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In Defense of the 
Game Manual 

bisoft recentty announced its plans to 
remove manuals 1rom the PlayStation 3 
and Xbox 360 e<f~iOns of its games in 

a move to go green. Not to soond like Andy 
Rooney"' some oonsumer monste, who isn't 
EMh-oonS<:ious, ll<ll I find It hard 10 believe 
that game manuals are killing mother Earth 
when there are about a million other far m0<e 
grievous offenses taking place each ai>d every 
second ol every day. 

I'm aware ol the ptvase that eve,y tittle bit 
counts. bul its not ll<e the inrustly is ,wing 
It-rough the rain forest to make paper products. 
Moot paper is treated like crop - a replenishallle 
resource ;.,st like IOOd. Onoe the trees are cut 
down, they plant more. It's definitely not strip­
mining, ancl last I Checked the world coud use 
more trees. not rev.ir. 

I'm often amoyed at the Internet's love ol 
mocking paper piooo::ts like our magazine°' 
game manuals while people sit at a compute, 
sucking down power on a giant plastic product. 
When I'm done with a magazine I can recycle It. 
Do you !<now where )'Ol.< compute, goes when 
you are done with it'? 

Gamers c..-. instead fncl (ligital versiQns of the 
manual on the game wetlSiles, ,,hich I'm all lor. 
I Ike the ~ ol bei'1g able to check a manual 
in-game a I wish, bul the total removal of manu­
als C!OeSn't sit well with me. ThemanuatisM 
important part ol my game experieoce. As I walk 
ou1 of the st0<e with a new game. I rt> open the 
annoying packaging, sit down in my car. and 
pul out tho manual to check it out I want to see 
the art and experience that °"'v game smel as 
I crack open the box. t ll<e to 1aug11 at crappy 
black and wh~• manuals and enjoy the wonder 
of an outstanding full ootor masterpiece. 

Yes. the ·Game Notes· section in the back ol 
rnanuaJs is a waste of space, but I find the rest 
c:iute useful. I don't need a manual 10 tell me 
how to play a game, but many tmes there are 
lots ol uselu hints, as well SOtne ol the back­
SIO<y that oftentines C!OeSn'l make It inlO the 
games themSelves. AISo. I usua1y read manuats 
when my game isn't on. Aft" my game loads. 
I'm busy playing. It's when I take a break Of find 
myself stuck that I take the manual with me to 
learn more about my game ol choice. 

W~h moves Ike lllis, the manual's tuture 
doesn't look bright. but rn always be ,vilng to 
pay a lew extra dolars to get m0t0 lrorn the 
games that I OOllect ra!her than less. 

Enjoy the issue. 

Cheers, 

G) 

40 Gears of War 3 
The government has 
fallen and the lambent 
threaten to crack the 
planet open. but hope is 

0- not yet lost in thiS con­
clusion to the epic trilogy. 
by Matt Miller 
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No Lie 
The Pornll 2 OOVf!I was awesome! I'm lool<ing 
fO<W.Yd 10 a IOI of lhngs about the sequel, but 
there'$ one~ that rm most excited abOut 
new jokes. tt I hear anyone say "the cake is a lie" 
one more time, I swear rm Shoving them into the 
.-es1 emergency intelgenoe incinerator. 

Mike Irons 
Chicago, IL 

Yeah, the Portal references have gotten a 
little out of hand. Then again, all of the talk 
about cake and companion cubes is really 
a testament to the success and popularity 
of the original. You don't hear gamers rever­
ently spouting inside jokes about games 
they hate ... unless the game itself is the 
punchline. Tty Shouting "Superman 64!" 
in a room full of gamers - the laughter is 
deafening. 

For the Love of the Game 
Today I would lil<e to write to you w~h a sad• 
deOed heart. I have yel 10 find a ga,ne.-that is 
as deeply into gaming as I, and thal disappoints 
me. I go beyond being a hatclco<e 98t1l8f by 
SVl)p()r1ing my industry the b<lst way that I 
can; I subsctibe to gaming magames, always 
check out videos on the internet, and strive to 
bmg my friends together 10 have fun onllne. 1 
always defend game companies, and support 
lhem - and I am not even in the industry! Today 
I write to you, Game Informer, 10 ask if anyone 
out there cares about the future of g..-ning as 
much as I do? 

Collin McFerrin 
Madison, WI 

T., month in feedback 

we look at solutions to online 

multiplayer problems, talk about 

gaming and social issues, laugh at 

people who fell for Game Infarcer, 

and get a little sick of cake. 

We could say a thing or two here, but we 
have a feeling that you, the readers, will 
have a few choice words of your own for 
Collin. We'll Just hold our tongues until next 
month, when we print your responses. 

Pay It Forward 
In his OIJOliO<l piece entitled A Changing 
BatUef,efd, Matt Bertz says ·1 for one ,IIO<Ad be 
more than wi ing 10 Shel ovt a few dollats a 
month for an evoM1g Slandalone mulliplayer 
8Xf)erien00. • What a ~eal idea about how 10 
fox glitehing in Modern Warfare 2. Bertz! Tel YoU 
wllal: If lhal hal)penS, I wm be more lhan ,vilng 
to give you my gamertag so YoU can take c..-e 
ol my biff too. because I'm not payng a pemy to 
fox tt,e;r mistake. Imagine having to pay a monthly 
lee on each one of your fa\lOrite games; that 
won't be ·a few dolars" anymore. We can't let 
P<dshefs lhinl< it is Okay to continualy Charge 
gamers to have M experience that should be 
avallble out of the box. free of charge. It is the< 
responsl)lity 10 keep a game playable, not ws. 

Giancarlo Scamarone 
Middleburg. FL 

Obviously, we'd prefer to not pay extra 
money for games we've already bought, but 
something needs to change about the cur­
rent situation, Bertz wasn't proposing that 
you pay money for the same content you're 
getting now in Modern Warfare 2. An ••evolv­
ing standalone multiplayer experience" 
would be more akin to the model used in 

MM Os like World of Warcraft. Online shoot .. 
ers could continually add new content like 
maps, weapons1 and objectives - in addition 
to kooplng the glitches under control. This 
kind of attention to the communi\'y requires 
more staff and development time, which 
cost money. You can say that it ls Activision 
and Infinity Ward's dut:y to give these things 
to you for free, but that's just not going to 
happen under the current model. 

Old)'OUm/s$8"fI~-~t.tllhe-oib­
mtJff~ln1$S<,.204?GolO~--IOre,d 
«Ollllne! 



Darth lnfarcerus 
I don't underslancl how someone as arrogant as 
Darth Ciai1< is bei>g SUPPOtled i1 'f(>.¥ magazine. 
I-is Claim that his opinion is more impo,tant 
than lhe games or lhe people that create them 
Is insulting 10 the gamng co,mu-,ty. Creating 
games is hard w0t1<. ano lhe gamers are the final 
opinion n garring - not some jetk's opnion. H he 
(X)<M)ts as the SUPerio< opinion on the topics of 
games. then I wl cancel my su~lion 10 the 
magazine supporting this st~ity. It's about the 
gamee and wl always be about lhe games. The 
creatOtS should gel the credl. not some critic 
lhat S•·•S on eve,ything he sees. 

David Owen 
Via email 

I am writr,g 10 comnent ab◊<J1 'f(>.¥ Game 
lnfarcer section. which I thn< is a great idea! 
However. lhe idea could oo/,/ 1>0(!< in the hands 
of a talented ano cieller writer. 1,Hch was inslea<l 
left n the han<ls of someone called ·Darth Claik. • 
<latk's attempts at satire are pathetic, and actu.­
.-., diminish lhe value of GI as a whOle. After 
reacfor,g Game lnfarcer. I have realize<l ltis sec­
tion is 00tnple1e1y ruine<l n his hands. Not oo/,/ is 
he entirely (lel,oi(I of 8f'I'/ humOt or Cleverness, he 
also OOtneS across as an arrogant jerk - which 

is pretty sa<l. consiclering he real)' has notllrg to 
be arrogant about. 

Andrew A. 
Vla email 

After the yearly Game lnfarcer section runs 
in the April issue, we prepare oursetves for 
an onslaught of letters. Usually, these come 
from readers who get suckered by one or 
more of the fake news storie~ but this year 
we got a little surprise. Game lnfarcer's 
editor-in-chief, Darth Clark, ruffled mor-e 
feathers than anything else. In some c-ases 
(like Androw,s letter), even readers who 
understood that Game lnfarcer is a satirical 
feature didn't realize that the alleged author 
of the section was also a parody. Here's 
the good news: Darth Clark is pretend, and 
not an employee at our publication. On the 
other hand, if you think Game lnfarcer Is 
"devoid of any humor or cleverne$$," you 
only have us to blame. 

To~~ ICM11<Jn to°"~ FnfJta:t $IOI'/ 
abeufPta/Sll/ion/b?,et--gt)., 
g-me,."°""'1Jag 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 

In order to sell more PS3 
srm mts. Sony del'berately 
sabotaged older PS3s with 
the CIOcl< bog Illa! rendered 
the ear1y systems useless 
f0t a day back n February. 

1.WiiOS 
2. Remembering 
PlayStaticn Home 
3.MassEttect3 

(Lelt) Gal)com's &yan Keltner. 
0,sney's Matiasn Slqlayet, 
Sony's Jett Rubenstein soak up 
lhe ~bes at GOC (Right) Nr,ja 
Theory's Tam Antoriaoos, 
Namoo Bandai's />licia Kim and 
Ryan Adza, and Miller enjoy 
some of Ille wo,lcfs best roast 
beel at MaYer',ck's in Sl Pal.I 

GISPY 
~t;r(ll'Q',11" 



On Your Mind 
•••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••• •••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••• •••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• •••••••••• 
■Gea-solW.3: 31% 

■Thell1hfyW,ll\11)iwna. 25¾ 

■HabAeacti 22¾ 

■Pdl6mcrl!: 18"• 

• ~CelffeeN!IS: 4% 

GISPY 
cc:.rrn,,o;,tOl"'PilQl)9 

(Left) F1001 nowoo. lfflJlf 
guests oo I.ate Nifllt wflh .Rnlfftf 

Fal<>lwill be llrought 10 juStiCe 
with the lancer froo, Gears of 
w..-3 (Center) G4'sAbbie 
Heppe and Adam sessier ..-e 

loo i'<>t fOI 1'I. but just the light 
teml)elawre for GI Spy (Right) 

Dangers what's OOOling to him at 

Ille hands " famed luchador El 
EleQido at a 1ecent -P1ess 

ewnt. That beard was ma1<irg 
Dan think he was so totq1 

Tackling The Issue 
It was re~~ to read The Gender Gap, a ml­
written analysis of the Challenges of female rep­
resentation in gami',g. But as a student currently 
researclu,g archel'Jl)eS in video games. I'd like 
to offer my two cents: Nol only Should we ask 
for more female ch>Yaclers. we Shoud delrlMd 
that future female NPCs not be constrained by 
tredilional gender roles. Developers cwcJ do a 
Jot for woroon in gam,,g 1wh tits s;mpte, safe . 
and cost~etfective measure. 

All.son Rapp 
Minneapolis, MN 

1 am a temae gamer. 1 aoore waSling my 1'/llel<· 
encJs Swtrf ptayng Modem W8ifste. Halo. Left 
4 Dead. ancl The Orange Box. However. I hate 
females in games! Usualy. they are the ·strong· 
female archetype that ctiv8S me crazy with her 
·rm just one of the guys, but bett.,- anl'<:s anc1 
Sholving off hOw tough she is. Mole often than 
not, I won1 buy 8 game IWh a female Jeac1 Char· 
acter. I coukln't care less~ the game has gender 
diversily; as long as It's a good game. 11>en rm 
hat>P'{. Garring can juS1 be entertainment - it 
doesn't need to taci<le social issues. I don't com• 
plain about Jacl< of gl1s in games iwxl I win never 
have a reason to! 

Crystal Chavez 
via email 

Your insulting Miele about lhe gender gap in 
video games amost made me w,v,t 10 cancel 
my subscriPOOO. Where do you guys get off P'JI· 
1,ng lhat ,n you, magazine? Save It for lhe Ne,, 
Yori< Post or Trne. I thought I was reading G,wne 
Informer. not the "Mlat's Wrong W•h Amenca 
TO<lay" magazine . 

James Ivey 
Bradenton. PL 

All media is influenced by the surrounding 
culture. Sure, you can play video games 
without giving much thought to their social 
significance - but that doesn't mean it isn't 
there. As a video game magazine, we report 
on many facets of the gaming indusby, and 
we wouldn't be property serving our read• 
ers by ignoring the challenge that social 
issues ~ike the gender gap) pose for game 
developers. They may not be as entertain• 
ing as punchy Top 10 lists, but these issues 
are a part of today's video game indusby. If 
you want a bland hobby disconnected from 
controversy, perhaps you should invest in a 
food-themed coloring book. 

No Sims Allowed 
I just read your article about The Sims' anni• 
versa,v. ancJ I thOUghl of a belle< title for it: 
·10 Years of the Smsand the 9.75 Years No 
One Gave a 5 ... : I mean. Mortal Kombat 
and Duke N<A<em worked too hatd to set the 
bar for these guys to oome along and make a 
video game out of a home economics class. 
Don't encourage them. GI. 

MaloollnM. 
New York, NY 

Games with lots of blOOd and guns aroni 
automatically more legitimate than those 
about buying furniture and going to work, 
Mortal Kombat and Doom certainly cany 
more hardcore credibility, but as the best­
selling PC series ever, The Sims franchise is 
a huge milestone ln gaming history. If simu­
lations aren"t your thing, stick to BFGs and 
fatalities. Just remember that "I don't like 
this game'" and "This game is bad" aren't 
always interchangeable statements. 



FIESTA OFFE~S VOICE-ACTIVATED 
C LUNG, DIRECTIONS, MUSIC AND NEWS. 

ITS COMPETITORS DON'T. 

Any car can offer a hands-free calling device. 
Only the Fiesta offers voice-activated SYNC.' 

With SYNC, you can use your voice to do a 
whole lot more than just make calls. After all, 

it's one of the most advanced communications 
systems you can find in a car: All at a price that 

will leave you, well, speechless. 

IT'S A PRETTY BIG DEAL. 

·cta>S is Comoact Cars vs. 2010 competito,s. Optional feature. Driving wtiile drstt acted can result in loss of veNcte conuol 
Onlyusemobiephonesandotherdew:es,evenw1thvokecommands,whenit1ssafetodoso Drive one. 
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(Left) High Roa<! C<lnmnca­
lXl<lS's Ne>c RyM, G4's Jeremy 
Holtman. a<>l GameSi>Y's Wil 
Tuttle, f)IC(ured here ha>ing a 

serous bro-oown (Right) OM 
<ecc:Neled kro, hls nJttles )usl 
in ,,me l011al'QOUl w,lJl 'lahe's 
Doug LanOOrdi. Eric JolYlsl)(l, 

a<>l Galle Newell 

wurm 1 Mark sanchez He tteooy has Helios' re.ad SlllJOO!ed" his IOlrdott> some­
where, vb/ nc, a,e rrcre• 2 S&hra Gle11z Chris seems some,,na1 Uldef'llllelmed by his new 
Ol.C oo,q, 1)81118 3 Deonta Head Sacldxr/ •~ to sneak into lhe Nmem,,only E3 party 
ll'OOiced 4 Bero! Lancla:kroner Hulk..., Gomoome to blows alter "'9,Jing oier who has lhe 
most Jllltelic Bm ca,ee, S Sam Chapman The sv.un ~ oj Joseph MeCanllllard 
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GUARANTEED RESULTS OR YOUR MONEY BACK! 
Act now and get rock hard abs, a broader chest and stronger arms­
plus FREE shipping! Better yet, if you're not completely satisfied with 
your results, we'll refund your purchase - no questions asked.' 

LEARN WHAT OVER 1.5 MILLION 
PEOPLE ALREADY KNOW 
Six weeks is all it takes to transform you r body. 
With up to 95 exercises and 410lbs of resistance, 
we believe we've created the best line of home 
gyms on the planet and we think you'll agree. 

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

• Learn about our proven technology 

• Get info on the entire l ine of Bowflex" 
Home gyms and see them in action 

• Discover why no other gym can 
promise results l ike Bowflex" 

CALL 1.800.957.9634 
i ortext FLEX to 467467" 

ORDER NOW! 
Not ready to order? Request a 

FREE information kit & DVD today! 
-------------------- ------------------- ------------------------------

CALL 800 957 963 or order online at 
, . 4 www.BowflexWeb.com 

JAMES SOUZA HAS LOST AN 
AMAZING 104 POUNDS0 

·My Bowfle,- gym has changed 
my life; I was a couch potato with 
no energy. Now my 10 year old 
son has a hard time keeping 
up with me when we go hiking 
or biking." 

_, 
BOINFLEX 
CALL 800.957.9634 
www.BowflexWeb.com 
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-The Evolution 
Are sequels stronger than ever? 

by Matthew Kato 



of Success 

T 
he WO<d "secJJel" might be a dirty WO(d 

to some, but it 8ISO represents a large 
po'1ion ol lhe good games we play, The 
current gaming landscape is marl<ed 

with established properties ll<e Mass Effect 2, 
Uncharted 2, 8ioShod< 2, end many more. And 
why shouldn't tt be? When a publisher or-· 
oper sees that a series ll<e Gal of Duty: Modern 
Warfare increases tts sales from t 4.4 rnmon 
UMS sold \""'1clwide for the ftSI game 10 <MJf 
an estimated 18 nillon for the follow-up (so~!), 
it's easy to envioon a suocessful franchise as a 
goose laying golden eggs. rn light of the recent 
=$$ of so INtly sequels,~ appears we·re 
in the njdst ol a video game heyday. We look a 
look at the process ol aafmg a good series and 
investigate the o,.,8"111 strength of the model. 

"We go in with the mentaity of: Eve,ything 
we buld has the potential to I\Jrn into a major 
franchise,· seys Soou Rohde, vioe president 
ol Sony's worldwide studios in America While 

8\l8l\'Of>8 wants a blocl<buster °' 
ti-.ee, geuing there IITough a soc­
cession ol caren.ly crafted games 
is not easy. tt can be the kind of 
chalenge that is arnost too big 
to foresee. 

1he fi.nny !ting aboul the God 
of War games,· explains God ol 
War Ill cfrector Stig Asmussen, "is 
that we push so hard at the end 
of the game that we ,-an·, l)lal>­
n'ng very ,...n for the next game. 
wa don't plan for the next game 
untl we·re baCk kom our vacation 
after ""' frish the game.· \Mlen 
they do stM wO<l<ing on the next 
installment, there's a weallh of info 
from focus g=. fans' forum 
posts, intamal POSt•morterns, and 
othe< souroas, but tt·s not aways 
easy to cut through the static. 

However, both Asmussen 
and Evan WeAs. OO·ll<esidenl of 
Uncharted 2 -◊per Naughty 
Oog. believe that a good place 
to start is with ,'if'\at woUdn't. 
0< even 00<.Kln'l. work in the 

previous games. Bolh developers believe in the 
impo<1anee of examining ideas that <idn'l make 
tt into earlier tttles. This isn't because of a lack 
ol ilspiration, h◊Weller. If anything, it's a wfSof to 
revisit gameplay me<:hal1i::s and features that 

ware worthy enough the ftSI t.-ne around bu! 
coddn't be implemented, perhaps ()Je to tech· 
nological oonslrainls. AsmJssen points to God 
of War Ills gl\JltS with randomized animations 
and /lJ as an axa,"l)le of tlis, and WeAs states 
that righting wrongs is the inherent pu-pooe ol 
sequels. "More so avan than exceeding the sales 
or the attical reoeption of the first game, wa·re 
just hoping that we can find pe,sonal satisfaction 
in aohialling the vision that we had actually origl· 
nally set out lO achieve." 

For Weis, WO<king on a sequel isn't just a 
retooi to the lamiiar, bu! an exciting process 
"lleeause t,om ~ one YoU are really l)!O(lUO· 
live." he explains. 'When you are creating a 
new IP tt's a slog tl"<ough at least the f.rst ye,­
of de\/efopment. and ~ even longer if you 
are devek>ping a new engnB or workrg with 
new hardware to where the amount of pr◊l>'ess 
you·,e making every day is really 1tt11e: 

Building ~om a fOU>dation can be a good 
approach, bu! franchises must alwfS,JS navigate 
the dOtble·edged sword ol attracting new fans 
without _,.ting the old ones. Does a Morial 
f0< the \Jl1initiated get in the way for veterans? 
Do frllnCtise 0"8rllalJs and/0< flasny new 
features pull the rug out from under long-time 
fans? As Asmussen details. there are no easy 
decisions. FO< God of War llf. he fell he had lO 
rob Kralos of some of his powe,s because he 
thought lhat the series' debul on PS3 woold 
attract a IOI of~ ·1rs kind of a clich6 
f0< the game riglt ro.v; he acknowledges, "but 
we definitely recognized that there were going to 
be a 101 of new people.· 

On the Stbjecl of tutorials. Wells believes 
they're a must for anyone who plays his games, 
simply beC8use he doesn't thi1< that even fans 
of Uncharted. fa, exarrple. will remember afl the 
oontrols from the fitst game back in 2007. One 
feature he cid think was a win-win for &Jeryone. 
however. was~-

No mane< hOw finely you hone your craft, the 
(l,->ger of beOOming state is always fl(esent. 
Some gamers befe;e lhat secµ,ls get cozy 
and don't create enough new momantooi f0< 
the industry. While new IPs are certai'fy sexier 
ttm what's tam'liar, innovations in gamilg can 
be made by any game at any time, and even 
new IPs rely on ,'1lat's come befO<e. Stil. both 
Asmussen and Wells know the dang8' signs of a 
franchise that has I\Jl ~s oourse. , lhink the best 
gauge; seys WeAs, "and ultrnataly what makes 

a differeooa between what makes a good game 
and a bad game, Is the enthusiasm ot the team: 

When a developer is burned out on a fran· 
chisa, Asmussen beliaves that the best thing 
to do is give the prOParty to another devel· 
oper - assuming that the studio is right for 
the job - 0< put it on the shelf untl the original 
team is inspired agajn. Rohde, a man who cer­
tainly is familiar with the status of Asmussen, 
Welts. and an of Sony's first-party -P· 
ers. keeps a clOse watch on the situation. He 
is mindful of the climate Sony's franchises 
are in, the publisher's balance of new lP to 
seQUlllS, hOw the audien<:e for a given se(,es 
rnfS,J be changing tts demographics, and how 
this might even affec1 what kind of mechan· 
ics might be added or which oonsota is most 
suitable for certain points in the franchise ·s 
life. F0< those series that Sony has put on 
the shelf, Rohde Is one of the people Who is 
planning - sometimes as long as three or fa, 
years down the road - for the right time f0< a 
franchise to return. 

Even though As,russen has WO<ked on all 
the God of war games, he's not oblivious to the 
danger of the industry beOOming too depen­
dent on sequels. How._. he doesn°l think that 
we're at that critical mass yet He likens the 
current climate to that of movies in the ·10s and 
·8Qs. cifing stil·relevanl sequels ol the time li<e 
77>e empire Strikes Back and Rccky II. ·1 think 
we haw to be vary careful that the industry 
doesn°l become so focused on money that 
nobody Is wiling to take risks anymore. and 
we're etther just doing seqoets or games based 
on franchises in other rneditms. l might sound 
Ike a hypocrite because I just got dona ,IIO<k­
ing on my third game in a row, but for me Ws a 
passlon. it's more like the Star Wars movies <X 

Rocky movies. In my mind, God of War kind of 
CO<nmanded a sequel." 

II ever the state ol sequels is d,re. Asmussen 
finnty belie"8s gamers Sh:l\Jld not hesitate 
to tal<e matters into their own hands. In that 
case, he says. "People have lo stop buying the 
sequels. Something needs to happen to get 
people to stop~ the sequel$. because the 
companies are going to koop offering nothing 
bu! sequels.· F0< now, however, we seem to 
be reap;ng the benefits ol gaming franchises 
constantly perfecting their craft and offering con· 
sistenlly ~ expe,lences. 

connect 15 



Sequel 
Movers & 

Losers 
The Metacritic scores of many 

of the series we looked at 
stayed the same or only strayed 
by a few points, perhaps point­
ing to the strength and reliable 

nature of sequels. However. 
here's a culled selection of 

modern video game franchises 
whose scores stand out.• 
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'theliCflestuetaolksartwasUSiedb 
tld.QlalktmLllesvdl\dff«enlscues.AISo, no 

fl)()'t$pne$wes't\$N l\fi$ ~ 

Are Episodic Games the Answer? 
When we asked Nalqlty Dog's Evan Wells 
what he thOt.llht might ll«lal< the current 
irooet of sequels. he told us episodic gaming 
has the w.ential to do !hat. llu1 that it 1'/IXAd 
be <fdf,cult. VlellS thinks that solar nobody haS 
produced CO<ll)Olllng content with the ·current 
level ol lidelitf of iwr average console game 
al the same rate it can be <llSlled oul. Ill Other 
words, it's tough to ~op Ol)isodic content 
""''Y month. and then on~ have a month to 
cr&ate the next batch. ·11 someone was able 
to crack that m,t, I think that's one of the on~ 
thlngs that would change the way people are 
expe,iencing lhei sequels. 

Movers 
Killzone (PS?., 2004) 70 

Killzone 2 (PS3. 2009) 91 

Red Steel (W11, 2007) 83 
Red Steel 2 (Wu. 20101 81 

Assassin's Creed (multi, 20071 81 
Assassin's Creed 2 (multi, 20091 91 

Uncharted: Drake's Fortune (PS3. 20071 88 
Uncharted 2: Among Thieves (PS.1, ?.009) 98 

Mass Effect 1360. 20071 91 
Mass Effect 2 1360. 2010) 98 

Excite Truck (Wu. 2006) 12 
Excilobols: Trick Racing (W11, 2009) 11 

Losers 
Command & Conquer: Red Alert 3 !PC. 2008) 82 
Command & Conquer 4: Tillerlurn Twilight (PC, 2010) 89 

FmaJ fant3$y xm 

Matters ol Context 
A new console can be an eoa:iting new OW(X1U­
nlty for series IDie KIIIZone. The<e's no doubt the 
PS3 proYided hype and gr&at-lOOking g,apt,ics 
klc a sequel that was bel1er 1eceived than the 
1;:;1 one. Sinilar~. new l&al\Kes (ll<e Resident 
Evil S's CO·OI)), new (levelOl)e(S (BioShock 21, 
or new rnechallcs (final Fantasy XII) may 
lac<o- In some sequels soomJ lower than their 
preoecessors - ""'" though the games and 
5"riesthemsel\<esmayllehigll quality, 

Resident Evil 4 (multi. 2005) 96 
Resident Evil 5 (multi, 2009) 88 

Final Fantasy XII (PS2, 20061 92 
Final Fantasy XIII (PS3. 2010) 83 

Marvel Ultimate Alliance (mulll, 20061 83 
Marvel Ultimate Alliance 2 (multi. 2009) 74 

BioShock 1mull1. 200'/) 96 
BloShock 2 (multi. 20101 89 

NoMoce Hetoes 2: C>espor.!110 Struggle 

The Scarcity ol WU Sequels 
A tt!clen Statis1ic i1 the WA?tacittic sequel data 
is that Ninr,noo's \Vi - apart l1om some IIISt· 
party tilleS lil<e Supe, M;t,o Gaia,y or Melrold 
Pm'e -doesn't ha,e as many sequels as the 
other sys,ems, V/lile lesse< lranchlses like 
Cook,ng Mama o- Shaw V/lt.e Snowtm'dl'og 
pad out areas ol the console's roster, the \W's 
_ .. catalog misses OUI l1om the S1able of 
consistently s,rong-scoring titles that sequels 
pr111ide the O(hef platlorms Gr,en the 11oblems 
that i!lld parties toa,e had achieving sucoess on 
thew,;, it's not su1prisrlg. ThankfuJy the<e are a 
few eoa:eptioos, such as Boom Bt00<. Red Steel, 
Resident Evil, and No 1/o'e Heroes. 

Uoobattcd 2: Among 'n»e\'GS 

Sequels Aren't Better 
tntelestiW, - Evan W<ls (CO·lo.nler ol 
U1charted 2: ~ Thieves de,elopel NalJ\l1IY 
~) nor God oil~ 111 (jreac,Slig­
~ that seq.es necessariy ooller.er than 
tiler predecessors. , <1cn'1 lllin< i1 is a gMlll." said 
Wells. ·From the research I've oone, on~-
! you look ac,oss afl games, not j:Jst the most 
sua::essfu lliple,A titles. seq.es lend IOdecf,ne 
in sales,"--• poss,l:lemirage 
effect proouced lly ,ew,w scores. A sequel might 
score bel!A!f because tt's 11<,ly a more ref<led prod­
uct than the~ before~-llut 11'tydcn't~ 
ci>better i1 1e<msdsales."°"'l)ite-and 
Wells' lnsi:le< ollsefvalions, lloth God dWar n and 
l.h:l1arted 2 (Sht),,,,<4 ha,e s.,passed theil prede, 
cessorsaoconi>, ioSony'ssaes rurllera. 



The Good, the Bad, and the Ugly 
NEWS WITH A SARCASTIC SPIN 

(RIGHT) Bmc 
Commando: Rearmed 

was the orly good thing 
abOut last year"s return of 

Ille franchise. and gamers 
wll0'°"8dlheSi<le· 

scrolling XBlAIPSN title 
are 9811'9 mo<e. Capoom 

unveiled the sequel at a 
recent event. an<l 81th0Ugh 

there are no details 
about wt,en Rearmed 2 

is cooing out, at least 
Nathan "Racr $peocer 

can('q/1~. 

(ABOVE) Canadian tea partierS ~ • got a ""'v reason to hate 
being taxed. Too Human oovelc:,per Silicon Knights has been 
awar<le<l a $4 mllon grant from lhe Canadan governn,ent to 
hie new empi(Yyees 811d w()(k on a new game. Personaly. we'd 
rather play the baianoe-the-bu<lget garne Iha! W government 
recently oontacted Microsoft about mak'fl9. 

{ABOVE) An act°' pt.le<! a fal<e goo on a bunch ot bar 
patrons in New Zeatan<l as pan of marketing stt.nt f"' Splinter 
Cell: Conv<::tion. Needless to say. pa,-.c ensued and lhe cops 
were calle<l. Whal a stupid wey to advertise the game. Ell8l)'OO<l 
knows Sam FISher is a 10181 ba<lass who could take out every 
cop in New Z- ff he wanted. and WOUi<l neY8f get anested 
ll<ethalfool. 

!ABOVE) People 81 over tile inclust,y l<We 
to blab about stuff they shotA<ln't. Olhetwise. 
hOw wout<l we know that the<e are voioo 
actO<S portrayr,g Mr. Freete and Taia al 
Glu in Baima,,: Arl<ham Asylum 2? Or hOw 
retailer HMV is listing the upecmfng Bizarre 
Oeatklns-<levelOl)e(l James Bond racer as 
James Bond: Bloodstooe? Tony Hawk even 
"accidentally" ~v!ttere<l lhal his next board 
peripl1eral-using game is called Tony Hawk 
Shred. but nobody paid attention. so it's ll<e tt 
never happened. Right? 

vs for Cryptie/MMO rans. Firs1. ll<e the planned con­
f()(e it. the 360 edttiOn of Siar Trek Online is on the 
·s executive producer. Craig Zinl<Jevlch. He says 
snag, SO h wou<l appear that Microsott'S Strict 

. The good news is that Ille company has 

(LEFT) There's been a 
Slaff bloo<lbalh at Sega. 
Not orty haS Iron Man 2 
developer Secret LSlffll 
(acquired by Sega in 
2006) been CIOSe<l, but 73 
people have lost their jobs 
in both the San Francisoo 
and Lon<lOn off,oes. The 
oompany says that wtile 
it is nof abandoning traci­
tional console li1Jes at 81, 
there wl be a new focus 
on o,gital content. 1n fact, 
London wiD be the HO 
'°' PC and console tttles. 
while San Francisco han· 
(lies the <ligttal e,pansion. 
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HOLCJ THE LINE 
SAVING VOUFI PAFITV IN 
MASS EFFEC:T 2 
by Joe Juba You've already completed Mass Effect 2 at least once - maybe you've even finished multiple play­

throughs. Regardless of how many times you've saved the galaxy, what goes on behind the cur­
tain of Shepard's final mission is shrouded in mystery. You know it's good to get the loyalty of your 

crew, but why? What happens if you choose the wrong specialists? Why is Mordin prone to get­

{ 

Tall. Legion.« + 
Kastiml 

Anror,e .... No 

ting gunned down, even when loyal? We talked to the team at BioWare to get 
all of the under-the-hood details on how the game determines 

who survives and who is sacrificed during the course 
of the game's climactic suicide mission, 

+ 1'IS + :i:=+ M;~. + 

' Anror,eet.. 

