayer kept gamers playing
> i 32 3 tions, editable playbooks, injuries, a season long into the night, and countless fights were
3 . < 1 mode, a Pro Bowl, and stat tracking among B likely started over someone’s jerk friend
&: . i SO -~ | =0 » the most important. N\ picking Oddjob.
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Super Mario Kart

SNES - 1992

Combining wacky
combat racing with ador-
able characters and inventive
tracks was so successful that
Super Mario Kart created a
genre that remains a gaming
stalwart to this day. The design
skillfully walks the tightrope
between “fun for all ages” and
“victory is solely determined
by a die roll” that so many
games of all eras and genres
fail to achieve. Super Mario
Kart is one of the all-time
greats at entrancing a group of
friends on a couch, Mode-7
graphics or no.
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How many games are played competi-
tively more than a decade after their
release? True mastery of StarCraft’s deli-
cately balanced blend of metagame strategy
and twitch skill is an ideal yet to be attained,
there is always a way to improve one’s
game, even for the pros. Like all the great
competitive games — video or analog -
there’s always another layer or a new win-
ning strategy to be found in StarCraft. And
there's always a Korean player online waiting
to crush you with it. '
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Civilization

PC - 1991

Sid Meier’s masterpiece put the turn-
based strategy genre on the map. The
novelty of guiding a culture from the prehis-
toric era to the nuclear age by exploring sur-
roundings, expanding borders, researching
technology, building cities, and warring with
rival nations was an enthralling experience
unlike anything else of its time. Almost two
decades later, the ingenious gameplay still
stands as one of gaming’s

great achievements.

» Hedgehog

_- __ Gensis * 1991
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Sonic the Hedgehog
ran circles around
Mario when he

- N . debuted as Sega’s new mascot,

single-handedly carrying the
Genesis through the early con-
sole wars. The blue blur took
fast-paced platforming and
great stage design to a new
level, topping the experience
off with a polished soundtrack
and robust Robotnik boss
fights. This spry rodent left the
entirety of the early ‘90s chok-
ing on his dust and edgy ‘tude.
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S1imCity

PC « 1989

When SimCity released, kids no longer
wanted to grow up to be astronauts or
sports stars — they were suddenly exclaiming,
“| want to be a city planner!” As designer Will
Wright'’s first big success, SimCity’s intrica-
cies of zoning, traffic control, and budget
management made for an undeniably addic-
tive and entertaining experience. Its popularity
cemented the simulation genre as an industry
staple, and the its design continues to influ-
ence game development today.
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Mega Man 2
NES - 1988

@, ) Mega Man 2 was condensed
53*3;“ perfection of what the classic
i action-platforming franchise
was all about. Eight worlds ruled by
tenacious robot masters such as Air
e Lagin Man and Wood Man awaited challenge-
“” hungry gamers. A polished boss vulner-
S ability cycle allowed knowledgeable
players to fell the myriad nemeses with
ease after you Kkilled that chump Metal
Man. Throw in amazingly catchy music,
a Wily fortress that’s actually fun, and
the faux-twist ending, and you easily

have the best Mega Man game created.
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Halo: Combat

Evolved
Xbox « 2001

The title that made Microsoft a player

In the gaming industry brought count-
less new gamers into the modern era of
shooters. Halo gave Xbox owners a per-
fectly balanced adventure through a brand
new sci-fi universe filled with ancient alien
ruins and a deadly threat to humanity. A
stunning and evocative musical score set
the tone for Master Chief’s adventures, in
which the battles were frenzied and the
enemies ruthlessly efficient. An immacu-
lately tuned multiplayer component set the
standard for that generation of systems,
and millions learned the joy of LAN parties
for the very first time.

cover story 61




top 200

—

EEE(:!&-]:[:F;!-I-I-.IEE ET? : iil ? 1-;'i'.i.?a
S e i s m—

o ] Lt =
] Pl Gt
U emmm— e PSzas
. i =1 -
= el ¥ i |
)
il

- I":l-- :I f
i
s L
& #1 B hE Ly e - &
I e o A
FyE s e

Final Fantasy X
PSZ 2001

b, Final Fantasy X will forever be remembered for set-
| Ui G T s T . ting a new technological bar for the series. FF X's
Resident Evil 2 | W graphics exceeded the standards set by predeces-
e g asnsi Rttt sors and peers alike, making it nearly impossible to forget
PSone * 1998 el T e S D h o e SR ; . g
e R Plaiit o PSR L s A NI R the first time we saw Yuna, a bead of sweat falling from her
started the survival horror e el brow as she stumbled from the Chamber of Fayth. Graphical
craze, but Resident Evil 2 0 e s e prowess, the series debut of voice acting, and the simulta-
showed us how to do it well. As M S TN b R e TS O Y «
the T-virus began to overwhelm ~the hysteria that urnec | neously epicC and nuanced story made FF X the most engag-
Raccoon City, rookie cop Leon AR Al ing and cinematic RPG of its day. Top off the title with
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o ? 0 ek cdle et and players couldn’t help but come back and save the world
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through a second time with a
different character.

Final Fantasy

; Tactics

iy PSone * 1998

Rtk E d When Square brought in

ﬁ.}}fﬁ« the team that created
s ol Tactics Ogre (see entry 199) to
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G ing story that kept us hooked
e was classic Square through
R L and through.
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Grand Theft

Auto IV

PS3, 360 « 2008

Niko Bellic’s bastardized
twist on the American
Dream blew our minds with its
vastly improved combat, intel-
ligently written story, and cha-
otic multiplayer. But the
biggest draw was exploring
the fully realized NYC doppel-
ganger, Liberty City. Hit the
strip club with a friend, watch
Republican Space Rangers on
TV, go on a date to a comedy
club - the options for killing
time between killing criminals
are endless.

