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Read my column or
comment on this letter at
gameinformer.com/mag or
follow @GI_AndyMc

s we near E3 and the full reveals of the
. next Xbox and the PlayStation 4, we
are at an interesting crossroads. Big
games from big publishers aren’t going away,
but the rise of independent game developers
is pervasive.

In the mobile and PC spaces, small inde-
pendent teams have gone from starving
no-names to cutting-edge developers rolling
in cash overnight thanks to the power of
self-publishing, leaving the old trappings
of big publishers in their wake.

In this issue we offer insight into some of
the mistakes Microsoft has made in courting
these developers with Xbox Live Arcade (p. 16),
and hear Sony’s vision of the future of inde-
pendent game development and how it could
become an important part of the success of
a platform (p. 54).

It is pretty obvious to me that any platform -
be it Wii U, Ouya, iTunes, PSN, Steam, or
Xbox Live - needs the support of the indepen-
dent community to create content to engage
its users. Any company that doesn't open its
doors and its wallet to these developers will
most certainly crash.

While the Microsoft story is incomplete (I'm
sure it will change its approach to indies with
the announcement of the next Xbox), there are
a lot of interesting lessons to be learned as
independent game developers rise in power
and the old-guard publishers learn to navigate,
produce, and promote games in a much
louder software space.

The good news is that all of this change
benefits the player. The more creators there
are, the more likely we will see innovation
in gaming. This means more choice, more
variety, and hopefully more people engaged
in gaming as it continues to grow as an
entertainment medium.

Cheers,

The PlayStation 4 Issue

Sony has pulled back the curtain on its next-generation console,
showing us what we can expect from the new PlayStation and
the next generation of video games. We detail the specs of the
PlayStation 4, hold its prototype controller in our hands, and check
out upcoming games like Knack, Destiny, Killzone: Shadow Fall,
DriveClub, and the next project from Media Molecule. We also
visit Sucker Punch to get an in-depth look at the next entry in the
Infamous franchise with Second Son.
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6 Feedback
This month, readers still
aren’t sure if the editor-in-
chief of our yearly Game
Infarcer issue, Darth Clark,
IS a real person; thank us
for bringing Thief back into
the limelight; and share their
politely worded thoughts
on rumors about the always
online next generation of
video games.

10 Connect
We take a moment to reflect
on recently shuttered pub-
lisher LucasArts’ impressive
library of titles, ask what
happened to Microsoft’s
iIndie presence, and chat
with famed horror director
John Carpenter about
video games.

68 Previews
Grand Theft Auto V
reappears with new informa-
tion on heists and the open
world, and we analyze Metal
Gear Solid V: The Phantom
Pain. We also get some
hands-on time with the new
Deadpool game, shoot some
guns in Battlefield 4, and
beat up some bad guys in
Dragon’s Crown.

Interview: Zynga's Steve Chiang

84 Reviews
When we’re not busy beating
each other up in Injustice:
Gods Among Us, we're
taking breaks to explore
Guacamelee’s gorgeous
world. We also review
Far Cry 3: Blood Dragon,
Battleblock Theatre, and
the update to the cult-hit
Deadly Premonition.

XBLA Exodus

il

100 Game Over
Media Molecule has become
one of Sony’s premiere dev-
elopers with the success of
LittleBigPlanet. With excite-
ment already building around
its next title, Tearaway, we
spoke with the studio’s
director, Siobhan Reddy,
about her history in the
iIndustry and her life outside
of video games.
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feedback@gameinformer.com

This month in Feedback, readers fret over online-only games
and consoles, question why video games have to be so violent,
share their most frustrating video game memories, and revel

in the return of the dastardly Darth Clark.

Out of the Shadows

| just got my April issue in the mail. | couldn’t

believe it when | saw the Thief cover art.

| have always loved the Thief series and |

cannot begin to express how happy | am that

they are making a new game. Your magazine

has made my day, and | now have a game that

| am really looking forward to for next year.
Kristi Kountz

via email

| can’t even begin to tell you how thrilled | was
to see Garrett adorning the cover of your
latest issue. I've been keeping up with what
little Thief 4 news was released over the last
three to four years. Your article was the first
time | was really able to read and learn about
the reboot, and for that | thank you. | just
have one question: Do you have any idea
whether Stephen Russell will be returning to
his role as Garrett? | really can’t picture him
(hear him?) being voiced by anyone else.
Krista Roscovius
via email

This month a lot of readers expressed
excitement at the prospect of slinking
through the shadows with Garrett again.
For better or worse, they’ll have to adjust
to a new voice; Romano Orzari is taking
over the role of Garrett, and was chosen
by Eidos Montreal for his ability to do
stunt work during integrated voice- and
motion-capture sessions.

Killing Creativity
| just finished reading Jeff Cork’s editorial
“Destroy All Humanoids?” (issue 240) and |
can't agree more with what he said about the
industry’s overreliance on violence. While |
do enjoy games like God of War and the new
DMC reboot, | enjoy these games more for
their stories than the violence they contain.
It's tedious to see so many games that just
involve shooting and killing. Where are the
innovative games like Journey or Flower?
How about more colorful and magical games
like Ni No Kuni: Wrath of the White Witch? |
think developers need to grow up and think
outside of their comfort zone.

Stacy Moscariello

via email

| want to thank Jeff Cork for his “Destroy All
Humanoids?” article. Developers and pub-
lishers in the industry hate it when people
write video games off and say they're not art
or a true storytelling medium. Maybe if those
same developers stretched their imagina-
tions a bit and stopped making games that
cater almost exclusively to hormonal teenage
boys, gaming would be taken more seriously.
Developers can create almost anything they
can imagine. It's time to explore new themes
and embrace the unique possibilities that the
medium provides.
Zak T.
via email




The Wait is Over

[ both thank and scorn you for this month’s wonderful Game Infarcer
(issue 240). I have nearly lost my job and my family hardly knows me
after the time I've devoted to organizing the Church of Saint Darth Clark.
Your take on the modern gaming industry strikes a chord that shatters
my funny bone. I look forward to seeing the responses that follow.
Tyler Conilon
via email

“Your April issue had articles on
the fourth installment of Thief,
Assassin’s Creed IV, and the PS4.
April is also the fourth month.
Coincidence?”

Yes.

“Is it awful that the April issue

I love Game Infarcer, but what I love even more are the people who just makes me excited for the
read the articles and fail to see the giant letters at the bottom of the letters section of the May issue?”
page that say "PARODY." Is it bad that I almost enjoy the hate mail Eirst off, I'd like to say that | have great respect A little, but we’ll allow it.
people send in more than Game Infarcer itself? Go Darth Clark! for the magazine. That being said, relay this
b Chance Taylor to Darth Clark: When | read your article “Stop “What's the percentage of
~ T : Enjoying Your Games,” you struck me as a people that can get through all
/\ &, via email cynical a—-hole that feeds off of others’ mis- of Dark Souls with no help?”
- N APRS fortunes. Of course you're supposed to enjoy
NG fif games! | don’t play for my health, a--hole! Is “Jim Reilly” a percentage?

o
,.,_...-.-;.-:.'.*'IF'I'F‘

N

What kind of d--- tries to make everyone an
unloved a--hole like yourself? You know what?
Find a hole and die in it. e
Max Hansen  Neader Gibberish:
via email “| read all the stuff about top
games everyone don't like the
Thank you, Darth, for your invitation to app- pick you make.”
roach video games on a deeper, intellectual
level. | am a 44-year old gamer and have orga-
nized an independent study to revisit my col-
| e | - . g lege major: logic and philosophy. One of the ’lmhm?“
=\ R N LN el + / —% topics | plan to investigate is how video games I IIﬁI*llﬂll."
. : $olk - reveal so much more than just the entertain-
While most readers recognized our satirical sendup of the gaming ment they provide. They are a window toour “| would like you to know that |
industry this year, Darth Clark’s provocative views once again got culture and social world (Darth’s challenge: have an opinion on the PS4.”
the better of some readers. Here’s a sample of the hate mail we m does this game 5;1:“0”" h“T:'"EYm
received - read more at gameinformer.com. require wtﬂ‘de-ﬂ'le-! h;);: mi“,;ingg ¥ m',,; prob-  [uestion of
lems from unexpected perspectives. Some- ﬂ. Month:
times we do need mindless games just to help
You Got Darth Clark’d deserves my thanks and respect because he's  release our stress from the day, but Darth’s What's your favorite video game
When | saw Darth Clark’s “Stop Enjoying Your so much better than everyone else for goingto  article is so relevant to how video games and controller and why?
Games” editorial, | thought his picture alone college and learning about games - is absurd. how we view life can be closely linked.
was a heads-up that he is an ignorant young It was his choice to “give up a normal life” to Barbara Brouillette
kid. But | gave him a chance and read it. be a game journalist. I'm not going to thank via email
Though | respect his opinions, it came off as a him for that - he’s getting paid, that’s enough.
childish rant about how gamers should thank Just because he made a career of it, doesn’t Wait a minute...not only does Barbara seem

-

L

B\
g

| rtwu

him for “his sacrifices.” He speaks as if he's make this pious a--hole any better than the genuinely pleased with Darth Clark’s inflam-
above everyone for being a game journalist. rest of us who play games but have other matory editorial, but her response brings
News flash, buddy: You're not. | usually love respectable careers. up a lot of good points. Now we're just con-
the pieces in Game Informer, but | have to say Alexis Agosto fused - is this how Game Infarcer makes our
that this piece - from someone who apparently viaemail readers feel? Because we don't like it!

(Left) This year at GDC, Andy
saddled up to the bar with 2K
Games' Mike Salmon.

(Top Right) Andy also caught
up with Hit Detection’s Justin
Blankenship, Yahoo Games’
Ben Silverman, and Spike TV's
Jeremy Hoffman.

(Bottom Right) Also in
attendance at GDC: IGN’s
Casey Lynch and consultant
Tom Russo.

continued on page 8

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY
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Gaming Frustrations

B 26% Thief Excitement

W 22% Darth Clark
Hate Mail

B 16% Bored With
Violence in Video Games

M 4% Readers Defending
Charizard as a Dragon
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{Left) Extra Life founder
Jeromy Adams greeted former
Gl intern Jack Gardner, Tim Turi,
and Ben Reeves at Gillette
Children’s Hospital Specialty
Healthcare for their support in
last year’s marathon.

(Right) The mystery surround-
ing who broke Game Informer’s
sign has taken a surprising
twist thanks to this photo-
graphic evidence of Robotoki’s
Robert Bowling and Dan “caught
red-handed” Ryckert.

Get It Off Your Chest

In issue 240, we asked readers to share their most frustrating
gaming experience with us. Countless readers used the opportunity
to vent their anger; our favorite responses are included below.

The most frustrating experience ['ve had with gaming is that I've

been trying to beat The Legend of Zelda: Majora’s Mask since [ was

very young. I'm 16 now and I'm still stuck on the water temple.
Megan Roark

I was playing Dead Space 2 on hardcore mode, which only gives you
three saves for the entire game. I died in a very stupid way around
chapter 12, and [ hadn’t saved for a very, very long time. Something
in me snapped and I couldn’t control myself. My arms were flailing
In anger as I yelled many things that I can’'t remember, and then my
head slammed into the wood on my bunk bed. I fell back into my
chair dizzy and angry at Dead Space 2.

Charlie Wilson

The most frustrating moment ['ve ever experienced was trying to beat
the cursed book in Tales of Symphonia. It’s a multi-level dungeon
with different requirements to pass each level, and a single mistake
can send you back to the beginning. It took my friend and I six hours
to finally beat it, and we were both so frustrated that he threatened
to break the game and pee on it.

Audrey Higginson
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Bungie’s New Destiny

When | read your article on Destiny (issue 240),

| was astonished. Not just by the exciting features

of the game, but the ambition of Bungie as a dev-

eloper. To leave the Halo franchise behind and

begin a project like this shows the determination

and confidence Bungie has in itself to succeed.
Kristi Kountz

via email

| am super pumped for Bungie’s next endeavor.
However, | am concerned with Destiny’s online
requirement. Obviously Bungie has a good
idea of what they’re doing, but if I'm forced to
be online, can someone reassure me that they
will avoid the pitfalls and server issues of the
early weeks of games like Diablo Il and the
new SimCity?

Lucas Harjung

via email

The excitement for Bungie’s reveal of Destiny
was diminished for some of our readers by
the announcement that it’s an always-online
game. While a few readers said they’re willing
to give Bungie the benefit of the doubt, others
called it a deal breaker. For what it's worth,
Bungie has expressed confidence that it can
avoid launch day problems titles like SimCity
have suffered from.

Eighty-Sixing Offline?
What are your thoughts regarding the rumors
of the next Xbox requiring an online connec-
tion to play games? | understand if Microsoft
believes a constant Internet connection should
be commonplace, but doesn’t that leave the
door open for a lot of customer service issues?
| have been an Xbox user for more than a dec-
ade now, but at this point the PS4 is looking
more and more appealing.

Raphael Martines

via email

The rumors that Microsoft’s next console
requires a constant Internet connection
have been reported by multiple sources.
We won’t know for sure until the console
is officially revealed (or even later, as
Microsoft may not want to boast about
such a feature at a press event), but we
doubt you’re the only Xbox fan factoring
that decision into their next-gen purchas-
ing plans. Frankly, we don’t blame you.




WINNER

1 Desiree Becker

Is Koopa Troopa or Yoshi the Vin Diesel of
this situation?

