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regulars 

t> 12 Feedback 
Readers attempt to con· 
vince us that it's okay to cry 
over annol.rlcement trailers. 
and that AO titles aren't just 
for lonely perverts. We shoot 
down their sad delusions. 

n 18 Connect 
We provide Gamesoom 
coverage imported straight 
from Gemiany, buid the ulti· 
mate game controller, review 
the PlayStalion Move, and 
much more. 

t> 70 Previews 
Explore lhe opening 
sequence of Fanout New 
Vegas. Go zero gravity in 
Dead Space 2. Learn about 
Oiablo nrs new cralting 
system, 

» 84 Reviews 
Halo: Reach wows with a 
massive new campaign and 
the biggest multiplayer expe­
rience yet, NHL 11 skates to 
victory, and Mafia II whacks 
the competition, 

------

t> 100 Game Over 
Kevin Butler loves bacon. 
This and more fun facts 
about Sony's hilarious prtch­
man and VP of awesome 
await in this month's Game 
Over. 
by Ben Reeves 
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Contact Us 
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Feedback we discuss 

the future of 30 televi­

sions and motion con­

trols, try not to laugh 

at some hardcore Star 

Wars nerd logic, give 

advice to an irritated 

girl gamer, and reaffirm 

that there's no crying in 

video game journalism. 

No More Motion Controls 
Whle readi,g y<:,;r 811k:les oo E3, 1 noti::ed hOw 
the biggest news from both Sony and Microoolt 
'1IIOM!d motion cootrols. This kinda bums me 
out, as I like my games as they are re,,. I'm 
a~aid (and rm sore I'm not the ooly ooe) that 
soon the cootrcler·based console wi l cio out 
and liideo games will be oontJOlted SOieiy w'dh 
motion (or a hybrid. fike W'IIMove). 

Brandon Siegel 
Orlando, norida 

Based on the number of concerned 
responses we've received regarding motion 
controls, it'$ clear that a lot of gamers still 
prefer playing games the old-fashioned 
way - and developers know that. While a lot 
of companies may continue to exert more 
effort courting casual gamers, it won't be 
at the expense of the thriving franchises 
that are bringing In millions of dollars from 
hardcore gamers. And who knows? We 
may enjoy some great gaming experiences 
thanks to the new technology. 

To 30 or not 30? 
8ase<I oo Sony's c..-rent trend toward 30 
gaming, would it be sale to strf that their next 
oonsole wil be 100-pe,ceot 30? Would ij be 
a wise decision for me to go out and tivy a 30 
television so I'm prepared for the upcoming 30 
game invasion? Dr is 30 gaming simply a lad'? 

Tony Hurla 
Via email 

It's still far too early to tell what role 3D 
games will play in the future of the industry, 
but we highly doubt Sony would ever risk 
alienating customers by releasing a 3D•only 
conso~. Furthennore, you should never feel 
pressured into purchasing something you 
don't want - not by video game companies, 
or reviewers for that matter. It's your money; 
spend it on the products you know you'll 
enjoy. Like pogsl 



Modern Woe-fare 
It you coul<!n't tell by my name. let me Clarity: 
I am a girl. I I0"8vide0games, and yes, I'm 
actualy pretty good at them. One ot my favorite 
games is Gal ot Ovty: Mooem Wa,l;Jte 2. and 1 
iove to play ontine. 'M>at t dOn't lOve iS lalking to 

other - ttvough the fT'OCrOl)hooe. As soon 
as the guys figure out I'm a gil " S1arts. lnsuhs. 
name calling, and gene,,,1 IOud mouthing, and H 
gels worse when I have more kls than anyone 
in the game. Obviously video games and game,s 
have become more mainstream. but hOw IOng 
urd" becOmes Ok 10 be a girl game,? 

Jessica 
Lyndhurst, NJ 

It doesn't matter which sex you are - if 
you're finishing at the top of the leader-­
board in MW 2 matches, you're going to be 
insulted, In that sense the online gaming 
crowd Is surprisingly equal opportunity; 
regardless of sex., race, or creed, you ean 
always expect to have a boatload of bigotry 
and vulgarities hurled at you. Until develop• 
ers figure out a way to filter out the riff-raff, 
we suggest doing what we do: Play with 
your friends. and mute everyone else ... 
especially people who bookend their soreen 
names with a bunch of Xs. 

Dry Your Tears 
A convnen1 in you, newest iSS'Je caught me 
S8V8!8ly Off g,ard. In the ToP 10 Embarrassi'Q 
E3 moments. the ve,:y last thing you list, "Grown 
Men Cry tor Zelda." re,;,y struck a nerve w\Ul me 
and left me il awe. I wasn·t at the show. but I 
also cried 1vhen I wateh8d tis tor the fir$1 time. 
1 mean. have YoU guys neve, had somethng 
Iha.I YoU are thal passionate abOul? Realy? 1 leel 
Ike YoU j.,sl called anyone Who cries O'l8f videO 
games iooers. nerds, geeks, <I0<1<,. .. 1he list goes 
on. Do I need to be Slapped because I feel an 
emotional oomection to a llid8o game? Do I? 

Rick 
Via email 

In a won:I, Rick, yes. If a player feels 
a strong emotional connection to the 
storyline of a game and the ending leaves 
them teary-eyed, that's great. We've had 
moments like that. But you're not talking 
about the culmination of counUess hours of 
gameplay or a deep and engrossing story. 
You're talking about blubbering over a 

90-second announcement trailer. That's not 
emotional investment; it's the blind fanati­
cism of an undiscerning Twilight fan, and 
that's pathetic - especially when it"s coming 
from journalists. 

It's Still Gross 
A couple iSS'Jes bad< someone questioned why 
AO games w,iren'I available to P<lehaS8. GI said 
a seX>Jally explicit game woukl be ·gross.· I f,nd It 
higttf offensille lo lllink that YoU would take such 
a very irrrnature stanoe on this. Sex iS ~I 
and pleasurable a,>d - from shelYes. but 
kieking a man into the ai' and ShOt•gumng him 
in the testicles is on pre•ordert I feel you ought to 
be ashamed tor taking such a star<:e. Otten men 
have no aill1y to have ad"1 relalionsl,¢ with 
women. tt a developer can create a vlain who 
mu'ders l)80l)le ,wtl a surglcal scalpel. 1 Should 
be allle to create a tense sexual ~uation with a 
beau1iful woman {or lllltj, and have H be consid· 
8'ad iusl as ·matlJ'e. • 

Anonymous 
Vtaemail 

Don't fool yourself. Video games don't 
receive AO ratings for beautiful and mature 
depictions of love-making; they receive the 
rating when they are b'eated like pornog­
raphy. Video games are at their best when 
they use intriguing stories and challenging 
gameplay to deliver an experience that is 
intellectually stimulating and entertaining. 
Sex-driven titles are something that not 
onty hinder your .. ability to have adult rela­
tionships with women," but also reinforce 
the old stigma that gamers are a bunch of 
asocial and awkward losers. Games like 
Mass Effect and Heavy Rain can continue 
to incorporate sexuality into their portrayal 
of complex characters, but when it comes 
to sexual gratification, tum off your system 
and look elsewhere for a good time. 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 

·Arelhere.r,y~NMm 
gatOOStnaladullS l'o()(i(! eop/r 

Nope. 

-0oycu prete, Or. Pewer 
orRootlleE,?" 

Dr. Pepper. 

"Wtr,cfldyw~ 10_, 
(inser1 game tiOO toere] n Ille 
E3iSSwT 

We are biased against 
the things that you love 
the most, 

i,y wais renietS ~ on 
walles? 

HaiyalkSOSl.l)W>lstienn.e3! 