Super Mario

World

SNES » 1991

Incredible graphics,
sound, and gameplay
signaled that lightning could
strike twice on Nintendo’s
second home console. Since
players could finally save their
progress, Nintendo crammed
Super Mario World with loads
of content. Many stages had
multiple exits that unlocked
secret paths — most notably
the unusual and challenging
Star Road. And don’t forget
the first appearance of Mario’s
dino pal, Yoshi.
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Deus Ex

PC - 2000

Few settings approach
the cohesion and verisi-
militude of Deus Ex’s near-
future Earth. Fewer still have
the gameplay chops to flesh
out such a world into a
deeply compelling interactive
experience. Each individual
element of Deus Ex could
have been a good game in its
own right, from the stealthy
(and/or explosive, depending
on how you play) first-person
action to the gripping, player-
driven story. Taken as a
whole, the game is an
unquestioned masterpiece.

PS2 « 2005
Who knew the niche
music game market
could ever turn into the behe-
moth industry force it has
become? Neither music
peripherals nor falling gems
were new ideas in 2005, but
Harmonix’s pitch-perfect
implementation of the rock
star fantasy certainly was, and
the crowds poured in. Great
covers of rock classics and an
addictive progression of diffi-
culty made this the title that
showed millions of non-gam-
ers the joys of the hobby. Four
years later, the fundamental
gameplay model remains
largely unchanged.
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Metal Gear Solid 2:
Sons of Liberty

PS2 - 2001

Following up the original Metal
Gear Solid seemed like an
impossible task, but this sequel
honed the stealth/action formula to a
razor-sharp edge. The graphics were
amazing, the boss fights were the epit-
ome of cool, and the storyline took
gamers down the rabbit hole with multi-
ple layers of double-crosses and hidden S
agendas. Once you got over the shock of =
Raiden as the new protagonist, the sur-
prises just kept coming.
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Super Mario
Galaxy

Wii « 2007

Mario’s intergalactic
effort on the Wii deliv-
ered perfect platforming to
hardcore Nintendo fans hungry
for the plumber’s next big
excursion. Between running
upside down on miniature
planets, rocketing through
space toward other stellar
bodies, and flying around as
an adorable bumblebee, Super
Mario Galaxy injected new and
exciting life into a genre which
had collected dust. The game
was so well received that it
spurred Nintendo to announce
Super Mario Galaxy 2 only two
years later.

Pac-Man

Arcade * 1980

One day, Toru Awatani
looked down at a pizza
that had one slice missing. In
that moment, gaming'’s first
icon was born. Pac-Man didn’t
kick off the video game craze;
games like Space Invaders
were there first. However, Pac-
Man gave games something
they’'d never had before: an
identifiable character. The
craze spawned lunch boxes,
T-shirts, and a cartoon series,
paving the way for every game
franchise to come. This
game’s brilliant gameplay
remains as engaging as it was
the day it hit arcades.
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Battlefield 2

PC » 2005

Piggybacking off the
popular Desert Combat
mod for Battlefield 1942,
Battlefield 2 took the already
innovative multiplayer shooter
series to new levels. With the
addition of progressive online
stat broadcasting, item
unlocks, and the squad
system, BF 2 reset the mold
for how multiplayer shooters
are designed. The massive
maps, giant vehicle roster, and
huge community meant that
each match was an epic fight
full of mayhem and destruction
from every direction.
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Star Wars:
Knights of the Old

Republic

Xbox « 2003

Star Wars fans can argue

about which film in the
original trilogy is the best, but
there is no debate regarding
which Star Wars game reigns
supreme: it’s Knights of the
Old Republic. BioWare’s vision
of a galaxy far, far away finally
let players wield the true
power of a Jedi against the
backdrop of a planet-spanning
story with one of the greatest
twists in gaming history. The
Force is strong with this one.
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Ico
PS2 « 2001

Developer Team Ico’s
namesake estab-
lished the artistic
presentation and focused
gameplay for which the studio
is renowned. Players lead
young girl Yorda through
challenging and diverse puz-
zles, all the while fending off
evil shadow beasts. Critically
acclaimed yet commercially
overlooked, Ico’s rich envi-
ronment, memorable charac-
ters, and heart-wrenching
ending still have gamers
mulling over the game.




Uncharted 2: Among Thieves
PS3 2009

», While innovation is great, sometimes it's just a matter
of doing it better than everyone else. Building off of
the success of games like Tomb Raider and Prince of

Persia, Uncharted 2 weaves an adventure tale that would be at
home in any multiplex. With engrossing storytelling, thrilling
platforming, taut gunplay, and inventive multiplayer, it's one
of the greatest action experiences ever created. Thanks to
Naughty Dog’s technical acumen on the PS3, it’s also the

best looking.

DARKSLIDE
1606

=l Tony Hawk's Pro

Skater 2

PSone « 2000

Way before Activision

made the series a
punchline with endless sequels,
the Tony Hawk franchise deliv-
ered revered gameplay that
brought insane skating trick
combos to life. It was like
making magic with your finger-
tips. While the first game in the
series came out of nowhere,
this sequel added depth with
the ability to create your skater
and edit your skate park. It also
took your tricks to a new level
thanks to the ubiquitous combo
stringer, the manual.

SEL A
e, 1 e
LR
Ay
e
1.. : i ; .
'|'|..-..'
A 1";
--\,I j .\-.‘r_ .-‘_JI'.
pi Al
; SR
i g
1 ; & i
i 2w, G,
% T ! 1]
P B 1 -
i - - - B A i
ey g
Lol TR i
2 E L ¥
I..".‘i 1L
B
e eyl o o ——— F
e ALt e AL i .
eoalioa . Jil i
i e Yat L e T e i
I L z'ii“;- g e A i
% |.§" 35? Fj:ll'l"'?"‘-tz{:-‘ ,-‘;%gﬁ?iﬁ:?)} P Iy
fu LI ..---'L':::%*?:F:‘:r '.5 S m.
- W= ol e oraee ol s T
Y e E RO G )
S R e
= 'l'ill i e QHﬁ .”-ﬁ:"- A
S iﬁ AT
A g A
-'n‘i:'?; .'r."-wl_:li.'lfr‘n".-ii'l' L
FEELEEs S DS Gl Rk =
B

1
| y
Ll
[ A
5y
= =
1
- __'.. n
| ir
P i
. 1§ L 5
i,
& ol &
. .-I.
- e
=y - -
= I o
B | i~
1
1
g
I--l. L
-] .
-ty
- H