"X

2 Jay Walsh
You can take off the Batman mask, Kratos.
You're not fooling anyone.

3 Tristan Wani
We kinda wish Predator would have killed Alien
before Colonial Marines was allowed to happen.

4 Chris Humphries
Falcon knocks some of Kirby's teeth out.

wait...Kirby has teeth?! Gross.

e Submit your art for a chance to win out monthly prize Please include your name and return address. Entnes become the property of Game Informer and cannat be returned
aend to: Game Informer Reader Art Comtest | 724 First Street North. 3rd Floo Mpls, MN 55401 or Email to: ReaderAnt@agameinformer com

(Left) While checking out
Batman: Arkham Origins, Bryan
and Miller teamed up with WB
Montreal’s Martin Carrier and
Ben Mattes, and WB’s Kehau
Rodenhurst and Kelly Ekins for
a picture with the Dark Knight.
(Right) Afterwards, everyone
had to give Mattes and Bruce
Wayne some alone time.
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Disney Closes LucasArts

hen Disney purchased Lucasfilm last October, the Star Wars film
and merchandising empire was the driving force behind the deal.
LucasArts - the struggling video game publisher that had a long
and proud history with gamers — was naturally an afterthought by
comparison. At the time, Disney chairman and CEO Bob Iger said
LucasArts’ new masters would “look opportunistically at console”

never-released Pirates of the Caribbean: Armada
of the Damned RPG). The sole survivor is Disney
Interactive’s Avalanche Software, which is currently
developing the Skylanders-esque Disney Infinity.

gaming, but likely focus on mobile titles and license out LucasArts’ properties like Star
Wars to other companies. Thus, the writing was on the wall for LucasArts as a video game
developer and publisher the day the deal was signed. Just as the Disney takeover of
Lucasfilm meant the end of George Lucas’ formal involvement in the company he founded,
the deal also meant the end of the games division he created back in 1982.

“After evaluating our position in the games market, we've decided to shift LucasArts
from an internal development to a licensing model, minimizing the company's risk
while achieving a broader portfolio of quality Star Wars games,” read a statement
sent out by Disney after the closure on April 3. “As a result of this change, we've
had layoffs across the organization. We are incredibly appreciative and proud of the
talented teams who have been developing our new titles.”

The end of LucasArts means laying off almost 200 people according to The Wall
Street Journal, and the possible end of games like Star Wars 1313 and Star Wars:
First Assault, which were being developed in-house at LucasArts. However, Disney
isn’t ready to write their epitaphs yet. “Our other unannounced titles are fine,” a
source within LucasArts told us. “It just got to a point where, from a business stand-
point, we couldn’t continue developing those internally and keep up with the direc-
tion that the company was going. We're just looking at different models rather than
internal production. There’s always a possibility that [Star Wars 1313] can still come
out via licensing.”

A source told CNET that first-party development over at Disney Interactive remains
a possibility, but this is by no means a saving grace for these games, as Disney
Interactive has a long history of management troubles and internal studio closures.
Subsidiary Junction Point Studios (the Epic Mickey series) was recently shuttered,
and before that the publisher was in the process of getting out of console games
with the closure of Black Rock Studio (Split/Second) and Propaganda Games (the

“Disney had mixed results with outsourcing,” says
Billy Pidgeon, market research analyst at Game
Changer Research. Pidgeon describes Disney as
being “very risk adverse,” and believes the difficult
matrix for Disney with LucasArts’ properties is decid-
INg how much risk it is willing to accept.

“If they are not willing to take the risk, then they
are going to have to share the risk and share the
profits as well,” he says. Pidgeon thinks that Disney
could have success If it turns to mega-publishers like
Electronic Arts, Ubisoft, or Activision because of these companies’ broad shoulders
and stables of development studios. Disney has already turned to Warner Bros. and
Traveller’s Tales for Lego Marvel Super Heroes, demonstrating the company’s current
appetite for tapping external partners.

Star Wars may be the belle of the ball, but LucasArts’ franchises like Grim Fandango,
Indiana Jones, and Maniac Mansion are also twisting in the wind. We have no way
of knowing what worth Disney has assigned to these series or its desire to see them
live on. Unfortunately, from his perspective, Maniac Mansion mastermind Ron Gilbert
isn’t hopeful about getting the hold of the rights of the games he helped create. “| don't
think this changes my chances for getting the rights to [Monkey Island] back at all,” he
says. “It might make it a tad more likely, but not much.”

Pidgeon agrees that we shouldn’t hold our breath that Disney sells off these fran-
chises. “Disney doesn’t do stuff like that,” he says. “That’s not their modus operandi.
When they get something, they keep it. Once it goes Disney, it doesn’t go back.” Still,
he thinks gamers could still see something from these smaller LucasArts properties if
they were done on a small scale in order to turn a profit.

The closing of LucasArts is unsettling in many regards. While the company did
not always manage its portfolio well, its history with gamers — from X-Wing and
Dark Forces to Full Throttle and Monkey Island - is deep. Disney’s stewardship of
LucasArts’ franchises could prove to be a fruitful next chapter or an ignominious end,
but it will be a fate that LucasArts was never able to realize on its own terms. &
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“Both the costumes and activities
witnessed at the party - we apologize
and agree. It doesn't agree with our
core values as an organization.”

— IGDA executive director Kate Edwards on the controversial
appearance of scantily clad dancers at its party

“Our Shakespeare won't be a teller of tales,
but a crafter of characters. Someone will
 make characters you want in all your games...
as a companion for life...World of Warcraft is

“We can get partway to where
| think we’re capable of going

as a medium by borrowing from going to be here for 20 years, 30 years. What
, | ~ should we do when characters die? Should
other mediums, by studying and we bury them? Or should we pass them on to

‘our descendants? Think of a world where the

stealing from them, but we can best way to know our ancestors is through

only go so far. We need some Wi companions.”

 — Carnegie Me!on Umverszry prafessar Jssse Schell

original ideas, tough problems

solved. You have the opportunity,
even now, 30 years after the
creation of this medium, you
have the opportunity to deter-
mine what it’s going to become,
and change the world.”

— Deux Ex co-creator Warren Spector

“Our audience is leaving us behind. The world is changing, it has already
changed, and we have not been doing a very good job of keeping up.”

— Microsoft Studios narrative designer Tom Abernathy
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With thousands of programmers, animators, and producers in attendance,
the Game Developers Conference is a great place to take the pulse of the industry.
This year, much of the chatter had to do with challenging the game industry to
move out of its comfort zone, whether that be escaping well-worn game design
conventions, embracing more diverse characters, or making the development
culture more inclusive to women. Here are some choice quotes.

"The people who tell you to fight back won't get your
death threats for you. They won’t get your hate mail.

The problem is that...not everyone wants to get gored.”

— Storm8 game designer Elizabeth Sampat on standing up to misogyny
in gamer culture

“We all know divérsity is
good for business. But
to get there, we have
to evolve and promote
a new kind of culture.”

ASES Journey producer Robin Hunicke

“I think we need to get to a point where we
maybe get to writing about characters that are
not so bloodthirsty. It’s up to us as writers to
make a game with more options.”

— Spec Ops: The Line lead writer Walt Williams

connect 13



Barreling Into NEXT-GEN

interview by Matt Bertz

What were your thoughts on the PS4
announcement? It seemed like they came
out of the gate pitching a very developer
friendly system.

Yeah, it was so relieving. It still is a very long
cycle — we were hoping for the usual five-year
kind of thing, so at some point we had no
other choice but to rely on ourselves and our
own vision of what next-gen could be. So, we
did start on high-end PCs a while ago follow-
ing our own vision — connected, immersive,
and social. We were very happy, and then the
architecture came as a candy on the cake.

Ubisoft hit a home run with Assassin's
Creed. Do you think you can capture light-
ning in the bottle twice with a blockbuster
new IP for next-gen?

That's the goal. | think each new transition is

a good moment to bring new IPs, that's for
sure. When | see the buzz around Watch Dogs
and all the excitement, | think we are holding
something there. I'm very excited.

Where do you think gamers will notice

the biggest leap forward with next-gen
consoles? Will it be with graphics, Al, or
emotional storytelling?

It's a very large question. | think that amount of
power gives a lot of freedom to our creators,
and then it's up to them to tailor and tame that
power to what suits the game the best. You
know Ubisoft - it's a bottom-up company and
| used to say that | only know one recipe to
make AAA games. You gather the best team
then you give three things - faith, means, and
insane challenges. After that it's up to them to
craft their own creative vision and then be able
to exploit all this power. It's really on a game-
by-game basis. | think minds will be blown

Ubisoft Montreal CEQO Yannis Mallat talks about PlayStation 4, the free-to-play revolution, and
welcoming former Assassin’s Creed and Prince of Persia creative director Patrice Destlets back.

by the graphics as a hook, as an entry door.
To me, what's lying beneath that or beyond
that will keep our players involved. When you
think about that, even on current-generation
systems it always takes some time for devel-
opers to tame the machine — especially the
PlayStation 3. This time we may see creating
amazing games on the visual side of things
very quickly, but to me the social complement
and connected thing will be the next-gen ex-
perience compared to the current generation
system. That being said, you'll be blown away
by graphics.

The biggest topic of GDC seems to be the
free-to-play model. From the perspec-

tive of someone who makes blockbuster
games with deep emotional experiences,
do you believe the free-to-play model can
be merged harmoniously with the types of
games you make?

The short answer is yes. The longer answer
is, and you hinted about that, it really has to
do with where does the game bring value? It
depends on the game. Truly, we can have our
creatives thinking about many ways to expand
the experience of an Assassin's Creed or Far
Cry. When the gamer feels that it's okay for
him to have a microtransaction or explore a
world in a free way and then want more that |
think it will be fine. | think it's tough to initially
put those things as non-coexistent. We'll see
as a game per game basis.

Many older gamers like to lose themselves
in the escapism of the game, and having to
think about your wallet every 15 minutes is
a very jarring experience that pulls you out
of that fantasy. Another entire generation
is growing up playing games on the iPad

where that may not be as big of an inhibitor.
How do you bridge that gap?

Well, think of it this way. The gamer's market
was 300 million people years ago, and now it's
probably two billion playing games. There are
1.5 billion people playing who just weren't into
games before. That's probably their first step
into this form of entertainment. My wife is play-
ing Candy Crush. | like to think of that as her
Pac-Man, just late. It will just help grow the pie.

Do you think we're going to see another
massive spike in team sizes for next-gen
projects or do you think the evolving tool-
sets will help mitigate that and allow teams
to be more efficient?

Well, we're pretty efficient already. It's a brand
per brand thing, at least from our point of
view. You have to have this critical mass of
success and appeal with gamers, fans, and
community before investing more because
you need to make sure the gamers really

love what you do so they'll buy more. This is
how we approached our brands starting with
Assassin's Creed. So, yes, chances are that if
you can enjoy enough success then it's less
risky to give more to those guys and this is
what we've been doing. The key thing is being
cautious on delivering quality games. | think
Far Cry 3 is a great example. Now that we
have that game and that many people enjoy-
ing it, chances are we will continue to grow
the brand.

You have a reunion taking place right now
with [Assassin’s Creed creator] Patrice
Désilets. When did you hear Ubisoft won
the bid for his studio and projects?

That was during Christmas break for me. So,
early January. Right now, [Patrice’s team) are
all a part of Ubisoft, and the 170 guys are hard
at work on Ubisoft's unannounced project.

You mean 1666...

It's public, right? So yeah, we're really happy
to welcome those guys. More specifics on that
when we're ready to communicate.

Ubisoft also picked up South Park: Stick

of Truth in the THQ auction. Which part of
Ubisoft is overseeing the project?

The third-party department in San Francisco.
I've seen some of the game and it’s...wow.
Get ready [laughs]. It's cool; it's really cool. It's
South Park on steroids.

We haven't heard anything in a while on
Rainbow Six Patriots. When can fans ex-
pect to get another glimpse of that?
Trust me, | can't wait. It's true, there has
been a change of leadership and we can't
wait to communicate more on this one

but right now the team is hard at work on
something great. ©
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THE STORY OF BIOSHOCK INFINITE CONTINUES
WITH THE SIEGE OF COLUMBIA BOARD GAME

by Matt Miller
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uch of the video gaming world has spent recent
weeks exploring the city of Columbia in Irrational’s
long-awaited BioShock Infinite. The adventure of
Booker DeWitt and Elizabeth in the dysfunctional
floating city has proven to be one of the best game
experiences in years. For those hungry for more

opportunities to explore Columbia, Plaid Hat Games is set to release
BloShock Infinite: The Siege of Columbia board game this summer.

Plaid Hat isn’t one of the biggest companies
In tabletop gaming, but its lineup of titles in
recent years has proven its worth. Its stellar
cooperative game, Mice and Mystics, and its
recent sci-fi gang war title, City of Remnants,
both garnered critical acclaim. Someone at
Irrational must have enjoyed those games,

as Plaid Hat was entrusted with the keys to
Columbia. "l don't know what exactly caused
them to go with us over some of our bigger,
more prominent competition, but I'm incredibly
grateful that they gave us a chance,” says
Plaid Hat Games president Colby Dauch. *|
think the product will speak for itself that they
made a good call there.”

The Siege of Columbia fits comfortably as a
partner game to BioShock Infinite. The events
of both games coincide, but we get a whole
new perspective on the action. “We knew from
the beginning that we didn't want it to be about
playing as Booker and going around Columbia,
fulfilling the events of BioShock Infinite, That's
already in the video game,” Dauch explains.
"We wanted to do something different, so in-
stead we put players in the role of the Founders
and the Vox Populi.” Players control leaders

from each faction, and in the war that ensues,
each player fights to take control of the city.
Dozens of miniatures represent the handymen,
mechanized patriots, boys of silence, and other
iconic denizens. Special mini leader figures

like Daisy Fitzroy and Comstock also wander
the board, able to help turn the tide of a fight.
The special figures for Songbird and the airship
offer opportunities to fly to new locations and
devastate opponents.

One of the most interesting features in Siege
of Columbia is the inclusion of game piece
miniatures that represent not only your troops
In the war, but also the roving characters of
Booker and Elizabeth. Even as you engage
In combat with opposing forces, Booker
and Elizabeth independently move around
the board. The duo acts as an additional
force for chaos, attacking both sides of the
conflict. Early in each turn, a new event card
Is drawn that changes the state of the city, but
also dictates Booker's movements. Using a
personalized hand of cards, players can spend
cards to vote whether the event will occur,
guiding Booker’s aggressive abilities in one
direction or another. Alternately, an event might
bring Elizabeth close enough that one side
could take control of her or have her open up
a tear that provides much-needed supplies to
whichever faction is near enough to capitalize.