(Left) The guys horn Treya,ch 
arid Activision (Dan BlMlli>;. 
David Vorldemaar, ..lll1f> Rafacz, 
Josh Sefllgef, arid Josh Olin) 
had 10 P.Jfl same Black Ops 
ot their °'"' in an effort 10 get 
Dan 10 step into a Caney resia,. 
rant (Righi) Ben and Dead 
Space 2·s Sieve P'l)OtJ1sis 
mee1 up a, Gamesoom. Ben's 
best eltorts to look tOl.gl ..,. 
thwalled tl'ankS to thal purse 
ne·scarrying 

GISPY 
tt;rtrv;e Pll)l' 14 
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■ktYdeoGafrle$Ar1~ 45% 
- ~MhwCl/32% 
■IJ'1(~8ei'IQ~l-ltan,txl 15% 

■(M-lflj_Q_.,,, 

■""""'10!AH-
VO,OG,Mne 2% 

,...,~nv 

Ctfllr"I«:" Clll(le13 

(Left I The YNlf:s Million ~lar 
Man and lis soo Ted Oilllase 

flaVe always daimed Iha! 
"everyone has a priee."and lt'3Y 
prOYed it by ourmas~ oar, and 

Ben (Middle) Disney's Mari• 
am ~ier and OolAlle Rne's 

Greg Plce hang out at a Soou 
Pilgrim pally (Right) Annelle 

ran nio Molal Gear creator 
HdeO KOjima at Comic-Con's 

Troo flil/ly. KOJima was oot 
amused "'1en she 1<ep1 CltOP· 

ping 10 one knee and taking 
pretend Codec calls 

~r'\.e:IO'lpage16 

14 feedback 

Story Time 
rm about to be a high S<:hoci student and I an 
ve,y into games with deep Sloryfnes. AllhOUgh, 
I have some you,ger lriends rve- lal<ing 
10 and they seem to not care a1 an about SIO· 
ryfnes. In facl, 1hey ridicule me lo, lking lhem 
so much. and I'm Slam,g to feel a bi1 alone 
out hE>'e. I knOw I'm not the only person whO 
cares about storytines so mueh. but I'd ius1 Ike 
a response from someone Ike me. 

Josh Moncrief 
Via email 

Josh, your friends are idiots. Luckily for 
you, in a few years you'll have a bunch more 
story-driven games to play, which might still 
be inappropriate for your age now. We sug• 
gest using the time until then to find a less 
dim-witted crowd to hang out with . 

You Can't Please Them All 
I was iuSI reacfng Ted P's letter in iSsoe 206 . 
and WO<.ld just like 10 say that I for one prelef 
mo<e p,eviews than f81/iews. Honestly. I don'I 
subscri)e to GI 10 see wha1 you (IJYS Uink about 
ganes Iha! I most fikely already know whether o, 
not I'm going lo buy (possibly lhanks 10 yWt p,e­
vlew ~). I subscribe for insider info,ma • 
lion, SUCh as the handS•on previews. So rt Ted 
P. cancels h-.S subscription, let me know - l'P buy 
~YO. Just keep the previews corrirlg . 

MattB . 
Pittsburgh, PA 

We received quite a few responses to Ted'$ 
insistence that we focus more on reviews 
than previews, both supporting and argu• 
ing against his stance. Since no one can 
seem to agree on the issue, we're just going 
to keep doing whatever the hell we want 
Thanks for the feedback, guysl 



XBOX360. 

ON OCTOBER 26'1"" THE KrNC OF ALBION 

FACES HIS GREATEST THREAT. 

Bis BROTHER. 



f/llerdlie~lnletml), 
FleaottMCt:m!:slAlyOu 
0000100:,lsaa,,,.patt, 

S(qlCf\~l.tsC#Wllebe$1 

<a'l'IM)WCMl'rtcl.-J 

sencllllOus.Please n:i.de 
yQSRP!, l)hCrlelU'l"blr. 

~1~acttl'esslfy0u're 
lhemcntt,WA'lef, wifl 

le3Uey(UWOl'tflQ.xi 

,o,;'lteoecvta.,eo.­
~komr.~1n1erl1'181 
VJt,j(.MMYesbeameh 

~OIGamtlnl<rmOI 
WC3'1'1bt1euntd 

Stbdto: 

c.ne ...... 
"""""'c,,,,,,, 

724 IStSlN. 

,...,~nv 

(Letti Ben and 
Bender Helper's Shamcn 

Mcf'hee1111into8'en1 
Spine, of $/fl( Trell. De· 

Sjlile Spiner's IOng run on 
The Next Genemtiro. all 

Ben l~ed 10 lalk aboul 
was lnde()en{1enee Day 

(Right I .tie. Bertz, and 
Ntk have dimer Wllh Ille 

8ioSl'lOCk rnftiite 1eam 
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Enemy of the State 
The Supreme Court is hearing a case legislating the sale 

of video games to minors. Why should you care? 
t, Ma M1/IE 

This fall is an important season for the video game industry. Blockbuster titles like Halo: 

Reach, Call of Duty: Black Ops, and Assassin's Creed: Brotherhood will arrive. Sony and 

Microsoft will introduce new motion-controlled peripherals. But another major event is also on 

the docket: the industry's day at the biggest court in the land. For the first time, video game 

legislation restricting the sale of video games to minors is going before the U.S. Supreme 

Court. The Entertainment Software Association has successfully contested the California law 

as unconstitutional on first amendment free speech grounds twice already. We've seen these 

types of laws proposed and defeated for years, so why is this one any different? We went to 

both sides of the argument to find the answer. 

What's the law say? 
The Cacfomia bill demands that violent video 
games be ma,f<ed with a two-inch square 
label on the ~ant of the box. Retailers that sell 
those games to milofs would be liable for 14> 
to $1.000 per violation. Take a big game on Its 
release date and a bad sales clerl<. and that 
cook! edd 14> to a hefty ch.Ink of change. 

The law eschews the ESRB rating system, 
and demands a separate set of desctlptors 
be applied. It describes a violent game as 
one in which ·the range ot options available 
to a pta~ inclUdes kil&lg. maming, ~ ­
benng. or sexually assa<Ating an image ol a 
human being.· The bill also details what tt 
means by each of thOse words and extends 
its description to include characters with ·sub· 
stantially human characteristics. M 

Acco,ding to the bil, a game falls l.nde< 
the law~ ·a reasonable person, considering 
the game as a whole. 1voold rnc1 tt appeals to 
a deviant ex morbid interest of rrinors .. . it is 
patently offensive to prevailing standards in the 
community as to \\/hat is su~ f<x milors ... 

or It causes the game, as a whote, to lack seri• 
oos frterary, artistic. pOlilical. or scientific vakle 
tor minors. M 

tt some red flags are papping up as you read 
those descriptions, you're no1 the only one. The 
ESA has some problems as wel. 

What's at stake? 
Game Informer asked ESA S!)(lkesman Rich 
Taylor about the Chale<,ges the bll presents 
to the gamilg industry. ·Do you want the gov­
ermienl even beginoog to get nto the area 
ol decidilg ,,t-,at can and can't be sokl and 
ma,1<ete<1, and ultimately, ,,t-,at can and earn 
be aeated?" Taylor asked. "As someone who 
enjoys video games, do you believe that form of 
creative entertanment deseNes the SM>e con­
stiMionaf protections afforded to books, fhs, 
and music, and other fonns of popotar enter• 
tainment? Why shook! this inc,ed;bly dy'1amic 
induSlry be treated <frffefentf,/1" 

To many gamers. the law sounds redundant. 
After al, the ESRB al'eady labels M-rated 
games. and relailers regutal1y enforce them. This 

law wookl ~le the relationsl'/J) between 
l)(btiShers. retailers. and gamers. ·11 you're a 
retailer. you want to be able to sell the prodJC:ts 
that come to your store without fear of paten• 
tialty belng on the wrong Side ol the law." Taylor 
surmises. 1he easier OOlXSe might be to not 
carry that game at al. And when retailers make 
that decision. it - there a,e fewer places 
to sel that game for those that create them.· 
Comectilg the dots gets east~ there on 
out. Game l)Ub($llers and dev8toper's need to 
make r:roret to produce nr,,,, games and tum 
a p,ofit. tt retailers won't sefl a game for fear of 
legal penalties. the likeli>ood of those games 
being made decreases. 
~-the ESA has ooncems about the 

precedent set by the law, bo<h in terms of future 
video game legi!lation. as well as lmMtiMs set 
on other forms of media. ·tts a law that would 
treat creatille works in a W"'f that's inhospitable 
to the first amencment." Taylor conti'<Jes. 
'That's a very dangerous place for our oountry to 
be~ heedilg." 

connect 19 
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The Other Side 
But are an t110se arguments legit.mote? Toe 
Calbnia law isn't concerned w,th other 

tneO<lnS-Clrlyvideo~. And Iran lhe 
pe,spec:1,ve of the su,1e, 1f the reta1en1 c.in't 

successfully enlo,ce the, own sales limitations, 

how wt t 8Y81 learn with0u1 a penalty? That!, 

Iha po,nt ot-. espoused by lhe office 01 
Calilorn,a State Senator Lelend Yee, the t:,;11·s 

O<ig:naJ oothor, We sl)Oke w,th Yee's OhiOI ol 

Slaff, Adan l(egwin. for oome c1ar ftC<lt,on. 