60

= T
i I
: e e
i — e
S —— : Ay !
) S

L 1
i
........

i’
D W DN DO MRS EE R raianl ool e
RO T T TR TN O 1T

Arkanoid

Arcade ¢ 1986

Taito lifted the basics from

Atan’s Breakout, but it
added plenty in return. Every
level had a new pattern of
destructible blocks, each bring-
iIng players closer to the Easter
Island head-inspired boss,
DOH. Thankfully, the players’
paddle could earn offensive
capabilities, giving them some-
thing to do as they waited for
their block-smashing ball to
bounce back. Arkanoid was
simple, effective, and
ultimately addicting.
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2@ The Legend of
Zelda: Link's

Awakening
Game Boy * 1993

Link’s first handheld G T N R

adventure showed that
size didn’t matter, at least when
it came to Nintendo's beloved
series. Filled with lighthearted o
characters and situations — an At

early sidequest required Linkto &8 "'_; "jl':':

find a bow for a Chain Chomp's
head - the story contained
enough melancholy to stick with
players long after their four AA
batteries ran out of juice.
There’s a reason that people still
talk about it more than 15

years later.

Fallout 3

PS3, 360, PC * 2008

W | classics, but when Bethesda

G got a hold of the franchise and
brought it into 3D, they created some-
thing new and powerful. Walking into
a virtual version of a future
Washington D.C. devastated by nuclear
explosions is an experience we’ll never
forget. With tons of sidequests and
hours of quality add-on content, Fallout
3 is also one of the longest and most
satisfying games we’ve ever played.

66
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The Legend of
Zelda: Majora's

Mask

N64 - 2000

Zelda fans often split their

fan allegiance between
Ocarina of Time and Majora’s
Mask, its darker follow up. The
story begins with an ominous
sign of the apocalypse, and an
air of menace hangs over the
entire game. The inventive
Groundhog Day style storytell-
ing allowed Link to revisit char-
acters and change their fate, as
well as engage in one of the
most ingenious trading quests
ever. With this game, there was
more than a princess at stake.
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ZORK 1I: The Great Underaround Empar,
l?fﬂtﬂh interactive fiction - a fan:
5 TOry

cCo right <c) 19841, 1982, 1983, 198-
138§, 986 Infocom, Inc,

All rights reserved.

Z0OR is a registered trademark of
Infocom, Inc.

Release 52  Serial number 87112%
Interpreter 8 UVUersion J

HMest of House

You are standing in an open field w
Of a white house, with a boarded fri
dOoor .

There is a small mailbox here.

>

Zork

PC » 1980

Believe it or not, games
once required players to
use their imaginations. Instead
of displaying fantastic worlds
through the power of com-
puter-generated animation,
Infocom’s text adventures let
players fill in details them-
selves. Fortunately, the sharp
writing and clever puzzles
made the process a blast. It
also taught legions of players
the craft (and importance) of
making maps on graph paper.

Dr. Mario

NES » 1990

While we seriously doubt his credentials are genuine, Dr. Mario’s pre-
scription for fun is above reproach. Beneath the straightforward for-
mula lies frenetic, addictive gameplay that simply refuses to get old. The
charming visuals (viruses have never looked so cute) are topped only by the
funky, unforgettable soundtrack. If Tetris ever had a competitor it was Dr.
Mario; that they were combined for the SNES in ‘94 shows just how valued
this classic puzzler was.

Double Dragon

Arcade * 1987

This ultimate co-op
brawler inspired gamers
(and imitators) for years after
its release. Billy and Jimmy
Lee punched their way
through street thugs, whip-
cracking ladies, and beefy
Abobos to rescue the gut-
punched damsel Marion. No
problem couldn’t be solved by
a knee to the head, barrel to
the face, or toss off a cliff. The
brothers even turn this philos-
ophy on each other in the final
throw down.
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The Sims

S A0]0]0)

Great game concepts can come from the most unlikely places. Who
would want to play a game about living an ordinary life? Just about
everyone, as it turns out. The Sims was a phenomenon, prompting gamers
and non-gamers alike to enter a virtual world to build dream homes, throw
parties, and customize every aspect of their digital lives. Sequels in the
series have continued to build on the formula, but the original Sims deserves
credit for being the title that started it all.

cover story 67




top 200

N - L g - - O
b Nl o
. - Yy B
L .
R Vi AP R U TR ron e W Ve e, el e il = AR

W ey Ao LT, AU TATIR L AT T . s L
~g S RTINS ST TR TRERET
R e NIt SR R T W . . L

68

Y eg
1
15 Tl ™ R
o L o g
Age of Empires
PC « 1997
The later half of the
1990s was the golden

age of real-time strategy, and
Age of Empires is a big part of
why. Slower, more strategy-
focused gameplay than the
‘Crafts and C&Cs of the world
and an unheard of scope dis-
tinguished it from a sea of
competition. AoE’s colorful
and engaging historical setting
beckoned players to explore a
simplified history of warfare
and civilization. This game
showed us that RTS can be
more than a twitchy slugfest,
and we owe developer
Ensemble (R.l.P.) a great debt
for that.
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Mortal Kombat 11

Arcade * 1993

When it was released in
1992, Mortal Kombat
drew more attention for its
over-the-top violence and gore
than for its actual gameplay.
Its sequel expanded even
more on the bloodshed and
dismemberment, but it also
refined the combat signifi-
cantly. Friendships and
Babalities were introduced,
beginning the series’ rapid
slide into outright silliness, but
there was a truly solid fighting
game at its core.
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Tomb Raider

PSone * 1996

Lara Croft’s debut
wowed gamers with cut-
ting edge graphics, ingenious
level design, engaging puzzles,
and an atmospheric
soundtrack. Hands down the
most recognized female face
in gaming, Lara Croft has been
heralded by some as an icon
of strength, and disparaged by
others for her curvaceous phy-
sigue. Even though the fran-
chise has fluctuated in
popularity throughout the
years, the fallout from Tomb
Raider’s stunning debut can
still be seen throughout

the industry.
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Super Bomberman