Cards that aren’t used to vote on events can
be played toward upgrading your army, adding
new units, and enacting special abilities during
combat. Players are faced with the tactical
choice each turn of using cards for money,
influence, or battle. “How | spend those cards
each turn is the crux of the strategy in the
game,” Dauch says.
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While the Risk-style deployment of army
units follows a traditional board game struc-
ture, innovation is introduced through one of
the familiar elements from the video game.
“Moving is one of the cool parts of the game
because of the skylines and the way we've
worked those in,” Dauch says. Rather than the
comparatively slow movement of pieces to
adjacent locations on the board, units can hop
onto the skylines and zip to distant spaces.
Each time they do, a bad roll of the dice might
mean those forces tumble to their deaths.

Beyond some fascinating gameplay
mechanics, The Siege of Columbia may
draw in a lot of players through the force of
its gorgeous presentation, art, and materials. €
Fifty-plus miniatures are all sculpted in
painstaking detail, new original art is based
directly on the memorable designs from the
video game, and in-game text and cards are
bolstered by the cooperation of Irrational.
“Right up until the end, they were adding their
little flourishes,” Dauch tells us in reference to
his team’s cooperation with Irrational. “'Instead
of saying the girl Elizabeth, say the Lamb
Elizabeth. Instead of calling this card Booker,
call it False Shepard.' We knew some of those
things, but it really helped to smooth over
those last pieces of theme and polish.”

The worlds of tabletop and video games
share a common pool of players, so it's in-
triguing to see how each medium can capital-
Ize on a given fiction. The Siege of Columbia
looks like a love letter to fans who can't get
enough of BioShock Infinite's enticing premise.
Can the board game live up to the legacy est-
ablished by its virtual sister project? We'll be
ready this summer to find out. ©
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AS INDIE DEVELOPERS FLOCK TO OTHER PLATFORMS, CAN MICROSOFT REINVIGORATE XBOX LIVE ARCADE?




rian Provinciano knew he

did not want to release his

game, Retro City Rampage,
j 24 hours after New Year's
' Day. When doing his home-

work almost two years ago

) at PAX, the independent dev-
% | eloper asked everyone he
could about the Xbox Live
Arcade marketplace, and he
didn’t hear good things about the release window near
the celebratory date.

The developer doesn’t know why it is a bad date (though
one can speculate that it has to do with the influx of new
retall games out for the holiday season, or people more
concerned with going out to celebrate than buying a new
downloadable game). Unfortunately for Provinciano, his
game came out on January 2, and he didn’t have a choice
In the matter. Microsoft gets to choose when a game
releases on XBLA, not the developer. Some games end
up releasing during busy holiday seasons, or so sudden-
ly that developers don’t have time to put together their
own marketing initiative.

Provinciano eventually made Retro City Rampage,
his love letter to Grand Theft Auto and the Nintendo
Entertainment System, available for the widest poss-
Ible market. This meant jumping through all the nec-
essary hoops to port the game to WiiWare, Xbox Live
Arcade, PlayStation Network, PC, and the Vita. After
selling 100,000 units and taking some time to reflect
on the process, Provinciano says he won't spend the
time and energy needed to put another game on a
Microsoft platform.

“It’s just so needlessly difficult to get your game out on
XBLA, and at the end of the day your game is feature-
1dentical on all of the platforms,” Provinciano says. "The
XBLA one was over a year total of work, and [ don’t know
how many man-months of work, but it was a lot of time
and money. The Xbox sales really got hurt by Microsoft’s
policies, which were trying to benefit [Microsoft].”

Provinciano isn’t the only developer to feel this way,
and 1t's causing Microsoft — once a mecca for indie
developers - to lose games to other platforms such as
Steam, the PlayStation Network, and iOS.
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THE REBIRTH OF INDIE
Downloadable games didn’t hit their stride on
consoles until the 2005 version of Xbox Live
Arcade on Xbox 360. For the first time, there
was a way for independent developers to
widely distribute a video game for a console.
Though a few titles like Geometry Wars
found success early on, the moment Xbox
Live Arcade found wider acceptance can be
traced back to the Summer of Arcade promo-
tion in 2008. Jonathan Blow's Braid and
The Behemoth’s Castle Crashers released
during this promotion — two of the most
successful indie games of all time, both
critically and commercially. Braid turned
Jonathan Blow into an overnight million-
aire, and more than 2.6 million people have

'h'-:":.'.-

purchased Castle Crashers to date.

Games like these paved the way for more
indie success stories such as PlayDead’s
Limbo and Team Meat’s Super Meat Boy.

“Back then, Xbox was the only console you
could make money off of realistically,” says
Team Meat’s Edmund McMillen. “It was the
only console platform.”

PlayStation Network, Steam, and WiiWare
were ramping up at the same time, and though
World of Goo did well on the Nintendo plat-
form, the service never found the widespread
success XBLA enjoyed.

“The games that did well on the Wii sucked
sales-wise compared to stuff on Xbox Live
because this was back when Steam was just
still building steam,” McMillen says.

XBOX LIVE ARCADE ALLURE

When everything goes right, Microsoft
unearths a gem of a game, finds a good
release date for the indie developer, offers
the chance to be seen by countless gamers
in promotions like the Summer of Arcade,
and puts the game in front of millions of
console owners eager to buy the next

big title. Braid and Castle Crashers were
featured in Xbox marketing promotions,
and both became popular quickly thanks to
the Microsoft-driven marketing and premier
placement on the Xbox 360 dashboard.

Developer Andy Schatz of Pocketwatch
Games enjoys crafting games for the Xbox
360 because of these benefits Microsoft
offers developers.

“On Xbox Live [Arcade] what they're trying
to do is maintain a high level of quality for
everything that they launch so that customers
have an expectation that what they get will
work with all the features that they're trying to
push,” Schatz says.

He built his game, Monaco, for XBLA
because the marketplace is strong and has
a big audience. He also likes the prevalence
of headsets among 360 gamers, because
Monaco is a great cooperative experience
whether you're sitting on the same couch
or connecting online. For Schatz, releasing
the game on XBLA make sense, but it does
present unique challenges.




“The big difference is certification,” Schatz
says. “On the PC and Mac side you have a
lot more freedom to push out a broken build,
or push out something that’s incomplete or
doesn’t have the full variety of features to
support the whole ecosystem. That’s really
just a different sort of corporate policy on the
side of Steam versus XBLA.”

Each platform has its own policy quirks,
though some are more lenient and friendly
than others. But not all developers have good
experiences dealing with Microsoft.
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XBLA HALL OF FAME

Check out some of the highest-scoring and most-
liked games that have come to Microsoft’s down-
loadable platform.
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Mark of the Ninja
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“Game was released before Game Informer began reviewing
downloadable titles

ALIENATING INDIES

Though XBLA still receives a number of
releases each year, an indie exodus is under-
way as developers are heading to greener
pastures with less strict policies.

The beginning of development is when one
of the hardest steps comes into play: getting
the green light from Microsoft to put your game
on the service. Provinciano says there are
really only two ways onto XBLA for an indie
developer: get a publishing deal with Microsoft,
or sign a deal with a third-party publisher.

Both paths are difficult. Going through
Microsoft can lead to a months-long pro-
cession of pitches before eventually hearing
a yes or no. “If they say no, as |'ve seen
[with] many developers, you're screwed,
because you just wasted nine months,”
Provinciano says.

The alternative is going through a third-
party publisher and taking a slot Microsoft has
allotted it for XBLA titles. With this approach,
you have to give the publisher a cut or pay
them for services like testing — something
indie developers already do themselves on
platforms like Steam.

“You're pretty much faced with either timed
exclusive and some other strings, or you go
through a third party-publisher and give them
a cut,” Provinciano says.

Even once contracts are signed, circum-
stances can change on a whim.

Team Meat, which launched Super Meat
Boy as a timed exclusive for XBLA, learned
its lesson the hard way. The developer
duo of McMillen and Tommy Refenes now
stays away from publishers in general and
Microsoft specifically.

The team faced all the same struggles as
Provinciano, but also felt they didn’t get an
honest deal from Microsoft. Things started to
go sour during the final months of developing
Super Meat Boy. Team Meat worked hard to
get the game done in time for a marketing
blitz similar to the Summer of Arcade called
Game Feast, a fall dashboard promotion
slated to feature XBLA games prominently
on the Xbox 360’s main menu.

After all Team Meat’s hard work preparing the
game In time, it didn’t get into the promotion
because Microsoft cut the marketing campaign
short before it was Team Meat'’s turn to be
featured. “That sucked more than anything you
can imagine,” McMillen says. “From that point
on it really seemed like it was out of the hands
of the people that we were working with and
went into the hands of the people who control
the people we were working with, and those
people simply don’t care. It's a business thing.
We never got anything — even though we did
everything we were told.”

For Team Meat, it was an eye-opening experi-
ence that ensured it does its due diligence
when signing contracts. By McMillen’s admis-
sion, the studio was too trusting of Microsoft.
“For the most part we got f---ed over,” McMillen
explains plainly. “We got really f---ed over.”

Once a game is released, Microsoft makes
it hard for developers to patch their games
or release new downloadable content. Fez
creator Phil Fish was involved in one of the
more infamous examples of this situation.
When it launched, Fez featured a number of
bugs in need of fixing. Fish released a title
update, but some players who downloaded
it experienced a save-state bug. In order to
release a newer version of the patch without
the bug, Microsoft wanted to charge Fish a lot
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of money to fix it — and this was after they had
done testing for him to find such issues.

Fish chose not to release another patch
because of the cost requirements. Double
Fine's Tim Schaefer once estimated that a
patch costs around $40,000 - a significant
fee to an indie developer.

Downloadable content is also a major issue
after release, with more and more studios rely-
ing on it to drive additional revenues. Robot
Entertainment released Orcs Must Die! on
Xbox 360 before its debut on PC. The studio
also created downloadable content, but not
all of it made it to the console. Some of that
has to do with the platform not seeing the kind
of sales it used to with the growing popularity
of Steam. Robot Entertainment didn't even
release the sequel to the popular Orcs Must
Die! on the 360, keeping it a PC title.

Financial influences swayed Robot’s gradual
movement away from XBLA. Robot Entertain-
ment CEO Patrick Hudson won’t give specific
dollar amounts, but when comparing the two
versions of the first game, he says the PC one
made “many times — multiples” more in sales.
The added cost of creating the Xbox 360 ver-
sion just didn’t make sense for the sequel.

“It was difficult, it was time consuming,
and it was expensive relative to PC,” Hudson
says. “We had trouble justifying being back
on XBLA for that added effort. So it’s those
things and the market, as far as number of
customers we had, was substantially larger
on PC than it was on XBLA.”

It’s disappointing for Hudson because he
believes XBLA “used to be a very outstanding
place to find games, and these days it's just
different than it used to be.

“XBLA is probably not as prominently fea-
tured as it used to be on the console. Micro-
soft used to do, in my opinion, a really great
job of promoting XBLA as a channel for unique
and innovative games. It seemed like over time
the XBLA games didn’t surface to the top of
the Ul on Xbox nearly as often as it used to
and [it] became harder to discover new XLBA
games outside of the Summer of Arcade. They
weren’t promoted in the same way.”

P =

THE CURIOUS CASE OF XNA

Bolstered by the success of Xbox Live Arcade, Microsoft announced
its ambitious XNA Game Studio development suite at the 2004 Game
Developers Conference.

“XNA underscores Microsoft's commitment to the game industry and
our desire to work with partners to take the industry to the next level,”
said Microsoft founder Bill Gates at the time.

Microsoft envisioned XNA as the solution to making the develop-
ment of games for Xbox, Windows, and Windows mobile devices a
much simpler affair. To help both fledgling and veteran studios along,
Microsoft gave creators tools to streamline networking, audio author-
ing, and controller interfaces, making many development tasks easier.

Games like Polytron’s Fez and Zeboyd Games’ Cthulhu Saves the
World used the XNA platform, but even though the initiative had proven
successes, they weren’t numerous enough for Microsoft to continue
supporting the toolset. Microsoft backed away from the project over the
years, first by no longer supplying a community manager for the Xbox
Live Indie Games channel, and then announcing the discontinuation of
future versions of the platform altogether starting April 1, 2014.

20

STIFFENING COMPETITION

Other platforms have learned from Microsoft’s
mistakes. While WiiWare and the PlayStation
Network were once also difficult in their own
ways, both platforms are changing to be more
developer friendly.

Nintendo no longer requires developers to
have an office. A developer can also set its own
prices and run its own sales for games released
on Nintendo's eShop. Steam has become
popular because it is an open platform where
creators can do all the testing themselves, set
prices, and patch without extra costs. In the
mobile market, iOS developers take about 70
percent of the profit when their games are sold.
Sony has also made drastic changes to the
way it approaches independent developers (see
“Sony Gears Up for Indie Gaming” on page 54),
going as far as letting developers dictate their
own release date and pricing strategies.

Provinciano says getting Retro City Rampage
to PlayStation 3 and PlayStation Vita was
simple, and these platforms made the most
money for him. Cases like these are leading
many to migrate away from Microsoft to its
chief console competitor.

Perhaps Sony sensed the chance for a coup
in the indie console space. Recently, developers
have taken to Twitter to describe how Sony
representatives reach out to them out of the
blue to see how they can make their game a
reality on Sony’s handheld or console. Sony
was very open to working with Provinciano,
especially on the Vita platform.

“| was actually pretty happy with how they
approached it because they didn’t pressure
me to add any touchscreen-specific stuff or
whatever to RCR, and that was something that
| liked,” he says. “As a gamer | remember the
first-gen DS games: they were kind of taking
GBA games, canceling those, putting them out
on DS, adding touch stuff, and kind of ruining
them. From my experience on my end they've
[Sony] been really open about just saying, ‘Do
what makes sense.”