Warning: spoilers follow! 

ISlle/Slle 
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' No 
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Splinter Cell: Conviction 
Splinter Cell has always been a game of precise calculations and small windows. If Sam 
l'isher didn't duck into the shadows at an exact moment, he'd compromise the mission. Conviction 
moves away lrom these traditions. applying an uncalculated urgency to the stealth lormula. Ubisolt 
Montreal's creative director Maxime Beland and co-op game director Patrick Redding shed light on 
the series' dramatic shift, and also outline how an old man hke Sam could suddenly be as light­
footed as a spring chicken. 

After announcing the game you 
went back to the draW'ing board 
and relnventod it. Why did you 
uttlmately decide to change 
tracks mid-development? How 
many of those original ideas 
made it into the fin.al game? 
Beland: Our creatN& 1eams kne\v 
they needed to rr.ake an enom'IOUS 
ifl1)aet With this fifth rlStallment Sl 
one of Ublsofrs mos, important 
brands. G<eat games aren't made 
qu,cldy, and Ubisoft sopported 
the creativity Of the deYelO!)ment 
team by 9""'9 the neooosa,y 1,me 
to make a gea, game. Due to 
thlS. we kept all the geat tools we 
areooy had. such as an amazing 
lighting engne Md the clynamoc 
envirOMleflt. then we focused the 
garnep1ay more on the Sl)linter 
Ceil valveS end StrengtllS, such as 
light and shadows. atl'letic m01/8S. 
andgadgelS. Theaorlielcf-was 
changed p,etty racically n the last 
months Of the pro,ect, Olher than 
that. we pre<ty "1JCh produoed and 
Shil)ped 6'$)'thing ""'1 we had 
piaMed on the rrission Side. For 
gameplay. the r>.Jrooer one feat'-"• 
that ,ve were not able to do on trne 
was the ablity to c,,rry <lead bodies. 
I wish we \'K>Ufd"ve been~ to 
do •· Not that yoo rool,f need ~ in 
<he game. bu1 moce beCavOO •'Sa 
tea1uce tha1 a IOC of rans \VOIJd llke 
to have. 

£arty concept Images ot Sam 
showed him whh a beard and 
shaggy hair. Why did you move 
away from the gruff look? 
Belend: The change n Sam's IOOk 
simply Ms belt« Wllh the n&.V dirac• 
<ion Of the game. He ,s not a fug<M> 
M'YfOOl'e. and he is a man on a 
rnsssion. Sam iS not in Third Echelon 
anymore. he iS on his own inves1iga· 
lion, end a0 he chOOSe$ 10 (!<8$$ in 
M ade(p.Ja1e mat"lner to ~ v him 
10 do acfOlXUIC moves. The n&w 

Sam now ,•,o,!<$ for r.mse11. He'$ 
tense anCI mean. end an hiS muscfeS 
.:we for pr8da100, pointr'lg toward 
his goal. Sam haS always bOOO a 
dangetous man. But now, he lets 
homsell be dangetoos. 

Conviction moves at a much 
faster pace than most stealth 
games. Was speed one ot your 
de.signgc>als? 
BefMd: We WOOied tO Qtve the 
·ruthless ef!e agent" fantasy to the 
player. We tocused on keeping YA>at 
macl8 SC $1)8Ciai: inteligenOO n 
action. SC is not ar'ld ,...,1 oeve, be 
a Skil•oosed Sh00t8J at ,ts e<:re. II 
has 10 IOCX)(JX)(ate 1ac1ical elements 
and be ,ev,a,ding for those that are 
using it effectively. Meanwhile, we 
reaJ~ed that gamers enjoy innc>,atl\'8 
gameptay end faSt•paced ae,,:,n. 
0... ambl!M was 10 brdge lhe tac.11• 
cal elements w,tll the noocJed actoo 
and ~ that would ,esonate with 
game<s' expectalions. So we decic!· 
ed to focus oo brand new gamepay 
elements 10< Convic1,on. The M!YI< 
end Execu,e i$ a really good exam• 
pie ol <"'5 phlooophy; being gamed 
a mM< and execute. and using i1 
well will mqui1'8 some thinking, wtve 
the execute PM 1wf be ctiven by 
prCMC!ing the sense Of t,e,ng thi$ 
rvthlesS agent. Additoonafly. the 
abily to vse Lasl Known P¢Gl<ion 
alOwS players 10 Strateg,:aly llank 
opponents. Th,s gameptay eocou,, 
ages game<s to team thei' surround­
ngs arxt vtiize strategic positioning, 
wi.e SIii allowing the ~eedorn to n,n 
head firs, ontobeltle. 

Enemies are very chatty in 
ConvicttOn. Why is the Al con• 
stantty hurling insults at you? 
Beland: Pan Of that decision was 
10 give pla)er$ the feeling that they 
have 100 "1JCh in!ormat,:,n abO\rt 
,~e enemieS $8 ar'ld ....tiat they're 
c,oing rather than 100 llttJ9. Part ot 

that was bring;ng enemy Chatter 
.-i:o the rerratf'J8. USually, that sort 
ol dialogue ,s very genetic. You 
can ttOOsplant Che 'Arr<J)! I've been 
shot!· lines that bad guys give off 
from one game to another, and in 
• lot Of cases n would be hard to 
tell the difference. Here. we-• 
l.t)1(l9 to rnake lh0$8 rooc1ietls a 
part of wf\al was QOf)9 oo. Ottfereol 
eoerries react 1n very <Mf«ent ways. 
Some Of that's the insults yoo·re 
181king aboot. Some of that's llat·OUI 
terror. tvld some d i'l ss a deeemiina• 
i,on 10 meas,,,-e ,_ again$1 
th,s terrofying, iconic llgvre of Sam 
Fisher by tal<ng him down. 

The last fight Is more of an 
lnterac-tlve cutscene. How do 
you respond to players who say 
that the ending was a missed 
gameplay opportunity? 
Belancl: ◊fig,,aty, the plan was fo, 
Tom Reed to ~ rl'I.Jtate into 
a 4(Hoot tal tentacle beast w,th 
mact.ne gens in hi$ eyes. but that 
wrned out 10 be a bad match for 
our oore ganl9()1ay. More seri<)JSly. 
a Standard bOSS ~t Ml't mesn 
wGI with an of the n.des of ganl9()lay 

that had been eStabl,shed """"" 
the game, and really across the frm• 
ct-.se. A drawn•ool. extended figlt 
with a singe enemy in a game thafs 
abOU1 sodden. sucoesshJ anacks 
anCI quick (tops Of..,.,,,_ SOrt ol 
fights aga,ns, 6'$)'thing the play<!< 
had done up 10 that pool. lns1ead, 
it seemed mote appropriate to have 
• "boss sequence." somettw,g that 
used g:wnepay and narrative 10 cre­
ate somettw,g that matched the ,es, 
Of the 9M'8 ~e p<<M:long a saos­
fying resoluoon to an aspects. 

Why did you decide not to 
Include the beloved Spies vs. 
Mercenaries muttiplayer in 
Conviction? 
Red(l,ng: From the t,eg,nra,g we 

deeded to make the bes< OO-oP 
8J<l)8rierCe PoGSi:te for Convietion. 
The~ deYefoPed in s,ngle­
player supports OO-oP very well 
because it lees two players v.'0f'k 
togethet to dominate the enemy and 
reinforc,i that feeling "' being preda• 
IOI)', tt Sam is the p&llher. -
and Kestrel are Ike t\YO ,',,'()fves in 
a pack. wor1<ing together 10 lake 
dOwn ""'" prey. Spes vs. Meres 
does not fit tt.s new 8")(00Ch to 
gameptay. We have one diallenging 
act,,etsariai mode-"fooeOff" 
oor,s,sting ol spy versus spy. with 
~ile Al thrown r110 the rrix that 
fits pertee11y w,th the ooncept ol two 
rivalagEW'ltS. 

Splinter Cell ls known for having 
ridged trial end error gameplay. 
but Conviction isn't like thet at 
all. Did you try to make the game 
more forgiving? 
Boord: What 11 meat1s to be a 
Steol!h game has cl1a'lQ!ld ove, llme, 
as has Spli~e< Cell itsetf. We used 
10 rove things li<e ttvee 8i8mts and 
the rrission -be-. the light 
end nOiSe me1er, and delailed radar$ 
end maps. we IOOked a, al Of theSe 
elements and what they txoug,110 
the game. and WOOOK:t to execute 
thocse ooncep1s in a new, fas1«. 
m:xe action-aien:ecf experience. 
Fo, OXM'C)le. we've always had 8 
cxn:,ept ol a Lasl Kr,()v,ft PootiOn, 
a ,,_,sof playing cat·end•mouse 
'Mt1l the enemies: 00.\'8V8r'. it was 
a clffiCtJt concep1 10 play with 
sonce there was a lot Of g.,esswon< 
~. NO;Y we expose ii to you, 
and ij becomes a really powerful tool 
that yoo CM e,q:loll. In al, I 111ink 
we·ve fflM398d to create the sa-ne 
oore 5/mte, Cell e,perienoo, but 
faster. clearer. more pe,sonal Md 
l'Wth the oPlion to play eilher in a 
steol!hy or rnored)f1'Vric way. e 



f\.i AN'\JOV N '\JEMIES 

Like-Likes (Legena of Zelda series) 
Most annoying enemies are content to simply send you to 
your death. but Like Like has more sinister intentions. The 
real threat with him isn't that he'll dram your health bar. it's 
that he'll steal one ol Lmk's iconic accessones his shield. 
If you don·t defeat him soon enough alter he swallows you. 
you'll !ind yourself angrily trotting back to the nearest shop 
to throw down some hard earned rupees on something you 
already owned. 

Mimics (Many RPGs) 
More man any 01llef enemy 
on lNs isl. Mimics kNe 

to add insult 10 ir;.ly. At 
feas1 Ille olller bad guys 
look l'ke bad guys ... lllese 
Sl)il<e• IOOlhed pests have Ille 
gall todisguiselllecnselves 
as treastre chesis. Yoo lllrl< 
ioo·n be getting a nice new 
weapon or some gold, but in 
a giant mitl;le troec to Ille 
player. yoo end up ha'lirg 

L.akitus (Mario series) 
The Sight of these goggle• 
eyed jerks wl trigger inslalll 
rage toe "'I old·schlol Mario 
tan. tt yoo lhink of Lal<l.us as 
friendly, clow·boond buclcfres 
who carry video cameras and 
l'dd Cheekered flags, yoo 
needtoSl>"'lmorelllleil 
the Mushroom ~·s 20 
incama,ions. That's ,·.toere 
this floating menace assat.tts 
players villh an unending rain 

Metroids 
(Me11oid Sefies) 
On one hand, MelJOidS are 
among the most awesome. 
iconic enemies in gamrng 
On the othe< haoo, they 
are huge pains In the butt. 
voo·ve goc to blast them 
with rrissiles (usually after 
freezing them). 1•.llich Is 
eaSlef said tllall ctone ,'ollen 
they come zOOOli\g in from 
off•set~ as ioo·re tf)ing 
to JUmP on tiny platforms hOvering Mr lava ii lhey cJo manage to 
latch on. prepa,e to cJo sarrus· signature "bomb and itl11I> and flai 
1""8 <;tal)f" maneuver to get tree. 

wm-o-the-Wisps 
(Eide/ ScrOlls rJ: 
Oblivion) 
II yoo happen to be-· 
ing C\'(00,I w,thoot a magic 
-in tow, yoo'd better 
prepare to spint in terra if 
yoo see a lllln-o-the-W,sp, 
These shinvnering be3cOnS 
of dealll are imfTUle IO 
oon,et11ionaJ weapons, and 
will retentlessly dlase after •

•••• • • • . 
.. 

. • , . . . . . 

. 
·. . . ~. . • . . • • . . . 

yoo as they lade in and oot of existence. Be caretrJ mt 10 accidental'/ 
lead them into a to,111, wh,ch is essentially a death sentence toe al 
neatby ~<IS and citilens; Ille WiSp tnle<ecnoniouSly la1lG evel)thing 
in sigll1 before ttrning hs attention back to yoo. 

Big Eyes (Mega Man) 
fl$ it Mega Man~ 
his~lhrOLg,adewlus 
gaunllet of traps isn't 
haffOVMQ erwgh, Or. w,1y 
decides lOdepio\' the B,g 
Eyes. Guarding the entrance 
to the lairs of the oclginal 
robot masters, the B,g Eyes 
are dilflat1 to hit and can ab­
SOtb a 1on of shots trorn yoor 
mega buster. E""1 ""1se, 
tiler devaSlating ju~ anack 

10 f,gh1 a monster Perl'.lps Ille most insi<lous M>mic of all is toond 
i1 Zelda: Spirit Tracks. in \"h'.:h sane tre3SI.Ke chests rum out to be 

<isgulsed Like•Likes (see fl). 

of s,,,,ys, occasionally tatl\1'lQ yoo ,.,o, an e,ira ife on a tistirg hne 
betoce begrffl9 Ille barrage. 

does al)S,,td damage, sendng ioo back to a ll'id•stage checkl)Oint 
when yoo are oct, ir¥:hes aw, from ooctrontrg Ille boss. 

Birds 
(Ninja Gaiden) 
Swarms of ~host 
trsllpiagued 
Ryu in tis Xboo< 
comelJaCI<, 
bu1 h$ ooginal 
animaladl'elsary 
C3M31nthe 
tocm of lhese ,:t,'• 
infuriating haWi<S -v .. • 
tromhisNES V '-1& J...:~ li1l~ iLI 
debut. In a game 
that required ins.r1e reflexes and precise piatlonm• 
ing, there ,,as no<ning worse lhan a Ord $\',()()!)Ing 
cJown and knod<ing ioo 00t 01111e ar to yos dealh 
time and lime agan. 

Hunters 
(Residelll Evil) 
Howcoold 
tt-.vsget""1se 
after barely 
klling aglant 
""1ated piMt? 
Try limping back 
to a mansion 
yoo just deared 
of Z<JTIQiesoct, 
IObe~ 
taledbyhuge 
l>pedal replies wilh tool•torqclaWs. Hunters inlest 
Ille Raccoon City mansion late<'" Resldetlt Evil. and 
lhei' QuiClr. inslafll kif attad<S make the unde.ld klti< 

like pUppies. Suf'lllal ho<roc tans teamed the hard 
way tllat hall a Clip of handgun roonds and an ink 
ribbon cton't dO much aga,>sl these be.lslS. 

Malboros 
(Final Fantasy 
seiiesJ 
These ter(rl)ing 
creatures have 
beeninllicting 
a mu1itude of 
status effects 
on RPG gamers 
toe years. One 
whiff of its Bad 
Brealhanack 
cw<J rende< yoor pa,ty useless wllh effects ranging 
from oocluse to poison. II errougt, o1 lhese aikrents 
stn.d< yoor team. thete was little else yoo ocud dO 
other than n,n a:way. 

Medusa 
Heads 
tcastlevania 
Silfies) 
While they were 
preseot rn many 
CasdeVania 
~ues, these 
a.borne 
nuisances were 
at their peak 
01 annoyance 
in Symphony of !he Night's clod< tower area. NOi 
Ott/ did these swaims pre,,eot ioo trom making 
mat precise jump. but the gold ones even ttrned 
Alucard to stone. 
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Since the early days of Richard 

Garriotfs Origin Systems and 

Warren Spector's Ion Storm studio. 

the city of Austin. TX has become 

one of the most vibrant video game 

development scenes in the country. 

With a legendary local music scene. 

great local culture and weather. 

Austin is an attractive location fo r 

aspiring game designers. 

1 AitmStw.s 
Tl'4Amel1CanbranehOllheFrench 

-loe>e<--recerrllyWOf1<eclon 
BioShXk 2 lcr 2K Marin 

2 !r■atue Stuil 
A now """""'1Y b'med ill 2008 l>y OX• 
Re .. ,.,....,. Paco, Jack Mantows, 

ard TOdd Keller. Tl'4 coo,pany l13S a 
-oool willlEA 

3 Jspyrledia 
TtisptA>isher'-Ol)OCialireS 

ill l)Or1ilO PC games to Mo::. l1GlJdilg 
"1rdise$1ikeC3IOIO\ltl' 

ardCMlilation 

4 BiaWare Alllia 
A6v1sionOl 8ioWare.lNsS1udlowas 
crea1<,e1 ill 2006 to work on Ile hiljl~ 

antq,aledStarWn:T!'4C.C,Ael)ldc 
MMOpnjeel 

S Cd,e tl Reality 
formed i1 1998. !his YC!eran SIi.do 

mcotrecent~-lopeCIThelrlcredilJle 
IU<lorSegaanelcJdlhe""1SOIII"'· 
slons of SloWare~ Oragonf>qe: Origins 

6 &lectnllit Arts f• 
Pogo,:om •• ~ .. "'""games 1)01131, 

_ ... illbr-·baSedcasuil 

li1les.EleolronicA/1sl)Uldlasedlhe 
CU'l'C)atly ll 2001 lor S40 milliOn 

7 Jmtio1 Poilt 
fonned l>y legenclOy --en 
Sileolo<---~•Cl,_,OI 

Oilney r,..,.,,.._ 11S f"' project b lhe 
muc1>-,oocipaled Epic~ forll'i 

8 Lipt&l lnteractin 
ltisst,diowas lM<led o,core 

meml>efSOIMsledMeoat813Ck 
ard'""'1awl<$1Udio~• 

En"'1alnmcnt lllli0oo< amnttt l13S a 
-·y,,NClevelof)ln<,tC!ealwilllSony 

Comgure,&,11,-

9 Mioipl Sluils 
A new company formed tr, bfothers 

Kevin and Charles Normann, whO 
produced bi,g titles at Etectronlc 

Arts including many iwooucts in 1ne 
Sims series 
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AUSTII TEXAS, A MECCA OF GAME DEVELOPMEIT 
( 

A steady stream of young tal-

ent from the University of Texas. 

which boasts world-class com­

puter science and game devel­

opment programs. fuels Austin 

developers. Currently. the Austin 

chapter of the Independent Game 

Developers Association boasts 83 

member companies that employ 

3.047 employees. 

10 Bein Slldios 
ThiS well•knOwn Austin deYetol)ef 
Is wood renowned kw Its work on 
NinlendO's Metroid P..-ime seoes and 
is curre~ wc:wtdng on an unlided 
pro;ecc lorlh!Wi 

11 BeHIJStui8 
Ae<I F~ Sluel,o llaS worl<tll on t~les 
like tll8 PS2, Wii, and PSP versions of 
GliostbuStetS. It's: alSO dOne Mustwoo,m 
Men: T!'4 Spore Wars, 8fld the re<ent 
FOOd Netwoo(: COOi< or 8" COOl<Cd! 
forWii 

12 Bmpdt Iii 
ThiSsmalstucloiSco-<>Mledl>yinclJs· 
Ir; """""'JodSW31Sham ard Qegg 
~Tl'4slucioha$-praisefor 
11<05"""'--

13 Sony Oalme llilterltiam!lll 
This <livlSIOll ol Sony~ lnlemal 
studio$ was reSC)OnSible kW Sia, 
Wa,s Gataides ard iS i»N wo,-toog 
on a new MMO project 

14 Twiste• Pixel 
ThiS"""'1-113SWOOf)rai!e 
lorltscri1icalyacdalmed­
lilleST!'4MawanCl'si-, M'"1.The 
sWo iS wo1<ing on a new game titled 
Qimic.Jl.tlW 

15 Vigil Games 
Vigil was b'med cut Ol a~ 
,.,_, game proro,er Oavie!Adams 
Wwef.~comk:.wti:St.be 
Mmei'a.Tl'4COflW1YhaSC!evei:.,ed 
,,,., ,illeS. lhe W3mammer 40,000MMO 
01dlhe-rutlil-V,gili$ 
""'1edl>y lHII 

16 ICSoll West 
ThiS-ollhegiartKore:rllltAJliSh· 
eriSstilactrie.llulwaslitwilhmassM! 
la-jOlfs fabY',og..,lal.<eollhe MMO 
prqeci>~l\melsardRi<:t<WCI 
GamOlt'sT311U3Rasa 

17 Ptrtalarim 
Mer a messy 6Yorre will NCSol1. 
t.Mwna aealcr Ricnartl GMiolt haS -·----­PmalariJm, Yotlid'lwil tocus oo casual 
ard social ~-ls,... 
r"'3SeiSs-lC$!-,amrl~ 
.-onw.-.8fldfacebool< 





An ................ I game winner 
makes good, and another 
classic franchise returns by Mall Miller 

I 
rs always nice when a small team's Cfll• 
atlve vision gets enough attention that 
~·s given a shOI at the spotlight. That's 
exactly what seems to be happering 
with Limbo, a Sliming re.v project horn 

a Danish development house called Play()ead. 
Having won awards in Vosual Arts and Technical 
Excellence a, this year's Independent Games 
Festival, LnDO is r.cm heaOed tor a oonsole 
release on Xbox Live Arcade. The minimalist 
art slyle of this l)latformng action/adventure is 
the first thing that catcheS the eye - everything 
is rendered in a soft, sfg,l!y bluoy black and 
white. In action. the game·s auclo is equal), 
Sl811< - delloid of rrusic, the 8'J<io experi• 
ence is nonetheless central to the fo,ebodng 
atfl10Sl)here. Oeak!ng ttees and softly whiS1fng 
wind accompany the lonely journey tlYoogh the 
game's ~ · fraog>I fo,ests. The gameplay 
that ensues in this c:lisconcerting ~ is 
puzz!e-heavy- the shadowy boy with shinrg 
"Y8S has no SPOCial abities beyond jumping and 
mar/P<Jaling onscreen objects. His JaCI< of super• 
powe,s leads to some grisly deaths that seem at 
odds with the game's platfo<mer roots. He'I be 
~ted, and his head w'I rol gently down a 
hil. Or a looming creature wil Slab its spear-like 
leg into his body, impaling the suddenly Imp 
torm. PlayDead has claimed inspirations tor the 
game in eve,ything ~°'" German expressionism 

to American fltn noir and even the stark and 
haunting nature of nigt,tmates. There's l~tle in the 
way of ptot beyond a vague tagline about a boy, 
uncertan of his sisle,'s fut\#e. who is flung into 
Limbo. rm fascinated by everything I've seen of 
limbo SO fa, - 8Vanl·garde game<S l'JO<Ad be 
wise to watch k>r its stmm8( release on XBlA 

Several months ago I got to see Puzzle 
Quest 2 in action: this month I was afforded 
an extended hands-on period with the tit;#( 
anticl>ated game. 1 PO<JrOO dozens of hou<S into 
Chalenge of the W8110<ds. so my entl>JSiasm 
fo, that game's Fist true sequel should oo,ne as 
it1le surprise. If you are Ike me, rest easy: Puzzle 
Ouest 2 changes a Jot of the &Krounding windOw 
ctessing, but the COf8 co,nbaVpuzzle mechal1ic 
is roek SOiid. The new ioo<nettlc viewing angle 
and westernized art slyle brings players closer 
to their hero and his journey - the whole game 
resemllles a single, masslve dungeon <:r!M1. 
rather than a 1VO<ld-spaming journey across 
the map. Encounters aganst l.lliquely p()IV8fed 
monsters remain the most co,nmon chalenge. 
In these battles, weapons join the magic spells 
of the previous game, expan([ng the number 
of ways you can take down an ene,ny. The 
four classes (assassin, barbar!M, soroerer, and 
te,npla,j each have interesting p()IV8fS and are 
balanced tor particuar play Sfy1es, Beyond the 
battles. players wl face a hoSl of challenges and 

minlgames. These t>uZZles are usualy a vatiation 
on the color-matclling mechanic, with goals like 
knocl<ing dolVn a doO< o, extinguishing a tx.m• 
ing heuse. What remains to be seen is how the 
t~le wl play out in ~s entirety- n the latter-game 
lelleling and exploration process is as fun as the 
ea,1y introducto,y levels are. Puzzle Ouesl 2 wt 
l!<ely gamer another 40 hou<S ol my life. 

Amid the flood of recent remake news. I was 
excited to hear that Konami is prepping a new 
take on the classic Rush'N Attock. Like the 
otlginal t985~game. Rush'N Attack: 
Ex•Patriot is an ac1ion/Piatform title ,v!1h roots 
in the oonl\icts of the Cold WBI. In the game's 
fiction, Setgeant Si<! Motrow is an owative sent 
into the fo,me, Soviet union to""" dea wi1h 
an escalating dandestine oonflict behveen the 
U.S. and Russia. H'iS mission: to reco,,e, an MIA 
SOl<l',er and grab some Russian OOOlear secrets 
along the way. To do so. the g,rno takes on a 
rurw of features of modem stealth games -
most situations leave Sid 1vrth iltle more than 
his knife to take down enemy soldiers. Along 2D 
levels 1~h 30 features (Ike doO<s in the back· 
grOUnd in which Sid can hide) players navigate 
through !Mae sprawling faci~ies. Players have 
a choice bet1veen straightlonvard assault and 
careru. planned takedownS. The game be8fS 
a mai1<ed visual similarity to last year's Shadow 
Conl)tex - unsurprising, since both games utiize 
the unreaJ 3 engine in sirr>Jar gamepJay styles. 
Ex·Patriot w11 release this fall, and combine 
the visual act;in and exploration of Shadow 
Corr'l)leX with a tense stealth vbe all its own. 

f()l ,d<Jilion.JIQWer*of ~ r,iflltlS. r;hed( k141t 
-1/(-C(/IW""I/,., ,,_,_ 



Controller Freaks 

I 
was bfowsilg arOUld the fncfl8 
Games section on Xbox lMl the 
other day. and one of the games 
stood out from the rest. The art was 
a photo ol a smling baby, ,oJhich is 
something you don ·1 usually see on 
game consoles. In the acoompanying 
text, the creator says he wanted to 

make a game that his ~t·month·old son ooud 
play. too. Ifs a cute idea. but the more I thought 
about It the more It c,eepec:1 me out. 

wt>/ are we gamer.; so pushy about our 
hobb\l? 

V,sit any onfo,e gaming oommunity and you·re 
bound to find posts about the best games 
to get a controler into a reluctant spouse's 
haros. Obvlousty. eve,yone is a gamer - they 
just haven ·1 played the right one yet. Another 
<XllMlOO thread is one where people post about 
hOw they plan to ntroeluoo their Children - real or 
hypothetical - to the joys of video games. 

I talked to Bethesda Softwori<s executive 
producer TO<ld Howard to see ,vhat his opnons 
were on the subject of kids sta-ting out with 
gaming. He"s the father ol two boys, ages tlYee 
and-,, and he seems 10 be taJ<Sng the same 
approach that my wae and I ha\ie been. ·I1e1 
hrn do h at his own pace." he says. ·1 (j(ln't 

really foroe h. ll<e 'I like video g¥08$. you stx:.Ad 
look at this,· because I felt that It would oome. • 
Howard says lhat his oldest son Qdn't ha\ie any 
inte<est i'I games unlil he was about f"'8. 

My older son. who just ltJ'ned three, doesn't 
have rruch i'lte,est in games. either. We're fne 
with watcNng him play with lruCks and stomp 
a-OUld with his toy cfnosaurs. He has his whole 
Iae ahead of hrn, and h doesn't make rruch 
sense to plop him down in front of a 1V when 
he's so happy bei'lg an active lltlle boy. 

We certai'lly don't have a comer on the market 
when it COf1'8S to l)(Ojeeting our own inte<-on 
other people - just look at hardcore sports fans 
Bu• I thilk thete's somelhing particolal1y needy 
and pathetj(; about the obsession that game,s 
ha\ie about converting the non-believers- rm all 
about sharing my entrusiasm with othet people, 
but I thi1k rm p<elty good about seWng bo<nd· 
aries. I know my wae isn't going to get excited 
about games the same W3'/ I do. I cook! frustra1e 
botll or us by trying 10 roroe the issue. but I've 
learned not to bother. She ceruiinly doesn't try to 
get me to wateh r8f\WlS or 7he G.imcte Girts. 

Wocld I like to someday sit down with my 
sons and play oo·op with my kids? Absolutely. 
Am I going 10 be disappointed if they'd rather 
play hOCkey O< read O< collect stamps? PIObably 
not. Am I goog to l)(Od them into playing i'I the 
"-'tine? AbOOfi.Jtely not I'm happy to play It 
oool. ·1 just knew that it WOUid oome. and onoe It 
came he'd be~ to them." Howard says. 

Unlil lhen. I've got a pie or single-ptaye, games 
to keep me busy. ~ 

/Jy Jell Cork 
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The (Pixel) Art of Scott 
Paul Robertson Jumps From YouTube Sensation To Game Art Director by Bryan vore 

On March 25. nerds lit up the Internet 

watching and posting about the debut 

trailer for Scott Pilgrim vs. The World. 

Based on a series of comics from 

Bryan Lee O'Malley. the movie (hitting 

theaters August 13) is chock-lull of 

indie rock humor. over- the-top kung 

tu battles. and rampant video game 

references. It's only fitting that a film 

so steeped in gaming culture have a 

legit video game itself. 

Enter Ubisolt. which is produc-

ing a 2D sidescrolling brawler for 

downloadable platforms based on 

Scott Pilgrim in the vein of classics 

like River City Ransom and Double 

Dragon. The smartest move the pub­

lisher made, however. was hiring Paul 

Robertson to head up all of the pixel 

art and animation. Robertson's Pirote 

Baby's Cabana Battle Street Fight 

2006 is a short black and white film 

made to look like the ultimate brawler. 

With amazing animation. outrageous 

enemies. and inside nerd jokes. the 

short took off. garnering over a million 

views across various outlets. 

If you read through user com­

ments on the video. one mes­

sage keeps appearing again and 

again, "Why can't this 

be a real game!?· 

Hopefully through 

the Scott Pilgrim 

game. fans of 

Pirate Baby can 

finally get their 

wish. We caught 

up with Robertson 

scoop on projects 

past and present. 

How did you first get into pixel art and 
animation? 
I alwayS liked o-awing as a kid, and when I was 
8bO<Jt 12 my friend gave me an a.-imatKlfl pro­
gram fo, <M 386 (cOO'l)uter) 8J'ld I wool from 
there. 1 c;J:cJ a media arts course at~-but 
1 probably Ieamed more thOO<y thM any pract;cat 
sl<ills there, so I would say rm mostly sell·taufllt. 
I don't know any progranmng. thOugll. 

Pirate Baby debuted at the 2006 Next 
Wave Festival and was sponsored by a 
grant from the city of Melbourne. How 
did that come together? 
A friend I met at un~ty o,ganized it lor me. 
She was ' "°""'19 fo, a festival commatee. o,ga­
nizing saeenings and exhbits. and I was already 
making Pirate Broy so She asked~ I was wo,k­
ing on any1hing 8J'ld if I wanted to apply lor a 
young rtnmakers grant that was on offer. So She 
o,ganized al the paper work fo, me and set up 
an ext>llilKlfl lor rt with a rew other artists. 

What was ft like showing ft for the 
first time? 
It was exciting. Hearing the crowd's reac• 
lion to the m0te violent or crazy scenes was 
pretty funny. 

Did you ever expect the enormous 
online reaction that Pirate Baby's 
Cabana Battle Street Fight 2006 
received? 
t ne,,er <eat thOoght abOul i. I was just mak,ig it 
to entertain myself. so ii was pretty coot that a lot 
ot other people liked ii too. 