SNES « 1993

Before it became a
genre, “party game” was
synonymous with Super
Bomberman. In fact, Super
Bomberman was often what
created the party in the first
place. If you bought a multitap,
it was for Super Bomberman.
The game has reappeared on
countless platforms thanks to
the endless gratification that
comes from trapping friends in
the middle of a string of
bombs, and laughing mania-
cally as they explode. More
games need that.
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Mario’s Picross

Game Boy * 1995
Mario’s Picross is yet
another example of
Nintendo’s ability to turn a
simple concept into a brilliant

game. First released for the

Game Boy, Picross tasks play-

ers with uncovering pictures by

placing boxes on a grid based

on the numbers on the top and imense difficulty (hello, 6-2)

left side. An ingenious variation ' 10 see where the tale of mys-

on crosswords and Sudoku ~tery, betrayal, and redemp- Command & Conquer

puzzles, it has captivated - - tion MERES 47

gamers for years with this | ~ Mastering wall jumps and the PC « 1995

SR Celpe ey PRI devastating spin slash was The war for Tiberium has been fought for years all over time and space, but it all
mix of art and logic tweaks both S (s elg \AEVA RV (3 ELE started with Westwood’s 1995 real-time strategy trailblazer. Gamers could play as
sides of the brain, resulting in ‘take down the stri " either the Global Defense Initiative or the cult-like Brotherhood of Nod, led by the charis-
one of the classics of the ses and those damn jet- matic Kane. This first entry in the long-running series is credited with popularizing the RTS
puzzle genre. pack ninjas. i | genre, and was the first game of its kind to feature competitive multiplayer.

Kingdom Hearts

PS2 « 2002

- Squaresoft and
Disney Interactive
found a winning

combination in the eyes of
consumers and critics with
Kingdom Hearts. Stunning art
direction united familiar yet
foreign worlds, and Final
Fantasy staples joined iconic
Disney characters in a strug-
gle against darkness. With
addictive and evolving action/
adventure gameplay, Kingdom
Hearts managed to uphold
Disney’s wholesome mantra
while engaging the most
hardcore of gamers.

Final Fantasy II

SNES - 1991

None of the early console

RPGs captured gamers’
imaginations like the adventures
of Cecil and his band of heroic
friends. A huge cast of charac-
ters kept this story of redemp-
tion and love compelling for
hour upon hour of monster slay-
ing goodness. The expansive
game world included everything
from an underground landscape
of stone and lava to a thrilling
conclusion on the moon.
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Super Mario

Bros. 2

NES - 1988

Yeah, yeah, we know that

Super Mario Bros. 2 was
a different game in Japan than
In the West. Even though it was
an odd footnote in Mario’s his-
tory, the unique veggie-tossing
gameplay was a blast. The
action was accompanied by
one of Mario’s best sound-
tracks, too. Mario 2 also intro-
duced Toad and Princess
Peach as playable characters.
Not that anyone ever used
Toad, so players can aim their
thanks (or blame) in its direction.
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Left 4 Dead

PC - 2008

Zombies have appeared in video games in
many forms, but nobody ever nailed the full-
on zombie apocalypse until Valve’s Left 4 Dead.
The intense four-player online co-op experience
utilized a dynamic “Al Director” to adjust the
undead onslaught according to player perfor-
mance. 1oss in memorable char-
acters, an intriguingly sparse
plot, and an online versus
mode, and you had the
penultimate test of mettle
for any zombie-crusader
worth their salt.
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PS2 - 2006

Okami’s jaw-dropping

visuals were a treat.
Players set out on an epic jour-
ney following a stunning white
wolf, Amaterasu, who wielded a
celestial brush that added inter-
esting elements to combat and
exploration. With Legend of
Zelda-style gameplay, a unique
storyline, and water-color art
style, Okami is one of the best
(and most aesthetically pleasing)
PS2 titles of all time.

Shadow of the

Colossus
PS2 « 2005

Anyone who com-

plained about the

emptiness of the
huge world in Shadow of the
Colossus missed the point.
This brilliant follow-up to Ico
placed you in a desolate open
world where your only chal-
lenge was to hunt down 16
giant creatures. Your goal was
to resurrect a female compan-
ion at a temple, but as the
game progressed, things
turned much more sinister.
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Metroid Prime

GameCube « 2002

November 17, 2002 was a big day for
Metroid fans. After an eight-year hiatus,
Nintendo didn’t just give its followers a new
Metroid game — it gave them two. While
Metroid Fusion was far from a disappointment
(see entry 128), Metroid Prime took the series
in a new direction. Those who complained
that Metroid wouldn’t work as a first-person
game quickly shut their mouths when Retro
Studios dropped them in the center of Tallon
IV’'s moody, puzzle-filled world.

Baldur’'s Gate II:

Shadows of Amn

PC « 2000

The best Dungeons & Dragons video

game ever made, BG |l is a sprawling
epic that did nearly as much to explore the
Forgotten Realms as anything R. A. Salvatore
ever wrote. BioWare's first bona fide master-
work takes the best mechanical parts of
D&D - fantastical monsters, world-bending
magics, feuds between warring gods, and
deep tactical combat — and wraps them
around a high fantasy tale more engrossing
than most fantasy novels.

Super Smash Bros. Melee

GameCube * 2001

Although it debuted on the N64,
Nintendo’s mash-up fighter didn’t hit
its stride until it landed on the purple box.
Its frantic pace and layered gameplay was
accessible enough for new fighters while
providing enough depth for tourney-level
play. Featuring a ton of the big N’s most
beloved characters (along with a host of
obscurities), it let players settle the age-old
dispute, “Who would win in a fight? Mario,
Princess Peach, or the Ice Climbers?”