The change in approach to the indie scene
comes as a surprise to some developers, but is
welcomed enthusiastically. “Both Nintendo and
Sony have changed a great deal,” McMillen
says, having had experience with both.

“They’re going above and beyond,”

Refenes adds.

Both Team Meat developers agree that these
kinds of forward-thinking business practices
are needed to make it easier for indie develop-
ers to acquire the means to develop for the
respective platforms.

“The result of that [is] it makes it easier for
everybody,” Refenes says. “They’re making
smart, progressive-thinking moves in order to
stay relevant in this market that’s now domi-
nated by Apple.”

McMillen admits he didn’t expect the
platform holders’ approach to mature after
seeing what he’s seen during his years in
the industry. “It's been honestly surprising,
especially after the past X amount of years
that we’ve been working in the industry, see-
ing how things go, seeing how hard it was
just to get Meat Boy on Xbox; and then what
happened with that and everything else, how
hard it was to get a kit, all the requirements
that went into that,” he says. “With Microsoft
it'’s still the same, but with Sony and Nintendo
it’s such a drastic change. From some of the
stuff I've seen with Sony and hear with Sony,
it’s pretty surprising. It seems like Sony really
focuses on getting games.”

Refenes says that he’s hopeful about the
change started by the two Japanese giants,
but says plainly that it all really depends on
how well their consoles do, or how much a
PlayStation 4 costs. Indie developers need
people to own consoles before they can sell
their games.

“As much as Sony is pushing for, ‘Hey, here’s
a kit, just mess with it and make something for
us’...it all hinges on the final business deci-
sions up above those people that we're talking
to as to whether or not it will be a success or
not,” Refenes says. “Hopefully it all works out,
but time will tell.”
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YOUR MOVE, MICROSOFT
Microsoft plans to announce the new Xbox
later this year, and soon after the world will
likely learn how the company intends to trans-
form its approach to the downloadable game
platform. Hudson thinks it's a big opportunity
the console giant needs to get right.

“I think from a player’s perspective and from
a developer’s perspective, there’s a massive
opportunity there,” Hudson says. “l don't know
if Microsoft is willing to embrace that with the
next-generation console that's coming. | hope
they do, because if they do, | think there's a
very ripe market for it.”

Microsoft senior director of marketing for
Xbox Live Craig Davison says the digital
platform has always been one of the Xbox’s
pillars and will continue to be an important
part of the future.

“Microsoft has been a pioneer in the digital
distribution space, and our digital games
and video business on Xbox 360 continue to
grow,” Davison says. “Our members love Xbox
Marketplace and we're investing to improve
the service - that includes continuing to sup-
port Xbox Live Arcade as well as many other
game genres, ensuring we continue to be
the best place to purchase games, add-ons,
consumables, and more from the comfort of
the living room. We encourage all developers
to create the games they’ve always imagined
by ensuring they have the resources that will
help them be successful. Some indie develop-
ers have achieved success in securing Xbox
Live Arcade contracts to enjoy a wider release
of their games.”

With all the talk of Microsoft not being the
go-to place for indie games anymore, Schatz
thinks that maybe the positive aspects of
XBLA sometimes get lost. In fact, he thinks
the platform really isn’t losing as many devel-
opers as people think.

“I don’t think that there’s really strong data
on that,” Schatz says. “I think that there is
this kind of groundswell opinion that the PC is
the place for downloadable games right now.
| don’t necessarily think that that’s the case."

Schatz says the PC has an advantage
because it's more likely connected to the
Internet, thus linking gamers to a store
page much easier. He also points out that
Minecraft, an insanely popular PC title, has
become one of the best-selling XBLA games
in the platform’s history, selling six million
units as of last March.

“I think that it would be wrong to assume
that there’s any sort of fade in the console
downloadable market,” Schatz says. “It

will definitely get stronger as time goes by
because more big-budget games will be
coming out as downloadable games as well.
| would not say that consoles are declining
in any way whatsoever, but | do think that
there are some aspects in which they’re
probably playing a little bit of catch-up
because they’re not an open platform. | think
that there are certainly things from a store
perspective that all of the console platforms
could do better.”

The stark reality of indie development
on consoles is that it has been difficult and
expensive compared to more open platforms.
Though the PC is currently flourishing, it
too faces stiff competition from tablets and
phones.

“You're just reaching more people when you
design and make something for tablets and
phones,” Refenes says when explaining why
Team Meat's next game, Mew-Genics, will be
on iPad.

"When you make a game you want as many
people to play it as possible,” McMillen adds.
“You want to make it for the system that the
majority of people are going to play.”

That philosophy may not be shared by
every indie developer, and that’s why the
diversity of platforms available is something
that Schatz says is good for them.

“Do | want everyone to look like iOS? Do
| want everyone to look like XBLA? Do | want
everyone to look like Steam? No,” Schatz
says. “l think that there’s room for all of those
platforms because there are customers that
want everything just to work. There are cus-
tomers that care more about their Xbox Live
presence - they care about their achieve-
ments. Yet there are people that would prefer
to have rougher products with more updates,
and those people will play on Steam.”

No matter what platform a developer
chooses, Provinciano has advice for them:
Don't release a game near New Year's Day.
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Talklng games \Nlth the u C _- € 1' of horror

egendary horror-film director John
Carpenter’s work has had an obvi-
ous influence on video games. The
persistent, stalking threat of Hallow-
een’s Michael Myers lives on in spirit
through antagonists like Silent Hill's Pyramid
Head. Escape from New York's eye-patched
agent Snake Plissken inspired the design

of Meal Gear Solid's Snake. The morphing
abominations of Resident Evil or Dead Space
wouldn't be what they are without The Thing.

Visceral Games' homage to The Thing is
even more apparent with Dead Space 3's
frozen planet setting. The similarities are
strong between Isaac Clarke’s quest to stop
the necromorphs on Tau Volantis and R.J.
MacReady's battle against a mutating alien on
an Antarctic research base. My curiosity was
piqued when | saw John Carpenter
(@TheHorrorMaster) tweet “Dead Space 3 is
the first great game of 2013.” | knew he served
as a narrative consultant for Day 1 Studios’
FE.AR. 3, but was surprised to learn he’s so
personally invested in the medium.

During a recent conversation with Carpenter,
| asked the 65-year-old flmmaker about his
gaming origins.

“My son got me involved in games when
he was growing up,” Carpenter says. “He

JOHN C/ RPEN TER

and | spent time together playing. He got me
hooked on it. | remember the incredible Sonic
the Hedgehog when it came out. | said ‘My
god, look at this.” Because when [gaming] first
started, | was playing Asteroids and Pong,

so this was a big step forward. My son got
hooked on Mega Man. Oh god [laughs]. Well,
those are truly hard.”

Carpenter continued playing video games
through the years, both with his son and inde-
pendently. He references recent favorites like
Dishonored, Assassin’s Creed lll, and the God
of War Collection.

“| enjoy horror games and science fiction
games,” says Carpenter. “I'm a general all-
around consumer of games. Good games.

Looping back to the subject of Dead Space 3,

Carpenter explains his passion for Visceral's
horror series. “You know it's great. The first
game was more - | guess it was like Alien -
but not quite. It was a little different than
that. | maintain that Dead Space would just
make a great movie because you have these
people coming onto an abandoned, shut-
down space ship and they have to start it
up and something’s on board. It's just great
stuff. | would love to make Dead Space [into
a film], I'll tell you that right now. That one is
ready-made.”

photo: Kyle Cassidy

Speaking of the Alien franchise, | brought
up Gearbox’s long-awaited blunder, Aliens:
Colonial Marines. | asked Carpenter what he
felt, as a filmmaker, about a beloved horror-
movie franchise being handled so poorly.

“It's all about money,” he says. “It’s not that
something is being mistreated, it's just another
marketing issue. They're trying to get you to
buy the game, which | stupidly did.”

On the topic of games and movies, | asked
Carpenter if he thinks horror games have the
possibility to be scarier than films due to their
interactivity. “They are just so different, you
can’t compare the two,” he says. “It's a dif-
ferent experience. In a movie, you're passive.
You're watching a movie and you're doing dif-
ferent psychological things with a movie. You
are projecting your feelings and your cares on
characters you see on the screen.”

The more | pressed Carpenter on the
relationship between games and movies,
the more it became apparent he appraises
them on completely different levels. When he
plays games, he removes his director’s hat
and purely enjoys the experience as a gamer.
Fans of Carpenter’s films may love uncovering
kernels of his influence in games, but when he
sits down to play BioShock Infinite, he’s just in
it for the game. ¢

o
Se . e
g
R gl



I e | I

T *-I"._. ik

= SR AR O :
G e i B P B TR :
T Cfe 1..‘.'.. l..-Ill Aé- ‘% 1 -:'.I W 4y ; r - :- - = ﬁl-{&l—.#b;::;’l =i .'-- .|. 'h=q":'.--- M
i L ,:-».'-'.‘*'1,_;!"4:'4 ~ & £y 'F-'.I-L-".:;,.-ffi"lr_: ';'I":. .r'hﬁ: A :

=S FIOOLETs Lol A X -
: ol b .‘:n::"l- oy .!;".-'ﬂ-':.l"'l:'.‘ =
R e E O INETTLE IO O =T eerir s T . .
i Sl | I Le . . ;
] bl dh el al bk g s o bas v, il SR e L : Lo rohinssal =
Iﬂ#‘rr“_‘i'-_‘a,"!-"-."':--tti‘:a_,{q‘.' i :'_:I'-.\_!r‘"t'-\.:"',':." . .:'::!L"' r.;u._ . o ) g ; i - L LHET LAY T RAE £ { "
nsed by Mic _h”ﬂ'; lock Canc o g o ; ik ; ! s et LN e L S

Y
Ik
LA

P i BEH S TR e LR R - B -
i ) VW 'l-‘-},." W M SE HE O, L L T e S oy o e . Lk,
ZL“ J e ‘f'f'-] =t 'ﬁ-ﬁ p e r::91 f::--..r'.‘ W 1 . . e, £
o T {% AL 3 B ; I e e A . i 1, = S
o " iy § "-|__,L|___' "_ g R S

e

5 ] '#-':‘J'-'-‘i:‘li:""-‘j,!itr' ik o 3
=k B e 2T s et ; =5
b e R LR P A AT L ~%
e M e R : _ﬁﬁ T ."f',,;_-_'= £ 2RO ' ;;
i -:'1"1"1".. _f‘__ri:".‘.‘_;:_:q_, L e I 1 ; ‘:-,.,?1‘1"‘!-:?;1"'- e
T e Ay ARt ek K Ve SR LA R
$oe JF‘. AkL .‘; by b e _.1;1,- A v ;:'}"' B R :
S el T g R e ST o £ 3
— o SO il ‘rf:ﬁ' A "-"-H-"'"j'f ":;{‘:,'.:{{3__ AT '
= T A a2 A A I g b ] i
A Tﬁ ;"F ke S i
L e B S e R
| rl'l'-rTIl l.:'n".l.. 5;1'.;. o o = i
PR e L & i
= i di
- _l: uﬁ' - _Il: al
i A R TR
I; F".:I'.ﬂ' :__ A L= :"._
1] 45 T 1 i L 1 o
2 AL S
[ Te i
4 i
[}
1

www.pdp.com

AVAILABLE FOR

PLAYSTATION®3
Wii™ / Wii U”
XBOX 360°

— e g B

ME 0UT

A -

TILE T Dl e

-

[ 4 :h‘"‘:n":f:‘-‘i

P s I.'“..I'r.'
ey

Pl

]




Looking for more Info on
downloadable, independent,
and mobile games? Check
out gameinformer.com/
impulse for regular updates.
For more in this issue, check
out our exclusive look at
some new indie titles head-
ed to the PS4 on p. 54, a
preview of Transistor on

p. 82, and our reviews

of BattleBlock Theater,
Guacamelee, and Monaco
starting on p.84
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Ace Patrol (105)

The Makers of XCOM: Enemy Unknown

Unveil Two New Strategy Games

ew games in recent years have gar-
nered the sort of support and love as
XCOM. Firaxis handled the relaunch
of the strategy series with aplomb.
Luckily, we don’t have to wait long to play more
strategy titles from the acclaimed developer. The
studio recently announced two new 105 games
that should be out around the time you read
this. Taken together, they show that turn-based
strategy can tackle all sorts of settings.

Ace Patrol is under the direct supervision

of lead designer Sid Meier. The World War

| setting fascinates me. Players control a
squadron of biplanes and pilots, each of which
comes to the turn-based battles with its

own collection of abilities, maneuvers, and
stats. “You'll need to choose your maneuvers
carefully each turn in order to protect your
squadron and pilots, get the drop on the
enemy, and succeed in your mission,” Meier
says. “Along the way you’ll be upgrading your
aircraft and trying new aircraft models, as you
experience a variety of missions along the
Western Front.”

Haunted Hollow (105

Missions are built to be
quick and digestible for
mobile sessions, playable
in five to fifteen minutes.
Longer connected cam-
paigns offer continuity be-
tween battles, during which
damaged planes must be
repaired, and captured
pilots remain unavailable.

Ace Patrol also maintains
continuity through a reg-
ular flow of upgrades for
sights, armor, weaponry, and newly learned
maneuvers (like Immelmans, skids, and
slips). Pilots keep a journal of their battles
and improve over time, echoing the personal
connection players developed with their
XCOM soldiers. Moreover, the game has a
complete campaign for both the American
and German side of the conflict.

Turn-based strategy traditionally maintains
tension and excitement through the use of
cover and environmental features, and Ace
Patrol is no different. “We actually did find
cover in clouds, and we found buildings in
the various targets around the world, such as
anti-aircraft gun emplacements, which make
certain areas dangerous or safe to fly in,”
Meier explains. “Part of the strategy might be
luring the enemy into range of your anti-aircraft
guns, so the map actually has a really good
sense of safety, danger, and cover — all the
basic elements that cover provides you in a
ground combat game. There’s also positioning
in whether you’re lower or higher than your
target, and that has implications for attacking
and maneuvering.”