Were you ever tempted into turning 
Pirate Baby into a playable game? 
I never wanted it to be a game; it's a parody 
of a game. lit ·s about) huge crazy bosses, 
endless focJcJer enemies. get to the tOP or 

the bo•ldng an<f save 
the kidnapped girt 
ptotline, a,ena bat­
tles ... everything that's 
in a good game. 

What was the first commercial game 
you were paid to work on? 
It was Cleaning up 3D roooored sprites on a 
Gi,r,e Boy />c,a,,ce backyard footbal game. It 
was the best fun """'· 

You've worked on games with 
Scribblenauts developer Sth Cell. What 
was that like? 
5th Cell IJl,,vayS has nioe Clearl sprites in the'r 
games. ,llflich are fun to arimate. I enjoyed 
IV()(king oo the Drawn to Life games the most. 
1 got to'""°' oo an arimated intro ro, the latest 
one. whidl was really fun. Plus. they are all 
arw,cJ nice gm to work fo,. 

How did Ubisoft approach you to wortt 
on the Scott Pilgrim game? 
They emale<I me 8J'ld said they were mak',rg a 
Scott Pigim game. 8J'ld asked~ I'd D<e to be art 
directo, on it and handle the style and animation 
00 the game. I thOught it sounded like a coOI 
project 8J'ld twas juSt fnshing up a job when 
th&v made the offer, so it was convenient lor me. 

How do your responslblUtJes with this 
game compare to past projects? 
1 CleSiQneCl the spmes an<1 me general IOOk of me 
game and am anmating the playable characters. 
bosses. effects. and othe< miscelaneous stuff. 
We have an awesome bad<ground guy and two 
other animators also working on~- I directed 
them and W04'koo with programmers dt'ectly and 
set a certain art style fo, the game, so that was 



Pilgrim 
a11 new f0< me. rd defn~ely say ~·s the most cre­
ative cootrol I've had on a game. But there we,e 
still a lot of AlSlllctions. Keeping to the 0<ignal 
source material IC< one. ~sing the publisher 
and p,oduoers, progarrm~ Irritations. etc. 

Does Scott Pilgrim creator Bryan Lee ft<>beru,on JollOWed up Pvote Bobywlth the even aazk?r 
O·'Malley have any Input on the look of (Md l\lllc:olor] Kingfotf'Qw«4Bimotl * 

the game? 
Ye,»,, he came to the studo a few lmlS and we 
talked about how we ,vere gonna handle the 
narrative and flow of the game. It was really good 
to have his input. He also drew a lew Sketdles 
that ,ve based the between·level cutscenes on. 

What would be your dream game to 
wort<on? 
A 20 Monster Hunter. I ,V()(j(jn't want to design 
any re,, monsters. The ones they have are 
a"""°"'° afflldy. I'd just like to anmate lhem 
in plxels. Allhoogh ani'nating all the PoMmon 
,'IOlJd be fu'I. too. 



Stepping Into Final Fantasy 
XIV' s Magical World 

Can Square Enix finally craft a more approachable modern MMO? by Ph1/1p Kollar 

BUILDING A HERO 

Before I get into details abou1 Final Fantasy 
XIV, I $l10lJl(I be dear on rrrt Square Enix MMO 
hist01y: 1houg\ rm a I~ fan or the classic 
JRPG tranchise. I cou<t>'t lorce myself lo play 
Final Fantasy XI for longer than a week. I can 
"1derS\Md the aweaJ or EVE><Ouest with a Final 
Fantasy skin. but I had already played E""'°""51. 
FF XI was too oow. too awkward to control, and 
too <nefined. By the time rt was out. I was ready 
tor World of Warcraft to come along Md set a 
,_ preoodenl for less intimidating MMOs. 

SQ.,a,e Eni>< has been Ll)front abOUt i1s n ten­
Oon to follow in Blizzard's footsteps and make 
Final Farrtasy XIV lll0(8 aocessible. With the 
game still piaf'ned for a 20t0 rElease and an 
alpha version ro.v n.ming. we w,ire fnally-

to check OUI FF XIV this 
month, but the Change$ 

w,iren't alw"'fS as obvious 
as I had expected. 

I watehed the tuto-

Though r.n.,I Panta$Y XlV has lllo 
,ram& five races as xr (now with 
sllg)ltly duf01ent namest, Ille char 
actr.J CfeaUOJt process 1s ovc,now­
mg With choi<:es 10 make ycut ava 
tar 11n1quo. l'igimng 001 how your 
clia1acwt IOOks Md sovnds will be 
moro important than ,n otoer MMOs' 
Jo• on¢ vmy btg roason: Your ,:1e­
at10,, wtO tako pan In fuUy•voiccd 
ClltJ!CCl)l!S that mvoal the SIQ,Y o[ 
the world ol Jlowa. 

rial segment for Li'nsa 
Lom'nsa, one or thre& 
possible IOCations to begin 
yoor jc<xney. Choose this 
IOcale, and y<:<il find yoor­
sell abOard an instanced 
sop headed 10 this port 
city. After y<:,, learn some 
baSic contrOls, the Ship 
nts s tonny weather and. 
in a beautihJ, cinematk; 
cutscene. is invaded by 
a smal atrrrf of squd· 
like sea monsters. After 
watchng a few P<)l"""'1i 
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characters do some styl· 
lsh hackng and Slashing. 
y<:,, regan control or yoor 
character for the corrbat 
po<1ion of the tutorial. 

"Square Enix has been incredibly 
upfront about its intention to follow in 

Blizzard's footsteps and make Final 
Nee<less tosay. the 

actual in-game oornbat Fantasy XIV more accessible." 
Is less exciting than the 
cutsoenes. thOugh It also 
recals other Final Fantasy games better than XI 
old. 0-.cey<:,,enteroornbat, the action gauge 
begins filling up (similar to the ATS gwge that 
sdo FF fans are used to). Me< ttvee to four 
soooncts. you'rr, allowed to select an anac:1<. YO\l' 
avalable actions depend on yoor ctass, which 
can be changed on the fly simply by switch· 
ing weapons. Fer example, W y<:,, have an axe 
equipped, you·u beCOme a Marauder and lrt>Ck 
the •Hack· ability, which does a sr,;j,e stri<e. 

You'I need to wait another few S800rlds fer 
your action gauge to refill be~veen """Y at!acl<.. 
which makes the oornbat in FF XN sluggish even 
by MMO standards. Other strategic elements. 
such as the effect gauge. 1vl1idl contrOls attacl< 
strength. and the lP meter. which bulds and 
alOws tor stronger abilities throughOUI the OOU'se 
of oornbat. add tayers of complexity. However. 
they may not be enough to engage ptayas in an 
othenvlse very sto,.v•paoed combat system. 

Thari<tuly. virtually eve,ytHng else about Final 
Fantasy XIV seems much easier to µre, into. 
Each .i,ea contains numerous crystals. all of 
1vl1idl restore HP and MP. Gu'lcteves grant you 
cµck cµ,sts, and you can even ad,iust the <ff· 
f,cuty to make mlsslons ea"'f en0<J9h for sOlo 
play or hard enough to require a party. The only 

major issue I found with the cµ,sting structure is 
that most NPC dialogue appears in the regJlar 
chat box. a problem FF XI too as well. I toope It is 
changed before launch. 

Though I saw the PC version of Final Fantasy 
XIV - there wl not be a bela for PS3 - It was 
demoed quite comfortably with a controller. The 
combats simplicity tailors it to a console audi• 
ence that may not be famii.i, with the complexity 
of most button-filled MMOs. but I'm stil skeptical 
whether the game can keep me interested at its 
rurent speed. Anything n this early alpha ver­
sion is sub(ect to change. though, so I'll have to 
wait it out befere I can pass serious ).Jdgmen,. ~ 



Game Regulation 
Across the Pacific 
Australia and the R 18+ Rating 

by Chns Stead 
editor-in-chief, 

Game Infonner Australia 

I cannot walk down to my local game shop and buy Left 4 csn olfei, and to facilltate 
an R18+ raling which ,vii 
~ rilt:NI users to be 
accurately informed of the 
content before tt is con­
somed. The rew Attorney· 
General has certainly shown 
a willingness to educate 
himself on video gaming - a 
positive change. For the 
governments of the greater 

Dead 2 in its original form. I can·t buy Risen, Grand Theft Auto 

IV, Fallout 3, Mark Ecko's Getting Up. and many more. I am 

not allowed to do this because in my country, Australia, our highest classification level 

for games is capped at MA 15+. If the content is considered by our classification board to 

be suitable only for gamers aged 18 and above, it's not allowed in the country. Pull stop! 

That's the law. Yet somehow. I have still managed to play all these games. world I would warn about 
the dangers of t,ylng to 
impose harsh controlling 

Australia's draoonian classification system is 
only inllicled l4)0n games. I can buy equally 
confront;,g material. such as the fim 7he 
C'(l)(cisl, the novel 7he Gatehef in !he Rye, 
Md Snoop Ooggs latest jr,gle about capping 
"bitches' while on "the best.,_,., ..-nnc!ered. 
Howevll<. I cannot use cl'\JgS to heal my inµed 
ad>lentlWer in Fallout 3 because Its interactive 
natu'e is, accorclng to Australa's current clas· 
sification guidelines. more lkely to tl>n Chldien 
into dn)g acldcls than seeing Snoop blow ganja 
rings ovet a sea of heaving b<easts from the 
bonnet ol his Hummer. The hypocrisy maklls 
you want to sc,eam, Edward Munch style, but 
It's merely a testament to the oldest of i>Jn1an 
idiosyncrasies; the generation gap. 

Acco<ding to the yearly studies of the 
Interactive Entertainment Group of Austrooa, 
96 percent of Ausualians would li1<e to see sn 
R18+ rating for gaming. But that has not been 
~ - There are a lour PEtcent who don't, 
and some of them have positions of pov,e,. 
Austrar,a is, in truth, no different from the USA. 
We, like you, ha"8 conservative otoer citizens 
who. in their generational naivety. strongly 
oppose the entertainment video gaming offers. 
They are sin'l)ly unable to consume the me<f,a 
in context and understand that the generations 
below them grew ~ alongside gaming, and 
that - at the oiSI< of generalizing - we ate well 
awate of the loo between it and reality. 

Unlortmately for Austraian gamers, one 
sud> individual, Michael Atkinson, became the 
Attorney-Gene.al of South Ausual,a in 2002, 
right at the begmng ol the matu'ation of our 
industry. IAHl to a loophole in a customs law 
that dates baek to u,e federation of the oountry 

in 1000, he - like the Attorneys-General of the 
other Austraian States - has veto power°'"" 
sny changes made to the classification system. 
He was so personally convinced that gaming is 
a tenorist holdng Australia·s youth hostage that 
he pushed said veto button as soon as any talk 
of an a<AA classlfication for games arooe di.ring 
his eiglt•year ten..e, w1>Ch ended on March 22 
this yea,. 

Imagine a such a person rooe to siglif,cant 
power in USA and violent video games were 
baooecl. Don1 la<q) - look at prohibition or 
the crusade against rock n· rOI in the '60s. If a 
territory as sigMJCa11I as the States took a ligll 
wing stanoe on video gaming, It ,'IOUd cripple 
the gaming industry bey()<,cf repair. not to men­
tion have economic repercussions across the 
rest of society and - dare I 8'/ff h - the globe. 
Md it is a real t!Yeat: thete is ge,-,me fear out 
there about what the interactivity of gaming vio­
lence is dong to our minds. Md in fear, people 
shoot f,st and ask questions later. 

The vi-game naysa)<l(S are not without 
their paints. There shoo<! be studies into the 
elfects of violent and addicting games on human 
pS)'Chology and whether the interactivity matters. 
We should arm OU'selves w'<th that information, 
because as indvidsals ,ve·re not al equaly 
equpped to deal with having our emotions 
pushed to the r.mlt, regar<tess of the stm.tJs. 

Trying to ban or restnct me<la ,vt,;Je we await 
sud> knowledge is not the ans\-. tt history 
has t~t us nothing etse. it is that there is no 
contror.-g change. V.:IOO gaming is here, and 
it is here to stay. I l.fge my own goye,nment 
as It enters this new POst•Atkinson era to be 
more ,vetcoming of the clverse content gM>ing 

measures as seen in Australia Ultimately, n the 
geog,at)hically boundary-free existence In which 
the i.tnan hive exists, the con1ent wl be con­
sumed rega,dless and you wl have orly missed 
out on an OPl)Ortunity 10 inform yoor citizens on 
,'1>at to expect in act,,ance. 

Thars ,'1>at has happened in Oz; the lack of 
an ~n rating has merely seen the ma;ority of 
content being sent through ClaSSification ~ 
false pretenses and ultimately released with a 
MA 15+ classification. So instead ot being safely 
mar1<ed as R18+, games Ike GTA and God of 
War are shoehomect into a lower raling, there!>{ 
sobjecling Children as young as 15 to games 
they ,_e never intended to experience. Not 
orly is It moraly reprehensible on the part of 
the govetnment, but h must horrify the creators. 
too. A smal percentage of games ate sprung 
and asl<ed to make nps and tucks 0l<e turfing 
off blood SPiatter in GTA IV) so that they can 
argue their way into a io,ver rating. This son-
ply inspires many gamers to either send their 
money ovetSeaS with impor1s 0<. \VCtS8. head 
to their neatest tonent. In truth, the prohbition 
of video games has metefy acted to increase its 
presence in the wrong hancls. 

Cultural evolution is not a by·procluct OI 
clhance. Humanity has clelberately gone where 
no or,e has gone before, •~ to give cu-iosity 
the lead and to pass on what we have leamed 
to the rest of the hive. Video gaming is forging 
fearlessly ahead on this frontier: N<r-v what ha"8 
weleamed? 

The'lie.vsnl~qressedoohpage:nstlCtJh:ISedhe 
31Jfl(t~n:it~flOMd~riletmefl,~~ilS$1d 

••• 
If you work in the 
tnd:uslry and would hke 
to share your op1ni0n, 
oonlac:t senior editor 
Matt Helgeson at matt~i 
gamcinformer.com 
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Gaine Informer scours the leaderboards in search of the best of the best 

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

If you get a pesky message from GainelnformerMag over Xbox Live or 

PlayStation Network, you could be our next featured gainer. by Mau Bertz 

Accomplishments: 
Like many shooters, BattleflOk:I: Bad Company 
2's teooe<boatds a,e 00m.l)ted by boosters -
players whO get togetl1er to create the ideal 
scenarios fo, cneat;ng their way~ the rank• 
ings. But amkl the sea of d;singer>JO<JS ranking 
junkie$, a few iegmmate perlorrners stand out. 
Ri<ki Evans ;s the flrSI true player to mach the 
rari< of 50 °" Xbox 360. the crowning achieve­
ment ;n Bad Company 2. AJorQ the way hes 
amassed nearly 7 miHoo points. 31.000 kls. 
and 700 dog tags. 

Origin of Skills: 
Evans ;s no stranger to first-person shooters. 
having Cu1 h;s teeth ()r1 Gal of Duty, Modem 
Wartare 2, GhOsl Recon AclVanoed Warfighter. 
Rainbow Six Yegas, Gears of WBI, and the 
Halo series. But Battlefield Bad Company 2 is 
the first game in which he's taken his onlhe 
reputatoo seriously. ·Bad Company 2 ;s better 
than all other games pu1 together." he says. 
"There's just so m..::h stuff you can do in 11, 
and I love how the game plays - you never 
know what can happen.· Evans now spt;ts h;s 
lime beh-, playing Xbox LMl matches wit)> 
his friends and compet;ng with the Sons of 
Anarchy, the top-rated Bad Company 2 clan °" 
Gamebal\les.(X)m. 

Battling the Boosters: 
Evans ;s the true top-rated player in Bad 
Company 2, but if yO<J check the leaderboards. 
he's isted beneath a few other players whOse 
extremely low kif counts and BHL= name­
dropping tip their hands as boosters. Evans 
knows first-hand how ba<ty these cheaters 

plague the Bad Company 2 leader1loards, 
and admits he doesn't uiderstand the ahe. 
"There's no fun in It,· he says. ·11 bugs me a lot, 
but I know I'm the legl1 number one so 11·s all 
good." 

Battlefield Tips: 
'M>en it comes 10 oftemg advice to aspiring 
Bad Company 2 compeb\O<S. Evans recom­
meros playing as a team. communicating 
befo,e you act, and coo,dinating your rllOVe­
ment. ·Neve, play with random$, only people 
yO<J know,· he says. ·tt yO<J wO<k as a team you 
wl st811 to get a IOt better. Make sure you IOok 
811 around bef0<e moving 8f>/\'lhere. never run 
off from your squad, and spot every enemy so. 
in case they kl you, your team knows ,,t,ere to 
IOOk for them. AISO, make sure your squad haS 
a mix of different classes n case you need one 
of their main specializations." 

Improving Bad Company 2: 
Evans -..s the ga,ne is faniastic as is, but 
~ he coucl change a few things he'd [ke to 
see DICE inclucle lll()(e ~ ll<e \he ACR 
andAK-47. trrn down the damage on the 
overpowered M60, and add a few new game 
modes. ·1 just want it to be lll()(8 chaotic. 
Being able to hit people with the stock of your 
~ would be awesome: 

Life Outside of Bad Company 2: 
Evans receritly graduated ~°"' sehoof, and is 
taking 1;me to~ h'mse1f before jumping into 
the worl<fo,ce. When he's not raclong up the 
kill$ in Bad CO<npany 2. he I;1<es to mess around 
wrth his mates and dnnk the occasional pint. 

Rikki Evans 
Handle 
SS RikkiSniper 

Age 
18 

Hometown 
Bridgend. South Wales 

FwvorlteMap 
Anca Harbor 

Favorite Kit 
AN-94. M 1911, 4x riJl.e scope. 
magnum ammo. and warheads 
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West & Zampella Start 
Respawn Entertainment 
The past, however, is still unsettled by Mauhew Karo 
It's been an eventful past few months [or Activision, Call or Duty: Modern Warfare 2 developer Infinity Ward, 
and the studio's two lormer heads, Jason West and Vince zampella. But a new day is dawning, and with it 
comes a new studio lor West and Zampella, the next round in their lawsuit with Activision, and big changes 
for Infinity Ward 

A New Start for West & Zampella 
It didn't take long fo, Wes1 and lalll)8la to la)d 
on thei- feet. The pa; have ;nke<J a deaf wiUl EA 
Partners (Electronk: Arts' premier p<AlflShoglds· 
tributlon ann fo, 1h;rd par1;es) to start Respa,vn 
Entertanment. Although nobody is talkr,g about 
the deal's details. EA Partners has gill8fl the OOH 
oompany start-up~ to get lhe ball rolling 
on an unc:f<lclosed P<Ojeet. 

We talked to West and Zampela, who 
IOld us that although they fielded a variety 
of offers. ;n the end a was EA Partners whO 
woo because of its promise to let the pair 
keep their independence. ·11 allOwed us to 
form an independent stud<>. seed cap;tai. 
and a publishing deal, so we 're Respawn 
Entertain~t." said Jason West. ·we're 
totally ;ndependent. own me IP. and we con­
trol our own desUny. and then EA has the 
exclusive on P<A,l;sh;ng our p,em;er game. but 
we feel ltkewe·re Respawn EntertairYnen1.· 

West's use of lhe singular ·game· wood point 
10 a sh0rt-rl\l8d partnetsh;p be~veen the two. 
but wf,en pressed. 

we're p,e11y much oi:,en to e)(j)t()ring new ideas." 
8etore this new project can get off the ground, 
however, Respawn has to hire staff apa,t f>'om 
West and Zampella. The OORlPart,/ has already 
been hiing many former coovades who have 
jumped st,;p at Infinity 'MIid. 

No matter ,Yl\at the M..e win hold for the 
pair, lhe past is not totally bet.ind them just yet. 
Respa,vn·s chOice of EA Partners woud seem 
IOlend credence IOActivision'scoontersvl 
charges lhal the WO oonspi'ed with EA 10 iealle 
ActMsion whUe st• at lnfin;ty Watd, but to Jason 
West, it's a pretty cut-and-dried siluaUon. 'We 
,vere on a oontract. and n they [ActMsioo) d<tl'I 
fire us then there wO<Jd be no Respawn. • 

The Infinity Ward Body CoWtt 
As ;1 the stud<> looing its ~"° generals in Jason 
West and Vince~ wasn't bad eoougll, 
there is now a colurm of ~ees march;ng 
w of the lnf,nity Warr! bulcling. As of the 1;me 
of this wr;1ing, almoot 20 people have left the 
deueloper - and ,ve·re not talking about some 

;n1erns. Going 00\'lll 
the rost of the departOO, 
the wo,d "lead" oomes 
up often in their job 
1;11es. Ad<fng inSolt to 
;nµy, over half of them 
have Joined West and 
Zampella al their ,_ 
studo. 

As fo< the reSl of the 
lnf>nity Ward crew, they 

he WOt.ldn't gel into 
arr-tsi:,ecificsofthe 
oontract. As fo, the 
game ~self. anythings 
POSsible -i~ a 
title that's not an FPS. 
·1 won't speak fo, EA,· 
Zampella said. "but on 
our side. lhe Sky's lhe 
I;mit. whk:h is a good 
place 10 be where ~7:C::!a~~ West Nwi 1he irt4ependence wiD contn.ie making 

games. Modern Warlate 3- lhe Utle ll>al West 
and Zampella dkln'I want lo make - wiU likely 
be Ille studo's next ptojecl. Treyach is handling 
a new Call of Dvty game, wh1e Activislon's 
Sledgehanmer &¥nos is working on a CoO 
l~le slaled for 2011. AcUvision has also eteeled 
a whole Call of Outy dvisic<l dedicated solely to 
the franchise and its spil-offs. 

We don't know what the mood and morale 
of Infinity Wa,d is at this point, bt.1t perhaPS ii 
received a boost thanks to a bonus payout. 
Of course, West and zampe1Ia·s lawsu;1 
agajnst ActiviSioO seeks over $36 million in 
l.q)aid royatties, including a recent bOnus 
lhal the two believe the pUt)l;sher fired them 
10 aVOid paying. Nevertheless, the company 
iS dislributii)Q a bonus back to the remaining 
employees of lnf,,;ty Ward. The pUbl;sher's 
community supeMS()(, Dan Amrk:h, revealed: 
·v,nce and Jason had ve,y large bonuses: 
those bonuses are being red;slribuled to 
eve,ybOdy else. to the people whO <M not 
allegedly attempt to steal company secrets. 
Activ;sk>n is not POCketing that oorus money: 
Ws s1;n going 10 the people who work at IW. 
But you have to wo!1< at IW to get ;1: 

It's too ea,ty to dete,m;ne how lnrn ;ty Ward 
Of ActiviSioo w~I fare witrx>vt the servlOOS oC 
West and Zampella. but so far the franch;se is 
still in the business of printing money. "'1Qdern 
warfare 2's Stimulus Package OLC sold 2 .5 
millk>n downloads in ;1s first week at St 5 a 
POP, rak;ng ;n over $37 n,;nk)n. 

AcbvlliooCEO 
BobbyKocid< 
~ been \INler 
fir&tot'hil 
hand:ling<llthe 
$trwltion.l:lutttle 
company's stock 

prlcehasgoMupslnoethe 
depamuo OI WO$! and Z>mpolla 

Ac:tivision 
SIJtkesBack 
West and a,npella's 1av<M 
~Aellv1sion<lelafed 
cl>alges that Ille fXll:fiShel 
reneged oo a f>'OOlise 10 let 
Ille pair work oo a new IP afte< 
MOOemV/arfao'e2, willroeld 
roYallles. am t11a1 tt,ey""'e 
f•ecl uria,.1ully. ACIMsion's 
O(Ul\"5Uit, 00,-, dese!ibes 
Ille pa< as "self•se<Ving 
sctiemers"wt>owerell)W'Oto 
$1,,,_ Ille whdly-owned ,;tudiO. 

11 Claims that tlley went ·oo 
a secret trip by ~rva:e ,e, 10 
No<lhem Californ0 atranged by 
~ HaiyWOO(J agen~ IO meet 
wllhlllemostsenior ex80ulMlS 
or Aetivisiorl's- IXlffi• 
l)et'<10f • Th&coonterwil doesn't 
name Electronic Arts,llul-9""" 
that W.,,_ ln! Zampella's new 
Respa-,,n £ntenamient oud~ 
~ up will\ EA Par1ners. k's 
not hard to believe the idea that 
Ille Wheels had been !l(eased. 

Furlhef'loore,ActiviSiOO's 
OCUllEISUit $f1fS Iha) West and 
Za~SOUQ1llll>PIS"e<Jllhe 
pubi;she(from payir\g lnf'1i1y 
Ward~ borus money: 
Sl)8Qjatjnglllatllley~thls 
·10 malse tlleSeemplajeeS 
easier to f)0aCI) s.nenV/esl am 
z~ ~trolhell !)IMS 
to leave the COO'l)0"Y and set 
up their own company.· 

trl a siatement. the ooo's 
attorney, ROOert Scllt/3112. 
respondetJ by saying chalges 
in~SCOllllefSO,I 
were iaJse andOUIJ'ageOuS." 
Schwartz Sft/S lllal We,,t and 
Z811l)e1(a's WiflQ of Crealive 
ArtiSts /¥;11l'Cf (before l was 
(ec;fflly~and 
oor.ersations "1th ~,yward 
~M<1·001ers·were 
designed to i'Mlsli,a.te v.helher 
Activision~ rooa ot somino ott 
Infinity Waid ooud 1YO<l<,and 
weren't,., disrespe,;1 ot lheir 
OOligalions 10 Ac!Msion." 
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Def ending the Industry 
As president of the Entertainment Software Association, .!1 • , , .;dL JI leads effons to battle censorship. decrease 
piracy. and put on the annual E3 convention We spoke with him about some or the issues facing video games. 

The ESA is very active in challenging laws 
that seek to restrict the sale of games in 
the court system. Right now, there's a very 
important case regarding games that could 
be heard by the Supreme Court. 
You are mentiOnr,g Ille Sctt,varzenegger 
appeal. That case is actualy pending before 
the 9.Jpteme Court~ re,,. They have yet 
to decide to grant ·cert· or not. Its not been 
decided whether they wl hear Ille appeal or not. 
1Sho<11y after our intenilew. the news b<Oke that 
the Supreme Court had granted cert and wl 
hear the case - Ed.} 

So a lower court overturned the law, which 
would criminalize the safe of some games 
in California, and the state ts appealing the 
decision. 
In 2005, the State of California passed the Yee 
bill - named after Leland Yee. The ESA was 
very clear w~h the legislature that that bil fwasj 
unconsliMional. It was passed and S918Cf by 
Go,;erno, Sctt,varzenegger. We got an injunc­
tion aganst the law going i1lo effect. Twice, the 
Slate of California has appealed the injcnction, 
and in bolll circumSlances they've IOst in very 
clear opinions that pool to the ESA stance that 
video games are. in fact. speech and an artiste 
form of expression. The f.nal 9th CirCtJi1 C0<'1 
of Appeals decision is what Schwarzenegger 
appealed 10 the Supreme Coun. 

If the supreme Court upholds the lower 
court's decision, would that establish a 
precedent for the entire nation? 
If the S...,,eme Court takes cert and hears the 
case. at that point 1he State of Galifornia and the 
ESA p,OVide br'iefs and oral arguments before 
the S...,,eme Court on what"""' the issues are 
that they grant cert on. They get to def.ne the 
qvestions that they want answered. Then 1lley 
would hear the case. Somewhere in the fal, they 
would issue a written decision. That ,V<ldd be 
the law Of the land relawe 10 how theSe knds of 
statutes can be formJfated. passed, and imple­
mented. Its very, very irrportant for the 1vhOle 
indust,y. There is a lot at stake. Irs the ~eedOfn 
to create. to miri<et, and to gr<:1,v as an nwst,y 
thats at stake before 1he Sup,eme C0<'1. 

The ESA also runs the Video Game Voter 
Network. How successful has that been in 
mobilizing gamers politically? 
The VGVN has been irrrnensely successful. It's 
a dimension of leade<Ship and advocacy that 
only the ESA ~-W~h 200,000 me,rbe<s. 
ifs an inaecffjy effective tool. Last yea1 it was 
used 47 t,mes in a number of cases. V>tiat it 
dOeS iS Channel very relevant, very IOcal feed• 
back to elected officials. whch is enormously 
valuable. especially on the state and IOcal level. 

Are there any other cases that you are 
working on right now? 
The ort.y l~igation we are nvolved in is Ille 
&.!>ierne C0<'1 case and another case against 
the Cl-.cago Transit Authority, ,vhlch has 10 
<IO wrth advert!sing as opp()OO(f to retail sales. 

Leg'slalion is introdiced around 1he country at 
the whm of any state legislator. We have seen 
a declne in the \'Olume of that type of legSlalive 
actMty for a few reasais. One, there's a grow~ 
Ing realization amongst legSlators that ~ 
is a gamer. Sixty-tour percent of Amercans 
play video games. As those runbers grow. 
the wl ingness of legislators 10 attack that type 
of entertainment is warw,g, The second is that 
we've done an excellent job wori<ing with legis• 
la.tors 10 h8') feature the ESRB. The tllitd point 
iS that the word has gotten arowd: ESA is 10 
and O when ~ comes 10 l~igating restraints on 
the sale of our p<oducts. Not ort.y vnl you IOse, 
you win end up P8)Tl9 for Ille ESA's attorneys 
fees as ,w,11. We've colected <MK two rriUion 
dollars in attorneys tees 10 date. 

Has the Obama administration been friend• 
ty to the video game industry? 
They've been very open-minded to our !¥QU· 

ments on protecting i1lellectual propeny. They've 
fistened to us very careUy ,v11en It comes to 
trade and open market access. In Noven-ber, 
we participated as one of four key groops w~h 
President Ob!¥na focused on foong °"' country's 
issues relative to science, tectnology, engineer· 
Ing. and math education. We are sponsomg 
two competitions where video games will be 
designed to help motivate students in STEM 
erucation. The President has acknowledged that 
video Q!¥'08$ have a sig,ifrcant contribution to 
ma1<e to h8') us dose our erucation gap in sci· 
enoo and math. Similarly, the FlrSI Lady sent out 
a letter to the Game ~"S Conference to 
game creators asking lf1em to hell her mh her 
i.e1·s Move" carrpaign 10 end chidhood obesity. 
Again. Ille video game industry is seen as a 
solution, not as the problem. 

Are you making an effort to begin ESRB rat­
ings for mobile, iPhone, and social games? 
Pat Vance and her team at the ESRB are doing 
a great job of Slaying COMeCted with parents. 
st~ relevant. and being a useful tool for 
parents. Wherever people go, the tiling that they 
want to dO on any deVice is play games. That's 
a miri<et oppornnty fo, OU' industry. It's also 
one where ,ve need 10 demonstrate responsibil· 
ity. Vl'e've been fOOUSed on dOi"(J that and that 
we have the ~t approach. It's a very dynamc 
sec,or and it's stin very much in formation. It's a 
moving target. (but) I would say, "Slay tuned." 

You also coordinate anti-piracy efforts for 
the industry. How serious is that problem 
today? 
Pi'acy is theft. and piracy is a scourge on our 
industry. The good news for the industry is that 
the V,ce President, in Decetrber. =-ied 
a discussion lllat included the Secre<ary of 
Coo.;,ess, Ille Secretary of Horneland Secorfy, 
the head of Customs, and a variety of leaders. 
We were invited and had a very open and frank 
discussion. The V,ce Presiclenl has said that 
digital piracy is theft and needs to be Slopped. 
However. we·re being very smart about hOw ,ve 
approach tt. we·,e putting eve,y IJUSi>ess model ... .,_,,,,.,,.,_ 

in front of the consume<. Some models in place 
are totally ad·based, so there is no piracy. Othec' 
models are based around mcrotransaclions. 
Ike Farmville. Others are sooscription based. 
Obviously, 1he leader llle<e is Wond of Watcraft. 
we·re t,y.-g to find the answers. By the same 
token, we are dear. if you steal Ot.W" companies' 
p,oructs and put them on the Internet, ,ve will 
find you and seek the ful foroe and weight of 
the government to put that to an end. 