God of War II

PS2 « 2007

God of War |l starts off with a battle
epic enough to make most end
bosses weep with envy. Antihero (and Ares’
replacement) Kratos storms the city of
Rhodes, where he battles its now-animated
colossus. In a fight that spans the length of
the entire first level, Kratos systematically
dismantles the beast, gouging out its eyes,
and slashing its face, before destroying it
from the inside out. And that is just

the beginning.
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Warcrait II:

Tides of Darkness

PC » 1995

It's 2 a.m. and your eyes are bloodshot.
As the chorus of axe throwers beats
down on the puny human outpost, you

smile — just another night playing Warcraft |l
on the PC. Blizzard’s follow up to its debut
RTS was so good that it’s still played by many
today. With a huge roster of units and deep
upgrading options, gamers around the world
logged countless battles and chopped end-
less amounts of trees. A later update also
introduced the world to Battle.net, one of the
first services dedicated to multiplayer gaming.

The Legend
Twilight Princess

Wii » 2006

Twilight Princess doesn’t always get the
respect it deserves because it's very
much like a next-gen version of Ocarina of
Time. That said, who wouldn’t want more
Ocarina of Time, especially when it’s this pol-
iIshed and fun? Serving as our introduction to
Nintendo’s new Wii motion controls, Twilight
Princess proved right off the bat that hardcore
standbys could be successfully translated to
this new method of control.
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Ratchet & Clank:

Up Your Arsenal

PS2 - 2004

Insomniac brought the
platformer into the
modern era with the Ratchet &
Clank franchise, and Up Your
Arsenal remains its master-
piece. By combining a host of
imaginative weapons and
powerful gadgets, the game
offered as much depth as
more adult-oriented titles. It
also brought a huge variety of
gameplay, incorporating space
flight, old-school 2D levels, the
hilarious Godzilla-inspired
“Giant Clank” segments, and
robust multiplayer. Tying it all

Medal of Honor:

Allied Assault

PC » 2002

Thank Allied Assault for
the endless stream of
World War Il shooters publish-
ers shove down our throats
every year. Inspired by Saving
Private Ryan, the cinematic
infantry combat game won
over players with its recreation
of the film’s Omaha Beach
landing mission. Allied Assault
also served as the proving
ground for Vince Campella,
Jason West, and Grant

Collier - the trio that went on
to form Call of Duty developer
Infinity Ward.

together was an inspired story
written with a light
comic touch.
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Silent Hill 2
PS2 + 2001

A dead woman mails her wid-
owed husband a letter from the
mysterious town of Silent Hill.
This premise set the tone for the eerie
return to Konami’s frightening survival
horror series. Silent Hill 2 deserves a
spot on this list for the debut of iconic
horror game villain Pyramid Head alone.
The tension created by wandering aim-
lessly through James’ tortured memories
for hours amidst falling snow and maca-
bre mannequins never dulled. Silent Hill

2 set the bar for psychologically % " f oy’
" - - f-'f.' ?H ’i ; ": ':
terrifying gaming. Sy, A
L I B
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Skies of Arcadia

Dreamcast » 2000

Skies of Arcadia offered
RPG fans an intriguing
storyline that followed a ragtag
group of pirates across the
lush world of Arcadia through
land and sky. Players fought
battles on foot and at the helm
of an airship, taking down
enemy aircraft and colossal
bosses. Critically acclaimed as
one of the greatest RPGs of its
time, Skies will be remem-
bered by Dreamcast owners
as a breath of fresh air for

the genre.

The Legend
of Zelda:

Wind Waker

GameCube ¢ 2003

Of all of the Zelda

releases, this one is the
most polarizing. Some people
condemn the sailing as the
series’ worst gameplay
mechanic. Others praise it as
one of its greatest. Moreover,
some people hate the shaded
visuals. Others view them as a
work of art. No matter which
side of the fence you fall on,
it’s hard to argue about the
adventure itself. The dungeons
are remarkably designed, and
the final blow Link lands on
Ganon is one of the top “Hell
yeah!” moments in all
of gaming.




Counter-Stnke
o PC ¢ 1999

Caunter—-Strﬂ:e was nne af the fn'st

.examples of a mod hecﬁmmg more

b __ popular than the game from which it

- ' "_sprouted This intense online expenence-f.:_;f
- is stﬂl bemg played hy many today "

Sonic the
Hedgehog 2

Genesis * 1992

Releasing only a year after

the debut of Sega's new
mascot, Sonic 2 bested its pre-
decessor in almost every way. A
more vibrant color palette, the
cute second player Tails, and
streamlined level design made
certain the cartridge would
remain firmly lodged in the
Genesis for years to come. The
introduction of Super Sonic also
made collecting all the chaos
emeralds littered amongst the
awesome faux-3D special
stages well worth your trouble.
This is Sonic perfected.

Portal

PC, 360 « 2007

It's easy: You make two

portals, and anything that
goes through one comes out
the other. The deceptively
simple premise of Portal trans-
lates into a gauntlet of devious
and mind-bending challenges
that players must complete
under the gaze of a deranged Al
named GLaDOS. In addition to
a warped and refreshing take
on puzzle-solving, Portal intro-
duced a few bizarre phrases
(“the cake is a lie”) that gamers
now exchange knowingly like
secret handshakes.
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Heroes of Might & Magic III

PC - 1999

The unique style of turn-based strategy found
in Heroes of Might & Magic Il blended explora-
tion and battle into a highly addictive formula
that became a cornerstone for later entries and
imitators that followed.
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Batman: Arkham Asylum

PS3, 360 « 2009

&' Arkham Asylum is the first Batman game that truly understands

{

the caped crusader. He’s a detective, a gadget guru, and a martial
arts expert. Along with three unforgettable confrontations with -
Scarecrow, the asylum itself emerges as one of this game’s crowning
achievements. Similar to Bioshock’s Rapture, the asylum is instrumental

in setting the tone and keeping the player in a state of awe.

System Shock 2

PC - 1999

Before Ken Levine created the underwater city
of Rapture, he sowed the seeds of its ingenu-
ity aboard the spaceship Von Braun. Fusing
the first-person shooter with role-playing
elements in an immersive sci-fi horror environ-
ment, System Shock 2’s tale of artificial intel-
ligence gone awry served as the foundation for
BioShock’s creation years later.

Resident Evil

PSone ¢« 1996

Horror games come and go, but Resident

Evil left such an impact on the industry that it
created the survival horror genre. It's hard to
look back fondly on RE’s tank controls, but
exploring its zombie-inhabited mansion was a
well-paced fright.