""'81 ·sat Slake is wflether states ha"9 the 

righ1 to pass laws that may restrict whot is 

harrnlul 10 kkls," Keigwin says. ·10 the past. the 

courts have rued ll lavor OI l)IOl8Clflg C1i1cken 
on 90 tn8nf-. The<e's eertany a heck of 

a 1011ess evidenee that PO<nography hOs any 

harm to kJds, and yet they have rued that we 

art ""4 lhe,r aocess to l)()fnogaphy They'w, 

rued tme and aoa,,, that we art limt c:f1idren's 

access to several 111ongs: ~·s licenses. 

r,earms, the death penalty, I fe withovl pa,o1e 

senlentes in_, casM. tobacco. --
01'1g stU<ies that dra,v oomections between 

real l1le VIOience and the playing ol viOlenl video 

gan>M. Cal;lom,a hoPeS the Supreme Court 

wl lean on the - OI cnld p,orec;t,on. 

aJt 'M¥ IS a law necessary? The ESA dams 

to have one ol the strongesl entertaivnent 

rali1gs O<garizatl()f1S in any medun. -We 

takegaa,t pridell thee,_,. S0nware 
Ratrgs eo..CI.. Tll)IOr says. 1he feclaral Trade 

Cornms,i;o., lool<s Ol """'8 rat,ngs. mus,c 181:>ef• 

ing. and video game ra1ings every MO~ Of 

90. ~ -Im~ 90. 4 S8yS that 

lhe ones that an, <bog lhe bNl Job ll eclJcat. 

Ing and being cleiw 01 the retol - is the video 
gamolndustry." 

Citng lhe s,meorgarizat,on. Ksig,w, tq,. 
lg1'S some very clfferlrn fllCfngs. ·1>, lhe tme 
that they passed this law. a ,_.al trade oon,. 

m.ssion study st,o,,Y8d that WOii over hall the kicls 

14•16-old--to~""8 

violent video g¥rl88, • he daoms 1hat nunt,er 

has imPIQV<l<I, and 1'1 give the inrustry credit for 

that. Wth that said. ,tl, sdl 1-'Y 30 P8R)W)I o1 

'IQ<'91odslhet"'8-I0~""8-
vldeo games.. 

Keigwln also isn't sotisfed w,th the ivut 

- 819 dassifiecl ll the frst place. 1ht rat• 
r,gs system ,lself s llawe<I. They,- an A() 

rott,g - they don't use it ew,n 1hot.g, lhe AO 

~Ion says that rt's to, extrome lliolenos. 
They'l;e ,-rated a gamo AD based"'°" 

Wllence. So 'M'f '-I? • - the Wl0llj 
message to -s whO 1001< at an M game 
and soy; 'Oh. well W rt was 90 bad ~ would have 

go11en an A() 18l"'G,. A pa-en! doesn' know 

Sld<eronlhebo><?Wcud~bel98pon­

sllle for l<eeprlg ttack of each set ol SU>tutes n 

O<de< 10 lega)Py sell th()r games? 

that a game has,_ been mted AD. Thatlo the 

J)r(ll)lem. 'Mature· ,s a very ambguous tom,,· 

The ESA takes Issue w;u, this line of reason• 

ing. Ol"'G Iha-OOSCll)lalS lhel accan, 
panyNch~. Mcll)rl)l)06e$anothersoot,on 

that al/Ods treacf"'G into legislatlOrl. -we think 

government efforts ShotJd be IOCUS8d on joining 

wilhus toens..egooier ~muse 

OI 011 system. because ¢ii the parents - nol the 

government, and not the gam,ng Industry- that 

Sho<Jd mal<e decisions abouC """' games are 
._ for the.- chlcten. • Tll)b dedaras. 

Rega-(less ol the COU'llo rul"'G. one OYerriding 

~ betWldthe<isag.ee,1••........,. _ ...., 

Unanswered Questions 
FlegardessolhowtheCan "'8s.a(lleet()ra 

of_ issues_ cloudy. 5Peo6cally. 

how w,11 Calilo,r,;,, enlorce thlS new law? 

1'he law ltsetf p,eser4s m,r,y <.nansweled 

~ lr>d m,r,y ~ fl'8C8(lns" 

,ts oonstructlOrl. • Tayto, tels us. ·1 tt>rk ll'et's the 

reason that the COUl'ts that haw, looked et it until 

now have said with no ecµvocalion that this 

,s an ~ law. I waJd say to crrea 
that back to Mr. Yee and lhoee n Sl4)()0rt of the 

law, inclu<ing the governor of Cal:f0<nia, IVhO 

~ this LP to the<XUI" 

We IOOk 1-.s acMOe. and 'llle's Chef OI stall 

olrered a Sfl1'le ans,,rer. "ff they rue in 011 faVOf. 
the law )usl gets 10 go inlo effect.· Kelgjan(I 

says. •• den' S88 lhe "1Cleogame llruS1ry stn.,g­
g.ig,,..,, 111os, attiouc,, you waJc111w11< they 
may, because they are f19Mng this so hard, So 

you lhri< they rrust be mal<irg a lot of money off 

Olsalestolods." 

Theseenw,gy~~ 

of the law Is where 11\ngs ge, <Acey. CalilOrnia is 

fu1damentalyO(JIX)Oedtothe ESRB's8flPI08Ch. 

90 that syste,n won, be used 10 dotfflnne 

wt'ich games are deemed violent cr noc. rostood. 
eachindMduaJ l)Jblsllerwo<Jd r-.ied to make 
those decisions based on the l'IOrdi-g of Iha 

law and hope that they're 00< ll Wllation. l'tbAr:f 

a T-rated mi,ta,y shooter be cono,dere(I inop. 

propfiete because It Includes depictions ol 

klling ano4her 111.nw,? How about the kar,g of 

8'enS-ntheC:C-...~~ 
to be protected lndet the law? Does~ zcrn. 

bies coont oonsicle~ng they're alreedy dead? 

Its tenllCing 10 be tq,ant. ~ thats exac11y the 

po,nl. '"-eof·hand~~the 

dmvra that waJd taos game mal<efs If the law 
were ul)held. 

There's also the .... ol ~ 
garring ca.loma's law spec,icaly ~ 

relai releases. However. senAoee ll<e Xbox live 

alo>v fl<J'Chasers to buy M-ratod games, leav· 

Ilg« LP 10-10 set pa-arAal oontrcls I 
they \""'11101ml lhe games ...... _ art 

purchase. Is It fair to hold downloadable games 
toadilfoo!nt standard, vmen sometimes the 
games avalabloonir. ae idenlal to lhoM 9old 
nstores? 

Then thore's the potenbal evalanche of sim11at 
laws in other Slates Mel the t.ndue stress thet 

waJd .-.. on gamecrea:0<$. a....n sta1eo 

lormaly SIJPPO<t Calfomia's case - Comect<eut. 

Florida, Hawaii, Illinois. Louisiana. M,wyland, 

Michig.r>. Mmesoca. ~ -Texas.and 
\'wgna. W lhelaw-. othersmlarlal,s 

CClUd be f)IISSed ll lhoee and ocher Slates. 

WotAd each state haWI Its own definition of 

gamo viOlence? Wcud each rEq.>18 a differan1 

vlolent Video games a negatJve lnl\Jenoe on chi· 
cten? Cal,lomia has runerous Studies they'w, 

llbmilled that dam they do. and the game 

llCllSlty has fMdenoe 10 the contrary. '!he 
vlolent er.me rate among youth has descended 

amost as fast as 011 industry has~.· Taylor 

says. 'New mecla IS Olien geeted skeplc8lly 

Mel hostlely bl' some. and we're no cifferant.• 

Make Your Voice Heard 
No manor how you feel about the law in 

QUeS!ion, gamers owe It to 1hemSolves 10 got 

-- ~ the,::resenceof th:slaw belore the 
&pe,ne Can mi• ~cal. d's herd IO 
know what wl be. 