What is your stance on net neutrality? 
We have a very enightened SlanCe that we filed 
,v:111 Ille FOC s!x month$ ago. We thirl< its very 
irrportant for a principaf matter lllat broadband is 
lbiqulous and high qualty. especially when you 
tool< at latency isa,es. We recogrize that that 
takes investment, and ,ve want that nvestment 
to llow freely. The second part is that ~ there is 
legal actMty happening on the lntemet - wt>eth• 
er thats fraud. chid pornography. or Slealing -
the ISP should be empowered to take necessary 
actions to cub that actMty. 

The ESA runs the E3 conference. tt•s been 
through a lot of changes over the past few 
years. How healthy is E3 right now? 
I came aboard one month before the Santa 
Monica Show, Ille first small Sh<>,v. F¢r afl of the 
tflii<ing that went on prior to my arrival, I don"t 
l<noW. 'M>al I can tel you is that last year, every• 
one in the inQ.Jst,y agreed that we nailed it. The 
show last year was met willl ITTVOrSaf p<aise, 
and was vieYied as a high value and higl qualty 
experience for e,.,eryone. That was echoed by 
the industry, analysts, and the meara. 

Do you feel like you finally have the right 
formula? 
Yes, the fornua is ng-,1 on. We took a show 
from 4,000 people to 41.000 people at a time 
,_, other shows ,vere shrirl<ing 20 and 30 pe<· 
cent Wrth that in m'nd, ,ve have an e-;e towards 
"'4)1ovement and kee!)o1g the Sh<>,v relevant. we 
SASvey our key attendees to make sure that we 
are defivering Ille experience that makes them 
want 10 come back. This year. I thi'I< you wil see 
an uplicl< in attendance, doser to 45,000. 

Activision dropped out of the ESA in 2008. 
Is that a concern? 
We continue 10 have good relations wi1h al 
video game~~ and non­
members. Our membership. whch rc.v stands 
at 31 members. is at an afl•time high. We added 
10 members over Ille last 12 months. The dOor 
is open. I believe that tis industry is the most 
pawerl\.l 1vllen we stand together. Certainly, it 
WOtl d be a p()S~ive for the inruslry to have their 
presence here. Sinlar!y. fAc!Msionl would be 
much more aware of 1he trends and policies 
that impacl them. So there "S clearly a t>er,efit for 
both of us. My view is that will happen in lime. 
But. in the meantime. we have a mission here at 
ESA and we are focused on that. 

1i=Mm ... 
1995 CAPITOL HILL 

Gallaghet hoods to 
Washington as a ch:ef of 
staf1 tor Representaiwe Rick 
Wh!!e. h~ tocme, boss at 
lhe Pl8$l~l()ll$ Seattle IAW 
hrm P8rklns: Co"8 

1998 BACK HOME 

G.:illaghet !Clums: lO Seattle 
to enter Lile bu1goon1ng 
\Vt1clcss oommumcauon 
bus.mess at Ai1Touch 

1999 MERGERS 

Au1'buch merges w1lh lhe 
UK Vodafone G1oup Latc.1 
U1at yeai. Vodafone AuTouch 
1netges \Vllh SCI.I Atk'lntic 
10 Joun V0111.01\ WuCIW 
G11llaghc1 hCtps ooordao.ato 
siate pubuc polJcy at lho 
new furn 

2001 BACK IN D.C. 

Baek in Waslungton. 
Gallaghe1 v,101ks as 
a deputy assistant 
Secte<aiy of COrnme,ce 
aM IJledOp,,uy 
diJOCtor 0, ll'IO Hat1ooal 
To:lcoommuruc.1Dons & 
lnfonnallOn Admmisuauon 
loc the Bush adminisuauon 

2003 DI \\ Cll!Ef 

Gallaghei becomes deputy 
Cluef of Staff 8 counselor 
for ~ to Secte1ary of 
Commeice Donald ~vans 

2003 INTEWGENCE 
MATl'ERS 

Gall.'lghel beix>mes a CIA 
Intelligence Fellow 

2006 HIGH PRAISE 

Sooe1111y ot COmme1ce 
Carkls Gutierrez <JV.'a1ds 
G,1Uagh0! the Rodlreld 
Award lor d1s11ogu1Shed 
leadefsh1p m government 
serv,ce 

2007 ESA BOUND 

In I.lay of 2<Xll. GallaghCI 
suoceeds CSA founder Doug 
W°Ncnstein as the 1xcs1den1 
01 the Entertturunem 
$oflW(lf0 Ass«:lilhOII 
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Apple iPad 
Apple sets a high bar in the 

latest gadget trend 

T he release of the iPad has once again reinforced 
the fact that Apple is good at making sexy, desirable 
products. Quite accurately dubbed "a giant iPhone" 

by some, the iPad is a sleek and intuitive personal media 
device equally suited to checking email at home and 

serving as a video player on the go. 

The iPad's star feature is its huge 1024 
x 768 LED-backlit display. High resolu-
tion content like photos and videos shine 
thanks to Apple cramming 132 pixels per 
inch into the impressive screen. While the 
screen is supposedly treated to prevent fin-
gerprints, expect to wipe them olf frequent­
ly with a glass-friendly cleaning cloth. 

We found that the iPad apps in the 
App Store take advantage of the unit's 
increased real estate in a great way. 
Unfortunately. a lot of these apps are 
overpriced. and the App Store doesn't 
have a return policy (unlike the Android 
Marketplace}. Also. just as with the 
iPhone, the small pool of great products 
are overshadowed by a sea of cheaply 
produced knockoffs. 

Apple's proprietary new microehip, the 
I GHz A4, powers the iPad and delivers 
smooth video playback, fast scrolling. and 
great overall performance. The multitask­
ing update coming next fall should benefit 
from the custom chip as well. 

Like a more visually advanced Kindle. 
the iPad is also ideal for reading. With a 
new reader-friendly version of Safari and 
the new iBooks app, Apple claims the iPad 
is the best mobile reading solution avail­

able. and we half agree. The iBooks ser­
vice offers a great selection and the color 
screen makes the iPad a decent eReader. 
Add a fantastic battery We that lasts over 
10 hours during use and days in standby 
mode and you're set. However, the iPad 
does not have the array of options that 
come standard with most eReaders. like 
note-taking. It does have a simple book­
marking feature. though. 

The retooled Safari offers good web surf­
ing, but navigating can be a problem. The thin, alumi­
num-backed iPad sits great in your lap for reading, but 
you'll need to get accustomed to holding it with one 
hand in order to free up a finger for interfacing. You'll 
also occasionally run across sites that don't look like 
they're supposed to. 

Problems browsing tie in with the iPad's Achilles 
heel: the lack of Flash support. Apple has no plans 
to support Flash, and while the company continues 
i ts catfight with Adobe. consumers are caught in the 
middle. Some major sites have adopted HTMLS in a 
play to support video playback on the iPad. but most 
still do not - something potential owners need to keep 
in mind. 

$499 - $849 
apple.com 



••• 
Hundreds of 

thousands of 
appsworkon 

the iPad, but 
which ones are 

the best? Here's 
a quick guide 

to help you sort 
through the 

clutter and not 
break the bank 

Adobe Ideas 
Free 
A sketchpad that allows 
tor quick ideas and note­
taking. You can also 
import photo layers and 
store color schemes. 

!Books 
Free /purchases ln-app/ 
Grab this right away to 
tum your iPad into an 
eReader. 

MLB At Bat 2010 
$H.99 
While il's one of the most 
expensive apps. it's also 
one of the most impressive. 
Live streams. highlights. 
stats, and real-time data 
all integrate into the ulti­
mate baseball experience. 

TweetDecl< 
Free 
One of U1e best ways 10 
experience Twitter. and 
it's IOlally free. 

night Con1rol HD 
$¾.99 
An upgraded version of 
the iPhone classic. Tills 
app is proof that you 
don't have to spend $12 
to buy a game that deliv­
ers hours of fun. 

Marvel 
Free /purchases ln-app/ 
This is the best-looking 
comic bOok service on the 
planet The vivid colors pop 
off the display, making this 
a priority tor avid readers. 

Wlklpanlon 
Free 
This gem turns Wlklpedla 
into a customizable eReader. 

-,. 
I ii . 

11~1 
Netfllx 
Free {with eHlstlng 
NellllB subscription/ 
The instant play movies 
and TV shows look fan­
tastic. and you can alSo 
manage your queues. 

ABC Player 
Free 
Disney and ABC set the 
standard tor what should 
become an interesting 
competition between the 
networks. This app tea• 
tures full-length episodes 
of popular shows and 
other perks. 

z I Spawn Labs HD-720 
Haw 1W""" lal<en a family I/Ip and spent lhe ,....., 
Im daydreaning allouta g.rne JUSI SitlrG in )Wt Xix,( 
360 tlael(llome? Spam Lalls feelS yoor 1)311. MuCll l(,<e 
lhe Sl,v,o,<OOOS fer TV 'liM>g, lhe IO 720C0108CIS 
toyoor Xbox 360er l'laySlatio<l 3 and allows)'OU to 
rJ;,fco1S01eganesooaPC).JSlallout~••lh 

uP 10 f)a( 1er hilrdcol'e !hlO!er fans, llJI ii you're~ ID 
[J;lf yr:,s nomeconscieoo 1118 go. ~·s oor111 a lOOk. 
i......_ -, • • •• _. 

$199.99 
spawnlabS.com 

2 I Optima GT-720 Projector 

s;x f8el trom a wall er s:reen. we Sl)eflt nours ~ 
ga,nesoo lhe tril and~ Ille ~-Ulan-life 1nage 
and illll(essNe ShartlMSS- Lll<e moot W not all stand.iOne 
projeclo<s, txiltWSS can be an ,ssue, and payirQ ill lhe 
dafl< Is a necessitY W<h .ri alllaCllie S799 price tag. atff 
9'1118' flXj<jng tor lhe blggesl l)lct11e P()SSitle ~ 
tx~ lhe ll8rk stoJOCilllOide< the GT·720. 

a ..i, oomeclion. We cested lhe I0-720 in Texas vnlh 
lhe coosaes st>tiooed in Mmesola, and as one v,u1 
inagine dis!Mire and lalMCy [J;1f a t;g laclOI in !he user 
e,pe(,eroe,~,..,,Ctl~ reaH,mea,mpooen!S.lil<e 
racing and FPS, ha\08 noliceatle I~ tbvevef, tess ~­
rellanl genes lik&l¥'Gs and •um•llased S11a1egy ate QtJte 
~ . Spa\,,!Lallsalsoolfeisoxlccrnnu,itflea• 
ll.reS, like we strearnir9~ to users and-'· 
~ rem'.lle co,~ l1leMI ler a srqe ,creen. 11 may 00! be 

~ • .., hea'd allout projecX(Js for gamers. w~ had lhe 
same gag rellex we al have when some~ isrnar1<eted 
fer 'game<S." Pegarcle$S ol ilS ilteooed aucletlce, lhe 
Opllna GT-720 iS a great H) prOjeelo(. The uni supa1S 
,,.,,,., majOr v,Joo caroec,iofl. l)JIJ)ulS images al 1080p 
r~ aroevenSUl)IXlRS 30oamr9 when <XmlC«l(J 
ID a PC. l'()wered t,f Te,as lns...-ner-.s· IX.P lecirlolo](, 
lhe GT·720de!Mlfs .ri im!Jess,,e 120·1nch image at ius, 

;~-~- ... ,, •• ilii: 

$799 
optimausa.com 

--lr)9Jffllli/l(ct""'-"'"""­
"""'IJO"""llil:Kstieg o,go,, /JIJdt«Mdogy 

••• 

AVATAA 

'Ille bigges, mov,& or an 
11me nzyN comes to your 
bvmg room Via Blu-1ay 
Whi)e u may not be the 
3D version. al least you 
can st,u help rn1 James 
C-Omero,l's J)OClcets With 
mor& money 

$26.99 
foxconnect.com 

WOLVERINE: WEAPON 
X, VOL. I : THE 
ADAMANTIUM MEN 

E\lll corporauon Roxxon has 
acquued the bluepnnts for 
Adamanuum super sokhers. 
and Wolvenne m~t kick 
S001e ass 10 s,op 1hem 
$19.99 
shop.m.arvel.eom 

• 
' . 

-
&BOY NEW YORK 
POSTER 

W<Svc been dJggmg eBoy's 
pu\lll art for yoois. Now you 
ca~ plaster one ol tttes8 
hY:Jhly complox p,ooes ol ait 
on y(M.11 wall Wllh 1h s gi.am 
46.8 x 3-11 mdl p()St81 

$21 
sbopca.eboy.com 
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Special Advenisement 

The Overdrive™ 3G/4G mobile 
hotspot. Think first-person 
shooter-actually in the forest. 
Want to connect to the internet and everything Wi-Fi enabled? 

Now you can, with blazing-fast 4G speeds that go where you 

go. Up to 10x Faster than 3G, anyone? Then think about up 

to five people connecting at once. It's literally the future, now. 

Interested? sprint.com/4g 

4GatE3 

Try out Sprint 4G for yourself at E3. Go to 

gameinformer.com on June 11 to learn 

more and print out the Sprint E3 Guide. 

Upto 10x Fastetca.im: 8ase<lon «,M'IIOOO SQeect ~nson Ol 3G'$ GOO~ \'So. .&G's 6 Mbc:$1ridu5'1Y l)Jbli:Sne(S 3G 8\9. soeed$ tooO ~ 1.7 MbQs); ,4G e-,g. Sl)Oed:S (3-6 Mbl)S). 
Aclual s,:,eod$M11f'41Y. C>thwTenns: Cc:M',age n()C81,(ll;}l)le~ Th&3G$J)IW Mo0ie ~ Nef'M),k,eoct,es c>,er258 n'ilQn l)(l()ple. $c)ml 4Go.nendy~ inc,.$ 
25 martoeti: $0d~ at'ldonseleeldtMCe$.$ee SQrinl.00ml4G IOr del<lil$. Nol $1 seMCeSMlCtl <4Gand ~ tl'8y~1Q~ net-M)rtcwhefe<4G ~ittble.()rers 
no1 ~ in 811 ~ret.'tl kX:81:iOnS Ot IOt 81 ph()Ot,s/n(:flY()c'k$. l¥0n(). ()11er ~toes & ioall.resff'(Jy ~ tor e,d$WIQ CUS(()l'r'l,Cr$ ROI eiQible liC>t Ul)Qf300. Ofler ~ 8Cl()ly. 

The Now Network" 
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W 
hen the team at Macia MoleaJe released LittleBigPmet n 2006, they !llMll' 

inlended to make a sin1)le platb11 ■ IQ QlWll8. Piece by piece, !hey we-e 

ptAtr1g IOgethe,- a tralllazer n the wor1d of user-created oor4enl. The EDq)EJl-­

ment paid off: o.-e,, IWO rrA:ln levels are curentt,, avaiable cr,line, and that runber keeps 

cimbng. Wllle most g.vnes reach thtw apex of popuaity,... release, Sackboy's chatn'w1g 

adllen1U'8s ha"8 at/ gt)',W1 on gcmers r:N8f tme; lJttle8igPlal 181 users create r:N8f 56.000 

rteN levels fM!J(y week. If you were to SIi doYKI ard atterll)I to play IIYou!jl fMYY currently 

all8iable leliel. you·d be 63 )'9S ~ by the tme you were done- and lhals r you limited 

ycuseM to ttree mirues on each IM!I.. 

Wllh a, rlldYed player base. a weal:tl cJ user oon1en1. and llE81y irfnle ~
 the 

ongrel l.lttleBigPlai 181 .s stl gow,g strong - but Sony and Meda MoleaAe aeri't ooncent to 

roe the first girne's success. For lJttle0gPlanet 2. gamers wl see Sackboy brandl rut into 

reN reasms of user-aeated content. 



AS - Moleeule proclaims, lBP 2 is less of 
a plattormng game and more of a plattoon f()( 
games. The new level creator is not just a tool 
to create tf1ldltional run-and-jump leve!S; it fully 
encouages you to make that shooter, racer, 
puZ2le game. Space Invaders clOOe. or el/80 
RPG that )'OUve always mag;ne<1. 

Want to make a fighting game? Use the new 
hOlogr~ mate<ial to build yo,,, own cust()(O• 
ized HUD, oomplete with health bars. One 
Mooe Molecule developer aeated a fully lune· 
tional Command & Conquer clone. AS creative 
cfrect()( Mark Healey says, ·rm sure someone'S 
going to end l4) ~ a fully-functioning frst· 
person Shooler with this.· Possibilies are end· 
less f°' thOSe that take the tme to truly team 
the ins and outs of Its lewl aeation mode. 

Many user-created lewis in the original 
LilfleBigPlanet manipulated the creation tOOIS 
to manufactu'e tributes to games such as 

52 

Gaiaga or MaliO Katt, Cooside<ing Ulal Ille 
original was a plattormer at heart, various 
sacrifices and work•arounds were necessa,y 
to complete theSe nostalgic nods. LJ<ea 21st 
centu,y Wizard of Oz. Sackboy had to be 
h'dden 'behind the c,,,tain• for theSe games to 
operate. You never saw the~ chaf1lC· 
tar as you piloted yo,.x spaceship or race car. 
but you knew he was lllere somewhere 111\tHn 
the framewo,k of the stage. These creations 
tucked away elements of the game that weren't 
co,n,cive to u,e;, ~al design. LittleBigf'lanet 
2. on the other hand, Giminates the need to 
create those work·arounds. 

Cx~ 
"!Juu.1r. 
~ 
Many popular use<·eteated 
stages feature s,quds 
o4 sorts, but they aren't 
atways easy to find. Sore, 
y0U COi.id go Check Olll the 
creato,·s othe< levels, but this 
seems like an unnecessary 
lindrance. In LBP 2, I6"el 
creators can link their stages 
togelfler so lhey flow seam• 
tessly from one to the next 
This p,ocess can contiroe fer 
m.-tiple stages, meaning 1,,i 
could conceivably be treated 
to entire user•created games 
with dozens o4 slages. 

Littte8igPIMel 2 acooml)liSheS this via a /'£\v 
tool caled direct <XJntrol seats. litUeBigPlanet 
altO<ved you to create rudimentary vehicles with 
simple 'hold R1 to aooeterate· oontrOIS, but 
the sequel takes It to an entirely cfffe,ent level. 
t watelled as Healey put together a car out of 
rubber wheels and a bOttle, and then plaOed 
a cfrect control seat in the mid<le of it. With a 
couple of~ button pcesses, he P<.le<l l4' 
an inter18oe that resembled a PS3 controller. 
Within seconds. he had assigned the forward/ 
r-,se l\r,ct;ons to the Sixaxis tilt of the Dual 
Shock 3. He then placed a horn on the front 
and mapped it to the X button. You're not lim• 
lted to the game'S stoek sound effects. as you 
can r8C()(d yo,,, own voice Md attach It to char· 
acters and objects, replacing the basic magic 
mouth featu<e "°"' the orlg'nal. 

Changing a vehicle's oontrol SCheme is 
straightfonva<d and instantly accessilJle -
simply tether your desired button to the past of 



the oonuaption you want it to oonttol. Wrth 1hls 
new leature, LB? fans are free to create every­
thing from race cars to serpents to shooter· 
ready spacoohiPS. 

Meda MoleCole recognizes that one ol the 
most popuar concepts fo, user-created levels 
is the recreation of stages from Classic 8· and 
t6-bitgames, Whleyou'll lind plentyol Mario 
tributes in the community right now, they're 
al fo,oed to feature the signat<Xe gameplay 
mechanics o1 UtueBigPlanet. In LBP 2. fans 

whO want to create fai1hfut rep,esentations of 
Old·SChOOI f)latfo,mers can now plOOe a direct 
control seat on their own platlooring pro­
tagonist, complete with a customized contrOI 
SCheme. tt a har<ICO<e Yost.i's Island fan creates 
the pooect recreation of that SNES-e,a ~­
they can Shar·e it with anyone in the community 
that's IOok'ng to ooid a similar level. 

Mapping inputs to various functions is onfy 
the tip ol the iceberg. Many LBP fans are fam'I• 
iar wrth 1he calculato, lev,ll, which beC8me a 

You Tube sensation. PSN user Upslandre cre­
ated a fully-functioning calculator using onfy the 
creation toOls p,ovided in the original game. tt 
you've seen the video, you kno\v that 1he logic 
gates needed for this feat oocupied physical 
space ,v'ilh'n the level. Behind the scenes. IUI· 
dreds of tethe<S and swttcnes ,~e ,V(l(i<c>g h 
tandem to p,ovide the ptayera wrth the~ 
to their math p,Qblems. 

Rather than take 1-1) al! that valuat>!e space 
within the stage itself, Media Molecu1e has gven 
users the options of placing al of these func• 
tiOns on a single ini)ame microchi). 

A CO!Tl)8Cl cafcuato, is a nioe ncmlty, but 
othe< new h,r,ctions in LBP 2 have a more direct 
impact on gameptay. Enemies in the orig'nal 
could onfy be p,ogramrned with basic com· 
mands, and most rosembled mariOnettos or 
cardboard cutouts. Now, users will be able to 
tal<e a basic template called a Sackbot, tweak 
tts /lJ, and dross it w however they please (all 
of the DLC from the orig'nal wil trans/er ""81). 
Players can choose a Sackbot's \/\lnerable 
paint, de<e<mine wit's scared of heiglts, and 
even p,ogram acting routr.es. 

An example of tho latter ilvdves a disco 
scene set up by the Media MOlecue team. 
They started recording on a single Sackbol. 
and proceeded to move its a,ms and bob its 
head in a humorous dancing routine. Ono0 
the recording was oompiete, 1hey oopied and 
pasted that /lJ to 20 Sackbots. Each was given 

g'<UHl.ll.aft 
<;tun.uu:L 
W1ile UlP 2 features a ma;o, 
overhaul 10 its level creatO<, 
the Sfo,y mode will be familiar 
to fans of the original. The 
same three-plane perspec­
tive is intact, and the levels 
leature a similar breed of 
run-jurnp-{1ab platform-
ing - thOugh Sackboy has 
a few new gadgets up his 
sleeve. One of these t~s is 
the grappling hook. wfich 
will feel familiar to fans of 
old-school Bionic Commaroo. 
The llOOI< allows Sackboy 
to swing over gaps and J)UII 
cenain ~s toward him, 
but tt opens Lil options for 
mischieYOUs players as well. 
Imagine a OIVfOW hallway 
with an ef<letrffied Ceiling 
and a Iauchpad that sends 
Sacl<l)oy flying upwards. 
Devious players cool<I wait 
until a co,.op partner jumps 
over the perilous launchpad, 
then use tt,e grappling llOOI< 
to reel t11eir lloody back 
onto the pad. If you enjeye<j 
slaPl)ing your friends and 
dragging them to their doom 
in 1he original, this sl'ro<fd 
be right up your alley. The 
mischiet doesn't stop there: 
Med.a Molecule promises 
several more new gadgets 
lrke the grapptillg llOOI< will 
be Included ooe,, the game 
ships later this year. 
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"Someone will 
create a really 
brilliant game with 
this. A new genre." 
~ ~ 

1lt.a.,,A ~ 

Jcz.c/t.Jn:,y 
(i<TC?A tq-

~vad. 
Onginally, level aeato<s had 
to rely on the simphstic magic 
moot1l teature to pUSh the 
story or their stages a1ong. 
This amounted 10 little lll()(8 
lhan SPeech bUbbles. 0~ 
combined with a stock SOUld 
effect LBP 2 gives creators 
far m0<e freedom, allowing 
IO< fijl CUlscenes. Users CM 
Select the camera angles 
iney want anci adcj their own 
voice-<>v«S 10< characler$. 
These cutscenes can be 
triggered within stages them· 
selves or exist as their own 
separate entities. II someone 
wants to create a frve-mif'kl'te 
sllOrt film. they can bypass 
any incxrt from the plaYl!f. 
These creations will be dearly 
ma1ked on the Slage select 
screen, so you'I know from 
thestart""1ethe<you'llbe 
walding or play,ng. 



a random costume and prog,ammed to dance 
on a noostop toop. \Nherl the playef-controlled 
Sackboy 1-...J onto the stage. he triggEred 
the adorable dance party. In a demonstration 
of the new movie-editing options (see sideba~. 
cameras shifted and lights flashed as the bevy 
of Sacldxl<s nodded the1r heads and shimmied 
left and (,ght to the snusic. 

All of this creation is tantastic on its own, but 
tans of the aiginal know that It doesn't amount 
10 rruch if you CIOO't have the oppo,1untty to 
share it. UtUe8igPlanet 2 makes It easier tor the 
playe< to browse and play q""'1y content; taking 
a tue from SOCial net\~ Sites, ea<:h player 
will have thei' own profle on the official L.BP..me 
website displaying an actlvtty teed as wel as 
previews of their stages. 

Another novel bit of user-created integration 
oomes in the loon ot OR oodes. These oom­
puter-recogniZed syrrbols can be pmted on 
things tike advertisements and business cards, 
and will automaticaly load a level when placed 
in ~ont ol the PlayStation Eye. Yoo won't even 
have to go to a special menu saeen to do tns: 
you can flash the oode at ""'I point in the game 
to go directly to the stage. II you·re not near 
your PS3, you can take a "'ick photo with your 
smart phone to see an oriine preview of the 

leVel. and...., add a cr,ec11y to yovr queue. 
All of these aspects contlbute 10 a true 

evolution of lilttee.gPlanet in a way that DLC 
add·ons oOIAd never accomprlsh. As technical 
cftectOf Ale, Evans puts tt, ·1f we di<l this cftip 
by dnp by ctip, you'd only see the dnps. .. you'd 
never see the bath." 

Utttee.gPlanet 2 ,,,. not only give fans access 
to ove, two milion aeated levels carried over 
frO<n the first game. it wl also give you the 
chal>ee to play oountless new expe(iences in 
various geryes as the community experi'nents 
1wh the new creation options. ·Someone will 
create a rootly b<illia!lt game w'<th this, A new 
genre.· says Healey. Even ff a very small per­
centage utiizes all of these new tools to the 
fullest, it wil ,esult in thousands ol great new 
games f0< PS3 owners to play off of one disc. 
Not only is this far too large tor DLC, It almost 
seems unfair to ~I ii a sequel. It's a ful-~e 
evolution in the wor1d of user-created content. 
As Evans puts it, "We never would have dared 
make Uis game the first lime around. This OOUld 
only be Uttle8igPlanet 2. • ~ 

For mer, SCf"'1S ltl1d 1M ~1fl1"l dlJOtJ1 lraiW go t.o 
gammtormet.com/mag 

.Ne.u1 ~ 
Rather tnan the country-themed areas of the original, the Media 
MolectJle teMl wanted to base LBP 2's stages 1n the penods ol 
tome "where human lffla9inatson was at its peak."' according to 
art director Kareem Ettouney Here are the themes of the vanous 
story mode stages: --Ettouney explains that lllis would not be llke a "BBC (documen-
tary) on the Reoaossance." but rather a wtomSlCOI altemato,e take 
on the penod Sacl<llOy w,11 encoun1er e LeonaldO OaV1ncH1ke 
character to gu,oe nom ltlrough a technology-based twis1 on the 
crucial cultural movement. -·-The steamf)lllk art style haS gained POll'Janty on the lntemet 
o"" the past few ~rs, but ,l's become somewhat f)fe(ictlble. 
Media Molecue wants to mix up the look a bit by cunbinmg rt 
wi1h envirorrnenls reminiscent ol a ofassy tea-and-cake party. -............ 
Cold War •era propaganda f)OSlers ine the halls of U.S factory 
en'llrorrnen~ -e Saof<boy 1s tasked wi1h helping ots workers 
escape their Olll)fOSSs,e wor1Wlg cond1bons. Keeping wi1h lBP 2·s 
mixture of lllemes, the gom na111re of thss factory ,s at odds wrth 
neon I~ and S9lS, 

1'111111 ..... -
\/anous high-tech eQUspm~ like video walls and ca-cut l>Oanls, 
are mixed with cute busnes and SfleeP. Thss b12a,re aesthetic 
results ,n stages that wsll have you 8Xl)lor1ng cold. futuriSl,c enw­
rorrnems POPUiated wi1h adorable cntters and fluffy clouds. ............ 
The world of eco-arcnotecture ss based around a des,gned. 
controlled verSlOO of nature. tt comes together when artists 
manll]<Jale organic ob)ecls into a pa,t,cuar took. often wi1h an 
art """'3U aes1hebc. These areas bong Sacl<llOy closer to nallA'.e 
lllan any ol the other themes. cunplete wi1h elaborate designs 
OOl1lj)11Sedofp!Mts, ---1'/,U, lBP 2's new focus on aeabng games. rt·s a no-bramer lllat 
many ol lllese WIii resemble art3de ClaSSIOS. These story mode 
stages embrace that without abarldohng the hand-made art 
style the gama ,s known for. Expect to explore areas tamilar to 
long-time gamers- rust don't be surprised when the pcxets you're 
used to are replaced by cardboard and wood 



Marvel vs. Capcom 3: 
Fate of Two Worlds 





Shattering Ten Years Of Peace 

The fighting genre spent the last decaele on 
its deathbed. Leading up to the downfall, 2D 
fighters In the '90s delved into absurd levels 
of complexity. while games in the 30 space 
struggled to stand. After a ten•year hiatus. 
Capcom resus,:itated fighting games wijh the 
classic gameplay and stunning, ink-brushed 
visuals of Street Fighter IV. New winds are 
blowing in the sa~s of the genre, and now is 
the perfect time for Marvel vs. Capc0<n 3. 

Marvel vs. Capcom 2's core recipe remains 

Intact for the sequel. First, dump a boatload 
of awesome eharaetets into a 2D fighter with 
a deep combat system. Then. sprinkle it 
with stunning, screen.filling special moves. 
and serve it to thousands of hungry fans. 
While the concept and gameplay are famil• 
iar, Capcom Is making refinements to the 
formula for Manrel vs. Capc0<n 3. The 2D 
character sprites are swapped with heavily 
shaded 30 models that k>ok like living comic 
book characters. Complex controls are 
streamlined and accessible to avoid alien• 
ating the casual fans of the genre, yet the 

combat retains s1rategk elemoots. 
Preserving the o,iginal Marvel vs. Capeo,n 

flavor is important. but the comic publisher 
has flourished tremendously over the last 
decade. Marvel now churns oot blockbuster 
movies and pulls in cash hand over fist. a far 
cry from the bankrupt company of the '90s. 
As Marvel ha$ matured it has becOme more 
involved with its licensed products, resulting 
in great& participation in the game develop­
ment process. ''Marvel has grown up," says 
MvC 3 special advisor Seth l<jl!ian. "They're 
much more hands-on with their J)(Operties, 
which is why they've been so successful over 
the last few years." 

"We're definitely bigger now than ever," 
says Chris Saker, licensed games manager at 
Marvel. "Which means it's the perfect time to 
release the best fighting game featuring oor 
characters that~ ever been made." 

Being a CapcOO"I game, MvC 3 is an easy 
sen 10 fans of the publisher. Enticing Marvel 
fans into a chaotic and intimidating fighting 
game is the tough part. Marvel is wa,king 
closely with Capcom to ensure each char­
acter's likeness and personality is perfect. 
StOC"y is also an integral part of the comic 
book experience. and Marvel is working hard 
to surpass what previous Marvel vs. Capcom 
games passed off as a narrative. Each 
character will have beginning and ending 
story tx>okends. along with in--game events 
to keep it fresh in players' minds. Producer 
Ryota Niitsuma insists that thOugh this story 
is better than in other MvC games, it doesn't 
steal the spotlight from the action. 

Assembling The Dream Team 
A huge selling point for CapcO<n's Versus 
series is the characters. Marvel vs. Capcom 

A MARVELOUS 
DEAL 
Christian Svtnssoo, Capcom's 
Vice president of strategic 
planning and business devel-
0pmen~ Shares his thoughts 
about reklndl ng the business 
,elabonship belWe<m tapcom 
and Marvel. 