Gears of War

360« 2006

Gears of War exploded into the consciousness
of gamers worldwide in a shower of blood and
gore, kicking off a co-op renaissance in the
process. The unyielding action, visceral combat,
and fine-tuned cover mechanics made for one
of the most intense titles in shooter history.
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Metal Gear Solid 4:

Guns of the Patriots

PS3 « 2008

MGS 4 is a dream for fans of tactical espionage
action. This entry closes the book on the story
of Solid Snake, but the legendary soldier is sent
off in style with revamped mechanics and the
astounding (and lengthy) cutscenes that provide
answers to all of the series’ burning questions.

Crash Bandicoot: Warped

PSone * 1998

Crash Bandicoot blended 2D and 3D platform-
ing in a way that combined the best of the
genre’s past and future. In doing so, Crash
helped establish Sony’'s PSone as a legitimate
console. Warped is Crash’s best work, and ably
demonstrates the craft and polish Naughty Dog
would bring to later series like Uncharted.

Halo 2

Xbox « 2004

The original made Microsoft a player in gaming,
but the sequel made Xbox Live the online ser-
vice to beat. Alone or with a co-op partner at
your side, Halo 2 was filled with water cooler
moments like an orbital ride aboard a ticking
bomb and the revelation of a new and surprising
protagonist halfway through the game.



Tetris Attack

SNES » 1996

While the name may be misleading because
the game barely even references the classic
puzzle title, Tetris Attack could make even
the most quiet and reserved friends turn into
smack-talking competition freaks.

Final Fantasy XII

PS2 « 2006

A tale of political intrigue surrounding a deli-
cate armistice between continent-spanning
empires, FF Xll is a welcome break from the
classic heroic journey that so many RPGs rely
on as a backbone. Its gambit system shat-
tered expectations, greatly rewarding those
who put the time into mastering its nuances.

Sid Meier’s Alpha Centauri

PC - 1998

Taking the Civilization formula into space and
adding customizable units, alien lifeforms,
and much greater factional diversity was such
a great idea (by Brian Reynolds, despite the
game'’s title) that Alpha Centauri still has fans
who argue it’s the best Civ-esque title ever.

Command & Conquer:

Red Alert
PC » 1996

Advance Wars
GBA - 2001

Fallout
PC - 1997
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Mega Man X

SNES « 1994
This futuristic offshoot ushered the franchise

into the 16-bit era and came into its own, sport-
ing around the same number of entries as Mega

Man proper. New mobility options like dash
movements and wall slides, plus new armor
options, helped X make an impressive debut.
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Lemmings
PC - 1991

Panzer Dragoon Saga

Saturn - 1998

With its distinct fantasy setting, unique art
style, and original combat system that let
players fly around their opponents, Saga is
widely considered the best Saturn game ever
made, which only makes us wonder why
Sega has let this series collect dust.

&
e
L L .\_t L

; ] E ., i
= FTTTTTEYTT T . __*1' e
- v - -l s e
o 1 u
N

Warlords
Arcade * 1980

Shadowrun
SNES « 1993

Twisted Metal 2

PSone * 1996

Vehicular mayhem has never been as chaotic
or fun as it was in this car combat classic.
Opening up a whole new section of the Paris
level by blowing up the Eiffel Tower is still
one of the most memorable moments in the
series.

Oddworld: Abe’s Oddysee
PSone * 1997

Metroid Fusion
GBA « 2002

Homeworld
PC » 1999

Al ,
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Kingdom Hearts II
PS2 « 2006

Kingdom Hearts Il successfully abolished
platforming in favor of unadulterated action.
The sequel also fruitfully retained the trade-
mark themes of friendship and self-discovery
so endearing to fans. Due to the carefully
crafted sequel, Kingdom Hearts has flour-
ished in popularity and remains one of Square
Enix’s most adored franchises to date.

Pilotwings

SNES » 1991

One of the early examples of the Mode-7
tech, Pilotwings let players earn their wings
in smoothly scrolling and scaling landscapes.
The variety of aircraft and challenges made it
easy to look past how suspiciously flat every-
thing was.

Quake II

PC « 1997

While the first Quake was a revolution in 3D
games, the follow-up did the same for com-
petitive online multiplayer. The new features
were so popular that developer id Software
dedicated the next game in the series
exclusively to online multiplayer.

Star Wars Jedi Knight:

Dark Forces II
PC » 1997

om0 O O
g e &
Final Fight

Arcade * 1989

Haggar, Cody, and Guy had their work cut out
for them beating down the most diverse street
gang known to man including urban cowboys,
Andre the Giant wannabes, and a wheelchair-
bound, crossbow-toting millionaire.

Star Fox
SNES » 1993

Madden NFL ‘99

PlayStation, N64, PC « 1989

Madden NFL 99 saw the introduction of two
Madden institutions — franchise mode and 3D
modeling. Back then Sony’s GameDay was still
a going concern, but this version of Madden
pulled away from the competition and never
looked back.

Call of Duty 2

360, PC » 2005

Cinematic set piece moments, polished next-
generation graphics, and riveting multiplayer
made Call of Duty 2 not only a great PC game,
but an early destination for multiplayer fans
eager to test the Xbox 360’s revamped Live.

Wolfenstein 3D
PC e+ 1992
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Diablo

PC » 1996

Civilization IV
PC * 2005

Maniac Mansion:

Day of the Tentacle
PC+ 1993

Assassin’s Creed
PS3, 360 « 2007

Burnout 3: Takedown
PS2, Xbox « 2004

Unreal Tournament 2004
PC « 2004

Power Stone 2
Dreamcast » 2000

Super Castlevania IV

SNES « 1991

Spinning stages, screen-filling bosses, and one
of the best soundtracks to ever grace a video
game made Super Castlevania IV one of the
finest 16-bit action/platformers. Purists laud its
devotion to perfecting the formula created by
the 8-bit original, and the creativity in the level
and enemy design cannot be denied.
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Warcraft III: Reign of Chaos
PC + 2002
ActRaiser
SNES « 1991

Xbox » 2004

Fable isn’t the first game to explore the concept of players shaping

their standing in the world, but it is the first to truly grasp what this
experience could entail. Depending on their mood or interpretation of a
situation, players can shift between being good, bad, or neutral.