Ace Patrol also features asynchronous
multiplayer against an online opponent, or a
more immediate pass and play option. Firaxis
plans to release the game in the coming weeks
with a free-to-try model, letting you check out
a few missions before laying down cash for
individual campaigns.

Firaxis is doubling down with another iOS
title. Haunted Hollow shares a number of
fundamental ideas with XCOM, but with a
dramatically different backdrop. The cartoon-
ish game puts players in charge of a haunted
house filled with spooks and monsters. An
unsuspecting town waits nearby, and your
goal is to scare as many of its residents
as possible, represented by houses and
neighborhoods. An opposing haunted house
across town is aiming to do the same, so you
have to strategically deploy your supernatural
baddies to induce the most fear. Haunted
Hollow is primarily designed as a one-on-
one multiplayer game, but you can also play
against the Al.

Like XCOM, players build up an antfarm-
style base of operations. Your mansion is filled
with rooms that open up different monsters
and upgrades, but unlike XCOM, you simul-
taneously deploy monsters around town.

While you build bigger and better monsters
at home, you can also wander the nearby town
on each turn. Fighting-oriented monsters aim
to take down your opponent’s creatures, while
other scarier monsters claim neighborhoods
for you. Players can even create special
monsters like goblins, which can be sent to
wreck your opponent’s haunted house. Once
the town gets fed up with your assaults, a
mob of angry villagers will pour out of the
church to start burning down claimed houses
and attacking any monsters it encounters.

Firaxis wants Haunted Hollow to stand on its
own as a free-to-play game. Pay options exist
to customize your mansion, and to acquire
new monsters and items. | love the idea of
bringing turn-based strategy into a family-
friendly art style, and | hope this monetization
approach allows new players to get their feet
wet in the genre. Between Ace Patrol and
Haunted Hollow, I’'m crossing my fingers that
the quality bar for strategy games on mobile is
about to move up several notches.




BETHESDA AND
SHINJI MIKAMI,

creator of Resident Evil, are teaming up for a
survival horror game titled The Evil Within. The
game will appear in 2014 for the PlayStation 3,
Xbox 360, and PC, and is being developed by
Mikami’s Tango Gameworks studio (which is
owned by a branch of ZeniMax, the company
that owns Bethesda). This is Tango’s first title.
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PIKMIN 3

has been delayed again. The
game was originally sched-
uled to come out for the Wii U
during the console’s launch
window, but was then moved
to a June release date. The

game is now coming out on ; Quotable
August 4. .
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s UARE ENI president and CEO
0 Yoichi Wada has
stepped down in the wake of a disappointing financial fore-
cast and what the company sees as poor sales numbers in
Western markets for Tomb Raider (3.4 million units sold),
Hitman: Absolution (3.6 million), and Sleeping Dogs (1.75
million). Square Enix is going through a complete company
restructuring, which has resulted in the loss of jobs at the
publisher/developer's Los Angeles office,

- Former Microsoft Studios cre-
ative director Adam Orth, who
resigned from the company
shortly after this tweet. Orth
was responding to rumors that
the next Xbox would require an
Internet connection
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Eyerok - Super Mario 64
Can you think of anything

by Tim Turi

L

r - The Legend of Zelda

Wallmaster is equal parts terrifying and annoying. Working
through the complex dungeons of Zelda is hard enough with-
out this menace. In certain rooms a shadow looms over the
head of unsuspecting lollygaggers. The shadow grows larger

it until a big hand descends on Link and whisks him back to the

- < g "\ front dnr. I
01 0% 300k

Master Hand

Super Smash Bros.

This giant, floating right hand isn’t the first ever, but it's the
fiercest. Master Hand hits every trope in the disembodiec

- Glover
handbook. This final boss shoots bullets when it pretends to Once the 32-bit era’s 3D capabilities were introduced, articu-
be a gun. It walks across the stage on two fingers. It grabs lated floating hands were everywhere. Hasbro Interactive

characters and squeezes them. It even flicks fighters into

even decided to make a platformer starring one of them.
Unfortunately the game was less about being a sentient glove

oblivion like anthropomorphic boogers. and more about awkwardly bouncing, rolling, and tossing a

- The Gunstringer
better to guard an ancient Like something out of a Monty Python film, a huge pair

tomb than a pair of giant stone hands? Nintendo couldn’t.  of human hands consistently harasses the marionettes of
Eyerock slumbers deep inside Shifting Sand Land’s pyra- ~ Twisted Pixel's Kinect title. These big, meaty mitts try to
mid. Sadly the first and final thing the old hands see upon stop the Gunstringer by crushing you or clapping near a
opening their strange palm-eyes is Mario’s fist. herd of bulls to make them stampede.

rubber ball.
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- Sonic & Knuckies
Sonic is just minding his own business running through a
volcano when a gigantic mecha-hand bursts through onto
the screen. This classic platformer boss fight forces play-
ers to keep moving or risk being squashed.

_ A i
B d - Wolfenstein 30 - Okami - Calling . - Persona 3
Gamers have spent more time staring at ~ Amaterasu’s endgame nemesis, Yami, The concept of a disembodied hand These pink-gloved freaks saunter through
the floating hands of first-person shooter ~ changes forms a whopping five times is inherently unsettling, which this Wil dungeons on their fingertips. The dainty
protagonists than any other detached before becoming a giant hand with an thriller fully embraces. This mysterious digits are contrasted by the bizarre skull
limbs. The sight has become common- eye on the palm. Protruding from a giant hand is typically found where it shouldn’t  thing sticking out from the top. Deal
place since B.J. Blazkowicz's pixelated sphere like the creepiest snail ever, it be, like inside a vending machine or enough damage to these monsters and
hand first clutched his German pistol. crawls along the ground, rolls on its round  protruding from the floor. Even worse, they fall to their knuckles like a warrior
Every modern hand owes its existence to  casing, and fires energy blasts. the hands snatch away items like phones  collapsing to its knees.

this Nazi-killer's paw.
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interview by Ben Reeves

ih - 1 Py

The Missile Commander

n March 15, Victor Sandberg of Stockholm, How did the sleep deprivation What kind of glitches?
affect you? The score multiplier goes from

Sweden, set out to break a 31 -year-old | felt as if there was an evil one on the easiest level up to six
Missile Command record. Fifty-six hours presence behind me, like at level 11 and beyond. In other
_ _ someone was standing behind words, from level 11 up to 256
later, after bﬂtﬂlﬂg fatigue, sore muscles, me spying on me. | also had all (the kill screen) you get around
o gl - - : Kinds of weird thoughts 10,000 to 15,000 points if you
and sleep deprivation hallucinations, Victor capped out that were hard to describe in play a level well. The glitch at
a score of 81,796,035 points using just a single coin. We words. But you don't think the kill screen makes the score
\ . . . i rationally. It is sort of like multiplier go up to 256, which
chatted with this Twin Galaxies-verified record holder dreaming - weird things in the makes it possible to get up to
about the rigors of game marathons. dream appear to be completely 900,000 points. This also means
normal. The sounds and you will gain a lot of bonus
surroundings also began to cities, since you get a bonus
What made you attempt to people who have performed a change. At one point my voice city every 10,000 points. If you
beat a 31-year-old record for perfect game and | wanted my on the live stream sounded are not careful, you can get so
Missile Command? own record. When | learned like different voices that were many bonus cities that your
Originally | wanted a Donkey Kong  about this old record that was not my own. At first | thought game resets because of another
or a Pac-Man record because of thought to be impossible to the computer had been on so glitch that occurs if your bonus
the King of Kong documentary, beat, | turned my focus on long that something was wrong city count comes close to 256.
but DK is unfortunately very rare Missile Command. with the audio, then | thought So you need to plan in advance
and expensive in Sweden so that maybe someone had before the kill screen to have the
| practiced Pac-Man on the At any point did you feel like hacked my computer and was right number of cities to avoid the
computer. | became pretty good you might not make it? trying to mess with my mind reset. It is sort of complicated, but
and could do a perfect game for | felt hopelessness at several or something. | start to plan my strategy about
the first ten levels, but Pac-Man points during the marathon. As 100 levels before the kill screen. | oo
didn’t inspire me - partly always, my back and shoulders Were you able to take breaks LN
because the skill of the game started to hurt after less than during the attempt? What did you do the day after 5,
consists of mainly executing an hour, its feels impossible to There is no pause button, so beating your record? ;.'!IL. : ‘-
pre-planned patterns. Secondly, continue knowing you need to when | take breaks | lose cities. | don’t remember exactly since i H"ut |
there are already five or six play for 50-something hours with It is possible to build up to 256 | was still very knocked out from oI
that pain. At about cities, and at that point | could the marathon. But | think | just | A 'E
hour 20, my legs and afford to take some breaks. relaxed, ate a bunch of ice cream L Y -
butt started to hurt in However, | never took a break and chocolate, and relaxed with | {
a weird way. At about longer than five minutes because = some movies. | also read all the
hour 35, my skills of the risk of losing track of the wonderful messages and e-mails
started to decrease city count. Knowing how many from the arcade and gaming
quite rapidly. This was extra cities you have in reserve community. The reception was
the worst threat, since Is an integral part of avoiding really great and it inspired me
skill reduction ended certain glitches that can end to dedicate myself for a new
my first marathon. your game., challenge - Tempest. ©
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DEFIANCE

THE AGE OF THE MASSIVELY MULTIPLAYER CO-OP SHOOTER IS UPON US
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Trion has finally released its long-in-development MMO shooter, Defiance, which coexists
alongside the SyFy cable series of the same name. Though it’s not the first shooter we’'ve seen
with a massively multiplayer infrastructure, Defiance offers two things you can’t find else-
where: console versions and lots of cooperative content. Those are two mighty big features for
a lot of players, and make up for a lot of Defiance’s less thrilling features.

ropped into a post-apocalyptic
San Francisco and its environs,
Defiance players are faced with

a dizzying array of activities

to lend context to the endless
murder parade of an action-packed shooter.
Main-line missions offer directed cutscenes
with competently written and voiced dialogue,
though the story starts out terrible and never
rises above the level of average boilerplate
adventure sci-fi. Minigames challenging the
player to kill waves of enemies with a certain
weapon or race their vehicle of choice through
a series of checkpoints are fun diversions. The
vast majority of the game, however, consists
of thinly veiled minor variations on defending
an NPC or attacking a group of entrenched
enemies, sometimes with some clicking of
objects sprinkled in. Whichever flavor the cur-
rent mission is, it always boils down to killing a
whole bunch of bad guys.

One of Defiance’s biggest mistakes is in how
long it takes to reveal the full brilliance of its
tight gunplay and wonderful weaponry to new
players. You can spend 15 hours shooting the
same handful of mutant types with the same
boring basic weapons if you try to clear out
all the sidequests, and 14 hours of that is te-
diously boring. Do yourself a favor and power
through the story missions exclusively, at least
until you make it to the second area with its
new enemies and better storylines.

Once you make it there, Defiance’'s combat
is beautiful. The world is conveniently laid out
as a series of interconnected battlegrounds,
each with its own opportunities for cover,
high ground, killing fields, and hiding spots.
Enemies are exceptionally aware of the
environment, and do a good job of seeking
cover from hostiles and flushing out or flanking
enemies — especially since the Al can’t “cheat”
by knowing which direction players are going

by Adam Biessener

to come from, what weapons they have, or
even how many of them there are like in a
traditional linear shooter. Combat responsive-
ness is top-notch on PC; the Xbox 360 and

to a lesser extent PlayStation 3 versions have
had some growing pains that Trion has steadily
improved upon since launch. Network lag
artifacts like warping players or enemies, goofy
hit detection, and jerky movement have been
conspicuously absent from nearly my entire
time with Defiance.

Defiance’s best feature is its weapons. The
variety within each of the usual shooter cat-
egories is incredible. Shotguns, for example,
come in almost too many varieties: pump-
action, semi-automatic combat, sawed-off,
grenade-launching, single high-damage slug
firing, extra-wide horizontal spread, and more.
The same is true across pistols, SMGs, LMGs,
rocket launchers, grenade launchers, assault
rifles. and alien-tech beam guns. Combined




with the various types and rarities of mods
that you can fill the four modification slots
with, an astounding spread of choices awaits
every player. Randomly triggered effects like
damage-over-time fires, slowing biological
goo, and armor-reducing radiation add yet
another layer. My high point of Defiance is the
process of experimentation and tweaking that
goes into creating a set of loadouts that fit the
way | like to play.

My first 20 or so hours with the game had
me exclusively using a bolt-action sniper rifle
paired with a pump shotgun. The extreme
lethality of sniper-rifle headshots is hilarious
against distant targets, and the shotty’s high
burst damage demolished anything that dared
approach. That slowly evolved into replacing
the shotgun with an SMG that is terrible at hip-
fire but exceptional when aimed, then using a
scoped assault rifle instead of the sniper, and
kept on changing. | went through dozens of
configurations as | found new weapons, and
| still change it up on a regular basis. Figuring
out a way to make the exotic weapons work is
pure joy; the grenade launcher that fires manu-
ally detonated sticky grenades that explode
into more grenades repays the investment with
absurd damage output.

Players have access to one of four special
powers as well: cloak, decoy, overcharge, or
blur. Overcharge’s damage boost and blur’s
movement/melee increases are of question-
able utility compared to the absurdity of cloak
and decoy’s excellent instant panic button, but
all serve their role in tight spots. | don’t love
their impact on PvP — more on that shortly —
but they’re fun in co-op, especially since the
Inconsistent mission design regularly throws
absurd odds at you.

The mad variety of weapons is a wonderful
thing for Defiance, because its other methods
of persistent progression are lacking. Perks
can be unlocked and customized as you level
up, but they're all of the “you take five percent

Quick Menu
Quick Chat
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less damage when below an enemy” variety
and are thus easily overlooked. | honestly
couldn’t tell you if any of my perks materially
affected the outcome of a single fight | had in
dozens of hours with the game.
Player-versus-player combat comes in two
flavors, neither of which | find compelling.
Regular matches are typical deathmatch-style
affairs sadly dominated by cloaked players
one-shotting whoever is waiting for their cloak
cooldown to be up with shotguns. Shadow
War rounds attempt to bring in some of the
MMO flavor into balanced-team matches with
elements like hostile NPCs and larger maps,
but the general PvP imbalances between pow-
ers and weapons bring the experience down.
PlanetSide 2 is a far superior PvP shooter
MMO, and dozens of traditional shooters offer

‘better match-based gameplay.