II you're diSPleased with the way the ESRB 

rates end retalers * Y'deo games. contact 

lhe crganaat,ons and let them know hOw they 

should improve. Alternately. d you S)'ml)athole 

w,th the ESA and believe lricleo games dese,ve 

10 be ()tOlected speec/l like any Other fom', of 

M cr enteru>nnent. then you may want 10 

look into the vdeo game voters ne1wo11< {Ind• 
eogamevo1ors.org). 

'Thereaieover200.000~\0lerS\Vho 
are gamo entlUl,asts. IVhO are l<eeprlg track 

ol policy as rt ra1a1es to 0001pu1er Md video 
games," Taylor says, "II someo,-,. 001118S up 

Wlh a~ ll1CCnSUIAJonal. ho6lie pro. 

1)0681, the network C0<11acts tham That speaks 

IOUder to a policy male.er 0< a pof~,an: to hear 

Iron> oonsuuents that say 'I dsagr'ee on )'<)<I' 

stance on that.· ■ that 200.oooruroer,_ 10 

become a moton cr more, rt ,'IQIAd be the klld of 

number and \OOioe that Would makAl clear to leQ­

ISlators 81 the IOc8I. stale. and lederal - that 

~n~C..-Sn~aner>-
1 on, and they're gong 10 reg,stor thOr sotisfac-

1ion Of dissotislaciion at the ballot box." 

Ono milion Q11m8rS • about one quaner 
of the ()eO(lle \Vh() read lhl$ magaz.,. _., 

month. It's about an e,ghth of the players who 

bought lhe last Call of Duty game on the r,st 

-of ·1s release. It's less than a tenth of 

P80l)le \Vh() ~ hold - of Wawtrafi 
accounts. 11'8 not an unattainable number. 
90 If gamers want to pro.., they're more than 

Oiscomected storeocypes that ,_ oome out 

of thew mothe,$' basements. lhen rt's tJme to 

step up and be cooot8d, 



THE FIESTA HAS ENOUGH 
NEW-WORLD TECH OLOG 
TO PUT A 50-GRAND CAR TO SHAME. 

' There's a lot you can get in a Fiesta. A class-exclusive 
4" multifunctional LCD display; standard. A PowerShifl 

six-speed automatic transmission:• That's the kind of 
engineering that makes it more responsive and still keeps 

it fuel-efficient! The Fiesta also has available keyless entry, 
push-button start, voice-activated SYNC'" and even 

ambient lighting. All told, that's as much high-end technology 
as many premium cars. How's that for high tech? 

IT'S A PRETTY BIG DEAL. 

•aass,sCompactC.rs vs. 2010,ompetrtois. • •()p1,onal 1F,esta SES shown EPA•es!ima<ed29crty/ 
38h.vy/33cornbinedmpg.automauc. 110rivlns wMedlstracted can result in lossof vehicleconuol 
Ontywmobdephonesandotherdevices,e\•enwithvo«:ecommancJs.whenltlssafetodoso Drive one. 
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Gamescom 2010 
A weeklong celebration of gaming in Germany 
By Adam Biessener 

Europe puts on a gaming conference every year that dwarfs E3 - in size and attendance. if not in 
groundbreaking news and announcements. Over a quarter million gamers descended upon the city 
of Cologne in western Germany in late August to celebrate their shared passion for gaming, dem­
onstrating an enthusiasm that rivals any region in the world. Join us for a tour through Gamescom 
2010's highlights. 

T 
hehaleyo<,daysof E3 never 
approeched !his scale, 8$ Gamesoom 
is as much of a festival and cefebra· 
,;on for lhe fans as ii is an indus1,y 
e,,,inl for publishers, Iha< t,us;ness 

partners, and the press. The Kclhnesse. an 
enonnovs multi•building meetng complex that 
sp,awts across the eastern bal-f< of the FtWle 
0\/8(, is saturated wilh mil;ons Of dolars ,Y<>rth 
of etec1ronics. scantily clad booth babes. suhed 
buSinessf<ll<, and swaQ·IOling, wide~ 
game,s. In conlraSt 10 E3's 18-and•over aanh­
tance ,:,olicy, Gamesoom alows anyone OVet 12 
inlO the Sho>v - thOugh an)'Olle withOut a press °' exh'bil0< badge has 10 wear a wris1band lhel 
gates their aocess 10 content lhal Germany's 
USK ratings boatd pUIS into the 16+ Of 18+ 
ca1egor;es. Much of Gamesoom's fan PoP<,la· 
lion falls into lhe sut,, 18 age bracket and lheir 
boundless ~ lends lhe Show a pa,ticuar 
energy. Afl of the de"8iOperS we Sl)Cl<e 10 abO\JI 

lhe issue enlllUSiastieafly ,veloomed lhe chance 
10 connect wi1h llleir younger fans, even al the 
p,ioo of having 10 send all of their Show lloOf 
cfemo malarial lhrOugh lhe nolOf'oously strict USK 
raling process. 

While E3 is swallowed whole by lhe hustle and 
boSIJe of downtown Los Angeles 8\18fl in years 
when lhe Lakers aren't riniShing out a dramatie 
NBA F,nats aganst the Celties. Gamescom 
seemingly lakes over half of Europe. From the 
custO<nS offdal in Amsterdam whO guessed 
our deslinalion as soon as he laid eyes on us 10 
nearty every clerk. waiter, ctivet. and ooocie<ge 
in Cologne. lhe bulk Of lhe native Europeans we 
rnet were at least awara of lhe Show. Cologne 
ilself spo,1ed more signage for Gamesoom 
than f0< its football CU>, ,,t,;::h was epening 
ils Bulde$1'ga (the IOl)·level German soocer 
league) schedule. The massive tra,n station lhat 
si1S in lhe Shadow ol the Gothie calhectal in 1he 
city's heart was full lo burSting wilh Garnescom 

attendees, hs oozen-plus platforms over­
crowded f0< lhe hours ~ Ille Show's 
openng and closing ave,y clay. 

Outside the KOlnmesse's north en1ranoe. 
bungee jt,rrlping and sornenv,g Called 
BossaBall - think volleyball played on an eno<· 
mous air mauress - contributed 10 the carnival 
allllOsphere. Skaters and BMX riders drew 
crowds wilh aerial anlies. Inside the conveo• 
lion center i1setf. ave,y1hing fr0<n hair salons 
10 rock•Ciimbo>g walls entertained atlendeeS 
whose eardrums needed a bfeal< fr0<n the 
overpowering cacophony of 1he Show f1oOf 
Of whose noses could no longer hMClle lhe 
miasma 01 a few hundred thOusand sweaty 
bo<Ms pacl<ed together. Gamescom 2010 is a 
neon coun1e,point to the ovtmoded no1;on lhal 
video games are lhe sote province of p;zza­
faced basement dwellers. 

connect 23 



24 

A look at the future 
Gamescom's clooo proxinity to the all-irrportant 
holiday season means that many companies 
Choose to announce new P<'O(U:ts at E3 
instead, but there was ~ t news at the 
show on many fronts nonetheless. 

Sony used •s leade<ship PO$tion h E"OP8-
the PlayStation 3 is surpassing e< at least 
on equal footing with the 360 Md Wii there. 
depending on which set ol runbets you IOok 
at - to ttrow a hell of a press conference. The 
company announced ambitious plans for its 
Eu'OP8•Sl)8Cific wloo st<eamng S8MC8, PlayTY. 
plus a ne-v movie-stceaming 8W calloo Mobi. It 
garnered awards for Gran Turismo 5, expanded 
as catalog with Mass Effect 2 coming to PS3, 
debuted tnsomnlac'S ne>v Ratchet & Clati<: 
Al 4 One, teased the developer's upcomng 
Resistance 3, and blew Olli the Move launch 
even more with a playable demo of Heroes on 
the Move (see page 32 for oor reviews of the 
Mova\; laund'l lneup). 

Anecdotally, the Sony booth always seemed 
pacl<ed (even by Gamescom stMdards) and 
the level ol fan entrusiasrn for the PS3 seemed 
a step beyond typcal American 188Ctions. Fe< 
Americans used to seeing Sony fo,Ced into 
clamage control ever sinoe Kaz H'ni's disas· 
trous "FMI huldred Md ninety-nne U.S. dot· 
iarst· proclamation. the 00<-'s confident 
Gamescom presence CO<Jkl be jarri'<j. 