Xenosaga Episode I:

Der Wille zur Macht
PS2 « 2003

Asteroids

Arcade * 1979

Asteroids’ crisp vector graphics were perfect

for the outer space setting, creating a distant
and sterile look. Slamsming into a rocky fragment
taught more about the perils of momentum than
a day spent in a physics classroom.

LittleBigPlanet
PS3 + 2008

Crackdown
360 « 2007

Gauntlet

Arcade * 1985

Gauntlet taught us an invaluable lesson: Don't
shoot food! It also taught us that four-player
hack-and-slash arcade games are the perfect
activity when friends are involved.

Devil May Cry

PS2 -« 2001

158

160

Pong

Arcade * 1972

In the beginning there was Pong. This is gaming
In Its purest form — just two paddles and a
pouncing ball. That simple design was enough
to launch gaming as an international hobby. The
craze may have subsided, but its appeal and
Impact remains to this day.

Battlefield 1942

S pC + 2002

Swedish developer DICE burst onto the
gaming scene with this multiplayer trailblazer.
Featuring 64-player battles, character classes,
vehicular combat, and an ingenious new
Conquest mode that stressed teamwork,
Battlefield 1942 changed the online multiplayer
landscape forever.

Thief

PC - 1998

Created by industry luminaries such as Warren
Spector, Ken Levine, and Harvey Smith, Thief
was a revelation for the stealth action genre.
Making brilliant use of sound and shadows, the
game gave players a host of options to take out
the uncannily smart enemies.
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Geometry Wars: Retro

Evolved

360 « 2005

Xbox Live Arcade’s first hit, this game's silky
smooth framerate, intuitive dual-analog control,
and relentless enemy assaults come together to
create the ultimate modern day shooter.

Far Cry

PC - 2004

Robotron: 2084
Arcade * 1982

X-COM: UFO Defense

PC + 1993

Defending the Earth from an apocalyptic alien
invasion isn’t so easy with assault rifles and
fighter jets. It's a good thing that X-COM incor-
porates researching stolen alien technology,
upgrading your bases, and developing your
grunt soldiers into elite warriors via experience.
Brilliant turn-based tactical squad combat is just
the start of things with X-COM.

Peggle
PC - 2007

PC » 1992

10ce

King's Quest VI

Doom Il
PC » 1994

Tempest 2000

Jaguar * 1994

Braid

360 « 2008

Terms like existential and postmodern were
rarely applied to games until Braid. The game’s
philosophically complex storytelling and time-
twisting puzzles are spare and ingenious — a
study in clever, efficient design and joyous
“aha” moments.

Ridge Racer
PSone ¢ 1995

Bully

PS2 « 2006

With Bully, Rockstar showed that it could work
its open-world magic in a less adult setting. The
mix of Wes Anderson sensibilities and middle
school mischief left us eager for a second term.

Ikaruga
GameCube * 2006

N The crown jewel of Sierra’s adventures, King’s Quest VI's clever
puzzles and gorgeous areas make it fun to explore, and the sup-
porting cast (which includes a malevolent genie and the Lord of the Dead)
lend it an unforgettable charm that holds up even today.

179

181

Lode Runner

Apple 11 » 1983

Lode Runner combined platforming

and puzzles to create an absorping
title wonderful in its simplicity. Whether you
were making your own levels or just tun-
neling into them to escape enemies, Lode
Runner’s gameplay inspired freedom and
creativity with just a few commands.

Gunstar Heroes
Genesis * 1993

Dig Dug

Arcade * 1982

Dig Dug had everything an ‘80s arcade junkie
could desire, boasting freeform subterranean
excavation, dragons, and brutal murder-by-air
pump. Many a greasy quarter was spent on this
classic in dirty pizza parlors.

Castlevania
NES - 1988

Tekken 3
Arcade * 1997

Phoenix Wright:

Ace Attorney
Nintendo DS « 2005

NBA Jam

Tournament Edition
Arcade * 1993

Max Payne
PC * 2001

Call of Duty:

Modern Warfare 2

PS3, 360, PC - 2009

Doing what Call of Duty does best — huge set
piece sequences — and making them co-0p Is
an impressive feat. Tack on the single-player
campaign’s inclusion of one of the most power-
ful and controversial moments in gaming, plus
greatly expanded multiplayer progression, and
MW 2 is a brilliant iteration of a great formula.



Samurai Shodown
Neo Geo » 1993

NFL 2K5

PS2, Xbox » 2004

Some consider NFL 2K5 the best football
game ever. Visual Concepts’ NFL swan song
was a masterpiece that in some ways rival
Madden is still trying to beat. Its presenta-
tion was top-notch, animations superb, and
it even offered amenities like The Crib and
custom stadium music.

Vagrant Story

PSone * 2000

Vagrant Story was more than just a dungeon
crawler. The game masterfully combined
real-time and turn-based combat, magic,
and weapon and enemy affinities to produce
an engrossing experience that’s a cut above
most Japanese RPGs.

Super Mario World 2:

Yoshi's Island

SNES « 1995

Despite being released when most of the
gaming world’s eye was on the newer 32-bit
systems, this Yoshi-centric sequel lived up to
its pedigree. Many gamers have Baby Mario’s
shrill cries stuck in their heads to this day.

Marble Madness
Arcade * 1984

Infamous
PS3 + 2009

Planescape: Torment

PC » 1999

Torment allowed players to ally with or antag-
onize many factions, develop talents in mul-
tiple areas of expertise, and influence the plot
to an unheard-of degree for 1999. Immortal
protagonist The Nameless One, despite his
amnesia, Is still one of the most complex and
interesting main characters ever.