On the downloadable 
re-release of Marvel vs. 
Capcom2: 

+ Marvel vs. Capcom 2 was 
our first S1ab at re-establishing 
a relahonsh p with Matvel. 
Both tapcom and Ma,vel 
thought that would be a good 
starting proiect lor us to get 
reacquainted. That f11tt deal 
look a good while to tie oom­
pleted, almost over a year." 

+ "'The MvC 2 deal was ooe 
hundred percent separate 
from tr,, MvC 3 c1ea1 • 

On getting Marvel vs. Capcom 
3startell: 

+ "Tile MvC 2 deal (for XBUI 
and PSN] took so long that we 
started talkiog to them about 
MvC 3 belore the ink even 
started 10 dry." 

+ It was a \lery complex deal 
to work through in tenns of 
,nakiog sure everyon• was 
comfortable with apPfovalS 
and creative freedom. That's a 
very hard thing to get through 
on all sides." 

+ Ma,vel and Capcom both 
wanted this to happen on a 
very h1~ level. Once we got 
lo that undeistand1ng, we both 
111acle oomprom,ses to get a 
cleal done, and the game went 
Into production." 

On Olsney's acquisition ot 
Marvel: 

+ So far tile acquisition ot 
Marvel by 01sney has not im­
pacted the pr01ec1 positively or 
,tegatwely in any way, We've 
been WOO<ing with the same 
people we did the cleal wtth, 





A Fight For Control 
When the game first released, Marvel vs. 
Capcom 2 cabinets easily d= in crowds 
at the arcade. Glitzy graphics and iconic 
characters we<e impossible to resist, entic• 
ing gamers and comic tans to take a e<ack. 
Despite its tantalizing appearance. the com­
plexities of the combat system immediately 
slammed a learning barrier down tor the 
uninitiated. Not anymore. Marvel vs. Capcom 
3 aims to knock down the wall of complicated 
controls and open up the lleld of strategic 
Oghting to all comers. 

Capcom's mission statement fOf Marvel 
vs. Capcom 3 is to maximize depth while 
minimizing complexity. This means fusing 
the accessible controls of Tatsunoko vs. 
Capcom with triedsand-true MvC 2 garneplay. 
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The flow of combat is just as intense and 
hectic as MvC 2. and all the hardcore ele­
ments remain intact. Three-on-three tag-team 
combat ret1Xns, complete with the assists and 
team building swcture of the previous title. 
Veterans can look fo,ward to alpha, beta, and 
gamma assist types. snapbacks, and hype, 
move cancels. Even ff you don't know what 
a snapback is, you're still going to be able to 
pull off show-stopping aerial raves, since the 
team at Capcom is streamlining the process 
for executing adVanced maneuvers. 

One area ,eceiving some special tweaks is 
launchers. In Marvel vs. Capcom 2, how each 
fighter launched opponents Ulto the air varied 
by character. Tatsunoko simplijled this by 
making the air launch move universal amo()Q 
all characters, resulting in less time spent 
memorizing button inputs and more time 

EVOLVING 
BATTLEFIELD 

Ca:pcom is using th81r signa• 
ture MT Framework engine 
to bu Id the gam~ wllich is 
the backbone of lost Planet 2 
and Resident EVil 5. II allows 
for even crazier stages that 
1311 more ,n 11ne w,tn Maivel 
and Capeom lore rather than 
generic fantasy realms. In the 
New York City stage a 0.1i/y 
Bugle news helicOpter flies 
above a parade as an enraged 
J. Jonah Jameson sllOuts and 
potnts at the superheroes 
battttng on a construction 
Jifl. Another levet 1s set in the 
work! of Mega Man Legends 
~in-off character, Tron Bonne, 
complete with dozens of ador­
allle Sefvbots scum,ng around 
the action 

$pent hammering on your toe in the clOuds. 
Marvel vs. Capcom 3 lakes it a step further by 
mapping the aerial launch to a single button, 
currently referred to as the exchange button. 
With the simple tap of the button. you can 
launch Ryu skywards and send YJolverioo after 
him with a traditiOnal combo of claw swipes. 

But that's not all the exchange button can 
do; by p,essing It along with certain direc• 
tions. players can slam oppcnents into the 
ground, leaving them susceptible to combo 
continuation. Anothet input launches the 
battered enemy further into the air for a high­
flying combo that can span three vertical tiers. 
Players can also hit the exchange button in 
midair to tag in other characters on the fly, 
making safe swaps easier than ever. 

Further deepening the strategic element of 
the exchange button. fighters oo the receiving 
end of an exchange-fueled barrage have an 
opportunity to counter. Perceptive pugilists 
c-an predict which exchange move their assail­
ant is about to unleash, attempt to mirror 
the input, and hopefully break free of the 
onslaught. This also opens a brief window to 
counter into a retributive combo. This exciting 
rock•paper•scissors element complements 
the simplification of launching foes into the air, 
integrating a new fold of strategy for hardc°'e 
MvC fans to chew on. 

Though some garneplay elements have 
been simplified to open the doo<s for new 
challengers, capcom is being careful not to 
alienate the hardcore fans who demanded the 
sequel. Marvel vs. Capcom 3 is a cufmination 
of the work Capcom has done In the fighting 
genre for almost two decades. They are cratt­
ing the arcade fighter that fans will adore and 
newcomers will get hooked on. Marvel vs. 
C.pcom 3's artistic in-game flair and promis­
ing cast of beloved characters will get the 
blood pumping for any Capcom or Marvel tan 
w~h a pulse. II Street Fighter IV was the defi­
brillator that brought the fighting genre back 
from the brink of death, Matvel vs. capcom 3 
has the potential to be its ltte suppcrt IOng into 
the future. ~ 

a>«J<OIJtQ_...,,,tgl#fMve3)S1yliSh,,_ 
and out best~ at tbl mystlrfous sR1outttes ol unan­
nounced di.,,.,,.,, 









64 

. .. s· ~ . - t~ off lherrooo-·•·.;., ' 11.\ • • ralMCJontolhe 
, Slatoo's platfonn, I 
4. 1.. can't help but not,ce 

, &liol- hOwn,c,etheStrip 

' • • ,s. n s certainly a 
refreshing change of 
paoo from FallOut 3's 

bomb·scarre<I waslefand. In the Fallout unive<se. 
Nevada wasn't hit Qlile as hatd as the O.C. area 
an<l other parts of the nation. Radation Md soo­
e1a1 collapse des1Ioyed civizalio<J as we knew tt. 
bvl buildings 1vere largely lelt unharmed - untl 
neglect and vandal$ llad tl18ir way. Even tl>Ou;Jll 
Ille New California ~blie and Caesar's Legion 
each have their eye on the wa.Jled-in, indepen­
dent enclave. wiil<ing thoough the streets tt 
seems as UXlUg1 most of Ille St,.:,'s residents 
are more outwar~ concerned with trying to 
walk straight. War never Ch8n98S, and neither 
does Vegas. 

Walking down the street, f oorc into a bit of 
local <:Ob. A nearby fountain llas attracted some 
off•CI.Jty NCR officers who have dacided to let 
off a •!lie steam. The three partially undressed 
women gyrate suggesti\/efy and ~e teasi,g 
comments to passe,st,y, but their girls-gone-wild 
moment is cu, ShOrt by some mitary f)()lice. 
Heedng their acMce to mo,.,;, aloOg. 1he trio 
spmts off toward Ille 'tops casino. Knowing a 
9Q0<1 palfy when I see one. I folow along. 

JlJSI belore I hit lhe dOO<, I'm intenupted by 
a man calling hinself tw. Holdout. This shady 
fellow offers to sell me a few conooafable ,veap­
oos. ShOud I nr, into ltOlbfe r\Side. I'm not 
expecting to start anyttw,g. but 1 hlmor him and 
browse his selection of razors and brass krock­
le$ be/ore headng lhroogh lhe dOO<. 

The ladies are long gone al lhis point. so I'm 
not wset when the doomlan wants 10 talk. As 
HoldOUt predicted, rm asked to l)an(l Oll8r my 
weapons belore I can enter Ille casino floor. My 
character's l>gl1 sneak Ski allows me to keep 
a little insurance in my pocket in the loon of a 
pistol, and the doorman is none lhe wiser. Like 
1 said, 1 don't l)4an to use it, but in a world filled 

with ma-aodng bands of man•sized gecl<os. 
Myll'ling's possible. 

Before I hil the tables, I decide to do a little 
explorlhg. It doesn'l lool< like this place is~­
ting down anyt.-ne soon. so what's me ""'1'n? 1 
enter Ille Aa>s nghtdub, hOme 10 lhe Rad Pack 
Rewe. The manager (with more than a passing 
~ to SammyDavi9Jr.) offers me a 
sideques1 lha1fflOlvest()t.lldirg~MyrrcJSi· 
clans I mig,1 fond ,vt>le exploring the Mojave 
Wasteland. Sure tiling, buddy. 

I'm leellng pretty lucky e;e,, befo<e New 
Vegas' pro(jJCer Jason Bergman tels me that 
my cnaracter has the ma,cinu:r, ~ Skll Of 10, 
soldacidetogetsomeCIIPSanddoaittle 
gambling. I strol 0118r to lhe cashier's cage and 
get some chips. I ShOuld have guessed lhat New 
Vegas' economy is a bit lllO(e deW!k,pecl lhM in 
the crater formally known as Washi)g1on O.C .. 
but rm stl t~en abad< when the teller asked 
me what l'dfil<e tooonw,rt Comeagail? 

"We acl\lally do have""'" currencies In the 
game." says Berl,nan. ·tt you played Falout 2, 
Ille NCR had their own currency, so we do have 
NCR pt,/Sical dollars. we also have Gaesar's 
Legion money, and caesi.'s Leg'()n uses coins. 
So we have caps, money, and eoins. There is an 
actual exchange rate, and depending on whO 
you're doing deals wi1ll ~ lhe ,YO<td, 
lhey'I give you better cleals .• 

1 have more caps than anything else. so I just 
~ them into Chips and call tt good. After 
pulilg the handle of a slot mactli'le and hearing 
the foreign sound ol money drow,,g down a 
Chute. Bergman reminds me abOUt my ma,ed­
out u:k. The slots are appropriately old·school -
there's not a video-POl<er machine in slgll - and 
after a lew more puts I decide to move on to one 
of Ille blaci<jack table$. There are a few tallles 
with people f)layfng, bOl I'd ralher keep it 
between me and the dealer. 

Each of Ille casinos In New Vegas 
has Its own hOuse I\Jes, suCh as the 
freQJenCy Iha! dealers Sf1uflle lhe dack 
or whether the dealer craws on 16 or 
17. The lllaokjack tables at TOPS SOPP0<1 

i,urrendering, whicl> allows gamblers to bow out 
with half their bet onoe lhey see ,v11a1 tile dealer 
has. •n totally giveS me ,YO<td a dlttec;en1 llavor, • 
says Bergman abo01 these different house I\Jies. 
and f agee w~h him. It ,-ould be disappointing 
to see lhal each casino was merely a re•Sl<inned 
ex:terior for the same few games, Alter a few 
mo,e hanClS I go over 10 lhe roulette v.!leel and 
bet 200 ch'ps on black. 'Mlat do you know? I 
win. 'M1o says the house aways wins? 

Eve,yone's ha\/ing a nice lime, but I could have 
theoraticaly pcted out thal conoeafed gtn and 
started going crarf. ·1 WOUid not recommend 
doing that, beeause me Charmen - the faction 
Iha! r\l'IS this casi1o - they're pretty strong." says 
Bergman. "The barten<ler llas a riot shOtgtn. You . 
do not want to mess will> 11,em: Far enoug1. • • • •• • 

I played three981ll8S: slols, blackjack, and 1-.' .• ' _:-;f ~ 
rouene. Howaver. no good casino keeps your •• •• • • • ~1,' 
options U>at limited. "There is something elSe lhat i • ....... . 
we're not 1alking about." says Bergman. Looking , : .· ~ ! 
at the casino layout. it dooon't seem like there's ~ . ._ . • 
room for more table games. And even n a did • • 
have something Ike Cf8PS or keno. ,.tr,, ,voud 
Obsi<l'an bewtatxlV1some~so mundane? 
My bet is that tt's something that oovetaJs into 
the post•apocalyp1ie ,YO<td. like betting on 
tunan cockfighting. We'I have to wait and see. 

Aside from filng your pockets. soe<:ess on the 
casino floor can have other posruw, effects. "As 
you win, the floor manager wJ come uP to you 
and give you dlW<s and he'M ~ you a ,oom,• " 
says Bergman. ·n-s a casino." f didn't get that 
kind of high·rotler treatment thoogll. becaJse it 
was trne to move on. 



The next 1l1ing I know. I'm on the outsl<irts of 
the tiny desert town of Novae. There's no1 rroch 
to speak ot. a n,,-<lown motel with a partially 
burned out ·No Vacancies" sv,. a few bt.rlga· 
lows off n the distance, and an enonnous dro­
sa<.r niwned Oinl<y. 

1his area has actually soon a lot mo,e bosi· 
ness than some of the towns on the other side 
of the mountan, • says JoSh S&Nyex, p,ojeet 
lead for New Vegas. "Al of the people., the 
tOIYYl make tl,ejr money by salvaging stuff out Of 
a rocket base that's nea,t)y." The area is 11\Jiner­
able to gangs and raiders, and a pair of forrntlr 
NCR snipers use Dinky as a nest. Ombing 
l4) the hollolY8d·OUI beast (Y.tlich is alSO a gift 
shop) re\lllals why: from this vantage point. I can 
see for miles. 

My sigl,tsooing is interrupted by Craig Boone, 
one of Novac's two """"'8, Hes no4 very friendly 
and more than a r1111e µ,w, but after taldng 
wtthhi'nforav.1'llel~touooerstsndv.'trf. 
Not too long ago, some si-s broke into the 
home he Shared with his wife, Car1a, and tOOk 
her. Nobody else was captured in ttle raid. which 
leads tvn to beiew that tt was an inside job. 
Boone is upset, though he Cl\'l)tically adds that 
he hopes to 8\/8fl98 Cerla'S death, no1 rescue 
her. I try to give tim a bit of a pep talk and ask 
how he kn()\YS that she's dead. and al he says in 
return is that he 'knows. 

rm a sucl<er for vengea,,ce, so I decide to 
help Boone out. His 1)18,1 is sinµe: Talk to the 
residents of Novae. llnd the person responsible. 
and then lure them in front of Dilky. Boone 
hands me his red beret and tells me that O<k 
signal wl be to wear tt when rm w<th the Wprit. 
From there. ,...it. Boone is a sniper. 

I head down n to the gift Shop and talk 10 

Cliff, who runs tt. I ask about Caria. and tt'S 
pretty clear that she and Qff d!oo't get along. 
Apparently. she en, went into the gift Shop 
once. but left because tt smelled ftn,y. ·11 you 
want to be elli. YoU can send anyone out there; 
says Bergman. "As long as yoo·re wearing that 
beret he wm shoot whOeve< walks in ~onl of 
lhal dinosau'." 

As enticing as that SO<Jlds, I decide to flld 
the person actually responsible. After chatting 
up a few other people, I leam that no ooe liked 
Garia. Judg'ng from what other people had 
to say, she was rooody. irritable. and w8(lted 
to be by h<nelf. In the hOtel off,oo I notioe a 
safe tucj<ed into the floor behind the manager, 
Jeannie May Crawford. Lo and behokL tt's an 
invoice to the slavers for selling Carla and her 
unbom chld tor 1,000 caps. ~ with thet 
info, I pop on my beret and ask Jeannie May ~ 
she'd Ike 10 go for a l\tle strol. 

A few moments later I see proof that Boone 
is a one-shot, one-l<il sort of fello\\/. He'd 
make a great companion on the wasteland. 
and rm happy that he decides to tag along. If 
you're expecting a retread of Fallout 3's disap· 
pointng companion system, prepare to be 
pleasantly surp,lsed. 

Fallout 3 is a vast game, but its AJ partners 
leh much to be deslred. "They didn't have 
QU86ts or ~to,ytnes really,· says Bergman. 
"They were really just dudes y,ho followed )'OU 

around. This is much more in line with past 
games that Obsidian has done, in giving them 
a full storyline and having them evolve. and 
they unlock special features. They become 
stronger, they become mo,e interesting char­
acters and you have dialogue with them, and 
they give YoU bonuses." 



o..,~1~.~ 
Wl1h Boone in tow. I head across the deselt 
toward Camp Fooom Hope. where the battle· 
woo,y NCR has retreated. Theo' fQrr11er C81Tl>, 
Nelson. was recently overrun by the notorious 

. • Caesar's legion. who killed. burned, and crud· 
• fled 8"'/ NCR SOidiers unfortunate eno,q, to 

stick arw,d, 

A quick chat wtth a 'JJ'/ named Private Stone 
sro-vs ;,st hOw bad morale ls. I get lhe oonse 
that ~ Is wai1ing around to die. even 
though they're St,l)p(lOOdy regrcx,p~ for ,v, 
anacl< on Nelson. I talk wtth the camp com­
mander and ask tt I can help. As luek would 

: hal,e ft, I came just in time to help round l4l 
some mssng SlJPPl;es for the quan-er. 
The people who were S<,wosecl to deli\ler the 
crate disappeared, and tt's l4l to me and Boone 
10 either fncl them or the missing goods. 

On our way to cu deSlination, we're attad(ed 
7 by a few wasteland c,itters. Before f can even 
~ • get a bead on the first radsoorpion, Boone 
• snipes 1tfOu!1\ i1s carapace and ll10Y8S onto 

the next target. rm glad I decided to 
help hin out. He saved a few critters 
for rne. giving me the chance to 
check out some of the game's 
reel-line combat enhance-
ments. Most notably. New 
Vegas adds iron-sight aiming. 
In Fallout 3. rooming in with 

a v,eapon ,voukl merely P<JII the camera CIOSer 
to an enemy. Now. players actualy get to see 
down the ~ts of their weapons. It's closer to 
what you'd 8"J)8Ct fnl<n an FPS. which Is g:eat. I 
found myself actualy choo6ing to fight outside of 
VATS on pUl'p()S8. as OPPOSed to simply doing it 
while w~ to regenerate AP. Reloac:fng ani'na­
tions are also new. re~ exactly how many 
bulets the p18)$' ls slipping into a weapon. 

Eventually. Boone and I come ui:,on socne 
flame-spewing 1Ye geckos and the remails of 
the NCR Grabbing the crate. we Slart head· 
ing back to camp to deliver the bad news. 
We're then set upon by some Caesar's Legion 
SOldlers. decked out in PS8Udo•Rornan armor 
cobbled together out of football equipcnent. 
It's a tough fight. but I keep them busy with 
my bladed gauntlets while Boone picks them 
off from a diSlanoe. 

Once the suppfl8S are turned in. I head <Ml< 
to assist Dr. Richards i'l lhe medical tent. My 

high medical ski makeS ha cinch 
to diagnose and treat a few 

patients. but there are 
other ways to success-

fu1y ~te this part 
of the mission. This 
variety and chOice 
is a key part of New 
Vegas. "Whenf,,er 

'J 
'I 

•· • 

.. ... 



1 find an element of a QoElSl that can only be 
accomp(sl1e(I with one sl<a, rm like, ·Sl<i11s can 
be shortcuts to completi1g a thing. but a woold 
be nice if there was another wlJ:of to do a.·· SIJ:,/S 
Sawyer. "There a-e placeS in the game where, 
~ you halle an 80 science. you can ftp a swach 
and be Clone wiUl no i:,oblem, ff you don't, 
though. you can go and do a and as going 10 
take you a little mQ(8 effort or Ws ~ to cost 
you something." 

In this case, players can also lie abOUI being a 
doctor (bad plan) or round up a selection ol sup• 
plies such as s..gical tubing and medical b<aces 
10 help out. Bar,i-g that. players can smply Si£'/ 
they don't have '1n/ experience and complete 
the mission. 

With lhooo tasks out ol the way, Ws ll'n8 to rel 
into Caesat•occupied Nelson. I meet with a few 
SOiders. Skip the b<ief,ng, and move toward the 
staging a-ea dose by. Al that point, rm faced 
wjth the decision ol attacki1g from the north or 
the eastem liclge. 'This is why you should read 

mission IJrief,ngs.· 1 thil1I< as I choose the seoond 
option. It tt.ned out to be a good plan, with the 
ric:lge prolliding a sale place for sniping 1Je1o«! 
we launch the f\f anad<. Midway t!Yo,q, the 
assaul, an onscreen ind'ocator telS me that I've 
made a POO< ~ with Caesar's Legion. 
Go~ I blast myway through the camp and 
into the bamleks, where I meet with Nelson's 
.--. Dead Sea. A few shots later, I'm 
watching his head sail tlYO\q1 the a't, fTeecJ from 
the rest of his body. Mission 8CCOrrl)lished. 

For fun, Bergman lets me check out the flip­
side ol the mission. I roll into Nelson, demancJng 
an audience wah Dead Sea. HiS lackeys Oblige, 
and soon I'm face-to-face wah the vicious, 
imPOSing man. ·Even when you're friendly with 
them, these are not guys who f •·· aroond. These 
a-e guys who rel into a t01,n, kl 8'181)'011e, 

and enslave people. ~ when you're S<"8< 
respecied by them, they're not going to be niOe 
to you. These are not nice people.· 

Dead Sea's orders a-e llu>!: Kil the ollicers at 

Canlp Forlorn Hope by 8f'tf means necessa,y. 
1he 88&/ WIJ:o/ to do ii is to rel into town and 
go l)Oslal," ooaches Bergman. "If you want to 
have some "'1. you do )lave thOse C4 charges.• 
This oow weapon, one of many in New vegas, 
is what budding ~ths have been wait­
ing for. I'm friendly with the NCR right rc.v. so 
nobody seems to mind when I cJrop ominous 
tttle parcels at their feet - and in the case of the 
Quartoonaster, plant them on his person u,,oog, 
the art of pickpocl<eting. Q,ce I've baci<ed..., 
a safe <fist,vice, I whip out the oetonator and 
make things go 'boom." 

I flee the r8Sl.ltanl chaos, feeling -ted 
and a little bit guilty as my demo ends. SUre. as 
the wasteland, but being evll feels pSt so ... evil. 
Of course. fans ol Fallout wouktn have it any 
other way. ♦ 

\"'1f)alllilltll<w-tx1m/(I(--·--~ 
-/n(iJd/(1(/•/cd(afSQl .. .,,,,.g_>~~"""'petks. 



Halo: Reach 
Beta introduces new changes to multiplayer formula 

W e covered a 1<>1 of Hal<>: Reach infonna• 
tion in our Feb<uary cover sto,y, but one 
aspect that Bungie remained tightlipped 

about was the competitive mult.,iayer. We 
rooe<1tly tO<lk a trip to Bungie for a muIvp1ayer 
beta preview to find out what players can 
expect once the official beta begins. II was a 
poignant day for Bungie: Nol Oft-/ was it the litst 
time the developer was letting non-employees 
1,y out Reach's multiplayer, but it was also lhe 
laSI day Hal<> 2 \'/Odd be avail<>ble for play on 
Xbox Live - a reminder of just how popular the 
franchise's mul1player is. Here are some of the 
new features you·u see in May. 

A New And Improved E.ngine 
Bungie has spent a IOI of lime improvr,g their 
netwoo< code. Besides offering smoother 
gameillay in large malches, these upgrades 
8ISo allow for more control <:Ne< matchm81«1g 
criteria. Players ,vii have the abilfy to rank the 
importance of cec1ain criteria fc, matChmal<ing, 
inctJ<J119 chattness of players (Chatty/Ouet), 
inclinalion lowards teamwor1< (Team Play,lr/ 
Lone WolQ, and tone (RolY(!y/Polite). Similar 10 
Xbox Lille's Gamer Zones. you car, also specify 
the level of competition you're lookilg fc,. This 
Should make for an enjoyable exper',ence 
whether you're lool<ing to win at all coSIS c, just 
want to have some fun. 

The votilg mecharic has also been 91te<ed. 
Instead of jusl giving the option to veto the 
coosen mode in favo< of a random replacement, 
your IObby win be given a ct>Oice of fOUI' differe<>t 
modes. The mode that gets the most votes is 
the one you play. 

File Sha!ing has also been groo11y improved: 
Whereas Halo 3 allowed players to save up to 

100 pieces of custom content (oncWng screen• 
ShOIS. videos, and custom game types), Reach 
wl allow players 10 save thousands of ilerns, 
,'ll>Ch can be tagged for easy searehing both 
IOC<Wy andon~.net. 

Loadouts And Armor Abilities 
The l);ggesl chaT1ge to Halo's~ is 
the implementation of loacfools. Loacfools are 
Chosen each tine a player spawns. and affect 
what weapons and armor abilfy the player Slarts 
,wh. 'I.tile weapons can be replaced with others 
found on !he map or <:topped from enernles, 
yr,,: armor abilfy wiD roman the same until you 
018. These allililies range from basic pow .. r·upS 
like the abilfy 10 Sf)<ln1 or dodge enemy r,e. to 
mc,e gameplay-<:l>anging options like the invis· 
itiilty cloak c, jelpaek. 'I.tile the armor abililies 
are all cool, certain ability/gun combinations 
definitely give you a dislnct advantage. Loadouts 

a,e mode•specif,c, mooning the kier combina· 
lion you founa in Slayer might not necessarily be 
available il Headu'lter. 

Addictive New Modes 
Many gamers considef the Halo franchise 10 be a 
mc,e traciti:lnal take on competitive multiplayer. 
But one way the series has aJways exh;i,;ted inno­
vation is il the variety of modes ii offers. as well 
as the allility 10 tweak the game pararne1ers 10 
yW: [king, h lhe upcoming nuliplayer beC8, play· 
ers wl have a variety of new modes to check out. 

Generate, Defense 
This is Halo's answer to Bad Compar,y's RJsh 
mode. T,vo teams COO'l)8le 10 eithe< anack or 
defend three generators plaood on the map, The 
teams swtteh roles - r<Jlllds, and random 
supply Cl'OPS a1 1he begnning of ooCh rO\JlCI offer 
more powerlu ,veapons to lhe players that get to 



1l1em rrst. One unique twist to the~ fomlJla 
is that the defenders can lock down each genera· 
10< when Slandi)g next 10 U1em. ,vh'(:h wl maJ<e 
1l1em tempora,ily ill.unerable to allack. There is a 
sfg,t oooldown time before you can lock a gen• 
erator do\..-. agan. so E>ten w a team is canp;ng 
at a generator, the attaci<i"Q team wJ ~ have 
a dl3llC8 to cause damage. Defensive abilties 
s,,ct, as Evade and /Vrr<x Lock are par1io<.larty 
usefu in Generat0< Oelenso. 

Hea<t-..,ter 
This mode lllk8s Halo's Odcllail to a whole new 
level of nsanily. Each tine you kl an opponent, a 
llamhg skul nies out of lhei' dead body. Walking 
CN8f the sktJI wil colecl it, but tnike il Odcllail, 
you can stl use all of yoor weapons {and annor 
abilties). and you can c,,,ry rrc,e than ooe skul at 
a time. To SOOf8 points. the player ca,rying skuls 
rrust walk Into one of two scoring zones placed 
r~on the map, ,,t-;ct, move as the <W'od 
p,ogresses. The num~ of sktlS each pe,son is 
car,ying is cf,splayed CN8f the< head, and is vis· 
illle rm.n 3ny1,l'oe<e on the map - the more sktJIS 
you're ca,rying. the rr<xe enticing a target you 
be<:Xlme. Depencfng on the map, the Sprint and 
Je1l)aCl< ~ are extremely usefu. and can be 
the difference beh......., p<Jl;ng il a major hatJ and 
en,p4ing n a tountan of 11am;,g sktJls. 

Stockpile 
Aoco<dilg to Boogie. Stockpile is ·CTF on etack." 
lnSlead of the tracftional hYO coo,e(I flags on 

()ppOOite ends of 8 mBI). Stockple features four 
randoniy placed neutral flags and a special ool· 
O<ed zone for each team. The goal is to rebieve 
the neulfal flags and ctop them n your zone, 
which wil nm 1l1em to the color of your team. 
The hvist is that flags are O<t, CO<J)ted at cerwin 
int8!V81s -your team wil have to defend yoor 
area wtl the tiner ticiks down, olhen..;oo your 
opponents can oome n and steal your stash (0< 
just drop 1l1em outside of yoor zone to stop you 
from gett.ilg points). More than n orher modes. 
teamwo,1< plays an essentiaJ rOle in Stockpile, 

Invasion 
If you ll<e ObjectNe·based mul1iplayer modes, 
Invasion is f0< you. This mode pits Ertes ag8i1s1 
Spartans CN8f the course of thtee phases of 
QNnel)lay. In the map we played, the first twO 
phases invoMld Sloming the Spartan's temtO<Y 
and holding one of muniple l)Oints for a given 
amooot of lime, while the Spartans set up defen• 
SNG positiOns, The th;r(I Jll',ase requ,ed Slealr<J 
a data C0<8 and carl)'ilg it back to OVt Covenant 
ship. The person carrying the data C0<8 was 
~ to use any weapons and m0"8d al a 
snal's pace, requi'ing babyslttng from the rest 
Of the team. Cor'l't)let'.-g each phase alSO opens 
up the new lier of more p01-'t,1 loadouts and 
vencies. ,esunng nan action-packed climax at 
the end of every round. 

Invasion Slayer 
This Slayer variation of lnvasi:ln forgoes the 

unique otJjeclives for s1raight •up kil;ng, but keeps 
the l'1ique IOadout tiers. which are OOIV unlocked 
by reaching a C8f1ain number of points (4 can alSO 
be time•based). Rarldom control areas also pop 
up on the map. Holdng ooe of these areas f0< a 
short amount of lime will iriwte a supply ctop - a 
few seoonds later a vende or powertu weapon 
will spawn in the vicinity. Of course, there's nolh• 
i1g that says the team whO iritialed the ctop has 
to be the ooe to pick up the reward ... 

~naul 
We found out late in the clay that .Juggernaut 
will be back for the beta, with a few gameptay 
h"8al<s. Al the beginnng of each IOlXld, 
one player is randomly transformed n to the 
.Juggemaut. and is endowed w'lh incredble 
power (n the beta. 4x sllields and faster running 
speed). The Juggernaut reoeives points for kll-
ng aoy of the orher players. ,-.ro can ony soore 
points by king the Juggernaut. which in turn 
makes them the new .Juggernaut. In the beta. the 
.Juggemaut's O<t, weapon is the gravity hammer. 
which is an instant kil for whoever ~ hits. Another 
important change is a short period of lnvincibillty 
granted 10 the""'' Juggernaut, meaning you can 
no longer sneak in for a cheap kil nmmately 
after the t~le changes hands. 

As unique as these modes are. tt's impos· 
siJle to CNefemphasize how mueh ad<ilional 
var',ety Halo: Reach's IOadouts introduce to the 
gameptay- not to mention the fundamental 
(lffe,ences n the species. In mueh the same 
way that OOST's Firefight mode reHlli,gorated 
the Hotde foonula with an intricate rule set and 
p01ver•uPS, ~ seems that all of HalO: Reach's 
mulliplayer modes wl benefit from this ""'' 
~ of the gameplay. 

AlthOUgh the beta Ody oonsists of a handful of 
the content that the man game will offer. there's =• than enough lo keep Halo fans busy unli 
fall. The Halo: Reach nut.i)layer beta is exclu• 
sively avalable through the extras menu in Halo 
3: OOST. • Jeff Marchiafava 
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All Species Are Not 
Created Equally 
One of the tnterestmg aspectS 
of Reach's muhlplayer 1s 

tlW Ille two species you'll 
be pla)'lng os - the human 
Spartans and Covenant 
elites -do not have the same 
charactcnstlCS. On tho wr­
foce. tho Elitos seem to havo 
lhe advantage. Altl>oogh lhey 
arc t»g~r (and thus an easae:r 
wge-tJ. £1lt8S are also faster 
than Spartans. ha.,-e more 
health. and will regenerate 
both health and sh1eld,s m•er 
time (Spartans will ha\'e to 
rely on health packs scot· 
tered lhroogllout each map) 
Some armor ahtlities are also 
spooes-specific. Uldudlng lhe 
Ebte's Evade ability and lhc 
Spartan's Sprint ability. ~r­
h>ps lh8 b,gges, dilforooce 
bQs Ill the weapons. W'rul& 
each weapon cype hM a 
roogh eqw~ent on lh8 other 
team. they are far from tdenti• 
cal. Rate of tt.re. damage. and 
prQJecl)le char0Cle110tios can 
vary s,gnoJiooJltly. Wher ... 
previous Halo titles tried to 
minimize me differences 
be<woon playO<S. llalo: Room 
cm.braces those disbncti.OM. 
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Shaun White Skateboarding 
Ubisoft Montreal shapes a new experience 

0 
n the surface, Shau, White Skateboar~ 
Is an idea that some might not unc!e<• 
stand. Most of us know the man as a 

snowboarder. but he also mode a name as 
a skatoboarc!e<. we also thrl< of his tep;cjly 
received snowboarcling series and 11/00def what 
he has to brilg to the skating sub-gon,e. 