Cooperative play, however, is seamless
whether you’re on a story mission, sidequest,
co-op instance, or engaging a massive dy-
namically generated arkfall event with dozens
of other players. The number and toughness of
enemies scale with local players, loot is distrib-
uted individually, and everyone gets credit for
any action by a nearby player, so you’re never
upset to see a fellow human in the world.
However, player concentrations are so low for
anything but arkfalls that | found myself solo-
Ing more often than not.

More concerning than low player concentra-
tions — heck, sometimes | want to solo and
there’s always an arkfall or a co-op dungeon if
I’'m in the mood - are the frequent errors and
bugs in mission scripting. | often had to log
out and back in to access my next mission,
and several times had to abandon and restart
a quest or even wait for a server reboot to
progress thanks to a malfunctioning script.
| expected better out of Trion based on the
company'’s excellent work on Rift and high
level of MMO expertise.

| likewise expected better out of Defiance’s

.

interface. The HUD is clean, which | appreci-
ate, but hiding vital information like remaining
clip size and health/shield status in the corner
of the screen is a mistake. Outside of combat,
navigating the menus for character manage-
ment, inventory, crafting, and social interac-
tions is unforgivably terrible. The PC version
feels like an up-rezzed console interface
that requires three times as many clicks as it
should, while the console versions have their
own idiocies like having to scroll through text
windows to access critical top-level informa-
tion about weapons. It’s all pretty with its
artist-crafted sub-windows and slick sci-fi
veneer, but the functionality is atrocious.

| don’t care much about Defiance’s cable-TV
ties, though the additional (and temporary)
questlines that roll out with episodes of the (so
far mediocre) show are a fine way to do ongo-
ing content. Neither do | care for its PvP. or
many of the ways it integrates MMO elements
like social, inventory, and crafting systems. |
find myself forgetting and forgiving all of that
when I'm blasting away at evil robots with a
radioactive shotgun, recharging a buddy’s
shield with an alien beam weapon that shoots
chain lightning, or setting entire groups on fire
with an extended-mag flare pistol. As a co-op
game with an effectively infinite gear grind,
occasionally amusing storylines, and a sweet
hot pink Mad Max dune buggy to tool around
in, Defiance works perfectly well. &

W L R W T A O R e R T (AR
No Subscription

Defiance’s $60 price of entry may seem steep, but its lack of a monthly subscrip-
tion price is reassuring — especially since the cash shop currently doesn't sell
any must-have items. The cosmetic items and boosts to XP gain and the like are
expected and not concerning in the slightest. | would be upset about the ability to
buy grab bags of items with real money in a different game, but Defiance’s gear

variance is more about variety than raw power — and I've had no problems finding
a ton of weapons and mods to experiment with through normal play.

I8 XP

CRITICAL KILL
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Gear of War: Judgment

Epic recently released the final Gears of War title for the current generation of consoles.

With this prequel, the team made some bold changes to the traditional Gears format.
We spoke with lead designer Jim Brown about the process of creating Judgment.

How has the community react-
ed to Baird as the protagonist
of Judgment? Is there a vocal
group that wanted to play as
Marcus and Dom again?

I've fielded this question numer-
ous times from journalists, but
never once from our players.
Granted, I’'m only one point of
contact within Epic, but | think
that says a lot for the strength
of Baird as a leading character,
especially once you get some
quality time with him and see
how the game plays out. Baird’s
one of those guys that people
can easily identify with, and it's
worth noting that the reason we
put him in that role to begin with
was due to fan feedback.

What inspired the change to
the campaign format?

The new storytelling point of view
meant changes to the world,

and how stories are told. Are the
character’s memories of what
happened 100 percent reliable,
or on the second or third retell-
ing did you notice some small
changes? We tried to capture the
essence of that “flawed memory”
concept in the campaign. In addi-
tion, we really wanted to up the
intensity of the Gears experience
with Judgment. We wanted the
Locust to feel scary again, to be
as unpredictable and imposing
to our players as to the char-
acters who are seeing them for
the first time. This inspired our
smart spawn system, changes

to balance, Al improvements,

and ultimately, to a shift in tone
and pacing as well. Judgment’s
campaign format embraces all of
those changes but still maintains
the context and feel that Gears of
War is known for.

What do the metrics show
when it comes to Declassified
missions? Are most play-

ers turning modifiers on,

or are they opting for the
standard approach?

Looking at the stats over the
first couple weeks, we can see
that almost everyone is at least
attempting the Declassified
missions. About half of our play-
ers have completed half of the
declassified missions. A good
number were even brave enough
to complete them all. I'm no stats
wizard, but that tells me that
there’s a good variety of choices
going on, which is exactly what
we hoped for. We wanted people
to be able to play the way they
wanted to play, and to have
control over when and how often
they went for those modifiers.
Players have enough options to
ensure that their replayable expe-
rience is markedly different than
their initial one.

More than before, it seems that
the focus is on action rather
than frequent narrative breaks.
Was this a conscious decision
from the team?

The focus was never meant to
just be “more action.” We wanted
players to tell their own story
without us telling them how it
was supposed to be. In that
regard, we consciously went
down the road of more in-game
storytelling and fewer cinematic
moments to break immersion.
This also supported one of our

other main goals, which was
replayability. We didn't want
people to replay the same experi-
ence over and over, we wanted
them to have a new experience
every time they played. So [our
new spawn system] changes the
enemies, Declassified missions
change the conditions, and new
scripting and Al techniques mean
we can have different narratives
happening in-game with each
playthrough. All told, this allowed
us to step away from some of the
more traditional “on rails” narra-
tive and cinematic systems.

Was the intention from the
beginning to make a prequel,
or did the team flirt with the
idea of making a post-Gears of
War 3 story?

We always knew we wanted to
make another Gears game, but
we also knew we didn’'t want 10
make “just another Gears game.”
We're immensely proud of the
original Gears trilogy, and we felt
very strongly that the story had
reached a good conclusion. Just
tacking on more to that story
would have felt too forced and
too predictable. For Judgment,
we wanted to try something
fresh and new that built upon the
strengths of the Gears universe
without taking away from the

impact of what was already there.

It seemed like a risky move to
get rid of proper Horde and
Beast modes, but critical reac-
tion to the new Overrun mode
has been positive. Are players
responding well to it?

The reaction to Overrun has
been fantastic. It's proven to be
one of our most popular game
types, and shown that Gears can
be so much more than the sum
of its parts. Horde and Beast

were cooperative game types,
and now we have Survival to
capture that audience. TDM and
domination are competitive game
types, and we still have a strong
offering in that regard as well.
But Overrun actually manages
to capture both of those player
bases at the same time, so it
has a much broader appeal and
much more depth than anything
we've ever done in the past.

Key developers Cliff Bleszinski,
Rod Fergusson, and Adrian
Chmielarz left the company
before the game was com-
pleted. Did this have much of
an effect on the product?
Those guys were always known
for being the outward-facing
members of the company, but
Cliff was always the first to point
out that our games are the prod-
ucts of an immensely talented
team all working together. That
hasn’t changed. All of the people
you mentioned were involved

in the projects long enough to
make their mark, and their con-
tributions are woven into the fab-
ric of the franchise as a whole. If
anything, their departures pulled
us together even stronger, as it
opened new doors of commu-
nication and led to people really
focusing on working as a team.

It’s clear that this will be the
last Gears title on the current
generation of consoles. Have
fans of the series already
seen its swan song, or is
there hope for a return on
next-gen consoles?

I’m not so sure that anything is
really clear at this point. Epic has
a long tradition of supporting its
players with continued updates
and downloadable content, and
that holds true for Judgment as
well. We're actively focused on
creating new content for this
game, so we haven’t even had
time to move on to whatever’s
coming next. @
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zynga’s New Vision
As Zynga’s president of games, Steve Chiang brings a wealth of development experience, including over 15

years at EA helping to guide its Tiburon sports studio. We spoke with Chiang about Zynga's efforts to expand
its portfolio and target more core gamers.

interview by Matt Helgeson

Coming from many years at EA, what was
the opportunity that you saw at Zynga?

In FIFA 09, we had the first version of FIFA
Ultimate Team. It had the card packs for

one dollar, 50 cents, and a quarter. You tried
to build your ultimate team to compete on
the field. The mode itself did not ship with
the game, so that cost $10. There were the
card packs you could buy. What we saw
very quickly was that the revenue from the
microtransaction content surpassed [the sales
of] the $10 mode. When you think about the
math, you say, “I need to make this cost less
so more people play and | need to get it out
earlier and closer to launch.” We saw then
that microtransactions were happening.

| was a hardcore World of Warcraft player for a
while. | was staying up until four in the morn-
ing and taking my kids to school at seven in
the morning. As much as | wanted to play,

| couldn’t live on three hours of sleep. So,

this idea of social gaming - playing with your
friends in short sessions, [along with] free-to-
play, felt to me like it was the future of gaming.
| looked at it like, “Do | want to be a record
label executive in the 2000s?” That's what |
felt like. | loved EA, but | felt like the business
was changing so fast that if | didn’t become
part of the change, I'd be the dinosaur.

As someone who's come up in the tra-
ditional games business, what’s your
perspective on the current social games
space? How does it need to evolve?

What gets lost is that social games really have
to be strong game designs and they have to
be very compelling. Otherwise, people won't
play. What Zynga pioneered was, number
one, the social aspect. Number two was the
accessibility. Accessibility comes in the fact
that you don't have to buy a console or buy

a disc. It's all on the browser and it’s free. It's
like what Warcraft is in the MMO space. In
Ultima Online, you were grinding really hard.
In Warcraft, by level seven you're killing zom-
bies and orcs. It's super accessible and super
social. When you look at it in those dimen-
sions, we think of the Ville games as simula-
tion games [that are] very mass market.

How much of your business is in the

“Ville” games?

| don’t know what our exact breakdown is.
We reorganized all the game studios around
four genres. We're really focused on building
franchises. The segments that we have built
out are “invest and express” games, which are
the Ville games. We have the mid-core, which
really signals a new era for Zynga in the sense
that we're going to be building more tradition-
al games in the Zynga fashion, which means
accessible and social. You're starting to see it
with our recent announcements of War of the

Fallen, Battlestone, and Solstice: Arena. The
third genre is casino. We have one of the big-
gest poker games in the world on Facebook
and mobile. The last one is our mobile, casual
games. Our top games there are Words With
Friends, Draw Something, Bubble Safari and
things like that. That’s our portfolio view.
Certainly, our history has the more Ville style
games, but our growth, we believe, is in “mid-
core” as one of our big genres.

Is mid-core an attempt to reach out to
more traditionally engaged gamers?

That’s the right way to characterize it.
Certainly, audience is important. We're think-
Ing about mid-core with some games that
are going to surprise many people. They
don't look like traditional Zynga games. What
we're excited about is going after that audi-
ence, and | include myself in that category,
who played a lot of core games growing up
- when they had time. We want to focus on
the accessibility and the social aspects - the
short sessions and making it so you can get
in and play. It's tailoring it for a mobile experi-
ence, which might be a five or ten minute
experience when you have time. And also
making it social, so you're playing with your
friends. The trick for us is to figure out the
right balance. It can’t be watered down. We
want to be that accessible core gaming expe-
rience in a shorter session.

So you're trying to engage players that
aren’t engaged by the Ville games or the
poker games?

Yeah, there's a large segment. Thinking of it as
“mid-core” instead of hardcore really starts to
open up the audience. There is a part of the
Farmville audience that will play and there is
a part of the hardcore audience that will play,
and | think there are a lot of lapsed gamers
who will play. That's how we're thinking about
it. Farmville really opened up gaming to an
audience that did not consider themselves
gamers, but if you looked at their play pat-
terns, they were as hardcore as any gamers.

Zynga and Facebook have been close part-
ners, and it's helped both companies thrive.
The relationship changed in 2012 - maybe
even cooled. How important is Facebook to
your business?

Facebook is a huge partner for us. They are
super important. We have an incredible rela-
tionship with Facebook. As you mentioned,
we've really helped each other grow over

the last few years. We announced that we'd
amended our agreement with Facebook in
quarter four of 2012. What we were focused
on was giving ourselves the ability to build

out our Zynga.com experience. We wanted

to make sure that we had that flexibility to go
after and build our own user base. The real-
ity is that the business is shifting to mobile
and it's shifting to mobile very fast. | believe
that the tablet is the new console, but just

like console gaming, | don't think Facebook

gaming is ever going away. They have a huge
audience and a huge user base.

How disruptive has the iPad been in the
casual and social game space?

I think it's just starting. The tablet is going to be
a really interesting experience as we see this
grow. We're literally watching it and you must
see it In your own experiences — watch kids

on tablets. | start my day with the tablet. | play
games on the tablet. | go to bed playing games
on the tablet. It’s just so convenient, and the
form factor is really good for gaming, with the
touch Ul and detailed graphics. You start to
think, “There’s nothing this thing can’t do.”

Some rumors indicate that the next-gen
consoles, PlayStation 4 and the next Xbox,
might be more open to different sorts

of business models. Are you planning

for consoles?

In the free-to-play space, the business is really
just the funnel. It's about how many players
play. As you probably know, less than five per-
cent actually pay. So, there are a ton of users
who get a ton of value playing the games for
free. So it’s about having a large audience
who would be interested in content. As more
game platforms become ready, and we have
seen Sony and Microsoft do more free-to-play
experiments, | absolutely think those become
viable possibilities.

Are you still looking to grow through acqui-
sition, or are you going to build up your
internal studios?