Microsoft showed b,~s of new contont le< 
Fable Ill and Halo: Reach, but the company's 
clear pfiority was Kinect (see page 64 fo, an 
oxtonsive hands-on repon on the device). 
Kinec1·s Gamescom Showing was head and 
ShoolC!erS 8bOve its uneven E3 presence, Md 
the fans seemed to be into it - we saw a large 
crowd 90thered arOU1d a live Dance Central 
demo in the middle of Cologne's Shopping <1$­
trict. Simlarty to Sony. though. • was strange 
to see Mictosoft in such a differont role than as 
swagger',ng E3 demeanor. 

Nintendo won awards for Kirby's Epic Yam 
and plonty more praise for new Epic Mickey 
content shown at It's booth. but that was the 
extent ol the company's impact on Gameooom. 
The hi\tlY anticipated 3DS wasn't playallle on 
the Show floor. only in p,ivate meethg iooms. 
Thew; Md DS are both t-...gety suocessful in 
E"OPEI, just as they are in the U.S. and Japan. 
but Nintendo c:bl't come out swinging with arty· 
thing terribly ne-v and exciting h Cologne, 

BioShock lnfinite'sooming-oot pa1y (see this 
mootl>'s cover ste<y on page 48 for much, mueh 
more) lloo<ed every(l<le lUCky enoogh to see t 
but beyond that there wasn't much in terms 
of arnwicernents. ll'ird•party pollishers Md 
develOpers more than made up fo, the 13<:k ol 
new product in the fe<m ol meaty updates to 
pr~ shown titles, though. Buletste<m, 
Civilization V. Dea<! Space 2, Stl'001 Fighter X 
Tekken, Dragon /l(le 2. Guild W81S 2, Ciysis 2, 
Knighfs Contract, Md much more al debuted 
~t newelu1ksofcontent tothe~t 
of the Eurcpean attendees. 

Cultural differences 
power innovation 
~ what companies focus on at Gamescom. 
and how the fans react to various titles. is a fas· 
cinathg commentary on the diffe<ences between 
European and American interests. EA capping 
•s press conferenoe with an in-depth look at 
FFA 1 t or Konami focusing on as Pro E\'Olution 
Socoer franchise is hardly "'8xpected. U<ewise. 
the prevatenoe ol PC gaming - an entire exhll• 
hal was dedicatod to MMOs, Md broadcast 
1V ai's advertisements tor free-to-play onllne 
oames-is no su-prise. A bizalTe tractor simula­
tion commanding as much floor space as S<4)fl( 
Scriblllenauts. on the other hand. is baft(ng to 
U.S. sensibiities. 

The E,,.opean gam~ comroonity's ""'8 ol PC 
98"'8S and Slrategy titles is Well·documenled, 
but seeing it in action c:tives the pdnt home. The 
Wrtcher 2 was received well enough by critics 
at E3, but the Gamescom response was at the 
level we Americans reser\'8 lor a Resistance or a 
Dragon /l(je. Guild W81S 2 may not have eclipsed 
Star Wa,s: The Old Republic, but it was a lot 
close< than you WO\Jd've thought. The Btiuard 
booth was janYned with rrutt-hOur wait tines 
from the doors opening on day one lo the seo.,­

r"Y gua,ds Shoving everyone 001 at the very end 
of the Show. Civirozation V may as well have been 
God of War. judging bl' the fan response. 

The dfferenoes betwoon European and 
American tastes aren't as drastic (and occa­
siclnalty hwious) as the gulf between us Md 
the Japanese, but the -genoe is no less 
impor1ant. The fact that EUIOP<lMS go .-.its tor a 
weird PC-only Russian-developed King's Bounty 
remake means that we got King's Bot,,ty: 
Atmored Prinoess, one ol Game Informer's tOP 
50 oames ot 2009. ArenaNet has a hugely tong 
leash and massive budge! for making Guld wars 
2 the best MMO they can because ol the fl-SI 
oame·s strong European support - Guild wars 
sold roughly as much in E"OPEI as in the U.& 
Gamers aroond the wood benefit from a breadth 
ol interest that altows a ,vide vaiiety ol oames 
to be prof,table, and the cultural dfferences 
bet\voo, the U.S., EurQPB, Md Japan are a t,.,ge 
partolthat. 

The storyol Gamescom 2010 from an 
American perspective is one of cuhural dif­
ferences and surpris',)g p(,orities as mllCh as 
a blast of gaming ne-vs, If theres one thing 
to be learned from spending a week sur­
roonded by developers, publishers. and lans 
in Cologne. it's that gaming is de~ng into 
a universal language that binds poop&e around 
the globe aroond a shared passion. And that's 
a beautttul thing. ♦ 



'lbe Good, the Bad, and the Ugly 
NEWS WITH A SARCASTIC SPIN 

IABOV&j Fable creator Peter Molyneux is rig)t!y 
lauded as a genius in the video game wonct. and now 
you can pUt your creations right next to his. ~ 
LiOmead has put ..., a free web application that tets 
you create a village( in Fable Ill. corrl)lete 1vtth a back· 
sto,y. If you P<e-orde< the title you can actually interact 
w!h your villager, ,'1>0 wl give you a quest and 1.<XXJ 
gold. Oleck It out at the Fable Ill website. 

IABOVEI APB oovooper Realtime Woocls and NBA 2K 
franchise creators Visual Concepts have both been hit 
by tayoffs. ReMirne WO<lds. a Scottish studio. has atso 
declared barl<r\Jptcy. Despite these d'ff',culties. Realtrne 
Worlds says tt wl stl SUPPOfl is aclion MMO APB. 11 is 
also movng forwa,d with Its next game, Project: MyWortd. 
As for V,suaJ Concepts, after the stagnation of its ltird· 
party exctusive baseball game and the POOf NHL 21<11 , 
baSketball seems to be the orty thing going in as f1MJ<. 

!ABOVE) Furors are circutau,g that 
Sony is shol~ off a new PSP to tts pUb· 
lsHng panners. The untt re,:,or1e<1y has a 
touch-sensitive contrOI panel on M back· 
side and clo<.tlles as an Anctoid·based 
smart phone thanks to a partnership with 
&icsson. Whle tlis sounds like tt OO<Ad be 
a perfect gadget hyb<id, tt OO<Ad also be 
the PSP Go part two - a han<tleld nobody 
asJ<oo for that,_, allsot.J1ety nowhete. 





B ioWrue's Mass Effect RPG lranclise is no longer exclusive 10 
lhe Xbox 360, as the dellelope,' is bringing Mass Effect 210 the 
PlayStation 3 in Jinia,y. 

Vl1>en Electronic Arts bOught lhe oompany in 2007, we aSSU'!led it 
WOLldn'I be~ befO<ll ~ made lhe series rru~ttorm. BioWate stood 
by lhe firs1 game as an Xbox 360 exelusive. -, after It released that 
November and a PC por1 appeared in 2008. The console exClusMly held 
when Mass Effect 2 was announced lor PC and lhe Xbox 360 in the spmg 
of 2009. 

This latest departure of exelusMly not only highl~ts the fact that fewer 
lilies are S1akrg their fortunes on just one console Ul8se days, bul also 
Microsoft's dwin<ling first•p,,ty Slable. Bungie and Proiecl Gotham devel· 
oper BiZarre Creaoons ha"8 gone 10 Activision, and properties like Too 
Human, Alan Wake. Crackdown, and Shadowrun ha\08 nol done wel. 

One of the key leatures of Mass Effecl 2 was thal you COt.ld transfer <:Net 

your Corm1ande< Shepard save f,le from lhe first litle. BioWrue and P$3 
owne,s ara face<! wilh lhe (J)8Slion ol whal wl happen 1011,eir Mass Effecl 
2 saves. 11 seems foolish thal BioWara wouct lel PS3 owne,s play Mass 
Effect 2 and then not lel lhem expe<iEw>ce lhe resl of lhe lriagy wilh !heir 
save file, bul BioWaie hasn'I announced the next tille fo, the PS3. This also 
bri1gS up lhe ~ of whether o, not lhe ong·~ Mass Effect w;u oome 
out fOl lhe PS3 Ol be included with Mass Effecl 2. 

f5ioWare says the PS3 version of Mass Effect 2 comes wilh ·hot.rs ol 
bonus content· bul ,-mether U'is refers to the 360 DLC lhal has already 
been released 0t '1M<lUllC<ld, such as the various weapon pad<s, the 
Kasumi\l Stolen Memo,y DLC. and the upooming Lair of the Shadow 
BtOl<er sto,y featuring ui.a T'Soni. Is unknown al this lime. 
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High Pr ofile 
You can make gene,akati<lns about those 
who took our fHVey, just like there are 
stereotyplcal profiles for ga,ners at large. 
For example. o-ier 80 peroent of respon­
dents were male. Xbox 360 owners are 
slightly more ll<ely to say they play onine a 
IOt. The majority of those whO only play a 
Wii are Ulder 18. 