But as an actual game, Shaun White 
SkatebOardng P<esents a dear vision that stands 
out from the other titles. ·Skatoboarders see the 
world differently than non-skateboarders: says 
creawe director Nick Halper. USing that pt;. 
losophy and seel<ing to ·capture the euphoria" 
of~ tricks. Halper and the team at ll:>lsoft 
Montreal have createcl a title where your actions 
as a skate< translorm the wood around you. 

Simila< to The Saboteur, a - in Shau, White 
starts out ~II and gey. ll>S r81)fesents how 
the games MiniSl,y or90f1izatlon has turned the 
world ;nto a 1vork$' hive ooncemed only with 
economic efficiency. />s you pull off tricks. things 
start to spring to ltte, and the bigger combos 
you do the more you inl\Jence the erwlron­
ment. PedestriMs ancl other skaters become 
animated. Gralf~i ancl other splashes of color 

paint the landscape. Music 11s your ears. You'I 
access new places to Skate and even tngger 
new structU"es, 

Aside from ttis reb¥1h ol the environment. 
various places will shape the 1YOr1d and your 
invol\lement to an even larger degree. Go up to 
a special color-designated raJ and not Cfff can 
you trick on i . but you can mold fts Shape - up, 
down. left. ,V,t - ancl bend it to your 1v'I with the 
left stick wnle you""' stl on it. These shape· 
able Objects a,en·t limitecl to ra'ls; you can create 
ramps out ol patCheS of ooncrete or even bring 
them underground tt you choose. In the early 
demo of the game we saw, there 1'/81'e many 
ClPP()rttnties to ;nfluence the 1V011c1 with these 
special areas. 

A - wit have objectives buitt a,ound this 
Shaping abitity, as well as standard Objectives 
~ike soom a oenain amount of poi'lts with a 
combo, etc.). 1n the demo t saw. the objective 
was to create a Shapecl ral so your skater coucl 
nt multiple points on a Pfevi<luoly inaccessible 
high ledge. Then you had to drOP down and 
trick on a fountain. This triggered a skate shOP 
that POPPed out ol the gound and offered more 

skating OPP<lf1U'lities. Halper told us of one area 
whe<e you have to use Shapecl rails and ramps 
to make your way up suocessive tiers of a Sky· 
scrape<, testing not only your tricking skills but 
your imag,nation as 11181I. You'I return to lell8ls at 
certain po;nts ;n the ga,ne as your Shap'ng abiity 
increases md new opportuities are availali3. 

Shaun Y>Mte Skatoboarcling uses a riglt 
analog trick system. but it's sirrl:>lef than EA~ 
Sl<ate franchise. To load your trick. you pull the 
stick in one of eight drections ancl then flick tt in 
the QPpooite drection to inttiate the trick. You can 
use a mod1ier button to increase the n..mber of 
moves at your clsposal. VIWch trick you perform 
~ke st1eet or vert varieties) Changes depending 
on where you are. and the game wil foal\Ke""" 
80 in al. There is also a sin-.,18 face bunon con­
trOI scheme. but ft orfy uses the XIA button. and 
Ws pretty bare bones. Unfortunately, I didn't get 
my hands on the trick system in the demo. sot 
don"t know how ft feets COfl"4)alecl to Sl<ate. 

Take what you think about Shau, Whtte and 
tlYow it out. because his game is al about creat­
ing yotK own expefience. • Matthew Kato 



N inja Theory is tred of looking at the same 
gray desert found In mos1 posl•apoca• 

lyptic fiction. tt wnanity """' beCame 
an endangered species. it seems more likely 
lhal na1ure wOUld Slov,1y overtake oor cities, 
resulting in a more COIO<ful, INely world. This is 
the backdrop the Heavenly Sword developer 
has crealed for Its new sci•fi aclion/plal• 
former, EnSla'l<ld. 

Enslaved starts alter Its hero. Monkey. is cap· 
tU'8d by a gian1 Slav8 Shi). Controlled by a mys• 
terious force, these airsl'ips pa1ro1 u,e east coast 
capluring the wood's few~ romans 
and 1ransporting !hem out wesi, ,Yhere they are 
never seen again, Monkey's Slave Ship, however. 
doesn't 8VEW'l make it as far as America's heart· 
land; lhe mechan'<:al blimp crashes into New 
Yori< after another captive - a woman by the 
name of Trip - OfChestratas an escape. Monkey 
suvives lhe wreck, but wakes lo find lhal Trip 
haS filled him with a collar thal will exptode if She 
cfl8S. foo:ing him 10 help her reiun home. 

Naw Yori< haS become a mass of diaPidaled 
Skyscrapers and ove,gown vines, and Monkey 
and Trip beg'n !heir journey by crossing lhrough 
tl>S ..t>an ;.,ngie. AIOng the way lhey battle 
automated military robOIS and other forgotlen 
mactines from bygone wars. However, souless 
robots l)(obably won·, be lhe Odf an1agonis1s 
in Enslaved. We saw one sequence in which 
Mori<ey came across a floating mecharical 
mask. The mask was trying to ~ ta 

atone, but it teases 
the larger narrative. 
which will lie together 
Monkey's past and 
the mystenas of the 
massive Slav8 $hips, 

Given Ninja 
lh80<y's ped,gree 
wilhHeavef"iy 
SWord. we can 
8l<P8Cll:nsiavoo's 
combat system to be rich with optons. One 
addition 10 Enslaved's breed of cornbo•dmien 
f~ts Is lhe al)ility to use ranged anacks. 
Monkey wiU <XlleCt both stt.n and plasma M>mO 

from falerl enemies, which he can use against 
atrf foe lhat slaps out of range of his Slaff. This 
ranged arrmo is limited. hOwr,,,e,, so most of the 
action wiU i""""'8 stringing togelher ocxnbos at 
oloo8 ra,,ge. 

The Other half of tl1e gameptay inYOlves explO• 
ration and p.,_ ~ -Trip wiU be at Monkeys 
side lhroughOOI mueh of the journey, and She 
wil be dependant on Monkey to get past many 
obstacles, but that doesn't mean She won't 
also be an asset. Monkey can thtow Trip uP to 

areas he can·t reach 
alone. and Trip wl 
l)fQIAcle distractons that 
will give Monkey lime 
lo flarl< his enerries 
or hacl< open doors 
and other oompu1er 
equipment Monkey 
doesn't understand. 

Trip also comes 
equipped with a robotic 
dragonfly, which She 
can send on scouting 

missions. Players whO lake careful stock of u,e;r 
surroundings might notice Shottcuts through 
areas OI a,,oid ballles altogether by sneaking 
around enemy encampments. Trip's dragonfly 
will also be a boon to Monkey wring combat: 
since many of the enemies are IOng•donnant 
robOIS created fo, war, two machines from tl1e 
same prod,ct l:ne might have cifferenl vulnerabi· 
itias. Trip's dragonfly wa SC8fl enemies tor these 
abnO<malities and transmit !heir weaknesses to 
Mori<ey via his slave collar. For example, some 
enemies might be vulnerable to ranged attacks, 
while others win take extra damage if they are 
thrown inlo anott10< onemy. Another foe has 
a sett•dasb\Jct that MO<i<ey can trigger. effec· 
lively tel<ing oot a larger group of enemias in a 
single blow. 

Ninja TheOly haS said thal Enslaved is already 
content·con-.,lele. and il'S just P<Jl!Ilg on tl1e 
poi,;I> belOfe the tltle's fall ta..-.ch. If the game 
comas together like we·re hoping It wl, Ens!av8d 
CO\Jd be one of the most irfl>ressive new Iran· 
dises of the yoot. • Ben Reeves 

n Style 
I-Player Action 

• PubUaher 
HamooBand.ai 
u Dnelopei­
llu1ja Theory 

n Release 
l'aJI 

Award-winning 
creative crew 
llin)il Theory doesn't JU,St care 
ab<lut makulg a good game. 
11 has a tale it wants 10 tell 
and 11 wants to 1ell 11 well. 1b 
ass.st wnh I.he nananvc. tho 
team hM enlisted some of the 
most expenen08d entenain­
ers m England. Andy Serkis. 
the actor who portrayed 
GoUum in the Lord of the 
Rings trilogy and King Boh•n 
m Heavenly Sword. has 
provided both the VOIOO and 
mobon capture for Cnsla1o1ed's 
hero. Monkey. McanwMc. 
A.lex Garland II.he scnpt­
wntar for 28 Days Loter and 
SUnslltne! lla.s been tapped to 
help shape E:nslaved's S1ory 
and ancmatic scqucnoes. 
FmaUy. N1tm Sawhney. one 
of £ngland's most respected 
oomposers. tS working on 
Enslaved's score JUS1 as he 
<bd for Jleavonly Sword. 
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n Platform 
PC 

n Style 
1 -Player Scrategy 
(8•P1ayor 0nllllcJ 

,. Pu.b.llahet' 
8!12zatd E:mer1ainmen1 

• Developer 
Blitzard Cnumairunem 

» Releue 
2010 

Balance is Forked 
In an unusual IDO\'e. 81:iz:zard 
forked the urut balance 
bcnveen single- and multi­
player ,n nud-April. A ll)'(!ra• 
bsk In Ille campa,gn Ollghl 
not ha,;•e the samo stats as 
a Hyd.raltsk onlule. as the 
mulbplayer 1eam is contmu­
ally tweaJung the numbers m 
purswt of the legendary bal­
anoe Stan;ratt IS known for 
With the rampmg-up of beta 
tesnng and balance feedback. 
lhe single-player design 
squad began spendmg 100 
muc:h nine haVlnQ to l'C\vnte 
scenarios because of onltno 
conooms. As odd as h sounds 
on paper. the 10am doesr\'1 
Qxp8Cl players: 10 nonce 11 au 
that mueh - we're !a.lkmg 

about a hve percen1 Slower 
hre rate for Mannes. or 
knocking 50 mmerals off of 
the factory's build cost. Hav­
,ng played both mulnpla)'er 
and a handful ol campa1gn 
soenanos. I hones1ly wooldn'1 
have nonced ~ Simard 
hadn'I pomtcd ll out. 
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StarCraft II· Wings of Liberty 
Single-player bringing out a different set of big guns 

J im Rayno<'s got his hands full. His people 
are under the oppressive boot of Empec-0< 
Mengsk and his fascist Te,ran Dominion. 

which is chol<ing the joy of life out of mankind 
with equal parts stormtroopers. taxes, and 
propaganda. Raynor's on the run. associat· 
ing with criminals, murdef'ers. and madmen 
in an effOrt to pvt enough muscte behind his 
nascent revolution to make it relevMt. That's 
when the dark templar Zeratul shows up with 
a warning of a coming apocalypse so d re that 
the Queen of Blades is convinced that even 
she is pmverless in the face of it. 

Taking on the rOle of Raynor, players Sl)end 
most of Ul8i' betw,aen-mission lime aboard the 
baltlecruiser Hypecion. The ship's four acces­
sible rooms recall old·sehoot point-and•Cl<:k 
adventure titles. with rich art selling the setting 
as a physical spaoe. Each a-ea has a rumber 
of objeets and people to interact with. many of 
wt.ch serve only lo flesh out the OIIOlving stO<Y, 
Players inter8Sled in the lore shOlJd check back 
through the entire Hyperion between &very 
mission, as new dialogue and background 
inf0<mation oonstantly becomes accessilJle. 
The o(,ginal StarCraft di<t>'t 1011 much ol a stO<y 
beyond "holy crap Zerg!· This tme, Blizzard is 
potting significant resources into blowing out 
the seq.,et into a full--0n space opeca. 

Aboard the battlecruisef. you have ptooty of 
options fO< spending the money earned by com­
pleting missions. The bridge offers the chanoe 10 

tackle new missions cr replay old ones 10 pick <4> 
rrissed side objectiwls 0< pvrsue acllievements. 
A fully fooctional top-down shooter arcade 
cabinet awaits in the cantina, as well as the 
OPPOrt<rit)I to lire mercenary companies. On the 
battlef,elcf, these powerft.l units buld instantly. 
p,ovidlng instant defense (0< a money CUlll f0< 
l)lay8f'S whO buld Cl) Ja-ge resource stoekpiles). 

Persistent t-l)grades are available at the 
Hyperion armO<y, and range fr0<n boous hit 
paints for bunkers to allo\ving Goliaths to 
simultaneously engage ground and ai' targets. 
tt you're meticuous enough to collect sufficient 
researCh paints (generally accomplished by 
completing secondary objectives). you can 
spend 1hem on awesome abif~ies in the labo· 
rat0<y. You must make a permanent chOioe 
between two excklsive pow,ars at eaoh stage of 
researCh. but the choices all rule: your barracks 
can be upgraded 10 btJid units via ortlital drop 
pods rather than having them walk out the door. 
but being able to dou>le·build adVanced units 
is just as entic:>ng. 

These metagame elements are e0<npet-
ling on their own, but m0<e than anything 
etse. StaiCraft Jiwls and c:les by its gamep1ay 
and miSOOn design. 1he three new missions 
recently made ava'labfe to press at a Blizzard 
event answer that question quite salisfactor',ty. 
For example. one tasks you with haMlSling a 
Sl)8Cial gas fr0<n nodes that are spread across 
the map. Meanwhile, your Protoss foes are 

hammaring away at your base, racing to seal 
the nodes before you can get 10 them. and 
sending hit squads after your vunerable SOvs. 
Scoring a basic viclO<y isn't terribly difficull, but 
going after the scattered (and well-defended) 
researCh points at the same time o, trying for 
the achiewment of not losing art-/ SCVs adds 
m0<e layers ol 00<nplexity and Chaflenge. Four 
diffruJy levels. ranging~= Casual to 8ru1aJ. 
add replay value as well. 

Real-time strategy campaigns SOCC88d 
cr fail based on thtee pillars: s10<y. rrission 
desigll. and a persistent metagame. Blizzard 
is doing exactly wha1 Jongtime followers of the 
e0<npany woukl expect mi~ Cl) mechanics 
pioneered by olher studios with a few original 
ideas. making them ,VOii< in perfect concert 
with StarCraft ll's design, and refrilg ~ all lo 
a smooth science. An afternoon neck-deep in 
the campaign didn' t drown me in surp,,oos, but 
I left with a greater appreciation fO< Blizzard's 
desigll and engi,_,-ing talents than ever. I 
had SO<ne concerns 900)9 in that single-player 
was goc,g to be a distant seoond fiddle to 
StarCraft's beloved multiplayer, but those are 
coinpletely gone 00\Y. • Adam Biessener 

Gel~~ wtltl BllnMd~ CteJtNe IMtml, WJN\'.· 
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swan ttlt't1atJ1 at garnewttme1..(X)(n 



F or neai1y a decade. the GhOsl Recon series 
has enticed gamers by imbowlg Its tactiCal 
shooter gameplay wi1h Muristic technoiog,, 

bordering on science fiction. k. the tale sug­
gests. Ghost Recon: Future Soldier will be no 
exception. Not only will you have an arsenal of 
high-tech weaponry and game-Changing tools 
at )'()<.I' d<Sl)OSal. but ....-nerous additions to the 
gameplay and a mo,e powerful engine are set 
to keep the series on the cuttng edge. Here's 
a n.ndown of all the i1tel we·ve uncovered so 
far. courtesy of our rendezvous wah the 98ffi8's 
creathie cftector. OIMe< Dauba. 

A New Battlefield 
While ~s installments of the series usu­
ally focus on a single loeale. Future Sold'er wiR 
plunge play,,rs into a global conflict (Dauba told 
us most of the action will take place in Russia 
and Northe<n Europe), inllodlcing mo,e variety 
into the types of rouations you'll face. While 
long to mid-range firefights wil stl be the dom­
inant method of engagement. urban environ­
ments wil feature more intetior locations. which 
pf(M(le the epportunity for new Close-Quarter 
takedowns as well. In these situatfOns, soldiers 
will utilize Krav Maga. the brutal self•defeose 
system employed by Israeli Defense Forces. 
Players w:11 also have an array of sensors and 
mines at their disposal. allowing them to ere• 
•~ tackle enemy encounters. 

A New Story 
we felt a sense of~ vu when the first 1railer for 
Future Soicf,er revealed R.JSSian ultranationalists 
as the target of the Ghosts' attention. Not Oft{ 
is Russia the main antagonist in recent shoote<s 

ll<e Modem Wa,fate 2 and Bad Company 2, but 
It mimics the plot of the first GhOsl Recon. YOU' 
foe may be famiar. but UbiSOft is laking a new 
approach to storytelling. This inwdes delivering 
a ,we1er view of the 81/00ts by introd\Jdng seg­
ments played from the perspecti,e of non•mii· 
ta,Y Characters. including the bodyguard of the 
Russian president and a ,•IO<ker at an oil refinery 
ha by a terrorist attack. Ghost members ,vi also 
have more memorable personalities that befit 
the Torn Clancy monker. similar 10 the authors 
go-to man. Jack Ryan. Most irr(Jortantly. the 
way the plot ...-,!(lids w11 irlll<llve less listening lo 
Cross-Com cl\atter: -We have rethOUght the way 
the story is told within the 98ffi8. • Dauba said. 
"Yoo are not tOld a story. but you get to play it 
M event l,awens in the ,VO<td that wl have 
consec,-,enoes somewhere else: you are there. 
and you play it. II'$ usually hard to u>dersland 
the chail of events that leads to a major conDiCt. 
So. we are trying to make It easier by having you 
there at r,,,ery single stec. • 

New Tools 
Future Soldier featues toys so l)Ol,'8'1ut 1hat 
Master Chie1 would blish. The biggest addition 
is the augmented exoskeleton that al soldier 
Classes wil ,vear. This allows playe,s to move 
faster on the battlefield. ,wing the intensity 
of 1he action. There ate also plenty of class· 
S!)8Ci1ic skils. The commando class is e<MlPed 
with a Predator-like shoulder-mounted rod<el 
launcher. which can auto-loOk onto enemes 
or be manually controlled by the piayer. The 
recon class sports optical camouflage, allowing 
them to blend in seamlessly ,vith their environ• 
moot pro,.,ided lhey're not firing a ,veapon. The 

Ghost Recon: 
Future Soldier 
New gameplay promises a bright 
future for Ghost Recon fans 

n Platform 
PlayStotion 3 
Xbox360 • PC 

n Style 

eng~ will be able to pilot the returning aerial 
croids. which rc.v fealu'e offensive capabities, 
F,naly. the sn:per can designa1e targets from 
afar. which win feed information clrectly 10 other 
squad mem)efS. Players wil also receive &JP· 
port from an ...-,manned mobile turret that would 
be more at home in a Command & ~ 

I 10 4-Player Shootei 
116-Player Online! 

title than Ghost Recon - but Oauba insists al 
of the games lictional t&Oh is based on real 
initiatives being researthed by 1he U.S. mlitaty. 
"YOU should truly read DARPA's lthe Delense 
Advanced Researci1 Projects Agency] cats for 
proposal," he told us. "They make Iron Man look 
l'ke a hi{tl SChoOI science fair.· 

New Multiplayer 
While rivals like Modem Watfare 2 and Bad 
Company 2 offer oogle-play,,r only campaigns. 
Future Soldier'$ main story wil feature 1our-piayer. 
ctop-in/ctop.out co-op, Teamw<J<k ,vi be an 
integral part of the gamep1ay, with 1eatures Ike 
the abl'ity for squad members to share their skills 
when in close proximity and a uniQue lii<-up 
system. This allows play,,rs to fal into a light for• 
mation with the leader controlling the movement 
of the encire squad. allowing the others to locus 
on covering 1he l>'Ol4>- The series' Persistant 
Eite Creation system wil return. and Dauba tells 
us all urlocks will be playable elements. 

From what we ·ve seen of the game, it 
looks like the future of the Ghost Recon 
se,ies is in good hands. We'll bring you more 
on the title as we appt'oach its tentative fall 
release. • JeU Marchiafava 

To~thet/81efl0tGflOs1Rtlc:m'flJU16$;Wtiet,ch6(jcout 
g,,,,,,Jr,fame,-

n hbllaher 
Ubisolt 

n Dneloper 
Ubisolt Paris 

n Jtelease 
!'all 
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n PJatfOrm 
PC 

n Style 
I-Player Role-Playing 
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M PiibUBti 
Alllri 

• Developer 
Cl)Projekt RED 

» Releue 
Spring 2011 

The Witcher 2 • Assassins of Kings 
Polish developer to deliver a different kind of RPG 

A side from a touch of amnesia, Geralt 
of RMa isn't yoor -age RPG he<o. 
Springing from the WO<kS of renowned 

Polish fantasy author Andrzej Sapkowski, his 
literary heritage i$ unlike the QOOkle•C\Jtter, 
T olkien·de<ive<I West em Chalacters freqoen11y 
appearing in games. He's sterile, but doesn't 
let that affact his IIO<acious appellte f0t Chasing 
Skirt. He's a mutant. but his monster-Mti',g 
Skills and supernatural abilities keep him in 
demand despite most human$' ingrahld r8VIA• 
sion of non-lU'nanS. He'll save the wortd. but is 
typically more occupied keeping himself whole 
and his P<Jtse !\Al. Geralt is the f0ternost Wrtehe< 
in the land. and this next chapter in his dark 
saga holds great promise. 

This sec:i,et unabashedly iterates the a<:tJlt• 
Oriented Otiginal, The timing-focused oombat is 
gone, replaoed by a m0te standard third•persoo 
system with a locos on customization. Senior 
prOducer Tomek Gop tel s us. ·11 you·re used 
to 'hardcofeness' that we'"" prowled bef0t8. 
you will find tons ol options in our new OOtnbat 
system. rm tal<ing abOul ~ unavailable 
before. like 00tntitling different S\IIO<d stri<es 
with mag,:, 0t even creating your own combos.· 
We expect analOgues to the deep craftr,g and 
character progression systems to make appear­
ances as 1'1!11: Gop makes no bones about the 

fact that his team is COO'l)Osed of hardcofe 
gamers whO are making the knd ol game that 
they want to play. 

The story folows Geralt's pursu't of a mysteri· 
OU$ ki~ with Witcher·like power$. Gop 
ass,,res us that The Wrtehe< 2 dOeSn't lean as 
heavly on the amnesia crutch as its predeces· 
sor, wh<:h is a relief. Beyond that. there a,en·1 
any cletals on the piOI. COProjekt is hanging Its 
hat on !he game's stayline, and understandably 
wants 10 avoid SPOilers at all costs. The ociginal's 
excelenOe in this "'ea buys the developer the 
benefit of the doubt. 

Games like Mass Effect 2 have raised the bat 
lo< RPG presentatiOnS, and whie The Wi!Cher 2 
i.s moving fOfWatd in its c,.vn way, Gop asserts 
that it is a clff<l<ent type of game than BioWare's 
masterpieoe. -we are. probably. getting ctoser 
to the cinematic ex~. but that's not the 
point f0t us: he says. "We pVt a tot ol effort into 
the way we in~Oduoe ~acters 10 the !)layer, 0t 

the way they unwil the OOH plOts. • In addition, 
the de\'eloper is using an engine cle'1!loped in• 
house 10 support RPG-focused featu-es Ike an 
u,li'nited number of participants in conversations 
and action sequences in the middle ol interactive 
diafogue, The screenshOts themselves speak lo 
the c,.,afity of the proprieta,y rendeoing engine, 
8$1\1!11. 

What we've seen thus far ol The Wrtehe< 2 is 
moce than enough 10 bmg us on boatd. The 
or',ginal is a Solid RPG that holdS up 1\1!1110 
this day. With the same talented studio behind 
this muel, Ille few wrinkle$ and o«111e$ that 
- red lhe f:rst title shOUld be smoothed out. 
If the story and writing can ddiver on the same 
- · this 00\Jd be one RPG you won't want to 
miss. • Adam Biessener 

R,;dt11el/Jlllnt,,....witn--T-G«,>J 

~coml""ll 

PC-only ... for now 
1be first game was atways intended for a oonsole 
release. but CDPro.,ekl oulsourced the port to 
anomor doi;.-olopor and k111cd lbO projOCI when 1t 
didn'1 meet its qv.ahty s1andards. Senior producer 
Tomek Gop iSn'I ctosang any doors for a oonsol8 
verston ot the sequel: •Otfferent approach and 
different o,uoome (than the ongmalJ, I shoukl say. 
I moon. we're not announcing nor oon.firaung 
anything at 1his time. because we need time. But 
de:finitely w«re Uunking a1>ou1 Th& Witcher 2 on 
oonooles - our engme can support development 
on consioles - but Uus i$ all I can say ror now.· 
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Conduit 2 
High Voltage rewires the Wii's sci-fi FPS franchise 

T he Conduit was not the FPS savior 
High VOitage promisoo W.i owners. 
Despite tepid critical reception. The 

Condua was impressille oo a technical 
1eve1 .. :for a W.i game.-This ve,ycaveat 
stol<es developer High Voltage's drille to 
Shove an imp<oved sequel in the faces 
of~• critics. 

According to High Voltage. the basic 
fr.,,_ of the first Condu'rt - motlon 
control - is amoog the W.'s lleSt. "W!1ile 
Nintendo may~ a bit. there's 
ce<tany somethhg analogous 10 hOl<I· 
ing the l)Ointer and fring a weapon: 
says Conduit 2 p,oducer Josh Olsoo. 
"It feels good .• Wrth that in plaoe, the 
team is fOcusing oo overt1auting almost 
eve,ything else. 

Enemes in The Cond\Jit W(l(e dumb, 
and High Voltage haS the fix. Enemies 
no longer seek shelte, behind combus· 
tillle ba«els and p,omp<ty fire uPOO 1hei' 
flamrnallle cover. Now the more realistic 
adversaries idy chat or WOO( 00 compul· 
(l(S unbl you make your violent entrance. 
Once engaged, i,oo,,;1y armored enemies 
with sholg<ns charge. while lightly p,o· 
tected snipers attack from afar. Combine 
U'lis with their abl;iy to wield at,/ weapon, 
and you've got 1arge1s at least more dan· 
gerous than thOse in Duck Hunt. 

Not ooly are enemies smMer. bul they 
also look better lharl<s to High \klltage's 
focus oo hon't1g Conduit 2·s art style. 
Rand<Jrrt,, generated armor ensures 
that the fools populating your crosshairs 
neve,r look 100 simit.:w. Boss enemies foke 

a raging L6"iathan showcase a lev<ll of 
detal unlke anything in the first game. 
and Sberian robot wolves and 30-foot 
lal Atlantis guar<fians help p,O\lide rruch 
needed enemy variely. 

The Concl.Jit oonckJded ,v;1h protago­
nist Michael R:>rd chasing John Adams 
(the atien controling the U.S.. not the 
president) lhrough a penal. In order to 
p,event Adams' glObal domination in 
the sequel. Fold must - the helpOI 
othe< af,ens across the globe. Yep. tt's 
Slll ridiculOus. To do so. he must v<)llture 
lle','Ond Wasl\'nglon CIC to face the foes 
of Russ'a, Atla'ltis. and beyonct. 

Where some Wi owners see The 
Coodutt as a generiC FPS. Sega and High 
Voltage see a young frandhise with tons 
of POtential. After less than a year. High 
VOitage is ooce again promising a W.i FPS 
!hat stands toe-to-toe ,vi!h tts beefier con· 
SOie b<ethren. Let's hOpe they get tt right 
this time. • Tim Turi 

H Platfona. 
Wii 

M styl• 
I-Player Shooter 
112-Player Online) 

n Publlsber 
Seg3 

n DO"ltlopor 
High vo11age Software 

n Rtleu• 
ran 
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■ ■ 6AMe FRAMe 

DISPLAY WHAT YOU PLAY 

Holds Games, DVDs, and Siu-ray Disc™ 
Mounts to virtually any wall surface 

Connects together to create patterns 

THEGAMEFRAME.C□ M 



n Platform 
PtaySlation 3 

Xbox 360 

u Publkher 
CA Spons 

• Developer 
EA Tibwon 

» Releue 
August 10 

Get Your Kicks 
INhen conducting I~ group 
testing on Madden Nn 10. 
one ol tho COJ'lStMl sources 
of frustration for players came 
horn an unexpected plaoo -
Ille locking meter. Apparently 
some people couldn'I figwe 
out how to pr~ the nght 
analog sbcl< fon.vard and 
baek 11). To help these RhOdes 
Scholars from b&owmg field 
goats. Tlbwon has dropped 
Ille right analog-ba.sed sys­
tem in favor of a lhree button 
p,ess: system lhat S.houtd be 
familiar to anyone who has 
played a spons game m the 
18SI 1WO decades, PreSStng 
'K once starts the kiciong 
meter. the second determines: 
J)O\"Vef. and lhe third deter­
mmes acturacy. 
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Madden NFL 11 
EA Sports puts the skill back in skill players 

After years ol struggling lo field a ,_,.gen 
loolbal 9"'ll8 thal met the expectations 
of as rabi<I Ian base. EA Sports finally got 

the vaunte<I Ma(l(len franchise back on lhe 
righl lracl< last year by a(l(ling gang tackling, 
inlr~ing the oft-requesJe<I O<~ine lrancnise 
mo<le. and realigning the presentation lo ~ 
it more in•synch with television broadcasts. 
For the enc0<e. <lev8loper EA Tiburon isn't 
jusl buil<ling on the success from last year -
il's reinven1ilg the mos1 Integral PM of the 
gameplay expe,,enoe. 

lki,app\' wi1h how players aocelerated. 
Changed (lreclions, and carried momenn.m n 
past Ma(l(len Wes. the elev team scrapped as 
old k:>comotion engile in &av<x- of a more respon· 
slve system. Speed Is no longer the mos1 impor­
lant rating IOI Skl1 player$. The new approach 
places a much higher emphasis on agility and 
accele<atlon as dsfn91.istln9 factO<S 1hal 
separate the stud backs like lhe V,ki>gs' AdriM 
Peterson from me<liocle skill po6ition players. 1l<e 
Iha Bears' Adrian Peterson. 

Armed with a revamped right anaJog stick jtl<e 
system thal takes a<lvanlage ol lhe new technol· 
<x.J'I. players no,,v have an enlire aSS0<1ment al 
mo.es reSlilg under 1hei' lhumb. If you wlggle 
Iha slid< back and lonh. the running back wl 
stutter step. Pressing the controller far 10 1he left 
OI right P<'()(r'l)tS 1he farriliar juke, but swngng 
the analog stick around like lhrowir~ an upper· 
cut n F,ghl Night triggers a dangerous SPil mc)I,$ 

in the di:eclion you rotate the Slid<. Flicking the 
stick down aclivates a high step '°' avoiding 
diving lacklerS. and hOlding It locwar<l mal<es the 
runner assume the trucking pcs;tion, whi<:tl you 
can 1hen steer by slighlly 9uidng the righl analog 
Slick 10 the left 01 right. This is an inµ)rtant 

I 
' 

technique to employ with furooie.prone players, 
as you can guide 1he runne, s1ra1egicaly 10 keep 
1he hand hOlding the ball from ta!<h;J the b<ult of 
1he lacl<le. 