We're doing both. Talent is talent and great
game-making talent is fundamental to every-
thing we do. We've been really fortunate to
have hired some great guys like Mark Turmell,
the creator of NBA Jam, and Jon Tobias, the
co-creator of Mortal Kombat. We have lan
Cummings, who was the creative director on
Madden football. Then, on the flip side, acqui-
sitions like New Toy and Words with Friends
and OMGPOP with Draw Something have
been strong acquisitions for us.

Accusations of plagiarism have dogged
Zynga for a long time. How do you
respond to that, and how do you address
that moving forward?

I've been around the game business a long
time. We've seen games like Wolfenstein

3D come out as really the first first-person
shooter, then Doom, then Unreal, and along to
every iteration thereafter. The important thing
Is focusing on “how do we move this genre
forward?” and “how do introduce innovation
and great mechanics and features?”

Do you feel that those complaints

were overblown?

| take all that stuff really seriously. That's cer-
tainly not our aspiration. As we move forward,
we're focused on building franchises. We want
to make sure that our difference and our inno-
vation is clearly defined and visible.

CAREER
HIGHLIGHTS

1983

BONDING

Chiang meets Jason
Andersen, who would go
on to co-found Tiburon. The
pair bonds over games

1990

FIRST STEPS

In the summer, Chiang
and Andersen begin
working on a paint
program for the Apple Il
GS called Dream Graphics

1992

INDIE PUBLISHING
The pair release the
finished Dream Graphics
and sell around

5,000 copies

1994

WEAPONLORD

Chiang follows Andersen
to Visual Concepts and
helps create the
ultra-challenging cult
SNES/Genesis fighting
game Weaponlord

1995

NEW BEGINNINGS
Chiang leaves Visual
Concepts to join Andersen
and John Schappert’s
new development

studio, Tiburon

1996

BIG BREAK

After Visual Concepts fails
to deliver a PlayStation
version of Madden NFL 96,
Tiburon is given the
chance to turn its college
football game into Madden
NFL 97

1999

PRODUCING HITS
Chiang ships his first
game as a producer, NCAA
Football 2000

2002

MANAGING GROWTH
Co-founder John Schappert
departs to EA Canada,

and Chiang earns the title
of general manager at

EA Tiburon

2007

THE SPORTING LIFE

As senior vice president
and group general manager
of EA Sports, Chiang
oversees all development of
sports games

2010

THE SOCIAL SCENE
Sensing a chance in the
market, Chiang departs
Electronic Arts to work
for Zynga as president
of games
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EDGE PRO

ablet titles like Infinity Blade and moderate settings. Crysis 3 even maintained a steady framerate of 30 fps on low settings. The
Year Walk are a lot of fun, but some- system also supports the new touch controls for games like Civilization V.

times you want to sink your teeth Not every game supports touch controls, which is why the Edge Pro comes bundled with a
into a larger, PC-centric experience gamepad controller casing. This slightly awkward chassis clips over the Edge and provides

like BioShock Infinite. Razer's gam- gamepad-like inputs for PC titles. After getting used to the wide spacing of the handgrips, this
ing-optimized Windows 8 tablet 1s became my preferred way to play the Edge, but you can also sync the Edge with a Bluetooth

designed with this in mind, and 1t keyboard and mouse, or other third party gamepads.

should appeal perfectly to the kind Games and movies look good on the 10.1-inch, 1366x768 multi-touch HD display, but its

of gamer who can’t wait to get home density of 155 pixels per inch is outshined by many tablets already on the market. The biggest
before digging into the latest AAA release. problem with the display is the touchscreen, which occasionally feels unresponsive.

The Edge may look like an unassuming tablet from a dis- The Edge has a few other big flaws as well. It runs loud and hot, and the battery only pro-
tance, but it’s immediately distinguishable once you pick it vides a little over an hour of gaming. You can buy an extra battery ($69) for the controller
up. The unit weighs over two pounds and has a girth of .80 casing, which doubles the time you can spend away from a power socket.
inches, which is large for a tablet. This heft is necessary, Razer's Edge is a worthwhile purchase if you really want to play high-end games on a tablet,
however, because the Edge houses an Intel Core 17 Dual but it has a few awkward edges that need to be sanded down before it becomes a practical
core processor, an Nvidia GT 640M LE graphics card, and product for the masses.

8GB of DDR3 memory.
Cramming these PC specs into a tablet allows the tdge to
run demanding games like Crysis 3 and Witcher 2 well at $1,299 (128 GB) $1,449 (256 GB) razerzone.com
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Kre-0 may be the RC Cola of Legos, but Star Trek is the RC Cola of Star
. Wars, so this might be the perfect combination. Even so, this U.S.S.
Enterprise Construction Set looks great. The full set includes 430 Kre-0
pleces, o Kreon figures, and an instruction guide. Once built, the saucer
section opens to reveal a command bridge illuminated by LightTech technol-
0gy, s0 you can watch the Enterprise crew engage in awkward fistfights and
social commentary-laden adventures.

f Kre-0 Star Trek U.S.S. Enterprise Construction Set

$49.99 ' hasbro.com/kre-o

7} Energizer Recharge

' Value Charger

“==s  Why keep buying new batteries
for your controller every month when you
could just get a good set of rechargeable
cells? We put Energizer's newest set
of rechargeables to the test over the
course of several weeks. Energizer's
Value Charger system recharges both
AA and AAA nickel-metal hydride batter-
ies. During our tests, we got both on- and
off-brand batteries to charge quickly
overnight. Both sets of batteries held
their charge well and provided up to
10 hours of juice for our Xbox 360 and
Wii controllers.

¢ VERY GOOD i

$14.95 ' energizer.com/batteries

7 ) Black Label Classic Wood Consoles

% Analogue Interactive's new Black Label service builds
custom video game consoles and arcade sticks out of
wood. Each order is custom built, which allows you to pick from
classics like hickory and mahogany or more exotic fair such as
cocobolo (featured) or East Indian rosewood, among others.
Analogue Interactive currently only builds Neo Geo systems, but

the company hopes to offer other classic consoles soon.

Starting at $649 ' analogueinteractive.com/black-label
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BIG JACK IS DEAD
BY HARVEY SMITH

Capturing the vibe of a small
Texas town, game designer
Harvey Smith (Dishonored) tells
the story of Jack Hickman, an
antisocial software exec whose
father commits suicide, forcing
Jack to confront the ghosts of
his past as he buries a father
he hated.

$12.99
witchboy.net

CLOUD ATLAS

The Wachowskis bring one of
the most inventive novels of the
last decade to the big screen in
an exploration of how individual
lives impact one another across
time. One act of kindness ripples
across the centuries and inspires
a revolution.

$35.99
wbshop.com

DAD IS FAT
BY JIM GAFFIGAN

Stand-up comedian Jim Gaffigan
is known for his food-based
humor, but in this personal
narrative he expresses his
frustrations, joys, and horrors

of feeling outnumbered while
raising five young children.

$25.00
randomhouse.com

HOWL'S MOVING CASTLE

Disney finally brings one of
Studio Ghibli’'s best films to
Blu-ray. After a vengeful witch
transforms young Sophie into
an old woman, she sets out to
find a cure, eventually winding
up in the mobile castle of a
mysterious and handsome
wizard named Howl.

$39.99
disneydvd.com
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Dispelling the Myth

Today’s High-End PC is Not True Next-Gen Gaming

by Torbjorn Olsson

hen Sony revealed the PlayStation 4, | read some of the comments
regarding the console online and noticed that one persistent myth
kept appearing - current PC games are already next generation.
That's simply not true.

The reality is that high-end PC is a small market for developers
and publishers, although it has seen some significant growth over
the last few years. | played Crysis 3, and it's a beautiful game.
However, at its core Crysis 3 was designed to also run on current
consoles and less-powerful PCs. Every graphical enhancement you
see on a high-end PC, no matter how pretty it is, Is just eye candy.
Crytek could not design levels and enemies that would impact
gameplay unless those elements would also work on Xbox 360 and
PS3. Core design has to work on all systems, which limits develop-
ers working on today’s consoles compared to those who are work-
Ing on next-generation consoles.

Games like Diablo Ill, Watch Dogs, and Destiny are going to look better on the next genera-
tion of consoles. However, they are not, at their core, going to be very different from today'’s
games unless exclusive content is released for the new consoles. For example, Destiny’s
PS4-exclusive content might be something that pushes gameplay that wouldn't be possible
on current consoles.

It's hard to convey how games will fundamentally change with the next generation without
coming across as marketing jargon. Each time a new generation of consoles Is released, it
makes new things possible in games. When the Xbox 360 and PS3 came along, players were
introduced to physics-enabled gameplay. Physics have been a part of gameplay since the
original PlayStation and Saturn days, but when Half-Life 2 came out gamers saw the impact
that more advanced physics could have on gameplay by the right developers. Creating prop-
er destructible cover in shooters was just not possible until the current generation of con-
soles. These achievements were huge turning points; these days we take them for granted.

Other changes from the last generation that made a huge impact were bigger and
more advanced worlds, more on-screen characters capable of behaving realistically, and
advanced animation systems. The current generation of machines allow for experiences like
LittleBigPlanet to feature real physics-driven gameplay and focus on user-created content.
Even “simple” games like Journey rely on the current system specs to truly create unique
experiences. A game like Mass Effect, which relies so heavily on player choice, would be
very hard to achieve on a system less powerful than the Xbox 360. I'm not just talking about
downgrading the graphics; you would have to downgrade the whole experience in order to
run it on the previous generation of consoles.

When Heavy Rain creator David Cage took the stage at Sony’s PlayStation 4 event and

=
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attempted to use a metaphor comparing game devel-
opment to feature-film production, as a developer
| understood what he was trying to say. Conveying
emotion on the current systems - while not impossible,
as shown by a number of titles — is still a very difficult
task, especially if you want to approach realism without
going the stylized route like lco and Shadow of the
Colossus. Those games are two beautiful and emotion-
ally engaging experiences, but to use David Cage's
metaphor, two very well-executed versions of a silent
film. If we want developers to truly express themselves
and deliver a range of powerful experiences, be it action
or something more profound, they need as much power
as hardware manufacturers can afford to give them.

What else is going to be possible on the next systems
that might be easy to overlook? Fluid dynamics will,
for the first time, be implemented into actual gameplay
that directly affects what's going on in your game. A
well-designed game using fluid dynamics could play
out differently each time you play it, forcing players to
constantly adapt to the results of their choices. Some
studios have made crude forays into fluid dynamics on
current systems, but the next generation will be able to
do so much more.

Dynamics in general will receive a massive change
and be able to impact players more than they ever
have before. Massive crowd simulations will operate
on a level not possible currently. Having worked on
crowd simulations for films, | know that it takes inten-
sive computational power to make crowds behave
intelligently rather than just appear like a bunch of
meat-fodder clones like in the Dynasty Warrior games.
Current-generation games have done a bit of this, but so
much more will be possible on the new consoles, and it
could have a tremendous impact on gameplay.

The next generation is about so much more than just
prettier graphics. Now, it's up to us developers to really
take advantage of this extra horsepower and deliver
experiences that just weren't possible before. ©
A o o
Torbjorn Olsson is a technical 30 artist with 16 years of experience in games,
broadcast. and feature film. He's worked on the PlayStation, Dreamcast, PS2,
Xbox. Xbox 360, PS3. and the PC on games like Mass Effect 2, Star Wars: The
Old Republic, and Brothers in Arms: Hell's Highway. He currently runs his own
development company Selective Abstraction and is working on a new game.
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Remember Me

-

02 New Releases
» Remember Me (PS3, 360)

05 Kick-Ass:

The Trilogy?

Mark Millar's costumed high school
Kids don't return to theaters until
August 16, but comic book readers
can dive into the third chapter of
their violent superhero story in
Kick-Ass 3. This eight-issue series
Is the last for Kick-Ass and Hit
Girl. Here's hoping it ends on a
happy note.

U7 Earth After

The Walking Dead

After Earth, Will Smith’s latest
blockbuster, hits theaters today.
Writer Gary Whitta worked on
Telltale’s The Walking Dead game
and penned The Book of Eli. The
director, M. Night Shyamalan,
hasn't made a good movie since

Unbreakable. We can already guess
the twist ending: It's a sequel to
The Last Airbender disguised as

a Will Smith movie.

09 New Releases
» Animal Crossing: New Leaf (3DS)

11.] New Releases
» Dark (360, PC)

I1.2 E3 2013 Kicks Off
This year's Electronic Entertainment
Expo promises to be one of the
best, giving gamers a good look

at the next generation of video
games. Most of Sony and Microsoft's
hardware plans are expected to be
revealed at the show, and the video
game press should get their first
hands-on with these consoles’ launch
games. Check out gameinformer.com
for minute-to-minute updates from
the show floor.

!4 Superman Again

Zach Snyder’s Superman reboot,
Man of Steel, is this week'’s big
theatrical release. Can the alien
wearing blue tights and a red cape
captivate a 2013 crowd? Superman
escapes a dying planet again, strug-
gles with his humanity again, and
probably falls in love with Lois Lane
again. If this version isn't success-
ful, maybe they'll get it right with
the next reboot in a few years.

09
Animal Crossing:
New Leaf

14

The Last of Us

14 New Releases
» The Last of Us (PS3)

<1 A Double Feature Day

Theaters welcome World War Z
and Monsters University today.

One movie has Brad Pitt battling
millions of zombies. The other has
a one-eyed college kid trying to
make his mark on an animated
world. Both films have a lot of buzz
behind them, but if you can only
see one, go for the one starring

AV K

Hollywood's biggest heartthrob:
Billy Crystal. He was dashing in
When Harry Met Sally.