But one thing we found out is that sawy 
markeling alOne isn't going 10 conv'.nce 
gamers to be the kinds of consumers they 
ate not. The majofity ot lhooe S<r;eyed 
don't think ;rs imPO<tant at an to be the 
r.s1 to get a new system. for exan'4)1e. and 
money is at1.Y8'/5 a variable when it comes 
to getting new tecmology. 30 gaming? 
There does,.-t seem to be a huge demand 
for it just yet ~ ycu go by the number of 
people whO want to buy a 301V. The lacl 
that most gamers own more than one 
system in and of itself largelf irwalidates the 
old stereo1'Jpes and ways of thinking about 
what each consoie·s aooier1ce is. 

The Online Exper ience 
ThoGe whO IOOI< the s,.,r,,ey Sho\v a high onlile ap1;1u<1e. 
Only t3 percent aren·t onlile at 811. and 85 percen1 say 
they piay O<WlO either ·a lot" or "occasionally." E""" 44 
percent of those who only own aw,; play O<Wl8 occa• 
sionally. This preser,ce is felt in the fact that a very~ 
percentage of people buy games on XBU\ or purchase 
a..c for their t~les (83 and 84 peroent. respectr,elY). Over 
~ Of our respondents play some kind ot online free-to• 
play game. 

Despite this love of the onlile experience. almost 80 
percent of those su,,eyec1 said t11ey p,efe, owning a 
tracf.tional. retal CCf7'/ of a game ll8<$lJ$ having a digital 
dolvr>oad. Does this represent past halJits or an actual 
resislance to the S<JPPOSed M..e of Cloud C00'4)1.Jting? 

SW'pri$ie, $W'J>riw. Not only do &]most 40 peroe11t 
of respondents tab shooutti as tblrir tavorite 
genm. but p&aying onl:.ne is popular as well 

iPad/Talllel 

Smart Phone 

HOTV 

301V 

Blu•Ray Player 

The Console 
Wars Are Duer 
One thing was certainly clear in our results: 
Many gamers don't own just one system. 
For instance. people who only own some 
fonn of Xbox 360 console {whether ~·s an 
Elte. Arcade. or Slim) aooounled for just 
186 gamers - and the number was even 
less for the PS3 and Wii. In total. molti· 
console users accounted for over 65 per• 
cent of resJ)Ondents. 

Xbox 360 has a narrow lead over the other 
home consoles. with 36.6 peroent of thooe 
S<r;eyed playing on some tom> of Xbox. PS3 
and PS3 Slim owners accounted for 30 per­
cent, w~h the Wi at 33 percent. M of U18se 
home systems a,e 1"11m the margin of error. 
so there is statistically the same amount ot 
ownershp of the ttvee ptattoons. 

The Wish List 
The number one thing gamers 
of all stripes (almost 40 per­
cent) ate planning to buy is the 
Nintendo 3D5. Various other 
products, like Kinect, Move, 
a smart phone. and an HDTV. 

Surround Sounci System 

Xbox 360 Slim 

alt hover below 20 percent. 
The real Rock Band 3 guitars 
garnered the least interest, with 
only 103 people saying they 
wanted to buy one. PS3Slim 

Nintendo 30S 

NW'ltendo W.Motion Pfus 

A"Real"Rock Band Gunar 

Kinect 

PlayStation Move 

NoneOftlleMxNe 

All of the Abo"' 

The horserace between 
the Xbox 360 S and PS3 Slim 
models seems to go slightly in 
Sony's favor. Almost three times 
the amOlN'lt of people own a 
PS3 Shm as opposed to the new 
360 design at the time of this 
SVMlY {althOugh overall 360 S 
sales have been very good). but 
27 percent of respondents plan 
to get a 360 S vetSus 19 percent 
tor a PS3 Slim. 
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Over the past few months 

we've tried out PlayStation 

Move, playing thlough 

limi1ed demos of the 
hardware's launch titles. 

These opportunities gave 

us a goad idea of what to 

expect from Sony's new 

motion conuo/ler, but they 

weren't comparable to a 

real-world test. This month 

we received our own Move 

hardware, along with copies 

of several retail Move llt/es. 

As we spent countless hours 

flailing around our living 

rooms, the strengths and 

weaknesses of Sonys new 

motion conuoller became 

apparent. 

The Verdict On 

Reviews For PlayStation Move Hardware 
and Five Launch Titles ByJeffMarchiafava 

The Hardware: 
The Move molion (X)OttOllet is a strange-1:>0i<ing pe,iph­
eral. Even in an era of gaming inundated with plastic 
roosical instruments and exe,cise accessories. Move·s 
glowing Sl)l,e,e win probal)ly maJ<e you feel like an idiot 
when you first start ptayw,g wi1h tt. Luckly. tt also happens 
to be a responsive and aocuate motion controler. 

The controlle{s internal sensors are as powerful as a 
Wi remote wl1h Wi Molionl'lus. while the mold is more 
comfortable in~ hand. The lace buttons are smal. but 
r!¥Sed enough that we """"'missed lhem whle playing. 
Players whO are aocustorned to the DualShock may find 
Moves button placement confusing at first, but tt cl<il't 
18ke us IOng 10 80Climate 10 the new orientation. 

The battery life for the molion contrOler is on par wi1h 
the DualShock, and wilhslood a ful day of gaming 
before low battery 1varrings began popl)ing w. Syncing 
and rechargng the controllers via use is as simllle as 
expected. but the PlayStation Sim presents a btt of a 
problem. The redesigned oonsore ortf h8S two US8 
ports, so a you have 1wo motion controllers and a navi­
gation controller, you're already out of slots. You can1 
recharge controllers while the PS3 is off, and a you want 
10 play Move tttles while Charg'ng your other controllers. 
keep in mind that the PlayStation Eye needs a US8 port 
asweu, 

The other half Of Move is the PlayStation Eye. which is 
slgltly less~-It's great that Sony was able to 
utilize an~ ~af (especially ayou·vea-eady 
~ the undenJSed camera), but that also means 
you·re wchasing Olde< hatdware. The PlayStation Eye is 
almost llvee years old, and tt shows. The 640<480 reso­
lution loOkS especially grainy on HOlVs. This rea1y ortf 
affects games that lean.we augmented reality though, and 
luckly the camera's motion·tracking capabities are top 
~ch - under the right condttions. 

White setting w the PlayStation Eye. we reaf,zed hOw 
rruch the environment can affect Moves perloonance. 
f'\Jt1ing the camera on top of our television gave us 
fewer recog,ilion P<Qblems than w iri.1ial placement 
underneath the television al aboo1 knee level. Although 
the PlayStation Eye can automatically adjust its expo­
SIJ<8 setting and assign a color to your controller that 
contrasts wfth the ighting of your room. the camera is 
stl fairly sensitive. Our 0"8rhead ~IS were too bright 

fc, PlayStalion Eye's lik<lg. and opening the IJ(ndS 
behind our television created minor problems as well. 
Once we stru::k the right balance. we didn't have any 
f\Jrther problems. 

The last piece of Move is the navigation oontrolle<, wt 
how tt per1orms is stiU up in the air. None of the launch 
titles we played utilized it. making it impossible to Sf1'/ 
how It wll hold W during extended gameplay sessions. 
The controller's analog stick and trigger feel rr.e. but the 
two face buttons and d·P8d - which are an placed unoor 
the analog stick - feel sightly awkward. The navigalion 
controller is c,tf S30. but the<e·s no reason for gamers 10 
pick one uP unU we see 1.t.at ~ of swport It ge\S. 

Despite these mine( problems, the more we played 
wfth Move the more tt impressed us. The PlayStation Eye 
and molion controller are a kilet combination for aocurate 
and highly responsive moticn•based gameplay. and we 
applaud Sony for getmg the hardware right the first lime. 
The Qoafity will cost you, hOwe,,er: The Move bundle plus 
an extra motion controller (you'I want an extra controller) 
wl cost you $ 150. 