Getting use<I to 1he new system takes tine, 
since you rr,,sJ trigger moves much earlier than 
you <lid n last year's game to elfec!Mlly use 
1hem. &rt after a few quarter$ I 1vas stringing 
loge!her kiler ;J<e combos that left Clefendefs 
gaspirg for air. Tiburon is so contick,,t il how 
1lis system lml)(OlleS the nming 9"fll8 that ~ 
eliminate<I 1he sprint button allogelher. It SO<.nds 
ia<e a dangerws mow that coul<I provoke the 
anger al hatdcofe fans, but EA CanaCla (Id the 
same thing with lhe NHL series. and It ga\/8 lhe 
game a more realistic leel. 

Fluming the bal isn'I 1he ~ aspect ol 1he 
game the new looomotion engine imp,oves. 
Receivers fnally try lo keep thei' feel inbounds 
when making a cateh on the sl<lelines. Bacl<s 
and reoeivers irrmediately square lhei' Shaul· 
ders and llln upfield when catching oomeback 
passes°' screens, which rnaI1y e&nna1es 
their frustrating tendency to n.n backwards n 
past Maddens. 

Defenses als<) benefit from Iha new IOcomo· 
1ion system. COl'nerbaekS wi1h amazing CIOS· 
ing spee<I can ba:t ~ernacks into lhrowlng 
their way by playing loooe 00',$'8Q0, and s,ar 
Clefenslve lnemen w:1h irr4)reSslve acoeleration 
ralig; exp1o(le towar<I the quarterback afte, 
Shedcfngblocks. 

Mer playing a few games Of Madden NFL 11. 
I can't stress how drasticaly 1he looomotion 
system revolutionizes the gan,eptay enough. 
It may 100k like a subtle Change when wateh· 
ing loolage of the game, but once you halle 
the controller in yov,: hands and hand the ball 

off to a dangeroos running back. you realize 
how .....-.:,owering lhe new system is f01 ski 
players. If you·re one of the diSgn.nlled football 
fans who has lorsaken Ma<l<len '°' Its past 
transgressions, this cooJ(I be 1he year 10 junp 
back on the ban<!wagon K everythng comes 
together. • Matt Bertz 



Changing The Way You Play 
1n talking wtth NF1,. head coaches about Madden. one target of cnbcism kepi coming up m the con­
vers,nlOOS - tho w>rcalls1lc playtalhng system. No cooch shows up on SUnday with 300 plays In tus 
gameplan, and after looking at telemeuics EA Tiburon dl:sc:overed the average Madden player only c:alls 
13 CWfe:rent plays a game. The d8vs went baek to me drawtng bOard and came up with Gamaf'low, a 
new approach to playcalhng that more aCQ.lJatety reOects HM. pr81COOOS and greaUy cuts down tbe time 
spent navigatu,g menus during a game. 

Instead of cydlog through hundreds of plays before tho snap. Gamof1ow automaocally feeds yoo a 
pl11y from a predetemuned list of options you can QJStomiie for particular do·.vns and distances. The 
play an unmecilatety appeats on the fieJd as the offense Wl8S its posmon at lh8 hn8 or sc:rtmmage. and 
the AJ olfenstve ooordinator who ell"°'"" the play then explains why Ile pocked tlus particular play and 
glVes adV1oe on how you can best exploit the defense or challenge the offense. 

Garoof1ow is a groat lcanung tool for those unfamiliar With tho intricacies of foomall. and greatly cuts 
down the a.mount of ti.me It takes to play a game. Hardcore player, don't have to worry about the new 
sysiem cripplmg lhmr o(feos:we genii.$, either. Yw can fully rustorruz& gameplans by addmg or eb.mmat­
ing plays for panicular situations. Being able to rate eadl play on a fi,.-e-star scale gwdes the Al logic in 
how frequently you want 1,he play 10 be called - if you want to rarely run a bubble screen on th.ird and 
shon. give tho play one or M"O stars. Want 10 ram the ball up the nuddl:o of lhe field fNCJY fi:tst down? 
F'i\'8 star yow fa\lQl"ite dive play. 'mu c-an also t1a::ess the fwl pi..ybook at any tune if you wa.nt to call a 
speofic ptay. U you re.ally hate the new fcatU!8. you can tum Garoonow off altogether. Supe,fans can 
even ~omiz.e the gameplans for e\-ery a>U-conttolled team Ul the game. 

To complement the playcalhng changes. Tiburon also Slmphfted the system for maktng pr.,..snap 
adJUSUDents. Now all hot routes. coverage ad.Justments. line shifts. and player monon IS handled by the 
d-pad. Dubbed the Strategy Pad. this refined mterfac:e may uk players who mem~ the old controls. 
but after usmg lhe Strategy Pad for a few ga.tOOS I appr8CI.Atect hOw sueamlm9d 1t IS. once you get US8Cl 
to the new system. it's actually easier 10 make last-seoond adp.tstments qwckly. 

To complete the playcaltmg OYerhaut. EA also rec:xinhgwed th8 audible system. Now when you p,ess 
the audlblc button. yOUI opoons are out.lmed nght al>owl the sc:orcbox on the bottom ol the saoen. As 
yoo cycle through the plays by p,eso1ng left or right the play art for the h>ghl1ghted play appear, on the 
fiokl wruch a.:s a ve.ry US8ful tOOI U you're tJ$iD9 an unfamiliar playbOOk. 
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S ome football fans~ the NCAA 
Foolbal franctise tobe thered•heacled 
stepchild of Madden. VVhen tt comes 10 

the game technology. they may have a poot. 
In an effort to dfferentiate between the two 
games, EA often introduces ,.,,_v technical 
upgrades in Madden, orltf to pass ii down to 
NCAA Footbal a year late<. This year may be 
the end of the hancl•me•down retationsh'p 
between the two games, as NCAA 11 featu-es 
1he same game-changing new locomotion 
engine as its NFL counterpart. 

Just as in Madclen, the,.,,,, locomotion 
system illl)(OV8S hoW players mo\18 ancl react. 
Recruiting a star player iS no Jonger just about 
~ at a player's spee(I rating: ff yrur <Xlfne<· 
back recru~ has 90 speed ancl orltf 40 agility, 

School Spirit 
The dcvclopmcm team reallzes how much hard 
work fans put in to craft new schools i.n the 
unpressive 1'oo.tnBwld8:r feature .. over 500.000 
teams were made for NCAA root.ball 10. Rather 
than makmg everyone start from scrn1ch. the 
dcvs MSUre us that you can tmpon your old 
team into NCAA 11 JUS1 hke you <bd lasl year. 

he's going 10 get bume(I eve,y lime by great 
route-n.rnng receivers who can cut on a clime. 

Skile<I players can OOH showcase the< 
eteclf,fyr,g moves by using the revamped right 
analog jlj<e system - a new feature also found 
in Macl<len. Stringing 1oge1her stutter steps, 
jokes, and SP" moves on a ""play has never 
been this gratifying or easy to execute. To give 
defenses a fighting chance. the game also 
acJopts the Pro-Tak gang tackling system froin 
last year's Macl<len. 

One of the chief criticisms we frequently hear in 
regards to the NCAA franchise is the game·s dry 
p<esentalion. The corrrnentary of 8'ac1 Nessele<, 
K,k Herbslreil, and Lee Corro gets repetitive 
quickly, and many feel the game doesn't capture 
1he school spirit on demonstration at carrl)USeS 

fN8tY Saturclay. To rainp up the authenticity, 
NCAA 11 features ftt ESPN integration 010 
its broadcast presentation and feat\.1'8S more 
school·speclflc cutscooes ruing the game. Aft., 
big plays, the csmera wl pan 10 celeb<atog fans 
in the school section,-· flag teams. 
and masoots. The presentation also benefls 

from an il'f'4)ressive ""'v lighting system created 
to bmg drama to the visual sfyte and the inlegra• 
lion of the depth-of-field effects made POP<Jar by 
last year's Ma<lden. 

One ol lhe ma):,r dfferences bel\-, colleg<l 
and prolessional fOOlball is the amount of~ 
offensive schemes empJo>/ecl o colege. Tiburon 
has placed an emphasis on foohfuly reaeating 
the playt>oo<s to 8SSU'e lha.t if your schOOl lines 
up in the pistol, option. o, sp<eac:1 formations 
on Saturdays, youl see ~ in the game as wel. 
NCAA 11 also marks the return of the POP<Jar 
formation subsliMion feature, wtich allows you 
to customize who is on the field for each off en· 
SNS ancl oefens:...e formation. This is especially 
useful for players ,mo rotate in pass rushing 51)8· 

cialists fo, nickel and cl'me pad<ages or o11ens:...e 
1nastermincts \'JhO Ike to move their star receiver' 
lll0U'lC1 to find favorable coverage match-ups. 

Fans ol Mning the no,l>.Jdcje offense will be 
happy 10 hear that you now have access to your 
ful playbook when yrur team is ru~ back up 
to the Ina of scrimmage. This iS a maior imp<011&­
rnen1 OV8f hOw the Ol<I ga,nes handcuffed you 
into choosirg from yrur small selection auclibles, 

These aren't the only major aterations to the 
game: EA Spoi1s says the game has several 
inore big changes !hat they plan to rewaJ as 
we inove clOser 10 the release date. Is this the 
year Iha.I NCAA Football steps OU! ol the NFL~ 
shadow anc1 beC0fnes a must-play football game 
in tts own right? We'I find out soon, as the ga,ne 
shiPS Jcly 13. • Matt Bert, 



Tiger Woods PGA Tour 11 
Tiger Takes A New Approach To The Green 

T igef Woods' fall from grace has been 
a tOP talking ~nt for tabloids. but EA 
Sports is al business when it comes to his 

video game liceose. This year's version skips 
extra-curricual P<Jrsuits in favor of a<lding the 
Ryder Cup, a ~tilion in whiCh America and 
Europe ballle it out for bragging rights each 
year on the green. 

The Ryder Cup appears in tt,e si1gle-player 
car- an<l as a standalone mode.~ as tt,e 
captain, the playvr must build a team of golf-
ers from a pool of PGA pros from America or 
Europe. Matches include different games ll<e 
match play, four ball. and more. The Ayele< Cup 
also features an oolne mode that pits 12 agai>Sl 
12 in an epic golf match. 

EA is also revarnping the POPUiar Tiger chat· 
lenges by crowni~ dally winners and imple­
meou,g leaderboards. For those of ycu who 

~ned about people working arowd tt,e 
swing ~adation to get a perlect hit on the 
ball, a new system has been P<Jl into place that 
rlWldornizes the SP88d at IYhiCh the clegrada· 
tion happens. This wil hopeliJly make It next to 
ifrl)OSsible lor wood-be (1iefers to tal<e advan­
tage of the system online. 

Wll¾ Tiburon is being tight-fPl)ed on many 
details, tt,e team did share info on the new 
Focus SIYing mechanic. Best descnbed as a 
fatigue meter. Focus wiH affect the way ycu play 
tlYoug\c)ul the course of the round. Pr8lliooSly. 
players cO<Jld SJ)8fTl thfl9S foke Povfflf Boost or 
ball S!)in and hone every shot beyond the CIW· 
acteristics of real golf. Now players must spend 
portions of tt,e Focus meter ,-Alen using these 
boosters to mal<e their use more of a tactical 
decision. This adds a new layvr of strategy to the 
game an<l asks players to tal<e a step back and 

analyte every Shot. much like a real golfer. The 
Rx>.Js meter replenshes by playing IYeli withOul 
using the boosters. 

Othe< imp,ovements in r,ger 11 .-.elude 
real·fme tine of day lighting with drastically 
irnpro,ed shadows. the elevation 9'i(I is on 
d:spjay at al times so you can better ptan li'lOSe 
long par llYee putts, and a huge upgr- to tt,e 
character models 1hemselves. ~ cloth 
and hair physics. They e,.,en til'elY in aninated 
skies and clouds for good measue. 

As expected, EA ooofirrned that Sony's new 
molion controller. Move, will be liJly compat­
ible w~h the PlayStation 3 version of the game. 
However, when askoo about Natal S<.l)port for 
u,e Xbox 360. EA said they a,en't currently "in 
position" to have ii supported when tt,e game 
comes out. • Nick Ahrens 

n Platform 
PlayStation 3 
Xbox 360 • Wli 

» Sty'le 
I 10 4-Player Sports 
124-Playv, Online! 

n hbtlaher 
EA Spo<ts 

n D"eloper 
EA 'Nbwon 
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» Concept 
TranSJ)OSe Ille Grand Theft 

Au10 ga.meplay template onto 
a Wild West 001.ting 

» Graphics 
Breathtaking scenery, 

un.rivaled hOrS"e anhnatio~. 
and vastly improved cinematic 

o.nsoenes over GTA IV make 
this the best-looking Rocl<Star 

garnetodate 

» Sound 
f'rom pitch-perfect gunshots 

to the daunting rumble of 
prairie thunderstorms-. the 

remarkable anenuon to audio 
detail brings lhe workl to life 

» Playability 
'nlO airlight aiming and oovor 

system will be familiar to 
anyone who's played GTA IV. 
and I.he horses control better 
than those I've ridden in any 

other game 

• Entertainment 
Rodcstar ably recreates an 

expami\1$ !l!Od•up 10 frontier 
me and gives players onough 

variety to keep oowboys 
engaged for se,.•eral fortnights 

» Replay Valut 
High 

Red Dead Redemption 
Rockstar wrangles the best video game western of all time 

~GAME MONTH ~ MNUM 

W tth high noon duels, laWless frontiers. 
and gtUff lea<fng men. Ille Western 
genre seemirt;Jy haS 811 the essential 

pieces to make a smooth transition into vicleo 
games. But as past six-Shooters like Dead 
Man's Hand. cai of Juarez. Gun. and Red Dead 
- fOU'ld out. dressing your scruffy hero in 
a duste< and giving h.-n a r8"0lver isn't er<l<'!)h 
to captivate audiences accustomed to llring 
rocket•p,opetled grenades and light machine 
guns. Fo, RockStar·s fil'Sl full-fledged eff0<1 in 
the Qel\'8 (Ille company purChaSed Red Dead 
- from Capoom), n decided to do what 
ii does best - explore Ille tOPic at hand with an 
immersive open wcn::J. 

Red Dead Redemption is set o.mg Ille birth of 
the 20IJ> cer,lury, where Ille exi,aosi:ln-minded 
lederaf 90"8fnmenl is moving swiftly to dOmeS· 
ticate the untamed fronti<>'. With ralroads and 
telegram lines connecting~ is<llated 
<Xl<T'tl'UitieS. the new cowbOyS are exptoitative 
businessmen and~ legslators aiming 

StJ'I• l-Player Action (16-Player Online> Po.bllaher Rocks«lr GalOOS 
o .. eloper Rockstar San Diego Jteleuo May 18 ESltB M 

to expand thei' powe, bases. To keep this 
development molf,ng along unabated. the feds 
have created the IV,ier'Cf. a re,v bfancl'I of law 
enfac:ement determined to rid the outer territories 
of the violent gangs running ra,rc,an1. 

JoM Marston USed to be one Of thOSe 001Iaws; 
he's got Ille scats and pracliced ttigg8f f,iger 
to f)(0\'8 ij. S.,t afte< his gang left hm fo, dead 
dl.ring a robbery gone awry. Marston emb<aced 
Ille quiet rre. settling on a ranch. taking a wile, 
and having his f.rst Child. Like his st)irituaf pre­
deeeSSOr, Grand Theft Auto rv protago,,ist NikO 
Bellic. Marston evenluafiy discxlwfs that r\01ing 
from his past ooesn't mean he can escape ij_ 
USing evidence of his P0Sl transgessiens againSt 
him, the t,,;Jeoo; makes a~ proposi• 
ti-On: Hun! down the last lvlng me«llers his 
folTner gang, o, kisS family Be goodbye. Marston 
begrudgingly grabs his six•shooter and heads out 
in sea,ch of his long-lOSI btothers in anns. 

While Red Dead Redemption'$ setuP reads like 
a Clint Eastwoocl script, the ~Y construct 

is puled straight from Grand Theft Auto. In orcJe< 
to track down and confront his 1~a«J outlaw 
friends. M<V"Ston haS to consort with an unsaVO<y 
caS1 Of snake oil salesmen. dr\Jnl<s, ,;y= rob­
bers. washed uP gvnstir,gers, dissiclenlS. and 
com,p1 polticians. ASsistance doesn't come 
easy, as Marston must <XlfT'()lete fetch quests 
and rack uP kil OO<l)IS to earn lhei' tl\JSI befo<e 
they (t;ulge arry useful info,mation. Those wllo 
tired of the errand boy mission S1ruclt68 of Grand 
Theft Auto rv won't fncl arry SOiace in Red Dead -
10 get what he needS. Marston helps f)ed(le 
core-al tonics. aids in finding a lost treasixe. puts 
in tinl8 hefding cattle on the ranch. and rescues 
ki<l"'1l)f)ed citizens. The game is at ns best when 
n errllraces gunpowder-centric missions that 
O<t>t a Western era game can detlver: my fa,,Q'­

ttes indude assat.ltitlg a QM9 ~d with a 
posse of regulators. protecting a supply train on 
hOrsEback. and fighting up a ITeaCherous moun­
tainside to IOCate an enemy catr'I), 

G""'1 the romilations of the era's ,veaporvy. Red 



Dead'Sgull)lay is~ exciling. Each 
weapon - from six-ShOOters and repeaters to 
snper rifles and Galfng guns - has a cistilct 
feel, and the hil <letection syslem 00<-l)les 1vil/l 
Natural Motion's El.l)horia anrnation 1ec11n010gy 
lo create w;cEtal ShOOtO<Jts. Shotgun blasts 
blew enemies violently backward, snper Shots 
to the Shoulder spin bandits arocnd, and ff you 
nail a fleeing enemy in lhe leg, he'I feebly crawl 
toward the neafflSI covet. 'M'.en large !)(OOPS 
of bandits descend on your position, you can 
activate lhe slow•motion Dead Eye abiily to 
pant a large swalh of enemies and wateh in 
awe as Marston effortlessly puts them an in an 
early grave. Less practiced gunslirge,s C<Yl Slick 
with lhe ~ier)(fy snap.to auto-aim meChanic 
bOITOwed from GTA IV, but ~ you want to up the 
chalenge. I suggest lU'Tling ~ off. 

The story moves along a1 a fasl Ciip When 
you·re hOt on Ille heels of your too-ner ~-
but the seoond section of lhe game fnds 
Marston (ieel)ly irM)ive(I in Ille t,;rth stages of 
the Mexican cillil war. To meet his obligations to 
the /l(Jerof, he must first get OOZ'/ with bolh lhe 
<XlffUPC ruer of the botder region and lhe l.llSlart 
,_ hel·bent on ta<ing power for himself. 1l>S 
~ial plot dra95 on fa, too long withoul 
engaging lhe task at hand. and lhe game's 
momeotun suffe,s for It. 

But with such an expansive land to eXl)lo(e. 
Red Dead Rooernption is even ,,,_ alJnng 
When you're roaming between missions. Given 
the large territory, the game has a mom mea· 
SU!ed pace Ulan GTA. which gi,,es you 1ime to 
adrnie lhe go,geous viSlas on ctS!liaY al around 
yo,,,,. With de$ofate Mexican a-,tands . .;.,st. 
swept pta'ns, and the towering northern moun­
tan ranges. Rockstar pertectly C8f)lures the 
ootaned maje$1y of the Nol1h American land· 
scape. If you get tired of galloping between far· 
~ deSlinations. sin'4)ly set up carrp and 
use the fasl 1t8'181 fea1<1e 10 get back on task. 

1hou!;l lhe wood of Red Dead Redemption 
is mmense. It's far from barren. Myriad systems 
of engagement breathe lfe into lhe wood of Red 
Dead. compensating for Ille narrali\/e k.ls. The 
countryside is P<ll)<Jated by packs of anlnals. 
traveling citizens, and bandit strong,oids. Once 
yo,,,, embrace Ille rural rhythm of lhe W,f(I West 
the game opens Itself~ rruch Ike The Eide< 
ScrOlls w-. OblMon. I/mile ttaveting on hOrseback 
to a mission. I often found ~ side-tracked 
il pusult of Ille many SUb·cµ,SIS. You can 
Sharpen your suvival Skis by coflecting flora. 
hunting dangerouS aninals like griz21y beats and 
cougars. scavenging for treasure, or pe,fect· 
ing your Sharp·Shooling sl<ils by targeting the = ordrQ overhead. Each of theSe tasks 
has its own P<O!J'ession syslem. and your fame 
wl ino'eas8 along with your ranks. Cciorf\JI 
Sl<angera alSO riddle the IMdSCaPe. and these 
side missions offer a fresh Change of pace from 
dealing with lhe miscteants Marston mus, aid in 
11,e narratiYe. 

The shantytowns and bus1fng cities littering 
the land offer an equally deep level of engage­
ment. While in town you= Shep for provisions, 
wateh a hilariously offeosil'e silent fim warrrg 

of Ille dangers of women's suffrage. take a n~ 
watch still to protect Ille Sleeping wlage from 
bt.rga,s. play a game of horseshoes, or head 
to lhe saloon to l)lay a game of Chance Ike r.., 
finger filet, blaekjad<. iar's ctce. or Texas hOfd 
'em. Try to Cheat at pokei and yo,,,, may find 
yourself facing your accu;er O<Jtside the canlina. 
ThOugh the satoons have plenty of 18(1',es 01 I 
rep<rte vying for your attention, don't expect Brrf 

GTA-style sexual congress - Jorn Marston is a 
falthfuly married man. 

Like FalJle, how yo,,,, conduct yourself af1ects 
hOlv tO\ITTSPOOl)le, lawmen, and bandits react 
to yo,,,,. Help a stranded man relrieYe hiS stolen 
horae, and your hOnor wl in<;,ease. As your 
honorable ffll)Vlalion grows. people start to giYe 
you Ille benefit of the dOlbt and let small acts 
of disobedience slide. But tt you spend your 
free trne robl)o)g banks or kililg innocent pass­
ersby, citizens may start fommg posses to l>Jnt 
yo,,,idown. 

Once Marston finishes his tour of~ in 
Mexico and returns north of the bordE<, he 
heads 10 Blackwater, lhe region's capital oly, 10 
1,ork with Ille AQetq cfreclly to find !he leader 
of his former gang. Wllh ocbblestor,e streets. a 
cinema. and automobles, 8"idence of tectnol• 
ogy·s reach is G'Vel)'\vtiere, and yo,,,, get a sense 
!hat everythng you just experienced in the open 
plains is about to <I~. Red Dead then 
culmiiates with a memorallle. urleXllOC!OO firl818 
!hat strays from lTa<ttional storytelfilg tectnQ.Jes 
and instead relies on Iha sense of rrrnersi\/9-
ness only a video game can impart. 

Red Dead allows yo,,,, to round up a posse 
of friends to roam lhe game 1YO<td, which also 
se,ves as the m.iltiplayer lobby. In this free 
roam mode. your posse can terrorize towns 
or try to oolecl the bounty on another~ of 
reckless outlaws. At Brr( time. you can junl) 
ilto oornpetltiYe mufliplayer matehes as welt. 
These modes are We&em·lhemed l'8ISions 
of indlvidual and team-based dealhmatch and 
capture Ille ftag modes, plus MOther mode that 
tasks yo,,,, with cofl8cting mom gold lhan ywr 
OPPQnents. No matter Ille format. each match 
starts with a Mexicar1 standoff. with the last man 
Slanctng gailing a head start on lhe rest of 11'8 
competition. Dead Eye carries ove, to m<Jti. 
player, but works il reat time. While !his may not 
be as PO\verfl.i a tool as a is in single•ptayer, It 
preoon,es lhe gameptay balance and oornes in 
handy when you find yourself behnd a 9'0l.l) of 
enemies. With 50 le\l(ltS an(I unkX:l<abiechar· 
acter Skins. mounts. and titles. Ille rru1iptayer 
is a Uy featured COOl)lement to the excellent 
silgle-{)iaW experience. 

To succeed v.fiere other western games h8ve 
faled. Red Dead Redemption deftly recreates a 
_, playground of a t\mJltuous historical 
period swept awey by t8Chnologicat progress, 
The game perfectly captues Ille exp,v,sive· 
ness of frcnlier life and the gritty 9"'1)1ay of 
spaif,etli westerns. rightf\.ly earning its ptace 
alongside Ille great Western ftns and the best 
Rockslar games. • Matt Bert2 





Split Second 
Danger lurks around every corner 

Style I Of 2•Playor Racing 18-Playor Onllno) hbllthe< Disney lntoracti\19 SrudiQ< Devoloper Black Rock S\Udio lteluH May 18 tsBB £ 

T he lantastic moments in Split Second 
make you feel tike you can move heav<ln 
and earth to yoor will. Sen<f,ng an ava­

lanche on tOP of the pack racing -d of you 
or causing a 1tain on a suspension bridge to 
derail and crash on the dty below are powers 
worthy of mighty SUl)8fheroes. The game puts 
these spectacular moments at your finger-
tips, bu1 also pmruces enough spontaneous 
moments to bklw yoor hair back and keep you 
guessing. This is a good thing, because when 
~u·ve seen Split Seconcfs big moments S<N• 

e<al times afte< revisiting Ille same tracks, you 
need reasons to keep you ooming baek. 

The pertec1 lap in Spit Second isn't necessar­
iy Ille one that's the fastes1. It's Ille one whete 
you cause a nuclear reacto, to explOde at just 
Ille rg,1 time to take out as many ccmpetilOfS 
as you can. It's the one where you'\le drifted. 
µTl)ed. and drafted enough umes 11vooghou1 
1he lap lo constantly replerish yoor Power Play 
mete< so you /lways have a way 10 ltigger the 
various explosions and traps on the 1tack to take 
out the other racers. 

'Mlethe< you want to use yov: meter as soon 
as you can o, save It lo< the big moments is up 
to you, bu1 I was usuaHy Ln80SY with ltiggering 
Powe, Plays and Route Changes in the game. 
which was unfOftunate. When I spent my power 
to drop a bomb on someone from a helicopter 
overhead. I always wondered K theta was a OOOI 
Route Change that I'd be miSSing out. because 
I oouc:Jn't refill my meter up fast ..-o.g,. But 
there were also times when I saved It to no avail 
because that track's big Route Change had 
already ~ ltiggered. In general. I often foLlld 
myself going out o f my way 10 drift oomers 10 fill 

my pc;,we, meter simply because I wasn·1 sure 
whid'I strategy to empiOy. n might not sound like 
a big deal. but I often lost track position because 
ol it, and that's not good racing. 

There's no right o, wrong way 10 use your 
l)O\ver meter. and K you ever gel 1he leeling 
that you'\le missed something at a track. don't 
wO<Ty. because you·• be racing there a(Jain 
soon. Developer Black Rock doles ou1 the tm lls 
c,,,e, repeated visits 10 a handful of IOcations. 
Whle I understand the work that goes into 1he 
game's large-scale moments. and 1he tracks do 
offer d'.fferent experiences as you re-111$1 lhem, 
going back to 1hese same tracks can get Old. 
Repetition also spois some of Split Seconds 
grand moments. 

Thanlcfuly. 1he game stW has 1he capacity to 
surprise bocause of the 
various regular Power 
Plays the competi1ion 
1tiggers aoa;nst you and 
others. MO<eover, Ille 
phys'cs in the game 
produces varied results. 
When a car a/lead of 
you explodes in a heap 
bocause a ltUCk on 
the side of the road 
wasdetonated. the<e's 
always that moment 
before you dr'ove thrOvgh 
a wall ol smOl<e. debris. 
and fte where you're 
never sure what's on 
1he othe< side. These 
kinds of moments kept 
me ooming baCk to the 

game mo,e than the giant set pieces. 
I also IOve the c!1ferent racr,g modes sprinl<Jed 

within 1he game. Nr &.vival is Ike a boss battle 
against a missile•ShoOling helicopter. S>Jrvival is 
an exercise in faith as you try and dodge 8Xl)IO· 
SM! kegs spiHing off trucks running rampant. I 

even lked Elmination ~-· whOever's h laSl 
place after a certa'n amount of time is bOOI~. 
a mode I ncxmally don't ll<e in racing games. It 
lo<ced me to use my Power Plays differently than 
in 1he normal races. 

Spit Second achieves a rarity in racing games, 
because it can make every lap feet cffferent. This 
game has plenty of edge-ct-your-seat racing and 
IIYling moments. Some of the repetition. how· 
ever. Slo\vs it ck).,vn. " Matthew Kato 

8.25 B 
PS3 • 360 
,. Concept 
Trigger explooive set p~ to 
throw fellow racers off course 
as you gun for the finish line 

n Graph1c:s 
It feets very fast and the color 
pa]ene OJlCI lighting make 
Lile environments stal\d out. 
some nun.or Object pop up 
occutS onsc:roen. but it doesn't 
detract from the experience 

» SoWl4 
Setting the acrion to a 
choreographed orchestral 
score LS smart as i t gives 
the game more drama than 
generic rock 

" Payehlllly 
I was dlsapl)Ointed a few 
times with some cars' dnft 
handling. but this wasn't a 
huge problem 

n Entertainment 
Split Sooond Is 6Ued with 
rauoous moments. The faa 
that Uley're repe,tcd, doesn't 
destrOI' the e,cpe!ience 
•• Replay Value 
Moderate 
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B S.75 
PS3. 360 
» Concept 

Continue building on the oore 
skateboarding c:onoept lhal 

reinvigora1ed the genre 
» Gl'aphics 

Solid but not jaw dropping. U 
yoo·ve playoo Sbte before. 

every1lllng lookS familiar 

» Sound 
One or the best licensed 
soundtracks yet. and the 
pop of an oltie still g;,.,es, 

me goooebwnps 

» Playablllty 
Top notch to say lhe least. 

The fimt~tic skateboarding 
gameptay 000$ again 

shiOOS brlghUy 

• Emertalnment 
While the career is pretty 

much businoss: as usual. the 
new park edi1or actas a fresh 

aeative depth to the mix 
» Replay Valu• 

High 

Second Opinion 8.75 
It's always better to skate 
Wllh fnencls, but wh!Ch kind? 
Online or offhne? The crew 
at developer Black Box h~ 
aea18d a whole new dry 
for you to terrome. but the 
bulk of Ska1e 3'$ innovat1ons 
occur in the on1:inc space. 
F.xchangmg ~~ated 
parkS and tacklJng Challcngos 
with yow teammates opens 
up the game to all sorts ot 
J)OSSlbwoes that yoo have 10 
explore. Unfortunately, the of­
Ome career mode whmc you 
recnut team members and try 
to push your skate company 
to the top doesn't ClCQlC I 
didn't get the sense that I 
was really bwJdmjj anytlung. 
When one of yow reocxwnng 
ChaUa!lg8$1S to dO any lhrOO 
tridls anywhere. you're not 
shootmg very tugh (and axing 
tl18 Toam Nm dlallengcs 
from Skate 2's rreeskate isn't 
COOi e11herl. Despite t.hlS, lhe 
new addictive and ob,ective­
based Hall of Meat challenges 
aro g:roat. Skate 3 is still a 
deep and tulfiUmg experi­
ence. but bk& the search 
for any good skate spot. 
you have to know where to 
look. • Matthew Kato 

90 review$ 

Skate 3 
The next best thing to real skateboarding 

''-------------------r:ra Style 1-Player Acct0n SportS (6-Player Online, Pu.bllsber Elecuonie Art! Deflloper Black Box Release May 11 ESB.B T 

I 
have to hand it to EA and developer Black 
Box. They've once again delivered a game 
Iha! S<!IVOS up dish after dish or the thing that 

makes a good game so addicting: gameplay. 
Bu:lding off the momentum or two pre,nous 
releases. Skate 3 incrementaly adds to the fa,• 
mula with a new career style. pa,k edita,. and a 
f,w, new triel<s fa, good measure. /v¥J while this 
third entry makes no remarkable changes. con• 
slstency is a good thing in this case. r,w,a,ding 
de<l'icated players or the series. 