25 New Releases

» Company of Heroes 2 (PC)

» Lost Planet 3 (PS3, 360)

» Muramasa Rebirth (Vita)

» The Sims 3: Island Paradise (PC)

20 New Releases
» Lego: Legends of Chima
(Vita, DS)
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Sony Casts Its Eye Toward
The Next Generation With PlayStation
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Armed with powerful developer-friendly hardware, a new controller, Impressions of a prototype model of the new DualShock controller to see how it
N a welcoming pitch to indie developers, and a fresh crop of games, stacks up to previous iterations.
Sony is primed for the next generation. To give Game Informer No next-gen console feature would be complete without an extensive look at
readers a better glimpse at the company’s plans, Sony opened its the games on the horizon. For starters, we take a deep dive into the brave new
doors for an unprecedented amount of access to the talent driving PlayStation surveillance-heavy world of Infamous Second Son. Once you're caught up with
into the future. These 28 pages of coverage dive into nearly every aspect of Sony’s flagship open-world game, listen to vice president of publisher and devel-
Sony's approach. oper relations Adam Boyes and several developers talk about out how Sony is
First, we get you up to speed regarding the PlayStation 4 specs. Then, we evolving its pitch to indies (with glimpses of some of the new games in the pipe-
sit down with Shuhei Yoshida, Sony’s president of worldwide studios. to learn line). We top off the coverage with new information and screenshots for Knack,

more about the new console. Following this discussion, check out our hands-on Destiny, Killzone, DriveClub, and Media Molecule’s new project.
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The Hardware

PRIMER

The Social Console

The PlayStation 4 places a heavy emphasis on the social aspects
of gaming. The most notable effort in this area is the controller's
“Share” button, which allows you to instantly upload screenshots
or gameplay footage to Facebook. Sony has also partnered with

Even more impressive is the planned ability to allow your friend
to take control of your game remotely to get past a particularly
difficult sequence.

An Open Plaiform

The video game business has changed a lot, and Sony says the
PlayStation 4 is much more open to emerging business models.
Sony says free-to-play games will be a big part of the PS4 lineup.
Sony is also offering independent developers the option to self-
publish games on the PlayStation 4 - including Braid creator
Jonathan Blow, who's bringing his new game The Witness to P34
as a self-published game. To learn more about Sony’s courtship of
the indie scene, read our feature on p. 54.

Cloud Gaming Comes Home

Sony bought the cloud-based streaming gaming service Gaikai
for $380 million in 2012, an investment driven by its PlayStation 4
plans. Gaikai founder Dave Perry got a lot of stage time at the
PS4 announcement, and said that instant cloud gaming is a major
focus for the company. The new hardware makes backward com-
patibility incredibly difficult, so Sony plans to make the extensive
PlayStation back catalog available via cloud-based streaming.
Perry didn't mention whether or not new releases would be avail-
able on the cloud as well.

The streaming technology is also used in the PSN store. Instead
of having to download a game demo, you can test a streaming
version of the game for a period of time before making your pur-
chasing decision.

i
[
&
|.__
=
N
<C
23
[

THE

Instant and Sireaming Gameplay

Sony is pushing cloud technology in a big way on PlayStation 4, which could offer considerable benefits to gamers. The
system allows for a sleep state “suspend mode,” which basically means you can keep the system on in a low-power state,
and then boot it up to instantly pick up where you left off in a game. You can also seamlessly switch between gameplay and
applications, like the web browser, without losing your progress in a game. PlayStation 4 also offers background downloading,
so you can play a game while another downloads, and digital titles are playable while the rest of the game downloads.

This streaming capability also allows the system to use the PlayStation Vita as a display and control device. Sony plans for
all PlayStation 4 titles to be playable on the Vita via Wi-Fi streaming, similar to the Wii U’s ability to play some games with
the GamePad. In addition, Sony will release iOS and Android apps that connect your tablet or smartphone to the system.
These apps will provide secondary content like real-time game maps, allow players to purchase games and items from the
PlayStation Network remotely, and let players watch shared gameplay streams.

40

third-party streaming services like Ustream to integrate spectating.

ony hasn’t released any new information regarding the PlayStation 4 since

its February event, but here’s everything we know right now. It’s important

to note that two of the most important facts about the console - release

date and retail price — are still unknown. However, Sony did say that it’s tar-
geting this upcoming holiday season for the PS4 launch. by Matt Helgeson

The internal design of the PlayStation 4 represents an about-face for the company; Sony clearly heard complaints
from developers who felt the complex Cell chipset of the PS3 was too difficult to harness. The PS4’s internal architec-
ture is much different. At its core, the components are very similar to those found in many modern PCs. The core CPU
is a custom AMD eight-core “Jaguar” coupled with a 1.84 teraflop AMD Radeon GPU. The best news for developers?
The 8GB of internal RAM - a huge step up from the PlayStation 3's paltry 256MB XDR RAM and 256MB video RAM.
This additional memory allows developers to make bigger, more interactive, and more complex gaming experiences.
The PS4 also boasts a brand-new DualShock controller with a touchpad (for more, check out our hands-on preview
on p. 42) and a built-in Move motion sensor that works with a stereo camera peripheral.

A Personalized
Sysiem

Sony is making your PlayStation 4
experience centered on your gaming
and entertainment interests. You

can quickly browse games and
information being played or shared
by friends, and prediction technol-
ogy allows the system to suggest
content — both entertainment and
games - based on your playing and
purchasing habits. The system can
even predict your next purchase and
have the game loaded and ready to
go before you buy it.

The user interface is customizable,
and as expected, is open to a large
number of outside entertainment ser-
vices for streaming and on-demand
media such as Netflix.

The PS4 Specs
CPU

Low power consumption eight core
x86-64 AMD “Jaguar”

GPU
1.84 TFLOPS, AMD next-generation
Radeon-based graphics engine

Memory
8GB GDDRS unified RAM

Storage
Hard Disk Drive (Size TBA)

Optical Drive
BD 6xCAV/DVD 8xCAV (read only)

Input/Qutput
USB 3.0, AUX

Communication

Ethernet (10BASE-T, I00BASE-TX,
JOOOBASE-T), IEEE 802.11 b/g/n,
Bluetooth 2.1 (EDR)

AlV
HDMI, Analog-AV out, digital
output (optical)
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SHUHRHEI YOSHIDA

s Sony’s president of worldwide studios, Shuhei Yoshida is one of the people
who most directly decides the company’s strategy for game and content distribu-
tion. We recently got the opportunity to speak with him about PlayStation 4 and
how it will bring change to the gaming landscape. interview by Jeff Marchiafava

L O A AN

In an earlier interview with us, you mentioned

that the PS4 will allow for a variety of publishing
options including free-to-play games, subscrip-
tion-based games, and episodic games. Is Sony
considering any of these different models for its
first-party offerings?

Yeah. We are developing a free-to-play type of game,
but we haven't announced it yet. We don't have any
subscription-based games in development, but we are
not crossing out any type of game; if it makes sense

for a particular project, we'll look at adopting different
models. We are open for any types of models. Overall,
we are increasing investment in the digital side of devel-
opment, either through digital titles like Journey that
we've been doing, but also trying to add more service-
based models to our games going forward, like DLCs or
additional features post launch.

This generation, Sony released a large number of
first-party titles while Microsoft focused on a few
core titles. What are your plans for PS47? Do you plan
to approach first-party development as aggressively
this generation?

Of course we have a large group of studios both inter-
nally and working with external independent developers
as well. The types of content and types of distributions
will change as we move forward with the industry. We
have the same level of strong commitment to continue
to produce first-party titles.

Do you plan on expanding the number of first-party
studios that you have for the next generation?

We are not talking about any specific numbers of studios
or titles, but you are aware that some of our studios are
growing and adding more teams. That hopefully will
Increase the amount of output from these studios that
we are investing in.

Developers typically use the launch of a new console
to release new IPs. How are you splitting your focus
for your first-party studios? Are the majority working
on new IPs or sequels to existing series?

[It's] like the four titles we announced at the event - two
are new IPs, and two are existing. We believe in a good
balance, continuing with some of the franchises while

at the same time trying out new IPs and new ideas,
because like you're saying, the launch of a new platform
s a great opportunity to launch new IPs because people
are more open to new ideas.

Do you think one or the other is more important?
No, both are of great importance.

The cost of triple-A game development is a grow-
ing concern for many developers. Do you plan on
having any more of your first-party studios focusing
on smaller, downloadable games, like Sony Japan
Studio and Sony Santa Monica have?

We are big fans of these smaller, digitally distributed
titles, because developers can try out some totally

new concepts — of course Journey being the best
example. But there are many titles we are proud of that
we released last year, for example, Sound Shapes,

The Unfinished Swan, or Tokyo Jungle. These are all
digitally distributed titles by small teams that had really
distinct ideas that they wanted to materialize. The small
development is the form to try out new concepts, so
we'll continue to support these projects. Last year was a
huge year for indies, both for teams who were funded by
publishers, as well as real independent titles.

With so many digital titles becoming available, how
Is the PlayStation Store going to change on the

PS4 so that consumers can find the games that

they want?

That’s a great question. When you look at the new PS3
store, you can tell how the discoverability of content
has improved. By choosing content, all of the content
related to the content that you have chosen is laid out in
front of your eyes, so that becomes much easier to find
related content. Moving forward on PS4, we are taking
it to the next level, where the system menu that you
see when you boot the PS4, at the beginning, where
you can select your content on your system. Once you
highlight one icon of a game, for example, you see lots
of different information about the game, whether it's
your friends' activities and what they're doing on the
game or what new content is available on the store
that's related to that game. [It's] pushing forward more
content in front of your eyes based on what you have or
what your friends are doing, so that it becomes easier
for consumers to find relevant content that people are
interested in. We call that personalization, which is one
of the five principles that we talked about at the New
York event.

Rumors claim that Microsoft's console will require an
always-online Internet connection to play games. In
previous interviews, you've stated that that's not the
case with the PS4. Did you ever consider an always-
online connection for the PS4, and if so, why did you
decide against it?

Did we consider it? No, we didn't consider it. The main
reason being that many countries don't have robust
Internet connections. It makes sense for people to have

Internet connections to play online games, but for offline
games there are many countries that we saw do not
really have robust Internet,

So that wasn't even a consideration?
Right. We didn't even consider that.

A lot of the streaming services and sharing services
seem to rely a lot on Gaikai. Is that the reason you
bought that company?

They really provide the cloud-gaming services, and
they're the experts in the industry — so of course we
wanted their expertise and their team to be able to pro-
vide the service. The most important aspect of working
with Gaikai is they are ahead of the cloud. Everybody
Is working on cloud-based services these days, but in
order to serve in-game content from the server side,
they have been focused on providing the best experi-
ences to consumers. We are so happy to be able to
work with them. Initially, of course, the thinking was how
to add the cloud-based gaming services to PlayStation
offerings, but as we worked with them we realized that
they can also provide the tech to use, for example, the
Remote Play to play PS4 content on PS Vita. That's a
great addition to our team.

Media Molecule has focused on allowing gamers to
make their own content and share that. Is that some-
thing that you think you'll expand in first-party titles
from Sony on PS47

That's true. Really, since LittleBigPlanet, not just our-
selves but the industry have embraced the idea of giving
consumers tools so that they can create and share
content. We love what consumers create. Personally,

| like making Sound Shapes levels based on popular
Japanese pop songs. It's really fun to do creation when
the tools are very easy to use and get feedback from
people who try my content. | think it's a win-win proposi-
tion, so that people who want to express themselves by
doing some creations can do that, and people who are
not into making [content] can enjoy way more by user
content than what the original team has created. | think
that's great.

Will the PS4 make it easier for developers to offer
that to players?

Yes, because there is more and more encouragement for
people to be always connected on PS4. The patching or
adding content or discovering or sharing is going to be
better supported by the system's software of the PS4
and services. That encourages more developers to allow
consumers to create and share, | think. @

cover story 41




SHARE OPTIONS

iy, A

) @
X

| ﬁp:?

GETTING TO BINOW THE

PSY% COMNTROLLEA

or 15 years, PlayStation controllers have remained largely the
same. The PS2 version featured pressure-sensitive buttons,
and PS3’s introduced Sixaxis motion controls, but they’ve all
shared the same iconic design introduced with the original
DualShock in 1998. With PlayStation 4, Sony is keeping many
elements that gamers love about the company’s controllers while intro-
by Dan Ryckert ducing some potentially exciting new features.




developers
are saying

about the
PlayStation 4
controller
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say about it:

“We have very high
Jramerate on the analog
controllers and things
like that, so we get much
more accurate steering
response. All the items
like the touchpad and the
lips on the control sticks
make the new controller
much better to use than
the previous iterations.”
— DriveClub game
director Col Rogers

SNOIMdO

“We were less worried
about new features and
more concerned with
things like reducing lag
and having a good feel
to the controller. We've
seen some pretty wild
experiments over the
years where we were
experimenting with
various things, but we’re
very happy with the new
things like the touchpad
and the light bar and
how they can be used
Jor gameplay.”

— Killzone: Shadow Fall
game director

Steven ter Heide

While visiting Sucker Punch for our Infamous Second
Son cover story, | got to hold a version of the control-
ler the developers are using for game testing. Some
components of the prototype controller (such as the
d-pad and the overall weight of the unit) are still being
refined, but | got a good sense of what to expect from
the final product.

One of the complaints that gamers (especially FPS
fans) had about previous controller designs was the large
dead zone on the analog sticks. This has been greatly
reduced on the new controller, and both sticks feature
stiffer resistance. When holding previous PlayStation
controllers, your thumbs could bump into each other if
both analog sticks were leaned toward the center. The
new controller makes this a thing of the past thanks to
wider spacing between the two.
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while designing the new controller. Here’s what a few of them had to

“We've been working
with Sony for 15 years,
and this time is different.
Thats just fact. It'’s crazy
the level of involvement
relative to prior gen-
erations. The head of
the hardware team has
visited us multiple times.
It’s not like Sucker Punch
i1s magical. It speaks to
their process this time
around, and it’s helped
us be in a position to
where we’re really
excited for the platform.”
— Infamous Second Son
producer Brian Fleming

“Sony's hardware design
team was great. They
contacted us early in the
process to get feedback
on the DualShock 4.

We make action games,
and our feedback was
simple. We wanted to
make sure that the DS4
really paired up well
with Destiny’s gameplay.
For us, that meant the
controller needed to feel
more substantial, and
the triggers needed to
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