Kid Icarus
NES + 1986

The Chronicles Of Riddick:

Escape From Butcher Bay
Xbox « 2004

Metal Gear Solid 3:

Snake Eater
PS2 » 2004

Eternal Darkness:
Sanity’s Requiem
GameCube * 2002

Marvel vs. Capcom 2
Dreamcast « 2002

Ultima
PC - 1981

Call of Duty

PC - 2003

After leaving EA, the team responsible for
Medal of Honor: Allied Assault formed Infinity
Ward and released Call of Duty, an unrelenting
war experience that set the new high bar for
World War Il games with its army of computer-
controlled allies fighting alongside players
across the European Theater.

NHL 09
PS3, 360 * 2008

Splinter Cell: Pandora

Tomorrow
Xbox » 2004

Tactics Ogre

PSone « 1997

This strategy/RPG rarity laid the ground-
work for much of the genre’s future with
its challenging but rewarding battles, deep
character customization, and epic player-
determined storyline.
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FROM THE ARCHIVES: - % 7
“If you buy just one PC

“It’s a feast for the eyes

. it’s Allied Assault.” “There is almost
wg;?)t ;;?;2’ (I;lgjl:]T:]rai‘Le:ag][at — Medal of Honor: Allied Assault review

? nothing negative to
February 2002
sit alongside Andy Warhol

game in your life, make sure

say about this game.”

. — (Gears of War review,

and Claude Monet In December 2006

an art gallery.”
— Viewtiful Joe review, October 2003
_— “There are no flaws in
“This is one of the best Resident Evil 4.”

MMOs yet released.” — Resident Evil 4 review,
— Age of Conan review, August 2008 March 2005

“It seems likely that
Enter the Matrix will eclipse -
the success of the motion picture

Too Bad

“Sam [Fisher] is easily
— Resistance; Fall of Man review, December 2006

“| would rather delay
the most complex a game to make
: - " | ing.” it’ e
universe it extends from. c'_‘;;ﬁgg”:";'ar?d??mm%m . sure it’s gl|10t:dl ?ho
— Enter the Matrix cover story, December 2002 May 200 l matter wnat. In the

end, | would rather
be known for delays

“ than bad games.”
[UWE] BO"! [Mark] Ntman! ana — Silicon Knights’ Denis Dyack,
N——— [Dan] Bates clearly understand January 2007
“LucasFilm invited me  the importance of horror in a
_‘ to visit Skywalker Ranch, zombie flick.”
S T view a slew of L_lpcoming — “The Making of The House of the Dead.” “Ag super trgoper Master
KING KONG sl Star Wars material, then July 2002
: talk to the man himself,
“Ubisoft and Peter

Sergeant you take the lead
role in an intergalactic war.”
— Halo review, November 2001

George Lucas. Of course,
ilacl;‘son art?l about | cannot divulge any
0 change the way  details as to what took
you think about  pjace, but | can say that Everyone Makes
movie licensed the future of Star Wars
games forever.”

absolutely rocks.”
— King Kong cover story,

— Reiner, editor blurb,
August 2005 September 2001

“The Revolution

uses a touch screen
as its controller”

— Connect, April 2005
“Game Informer has a hunch that

[the next GTA] will take place in Las Vegas

. “What Xbox needs is a slew of high-profile ~ "According to an Infogrames
Grand Theft Auto: Sin City, anyone? We ain’t  games that console gamers will die for, press release, [Terminator 3}
braggin, but remember that we did guess since | don’t think Dead or Alive 3 or Halo

Vice City before it was announced...”

will be ‘one of the most popular
(though amazing titles) will be enough.” movies of all time.™
— News, January 2004 — Andy, Letter from the Editor, September 2001

— Data File, September 2002
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ake Me Higher

“Rumors in Japan point to the [PS3]
debuting at the initial price of previous
PlayStations: 39,800 yen ($368), but that
cannot be confirmed.”

— Connect, July 2005

“Financial analysts at Merrill Lynch
Japan are estimating that Sony’s PS3
will debut for $399 — $100 more than the
believed retail price of the Xbox 360.”

— Loose Talk, September 2005

“Sony is keenly watching how the
Xbox 360’s launch goes with consumers,
and will use it as test marketing to see
how attractive or unattractive a $399
price point is.”

— Connect, October 2005

“Sony has displayed formidable
business acumen in the past, and it’s
hard to believe that the company would
price itself out of the market before

next-gen gaming hits its stride.”
— Dear Gl, May 2006

Five-hundred

U.S. dollars.

and ninety-nine

— Sony’s Kaz Hirai, July 2006

Some Things
Never Change

“Comprised of 90% Hunters and
100% pansies, the Alliance is ‘teh
weaksauce.’ Did you blockheads
know that it isn’t mandatory to
have a naked Night EIf dancing
on every mailbox? It’s true...but
you’d know that if you weren’t

playing on easy mode. /moo”
— 2005 Dorks of the Year, January 2006

On Second
Thought

“We don’t expect Activision to
nickel and dime you for new levels

and clothing [in Tony Hawk].”
— Microsoft’s J Allard, September 2002

“There are going to be all sorts of
transactions online. But the game
developers are ultimately the ones
who are going to decide if they are

going to nickel and dime.”
— J Allard, May 2005

Shady Business

“They had informed workers that
everything would be okay as they
were deleting computer records

in their offices, moving all of their
furniture while in view of the
workers, and trying to scam money
off workers’ insurance henefits
without the acknowledgement of
the employees.”

— Anonymous source on the death of Acclaim,
November 2004

-L-,s;-j;i \ | L;tr w’ﬁ appened In the video game industry since Game Informer’s 100th issue back in August 2001. New consoles have hit the market.

~ Hunc ds of great and terrible games have released to the delight and disgust of gamers everywhere. Classic development houses have

- Closed T.helr doors, and new ones have emerged as the trendsetters of the modern era. Gaming has changed, and we’ve had the pleasure of
watchmg it happen. These excerpts — culled from Game Informer’s last 100 issues — provide a window into the industry’s evolution over the
last e1ght years. So take a stroll down memory lane with analysis, commentary, general weirdness, and (of course) criticism regarding the
gam:es and events that have shaped the current gaming landscape.

“The only good thing concerning
this title is the wedding song
minigame. It’s about the

closest thing to a home release
of G<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>