Instead ol folowilg the li'ed idea ol being a 
pro that's l)uild'ng uP a cateer and :;ponsors, 
players assume the role or a new skatebOatd 
~ CM/118f. Nol orly do you start out by 
customizing your player, bVI 'PJf <Xl0'4)al'ly, 100. 
My company. Pants SteaJers. eventualy grew 10 
the point where I had sold <:Nf/l a mlion boards 
and recruted a few Al teamnates. While a k>t 
or tt seems ll<e juSt another version ot previous 

career modes. there are a rew breal<ou1 fealu'OS 
that make Skate 3 stand out - most notably 
in the on1ile component. Nol orly can players 
join o<her companies onfr.e. there ate ft.t stats. 
player p,olies, and even iOb·SPOCific rotes li<e 
street sl<aler a, filmer. You can also earn board 
royalties~ o<her people download your custom 
content tl<e videos. images. and pa,l<S. 

$peal<ing or parks, mt lavortto new feature is 
the custom park creata,. 11 Port C..Verton. the 
re,,, fictional selling for Skate 3. isn ·, encllg\. 
you can go nto one ol the many decf,cated skate 
pao1<s, tear everything down. and start from 
scratCh. A i-.,ge set or tOOIS. extremely deep 
options. and a large selection of obiects ,,_, 
that crealiv$ users wil undoootecfy come up 
with some amazing deSigns. Of CO<Kse. lheSe 
can be shared with the world tor downoad. 
I was impressed 1\/Ylh the real•W0<1d physics 
Objeets like rM'l)S and rals that once ptaced, 

can be moved arot.nd by 
other skaters n,game juSt 
li<e they would n a real city. 
Because the gamep1ay n 
Sl<ate is so SOiid. this adds a 
leYel or r81)1ayability that rivals 
other content creatian•focusecl 
games like UttleBigPlanet. 

Orlne atso returns with 
many or the previous games· 
features ll<e freeskate and 
proposing Challenge$. But with 
the addlion or teams, online 
comc,anies can ba111e ~ out 
n modes 11<e Spot Battle and 

Hall ol Meat. The number ol things to do ocv,e 
is staggering. Almost aJI ol the~ from 
single player are available orlSl8 to be played 
in either grOUP co•op or versus. While tts not 
structured like a proper career. players COlAd 
effectively I\K1 through the "'1lole game oru,e 
together as a team. 

I think Skate 3's biggeSt strength is tts ability 
to deliver smooth. fun g,rneplay that fits like a 
g,:;,e. N,w, trick$ ll<e the under11ip and darl<Slide 
throw in a frttle flair. tt you·re a ran, Sl<ate 3 is a 
sure thng: ff you're just start~ out. tts even 
better. New Characler Coach Frank, ptayoo by 
acta, and pro skateboarder Jason Lee, wiU wa1< 
you through the basics. Black Box has also 
added in ditf'(:utly settings. which helPS re,,, 
play;!rs avoid frustration by saving more Chai· 

~ for '""oran boarcle<s. The physics have 
been tweaked 10 be even more realistic. and 
better em<Aate the trials and tribt.tations or real• 
world skating. 

Black Box has once agan socked me ba(l< 
n to the world or kick11iPS and hip trid<s. The 
Skate series' focus on i.vhafs important means 
gamers can pick up a COPY with a sense or 
confldenee that they wl get ,"'81 they pay ror, 
WhJe this latest title doesn't take 8l'ff huge nsks. 
1 WOUid arlJl)e thats a good thing. Sl<ate has 
always been one or thOOO rare games -e you 
can just ainlessly play wilh no goals or objec· 
lives. With the addttion ot the park C<'eal()(, this 
is only increased with the li'nitless possblity or 
player,c,eated content. • mck Ahrens 

Hea4 to~""1""1Q kX a tour Of-~...,_ 



Iron Man 2 
Sega's Iron Man stumbles on the launch pad again 

Sly!♦ I-Player Action hblloMr Sega D• .. loper Sega Studios San f'lancisoo 6 ~1/, 
J\e)ea,o May 4 £$U T ~ 

I n the comics. Tony Sta,1«:onstantly 
tweakS his kon Man armor. making 
new anct imp,oved suits as his tech• 

nolOgy 8"0lves. It's too bad Sega 
can ·1 keep tweaking this game atte< its 
release. because while !he series mighl 
be headed in the right (f,ection. there 
a,e stil toose parts under 111e hOOd. 

The slo,y - a one·shol 131e lhal sees 
Tony and R-ooeyehasilgdown a 
SIOlen copy of the JMlis Al - has a few 
cool moments, but most of them gel 
diluted by IOw P<OdUC1ion valves and 
terrible camera ,'IOlk. Likewise. much 
of the witty dialogue is tran'C)led by 
bad Robert Downey Jr. and Sca1811 
~ impersonators. 

If you look beyond the 
awkward cinematics.. 
you·• find that tl1e 
game is actually play· 
able this trne. The 
meat and pou,toes is 
aH about ~on Man and 
WarMachineShool· 
ing mechs until they 
explode, and there isa 
ce~ain mindless appeal 
10 that. The flight 000· 
trots have been simpli• 
ried. so flying a,ound is 
run inStead of mal<ing 
you curse the sky f"'8fY 
tine you "1 oft. It's 100 bad 
Sega wasn't able to i'lClude 
CO•OI), because the game 
dishes out a breed of mindless 
action that CO<Ad be run with 
a friend. 

UnfC<tunately, things fall 
apart whenever the mechara· 
cal duo e,,ters an enclosed 
a,ea. ThiS incamation ol Iron 
Man isn't lltitt for hand·IO· 
hand combat, and hi$ limited 
att;ick set and frvslrating 
1argetog system make it show. 
lhedEMllopersrrosthave 

also expected most players to have PhDs 
in engineering QM!n the etOOOrate meru 
system you have to navigate to upgrade 
yo.,,r '"-eaPOOS and armor. I can't even say 
anything exciting abou1 tl1e bOSS enooun• 
ters. as most of them are p,etty forge!• 
table. MaNel fans rrigllt get a kick out 
of the appea,8fl08 of~ Man's famous 
foes. so I guess that's something. 

Superr;irogames //le SWl)OOed 10 
be l)Olve< fantasies. So fa,, 111e ~ Man 
games haven't done much to inspire my 
dreams. but at least 111ey·re not giving 
me nightmares anymore. If Sega keel)$ 
tweaking the formula, next tine tt mi!t>I 
actually oonvince me that Ws ~"' being 
ton Man. • Ben Reeves 

PS3 • 360 
,. Concept 
Tako a tctriblo superhero title 
and make it less terrible. but 
still not Q\Ute good 
,. GraphJc:a 
Dark and a little grainy. but 
the secuiest part of the game 
i$ the ti.r$t time Gwyneth 
Paltrow'$ digital rendering 
wanes onscreen 
» Sowad 
A decent metal soundtrack. 
and Sam JaekS01l and 0011 
Cheadle do a good job with 
their rotes. The rest of the 
cast is voiced by terrible 
soundalil<es 
n Pl.ayabWty 
The game oonttols well this 
time. and the mechanics 
work. but none ol the action is 
particulatly excinog 
,. Entertainment 
Hardoom Iron Man jw1Jdas 
might got a thrill from the 
story. but even they'U h8\'C 
trouble putting up with the 
bland missions 
,. RepJ:ay Value 
Low 
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ModNation Racers 
Sony's new kart racer performs a solid first lap 

N intendo released Soper Mario Kart i'I 
1992. and it single-hanc!e<ly defined what 
we expect from s,lly weapon-based kart 

racers. Since then similar games have come 
and gone: we·ve ooen the genre transition to 
3D and jt..mp Oflline. but kart racers have al 
been drafli'lg behind a series that has barely 
changed i'I armost two decades. This is whe<e 
Unijed Front Games rolls onto the track. Like 
a rookie hotshot. it's fast. flashy. and has an 
UlO!thodox Slyte. we·ve ooen elements of 
player-created content and odne community 
bullcirlg in games befo,e, bu1 not yet in a kart 
racing game like this. Finally, a feels like the 
ger-.e is evolving. 

The aspect of this racing game that drew me 
il the most wasn't the raci)g - it was the CUS· 
tomization. I got a kick out of turning my racer 
i'lto a top hat-wearing dnosaur, and then a 
bubble wrap monste< w4h tults ol grass for hair. 
'Mlle my car might have started out looking like 
a rrusde car beauty trash ~om the paint shop. 
a Slowly morphed i'lto the most dangerous 
steam-J)OWered car<l>oard bOx ever to finish a 
race. ModNation's customization tools alow you 
to control the COior and textt.re of your Sl<in. the 
style of your kart's seats and m•rrors, and the 
stici<ers co"81ing f!NfJfY i'lch ol your chiracter 
and ca-. I felt 1"8 I was only lim4ed by my creativ­
ity anCf inag:nation. II you've ever thought about 
painli'lg your 0\"1 vil)1 figure. you'l ll<ely spend 
a IOt of till>l tinkering in ModNation's Modcente<. 

'Mien I first brought my SOl4ledW shoebOx 
onto the circu4, I was impressed w4h the origi• 
naJ;ty Ulited Front Ganes brought to the racs,g 
formula. The pre-made trad<s are ftsl Obstacle 

8.5 ~ 
PS3 
,. Concept 
Take the kan racing mayhem 
ot Mario Kart an<I add a deep 
aeation system to every facet 
of the 93me 

u Graphics 
The zany cartoon style suits 
the gamepfay ~ll but the 
framerate drOps: even when 
you're offu.ne 
,. Sound. 
Moo.Nation's musk is upbeat 
aoo dlarming. but It might 
take you a while to warm to 
the racing annoWlOOTS 

" PlayabWty 
The oonttols feel good. and 
the menus for the player­
aeation portions of the game 
are easy to navigate ... which 
is good. beeause I.OOl'o a.re a 
lot olth8m 

n Entertainment 
Racing foolS great 100 courses 
are creative. and it's tun to 
unleash a stonn of anacks on 

Style I or 2-Player Raeing (I2-Player Online) l'lllJllsher Sony Com))l)ter Entertainment your opponent: too bad yoor 
n .. eloper United Front Games/SOoy Sa,n Diego Sludi0$ JteteaH May 25 £S11.B £ opponents also have at;lCle:$$ to 

those weapons 

courses, but there a,e plenty a shortcuts to 
hunt out as you do your laps. tt didn't take long 
betore I was power 5'(l;ng 810U'ld, buldi'g W 
my boost meter. and ramming opponents off the 
road. You1 even enccunte< a bit of a strategy 
when deei<lng how to use the weapon pods. tt 
you p;ck one ,..:,, you can use it right BW"'f and 
release a smal lighlr,ing attack Of EMP burst 
that wiU screw w'~h the person in front of you, 
However, ij you wait unti youve picked w three 
weapon J)Ods. you can unleash a more rx,.ve<• 
ftJ attack that OOUld d'sable f!NfJfY racer on the 
fiOld. °' warp you ahead of the pack. Of coorse. 
if you hold on to your 1veapon lo, too long you 
risk IOSing it when the racers behind you slap you 
with thel''s. 
~ 1vh0 enjoys the insanity of kart racers 

will have a ball here. l-Wortooately. ModNation 
slit manages to run°""' the same pothole that 
plagues most kart racs,g titles. The chaotic 
nature of the game's weaponized karti'lg con­
stantly makes you feel cheated. Even an expe• 
rlenced racer might l\ll tm,e perfect laPS and 
then get knOCked out ol fist place five secondS 
from the finish when a rar,oow of ~ng (js, 

allles the engines. Your boost mete< can be used 
to project a temporary shield, but a full meter 
will only give you a tew seconds of safety. Si>ce 
the last haJf-laps ol the late< OOU>S<lS lend to tWl 
into an iwaSiOn scene from Mars Attacks with al 
the cannon Ire flying through the air. ~ becomes 
impossible to avoid f!NfJfY attack. Playing against 
online opponents doesn't mal<e the races feel 
81"1 less ruthless. but at least you'I know that the 
people i'I flont of you wl be just as uPSel about 
the blue fire you shove l.l> the'r ~peas you 

were when they did it to you 20 seconds earlier. 
Even with the craziness on the C<lU'Se. the 

pre-made lrad<s are on1y a taste ol what you·1 
be able to buld yourself with ModNation's track 
editor. I can't remember hOw many times I said. 
·1 gotta tJy something t,ke that.· after ooeing 
what the developers had made while racing 
through the career. Unlorl\Jnately, you wl have 
to complete some partio<Aiv1y diffiWt Challenge$ 
during the single-player races if you want to 
untock the coolest tfack parts. K you don't have 
the patience for that (Of don't feel ll<e getting 
your hands drty building the track yourselQ. the 
ModNation convnunlty ,,. lkely start J)(Oduc• 

ing a wealth of origi~ content once ~ becOmeS 
familiar with the tools. W~h this much satisfying 
content. Mario wl find some tO<q> competition 
the next tine he hits the track. • Ben Reeves 

,. Replay Value 
High 
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Super Mario Galaxy 2 
Mario returns for another trip through the galaxy 

R 9.25 - stJ1• 1 ot 2•Player Ac.1:ion/Platform hb!Wlet Hiutendo oovol9pu Hi:iuendo a,tea..u May 23 ts•• C 

Wii 
» Concept 

The sequel to the 
grow>dbreal<ing plaUo,mer 

deJM!:rS cteve1 and extremely 
Challenging p!allO<ming 

» Graphics 
As bright ai)d COIOrtul as 
always; this looks good 

enough to make me wish the 
Wli oould OOll)Ut true HO 

» sound 
A mix of classic Mario 

music and a variety ot other 
catelly tunes 

• Playabllity 
The platforming is rock $0lid 

and Yoshi adds some grea1 
new gameplay. However. a 

couple gimrnk:ky usos of w,1 
motlon controls (lil<e Oying1 

are extremely poor 

>t Ente~nt 
While it's the firs1 Mario title 

in a long time that doesn't 
breal< the mold. you'U be glod 

to have more of Galaxy to play 

S uper Mario Galaxy 2 is perhaps the ttuesl You c.,n alSo use YOSl'i to sv.ng 
·sequel" in lhe hislo,y of lhe storied between special !lowers in lhe environ-
franchise. By that I mean lhal it is. by menl by pointing wilh the Wi remote. 

and large, just more levels of ,vha1 we experi• Both of these abililies are noteworthy 
enced in 2007's Super Mario Galaxy. On the fOl' inlegaling lhe Wii remole inlo lhe 
one hand. it is lhe first Mario litle in years that rrix of platfooning in a real. user-friendly 

• ReplaJ Value doosn'I feel fike a dramatic reinvention of the way - somelh'og lhal many games have 

,.., 
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Moderately High platfOfmer. On lhe olher, I'm glad I dim't have struggled to dO. UnfOfluiately. olher 

.. 

10 wait for a new generation of consoles just to ~ lha1 use lhe motion conllOller - flight 
gel anolher Mario game. levels lhal control wtth ·paper plane" COOlrols 

The original Mario Galaxy is as good as tt and a $t"'8f Monkey Ball-style level 1hat uses 
gets. The way ii eschews large, open environ• the Wi remote like a joystick - are imprecise and 
ments in faVOf of a series of smar,jy designe(l fl\JStra1ing. Thankfl.llly. the Slight ·co-op· funclion. 
orbs and platfOfms floating in space is genius. ality has been augmenled SOOlelvhal, as Y<XX 
It plays the functamental elemems of platfOl'mer silenl panner c.,n now attack enemies onscreen 
deSigns like a classical composer plays w\th with a spo, mo-,e. 
notes, sub4ly tweaking gavrty. ~I. and Mario also has a variely of &.ils, includng 
-, lighting in ways that constantt,, challenge re1urning fOfmS like Bee and Boo Mario, as wel 
your expec1ations. as new ones ll<e Rock Mario and Cloud Mario. 

Mario Galaxy 2 builds on the strenglhs of its While tt's fun to rol"""' QOOfllbas as Rock 
precteoesso,, actdng new power•Ll)S and abTrties Mario Of make your own platfoons as Cloud 
10 the fa,riF.ar mix. The most anticipaled of these Mario. to me the meat of the experienoo st1 ~ 
is the inclusion ol YOSl'i. Mario's trusled steed is in the more tradtionaJ levels. These require fast 

p bad<, and is perhaps my favorite new featL<EI of and accurate platfOfming while throwing mind• 
I the game. Yoshi's lrademark ab'ity - being allle ben<l'og g,awy reversals. moving p1a1to<ms. and 

'-,: lo swallow and spct out enemies (now aimed ever, slow-motion secµ,nces al you. For me. the 
with lhe W,i remote) - works extremefy well here. Yoshi abilities and SUIS shine in the boss battles. 
lending a shooter-like aspect to the gamep1ay. 1M<,gll most are based on ClaSSic boss battle 

,---...-----., lemplates. eadlone manages 
10 add a1 least one un1QJe 
or compelling new aspe<:t to 
the mix. 

Longtime fans will also dl8Elr 
the retu-n ol the ClasSic-Slyle 
level map. wnchyou-.. 
in a Sl)aCeShip shaped like a 
giant Mario head. The ship 
holds a Jew of its own secrets 
O strongly suggest using the 
QM'bling minigame in the 
wa,p p't)8 located in one of the 
ship's ·ears· 10 IOad up on tup 
mushrooms) and the map does 
a better job of letting you know 
where the siars you'\/e missed 

are located. This is one of the many call-outs 
to Mario's past; Super Mario 6<I fans win also 
be pleased with one surprise level !hat I won·t 
spoi here. 

Miyamoto promised that tNs game would be 
mOl'e ·challenging", and he wasn't lying. It's 
def.-.ltely harder lhan the first. In the early stages. 
this is a plus; Galaxy 2 gets you into ser',ous plat­
fOfming much earlier in the game. It's nee to feel 
ll<e you aren't wailing five Of six hours to get to 
the good stuff. As the game wore on. however. 
I often felt more frustrated than~- I 
frecµ,rltly hit choke points where I neooed one 
mora star to advanoe. but the only available 
stars were etther 81100/ing Prankster Comet 
challenges Ol' time-consurring hidden stars. If 
1\-e (X)(fl)leled all the man misSions available to 
me. I just want to advance. At one pooll. I literally 
spent IOU' hours of play wilhOut oollecling one 
star. While I like 8 good challenge. this game has 
a lot of amazing content. and I suspect many 
won1 be allle lO get througl it all. 

EY80 so. whatever frus~alion ~t was w(l<1h tt. 
Most games today are ,~ ng to hang their hat on 
a smal - of new gameplay Ol' lellel-design 
ideas. Super Mario Galaxy 2 throws something 
new at you nearly every single level - and wilh 
over 240 stars to oolect, !hat's no small feat. It's 
not the total reinvention of the genre we've come 
to expect frOfn a new Mario ti11e. but as a plat· 
fom,er fan I'm happy lo gel more Mario to tide 
me over. This game is a testament to 1he enc:u­
ing appeal of the genre, as wel as Nintendo's 
aJ>l,1y 10 o-ea1e fresh new !)affi8Play out of a 
decades-Old formlla. • Matt Helgeson 



Monster Hunter Tri 
A mechanically flawed experience that rewards patience 

sty)e I-Player Action/RPG 14-Player Online) l'labllsber C.pcom llflelo.-C.pcom lteluu April 20 tSRB T 

M onsler Hunter Tri should be a terrible 
game fl)( a variely of reasons. Most of 
ycu time is .spent in awkward con1)at 

plagued by spotly COiiision and no way to lock 
onto Yo<Jt enemies. Managing Yo',Jt massive 
in\/$\tl)(y of weapons, potions, food. bugs, and 
more is crucial to success, yet the item man­
agement system is cumbe<some and PO()l1y 
explained. Load times ab<ll.nd throughOUt the 
confusilgly laid•out hunting grounds- Despite 
an of the$e significant setbacks. Monster Hunter 
Tri offers nume«ius moments that lend insight 
into why it's St.K:h a sensation overseas. 

You won't get very fa, into Monster Hunter Tri 
withOUt patienoe, as the <,,st several hOUrs are 
tediouS and unewntful. Once your unnamed 
p,o,agonist learns the l'OP8S of f0<ging weapons 
and armor. fanni>g, comt:>ining items, and other 
inventl)(y•oentric tasks, its trne to heed out to 

the hunt;ng grounds. 
Charging inlo battle with abandon may get 

you th•~ the early missions, but you'll hit 
a brick wal once you enoouiter the l'lll)(8 

lormidable foes. Repeated faikire is almost 
required fl)( many of theSe boss·fike creat .. es. 
as learning their movements. attack patterns, 
and weal<nesses is paramount to success. I 
often spent ove< 30 minutes attempting to take 
down a massive creature. only to fall at ns feet 
lor the second. thitd. O< fourth time. Each tine 
you fQI, it's another chanee to m0<e adequately 
p,epare fO< the battle ahead. It's smart to head 
back to the drawing boatd and pUt away an the 
items that didn't lVO<k, Ody to grab a t.anc!fut 
of new toys that might fare better in tak;ng the 
beastdOwn. 

Being bested by the same monster time 
and time again can be immensely frustrating. 

especially atter you·ve spent !he better chtn< OI 
an hOUr taking him on. However. n's geNJinety 
rewaJding when you rona11y pt81)are fO< the bout 
perfectly, stri<ing down the beast with a deadly 
combination of tactics. weapons, and gear. 

The thrill of v'ICll)(V is even S\veeter ,Vhen you 
Share it with hiencls. Thanks to the hassle·free 
orine experience (no Friend Codes!), it's easy 
to assemble a team of four players and teach 
SO<ne monsters a lesson. Wrth a new hub city 
and the same (Ml$! strvct .. e as the single• 
player game, this CO--OP option addS Significant 
replay v,we. ff you can look past the archaic 
ga,ne mechanics and have the patience to 
ku<lge through the early missions, Monster 
Hunter Tri offers a lenglhy and rewarding experi• 
ence IJ<e nothing else on the Wii. • Dan Rycket1 

Trauma Team 
A shot of new gameplay alternatives may 
alienate surgery fans 

StJI• I Ol l-Player Action/Adventure Publube, Altus 
Dn eloper Atlus: Reteai.e May 18 .£S88 T 

Trauma Teatn. t>,r;one 
who's played tv:;,, Att0<ney 

Wii 
» Concept 
Hunt a multi tude of m~ers 
in a game that's light on plot 
and heavy on preparation 

» Grapblcs 
£nvt:ronmcnts and human 
characters are bland. bot lhe 
creatures are unique and 
feature great amma.tions 

» Sou:nd 
A variety of beastly squeols 
and roars let'S you know 
exactly what's ooming to 
ea1yw 
» Playability 
Combat <x>ntrots am arehaiC. 
You'll OOfll'litely want a Classic 
Contro11er for I.his one 

•• Enttdalnnaent 
Immensely lrustrating 
at times, but genuinely 
rewarding after a panicularly 
diffiwlthWlt 

» Replay Vahle 
High 

Wii 
» Concept 

Lean toward realism a.net add 
in more doctor disciplines to 

spice up this surgery sim 

N ever in my gam;ng career did I ever think 
I'd actually play an onscreen ootonoscopy. 
let alone have fun doing ft. But that's 

one of the many SU'J)(iS"91y enjoyable medi• 
cal Skis you'I eXPerienoo in Trauma Team. 

wil recogniZe plenty here - analyzing witness 
and patient statements. su""'Ying a crime 
scene, bulding strong evidence. and m0<e. The 
cases and diaglosis mysteries were intriguing 
to '""""'· but lhe brisk clip OI other modes 
Slo\vs to a craYA as you take on these 10ngf0<m 
chapters. Alter I'd CO<T'l)letecl all of the dia(Jioois 
missions and was a ways ilto f0<ensics, it fett 

to one character so that pacs,g dOesn't take as 
much OI a hit. Players can~ arO<Xld between 
doctl)(S at any time. so maybe that's the way 

• G:raphla: 
New motion comics add much 

more excitement than the 
s1a1ic 1a1ktng heads 0d Oki 

» Sovnd 
toa<IS of good voioo ac:,;ng 

mixed wilh ctramatk: 
doctor music 

» Pi.y&bility 
SUtgcry conuols arc just as 
tight a.s past Trauma entries 

and new aWvities operate 
inside of the Wii's Umitations 

H Entertainment 
Six careers blend i.n plenty 

of interesting variety. though 
pacing gel:S unexpec1ec1Jy 

slow in the ad...entUie-stylo 
diagnostic and forensic modes 

» Replay Vt.lite 
Moderate 

As anyone who's familiar with the series can 
attest, this etevioe camera work is not par f0< 
the oourse. The tra<ilionat barrage of high• 
pressure surgeries has been tossed il with 
ml)(e relaxed options frl)(n multiple specialties 
this time around. 

Instead OI taking tho role of a lone surgeon, 
you play as six dfferent doctl)(S. Traditionalists 
wi l feet right at home with the straight surgery 
career, bu1 I fO<Xld H a lit1/e eas,; and bfief in com· 
parison to previous Trauma ga,nes. However. 
just when H started to feel ll<e I've been there 
and dOne that. the paramedic kack kicks in. 1hs 
dOesn't let you dig into patients, but the doctO< 
Dh,r Dash ga,neptay that keeps you jt..-nping 
around among five inµed people~ the ten­
sion in a fun and tnQ.J8 way. Or1hopeocs and 
endoscopy stay tnre to lhe Trauma 1n'be, yet add 
ther own twists. 

The r,na1 two careers. diagnosis and lorenslcs, 
&e sue to be lhe most potariZing elements of 

so removed from the rest of the game that I 
had to actively remind myseff thet I was playing 
a Trauma Center title and that surgery woud 
eventualy return in lhe end. Perhap$ the better 
option would halie been to lin~ tho adventumg 

Second Opinion 7 

to approach it rathe< than plowing ttvough the 
ca,eers one at a time Kke I did. 

Two-player local co-op takes on many differ• 
ent forms depending on the career, rangilg from 
simultaneous (surgery) to tU'n•based (orthope­
(ICS} to nonexistent (forensics). ff you decide to 
sl<p co-op, you're not miss;ng out on anythi\Q, 
but H ·s an atnusing diversion ~ there 'S another 
Trauma fan in tho house.• Bryan Vore 

The best kmd of surgery - pr~able and routu~ - IS not the bes:! Jund of video game. 1\'.> keep Trauma 
Center from getting repetitive and stale, Altus~ Trauma 1eam as an opportunity to injCCI more vanety 
and aoces,,bltity. That goal """'8e<ls. but at the expense of the chatlengmg gamoptoy that aura<:tod 
me to the senes in the 6m plaoo. Add:lng more iypes of procectures JSn't neoossaruy bad. but several of 
the new <bsciplines feel bke hall-baked nunigames rather than oomplete modes 1be straightforward 
surgery iS still what Trauma Team does be$t. but you do ii less than previous 1nstallmen1:S - and a Joi 
more extraneous stuff gets m your way. • Joe JW>& 
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What sealed the deal was the ease of access to 
online and local co-op. the complete Jack of SNES-era 
censoring. and the multitude of new challenges and 

achievements. - Biyon Vore 

The Dead to Rights reboot features tight gunplay and 
a decent melee system for when you're out of ammo. 
The real star of the game is Jack's dog, Shadow, who 

can fetch. disrract. and maul with the best of em. 
-Jeff Cork 

Platform 360 • Wu R•leue May 18 ESRB T 

The dubious benefit of the game's 3D 
effects is offset by its one-dimensional 

gameplay. Rail shooters don't get 
much more tedious, lifeless. or ugly 

than Allack of the Movies 3D. 
-Jeff Cork 

///////////////,WM'// /////////////U//H///////////1'//////////H/////////////// 
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URL: gornelnlorme,.o:m'mag 

Platform PSP R•leaae March 30 £SRI M 

Other than a few minor 
disrractions. there's little else to do 
other than watch your girl giggle 
and pose on the beach while you 
snap photos of her like a sweaty 

San Fernando Valley smut-peddler. 
-Dan Rycken 

Platform WU RelHH May 25 ESRI £10+ 

This young-skewing, 4-player 
co-op. high-seas brawler is the 
best imitation of The Behemoth ·s 
Castle Crashers that you're going 
to find on the Wii - Biyan Vore 

//////////1'/////////U,W#////////////////////////HH/////////////////// 
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The Year That Was ... 
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The 1990s were alive with cultural and political activity. The world briefly put aside its differ­

ences and started building an international space station, t e average cost of gas in the U.S. 

hovered around the dollar mark, and England successfully pawned off the Spice Girls on other 

countries. The world of gaming was no less eventful. Consoles slowly transitioned out of their 

bulky cartridge-based formats in favor of CDs, Sony entered the industry and quickly became a 

major player, and the popular first-person shooter genre was born. In a decade already packed 

with significant developments, few years stand out like 1998. Let's take a look back at the 

shape of the gaming landscape more than a decade ago. by Ben Reeves 

December 10 
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X-BOX360. 

THINGS YOU DIDN'T 
KNOW ABOUT ... 

In 2004, Oytek burst onto the gaming scene with Far Cry, a gorgeous 
first-person shooter that d~ched linearity in favor of sandbox gameplay. 
The stucio continued ijs trailblazing ways with Crysis, which set a new 
high bar for graphics on PC. With Crysis 2 on the horizon, we spoke 
wijh Crytek founder and game director Cevat Yerli to find out more about 
the man behind the nanosuit. 

+ rm Turkish in roots, bul I wa.s 
born in Germany. The game cultwe in 
Gennany ts moie aJ;oot suategy games 
and SJXHtS s1mul.nt1oos, or 1r was about 
1M1. r.ccnomi(; sunu).111oos.. S{>Ol'IS rumula 
11ons.. sports gamos that kind o1 vtbo 
l)rsi: person shooce1s were \'8ry rrue 
game expenellQlS 

+ When I !jOt my Commod01e 64. my 
favorite game was Alter Ego. (I ,,..ias 
llk8 ii o ,<; 01 some1l1u19 h~e 1ha1 11 
was an awesome eq)(lflenc:e, I play«! a 
lo< ol Commodote 64 gamos and I stanc<l 
progtamnung <h<)n, 

+ I croatod my first game at 12 yea.rs 
old. Somev.·hete a:roolld LO I was ndmg 
a.iound (ll) a bO:e and I kJ\81/J lhat I had 
10 ma~ gamos. 1 llaa 1us1 played 1<lcl: 
on a football game • and 5 juS1 roalr7JJd 
hem all of my fncmds wanted to play the 
game We 1,-.,ete playing u on a oompmer, 
on the-Amiga. and r said. 110\v lhe hell 
did dley do that? 

+ Work never stops, to be honest. Yoo 
can·, Just svmch 11 off My wtfe ge<s dnv­
en crazy about tt. l1t:e 'You ha•.-e to S'Mtch 
off tor (1ve mmuies a, least ' II I'm not 
actively YJOlkmg on something. I'm lhlJl!; 
,ng alJoot 11. The tb111k1ng ™""'' st®S 

+ I'm always teUtng my famdy that 1.f 
rm pushmg too much m rertam a,eas to 
remmd me aboot rt You k>rget your enure 
$:X,'lal hle. I even sometimes forget to 
go to doctors. Yeilt\. rm Sick. b\11 I telt 
myself rm flJl8 aOd to commue and 11 w,u 
go .... ., But !Mil I keep lh& nu Wl!h mo 
11.vo or 1hroo moruhs. 

+ The only game I ever plJyed oom­
pletely free of mind was Civiliution. 
Oviltm!lcm has been a claSSIC ciame 
SOiie$ !ol mo Sx1 M•ier has alway• been 
• (lesfgoor v.110 vmon he mooe a game I 
slapped school. slapped wo,k. wlla<ever. 
just !O J)!a)' II 

+ n,e eog,ne bii has been going g1""1 
irs cne d those 11uo9s: tM1 allows us to 
!)USh the t>ounda.nos: (0 (:f8a!O a ll811e1 IP 
m-enrually. MaJdJlg games com a lot 
of money and lrs not ,omelhing that 
just comes trom a publisher. We INOt1kl 
not be able to e:(penment wnh a kit or 
aeati\'e ideas d we- weren't alSO foncti.ng 
1)1emak>r w rsel\18$ 

+ Crys1s ?. 1$ to, me a droam projec1. At 
Crytek nght now we have like hvo Pl'l!· 
ectS runnmg. and I was IO\'orvecl m all of 
r.hem for a wlule I've been resuming 
directing Ctysis 2 myself because I 
love the Crysis franchise. 
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Jump in. XBOX360. 