The Software: 
Playing with the peripheral over a range of titles revealed that the eUe<:tiveness of Move·• 
capabilities depends considerably on the software utilizing it. While we have hope for 
Move·• future. the titles we've played so far have been a mixed bag. Here's what to expeet 
from five of Move·s launch titles, 

Tumble 
1-2Pt>yen 
Score: 8 
TllllbteiSaPSNtitlebaSecfontheSimpte<:MCOl)t 
of rolling t°""" oot of cJfferently sl13J)80-. 
However. the g,me·s alllllty toacarare~ trtllSlalt 

Y"" """"""'" 1110 30 space makes~ QJIP(lsi~ 
e,gagi"9. ancl the.,..., v3lidy of I ... I,anc1 build· 
Ing challenges kept us entertained longafrer ottler 
Mo\'elaunchtitleSo-e,vcid.t.ocalmtJ~iSwell 
i,wne,>ted, anowingYoO 1owor1<cooi,e,a1;ve1y mth 
a friencllo bui<Jthe hlghe,I '"""'· oc attenl)I lorcew 
lhem ow!I wilt! a teet~ mess. 

Spons Champions 
1-4Playen 
Score: 7.75 
Sports Cliampi(lns ls one of the besl e,amp1es of wh3l 

~·-can do. The- lemls.dlscgolf, 
ancl lxlC0e ball.,.,.., off et all _nt.., level 
of ""'-"'Yin motion-based gamepay. ancl feet as 
nallnl as their real-lite c:oontef]JOr1s. The ant,,y anc1 
gladial0< ...,nt, are ertenalrlng as well. especfal~ 
wt.en USin!I ..., conln>flets. Ontt YOleyban faied to til 
Ille marl<. feell>g more like a gew,-based gimmic:f< 
thall a game. Spo,ts Olampions feattreshea,Mo• 

head play, loomaments, and CNllenge fll(l(le$, a,..,11 

as unlOCl<able cllarac:lets. 0<.ifrtS,andeq~nt. • 
m~ not Ile Ille kiler app SOf1y is hol)i"9 foe, but It's 
enteltlliltg fle'l<rtheless. 

Start The Party 
1-4Playm 
$C()f&:6 

Tlie 110Yefty of augment"' realily makes Sl8rlllie 
Party an enteruH,g but,._., experleooe. wtile the 
OYetty cartoony presenlatiofl anc1 ooooxlcos annouooer 
wifl~)'00wanllO-iO<JtyeSanclear,;QI.C, 
the cootrols are lf11l'esslvet/ aocurale.ancl SOfneof 
the mlnlgames are IM.itNe and erjoyable. Tl'is game 
iS aimed $QIJaft~ atcNklren ancl (patienl) parents. 
Moredisceffilg gamers.,..,..,toot<elsewtlere. 

Racquet Spor1s 
1·4 Players 
Sc«e:5.S 
~Sc,onsisapo,tota\Wb11e,andltst>ows. 

Triegame~ grapflic;$received ·--... the lransition IO the PS3. t>tJt the gameplay is still 
f)fagL"'1 I>)' questionallle detecliofl ancl siow response 
times. Ur'&e Sports CJ,ampi(lns, Racquel Spo,1$ ntlle$ 
on gesuesanrJ tini~ to translateyoor fllCWemert 

Into garllellfay. Wilie badminton and lleaCll tennis 
conttolfed r~ well, lemiS. P1"0·1)(1rlg. ancl 
squash ort, monagoo , • ..,.. up frustration. AacQuet 
Spo,ts Im plenty of •-ts tof)Of1fcfl)alt rn ancl 
eorlra$10llll0Ck.but-Sl.dlqoesli0nableganleplay. 
youprobablywoo'lea,e. 

High Velocity Bowling 
1-4 Players 
Score: 5 
Higllvetoaty Bowlfngwasa PSN Iii~ lrom 2007 tllat 
re«l,ed Qeneml~ P0$11Ne reviews. I'S naw lleing 
updared-.i111MoYecorlrols.wflicf>m,mge<IIOmake 
II worse lllan lleloce. - the baSlc ~ medlanlcs 
are abOYe llOOrd, the curve mect,ar;e t,,hichwas 
oriiii>alYhaldedll)'pr""'JIJul1orolisirlexcusal)ly 
glildrf: you curve the baflwilh a gestlR mo,e al<ln 
IO \lllOCl<ing a cJoor 1113n n.ming your hand.,.,, alld 
wt,en..,pf~lhe..,..wasolltniflexplcablyap­
plled In the wrong dlrecdoo. Higll Velocity Bowing has 
plenty Of tems.c:haraCters. ancl ad<Mioflal cllallenge$ 
IOurlock. t>tJt Wyouwanl lo~enjoy the game. 
It's besl 10-wlthyourScxalds-. 







36 connect 

Madden 
NFL 11 
The Madden community is always a vocal one -
and it should be when you oonsider that millions of 
people buy the game annually. This year is no different. 
as developer EA Tlburon gave fans both positive and 
negative things to talk about. We posed some of the 
burning questions about the game to creative director 
Ian Cummings, who ran us through the rationale behind 
the decision making for Madden NFL I I's feature set. 

How come when I'm playing 
someone onllr.e and they quit, 
I can't at least finish out the 
game and earn a win against the 
computer? 
~ feecllod< CMlt lhe _. 
has been lhal peoi:le cia1't really 
,rip( playing againsl the <XlfTl)Uler 
in 80 ~ game. SO that~ ,vtr, the 
opt,:,nwas"""°"8d. 

The first patch for the game 
gives fans the choice whether 
or not to us-e the strategy pad. 
Does that mean we'll see both 
kinds of pre•play options for the 
next Madden? In the Mure is 
there any danger of the strategy 
pad going away like the QB 
v.,1on Cone? 
We al $Iii - ""' the Str8legy 
Padosamore$t18M'41n8dY"'ttO 
octruOl the cli.dibles, SO that wil lkdy 
oontnJ8 10 be the detaut Y8"SICtl 

~ the telemet,y data "" col-
lect pro,,es us""""""5e). If u,;s has 
- anytNng lho.Jg'l ,·s u,a, i:,y 
ha...-.g a ""'8 d008 relatoonstip vt<h 
011 ooomnty t11ro.q, CIVn10!Sli<8 
Twiner. Fac:etx:,ck., Md too.ms. we 
are- !01- leedback ba,icijy 
imledial81y 80d react in 8 ~ 80d 
nomtile-. ,,t,ct, h<>'lOs<ly _,., 
lh8 case at al µ11w0 years ago. 

The NCAA football tJ<im& has 
gotten a lot better the last few 
years. Are there any features 
you'd like to use in Madden? 
1h8 l'f:;AA f'ooltlol loom haS p-o, 
vd8d geat featutlS thS ye,;x with 

Dynasty Mode 80d On Oynasty 
Mode. We~ wonc to make 
sure we have• heMhy ec:mpeot,00 
that <n,es th8 Cl8vei()pmenl Cl each 
1J118. ,-.!lie alSO dolleren""i,,g each 
10 P'°""" fMS tn.fy tnque loolbal 
- Wea.va:,sfl1dlheb8st 
Q0llS v..tien \\9 U'8 able to oombine 
reso<>teS 10 ooid <Xlfe technologies 
together. 80d thon create w;,;s ...i-., 
th8 data set (Mmaoon, IIJM9. etc) 10 
-..,. the games. l.OCOmOOOn is 
a p,riect exami:18 Cl tl-.s. 

Why is the default game $peed 
"slow• in offline games and "nor. 
mal" in online games? 
We wanted th8 d8!aA! p,ck•up.ond­
play -,ce to b8 more ac:ces,;;. 
Ille, 80d the "oow' game $1-1 helps 
with that goel. Onloe. on the other 
hond. is narura1y •more~ 
auoence. 80d we got ~ pres. 
sue from the~ ltW the 
·normar $1-1 won art. 

New features like OameFlow are 
cool, but some of us just want 
to see old problems fixed first. 
WoukS you guys ever put out a 
game whose focus i$ just clean• 
Ing up legacy Issues? 
ft's always a_,.,.,, Tl1c>.ql • 
SOt.nCls il<e. CO\Jd b8 feasi:ie. O)f 

tans'"°""' no< b8sa,,s68d ~ we 
rdeas8d a btle that orty consosts Cl 
bug foe.es. We\'lcWlt to rrdceaxe we 
conthJe to i'Ylc).ia:e. v.Ne stl WOl'k· 
ing on key fundamental 9'f1'1!il:laY 
fixes 80d ,e.wrles- as 8VidEl1o8d t>y 

oo, huge locus on looomotion 80d 
runlJIOcf<ingS\ilhMadda'> NFl 11. 

What do you think of the idea of 
EA selling a full•fledged Madden 
game every other year, and in the 
off years selling a roster update-, 
pfus for less money? This way 
the development team would get 
more time to really fix and evolve 
the franchise. 
0.. enti'e team is made ._..,of pas­
""1ate lootball tans. 80d we appre, 
ciale 1'1e~CI l)f<Mding 80 
nnova,.,.ondlunNFl~ 
each ond lM!ty year. My JC)t)as a 
d89g1er" 10 locus on u.... go,, 80d 
l'U leave lhe business dec>sions 10 th8 
e,petts in !hat space, 

This year's Madden favors offens• 
&S because defenses seem to 
have a hard time keeping up with 
and tackling ball carriers. The 
defoult difficutty level ls also ea., 
ier than previous Maddens. Was 
there a conscious choice to make 
the game more high seorir-.g? 
Yes. that was the hope fOI' the 
default skll level, bu! we don ·t warn 
good defenses 10 be r,effecti,e on 
AD·l'ro or higller. Thi$ iS something 
we·11 con1ir'll8 to mol"ltor via teJetn. 
et,y 80d f88Cilaek Imm the oom­
m.rity. Wedon'l want tOmakeaf'f/ 
<ash decisions .. Jf thefe is data !hat 
suggests there is an issue. we can 
adjust~. 

The Wii Madden games don't 
seem to be hugely suc.eessful on 
o console torgeted at a casual 
audience, so why did you feel 
like the 360 and PS3 versions of 
Madden needed to go after that 
audience with GameAow, etc. if 
those consoles are considered 
more hardcore? 
Tl1c>.ql a very "'"'1co<e Madden Ian 
ffii1i think lhal we'te catemg ~ to 
Ille casual Madden a,,,:ier,;e with 
a feature 11<8 GameAow. that's not 
lnAy the case. EYllfY 18al!Jf8 we ooid 
wewmttobemos<lyuni,ersaly 
accep<8d. We"""'· that not lM!ty· 
cne will try ~. bJ? QJr data is stll tha.1 
CMJt 80 percent Cl lM!tV snge play 
Cal8d is a Gameflo\v--,;18d play. 
ll>s l)'o,ed our theory""'"""' a-e 
a lo< of "-"'<Iden ond NFl lansart 
there that ;,st a-en't that into playcal· 
ng. Wearestll 1Qeus8d on-,ering 

an aoouraie l\'fl SITK.lla1ion, espe­
cialy 10 th8 ha<doOte Madden NFl 
ta,. tn Maoclenfl."fl 11 ~spent a 
ton Cl time on many ttw,gs !hat the 
~ IMS have been (Wf>:lring 
forli<Oar>ewo:,mnentator,"""°""' 
run 1:11oc1<ng l>J, SOd8ln8 Caleh8S. 
~ our re.v kxornobon Sys1M'l. 
~ iS st1 k)-g. 80d 111a1s 
,vt,ere we want to oontnJe 10 k:o.Js 
011 Im> rn:,.ing lo,v,a-d. 

Why were there no changes 
to Franchise mode, Online 
Fronehls.e, or Superstar mode? 
Can we e)(pecl that to happen in 
Madden 12? 
lheto.q,dE>:ISiOn l0l'IO<make//<'f 
mojcr upgades lO lhooo modes was 
made aft8' looki1g at lh8 data. In the 
caseQCnlne F~. we raH 
that very few peoi:le ,...,,.. playing Ille 
mode. 80d ct.Je to the OOG1 Cl adcrog 
feahx8S we tett we had to re-ewlua!e 
what we spent cu trne on ('Mich 
Is why \Y8 d8cid8d IOgo mead 80d 
make lhe rather ""90 rMlS!menl in 
the (),line Teem Play infr8sVuclue}. 
Astoofflinef<aroo:Hseond5'4lerstar 
modes, """' is Y1lfY ,eir,g telemet,y 
data n 111a, a IOl of pecpe t,y them 

art, but -~ small numbets 
Cl peoi:le ,w::tually oon,...,. playing 
them nlO the ottsea,on or ~ 
years. Whal thiS tells us with al llYee 
Cl lheS8 modes hon8st1y is lhal 
\'18 ,\Q'er'l't p((MCfr)g 000l)Glling 
~ learures 10 ~ 00< tans 
erg,g8d for long S!"'ches Cl lrn>. 
So as\~~ out w feattxe 
setfc::r~NFl 11,wehadl0 
ChOOS8 one Cl 1,,0 pams: Al F\Jt in 
a few smal featlX8S 1odoolonsttate 
tha1 we were sdl wori<i'lg on•· ex 
B) ~ plan for the Mu-e 
80d s""1 mapping """8lves art • 
mJli--planto~lheSO 
ca-eet mcx:Jes. we went with q:,tion 
B - no< arty because we feel rts 
rig,! for the long tem'I gOW!ll Cl the 
fraiclise.butil's,Yhal we'vehea'd 
tans say lheyw.,,, OS well. Thougl 
m,r,y may b8 l.pse4 <!iS year, we 
h0p8 lhal CMlt tme they ,wi "'8lize 
tha1 the nvestmGnt., a lorg•tenn 
svatog,, iS the ,;g,, cne. As IO v.tlal 
,vibe in Madden NFl 12, 1 rd( 
Oa'\'t P'()friSe anyt~- th80 011 
eomm1men1 io detlYering a kiel<•ass 
NFlsn-utalJOn. ♦ 



At home and on the go New camlvol Games is your ticket to all-new games and attractions! Play favorites like Fish Bowl Bounce and L­
Pitch-A-Plate; enter the Haunted House if you dare. With hundreds of prizes to win ... the fun never ends with New carnival Games! .,.,,. ,. 



The surm>e< of 2004 was the best 
of "'f life. I was pcepamg 10 attend 
COiiege in the Isl, so I didn't ha\'8 
°' r-i a job, and I moved in wilh 
a girlfriend who loved cool<ing and 
didn't nr,cJ Iha.I I spenl all of "'f 
free tine playr,g video games, A 
couple monlhs earlier in the year, 
NCSoft released Ctty of Heroes, 
a supemero MMO that ended up 
consuming vilualy """'f Wal<ing 
hour of lhe next fl\<& monlhs of 
"'f lfe. I had an en<leSS S\JPPIY 
of tacos il the real w0<1d (tharl<s. 
Ashla!) and an en<leSS S\JPPIY of 
llilails to take down n the vilual 
wood of Paragon Cily. 

Several years after his 
last mission, a superhero 

returns to Paragon City 

Mer p1ay;,g so in1ensE1y for 
months. 1 burnt out QUiOkly and 
ended "'f subsc,.,tion by the time 
lhe Cily of v.Iia;ns expansion pack 
was released in 2005. Now it·s six 
yoors later, and CoH is finally get• 
ti>g tts seoond expansion. Going 
Rogue. I spent the last week 
diving into both the new expansion 
and the classic game to see how 
the MMO I rernernber so fondly 

38 

has Changed, 
Snee tts release, Cily of Heroes has received 

an irrl)ressive 18 conter,1 upclates (called 
"issues"), ad<Jng new power sets, zones, and 
story arcs. as wel as some major game teatures. 
The biggest adcf1ion was the "Mission Archi1ect· 
fealure. vmich Oyptie introduced in 2009 to 
a1bw users to write and design their own mis· 
sions and SIO<Y arcs. This has created a flood of 
user-gene,ated conte,11 for the game, ensuring 
an endless stream of new missions even while 
pla)<,rs are aw~ the next content t.pdale. 

Thoug> many of the Aldi1ect missions lhat I 
lried a,en'1 up to pa, with the level design and 
storytellng of developer-created arcs. I was 
surpcised al how enjoyable and varied they were. 
At the tine of this writing, there are over 50,000 
Archlect missions to choose from, i~ 
gueSI arcs crea1ed by PvP wmer/artiSI Soott 
Kurtt. the Red vs. 8'Je masiermnds a1 Rooster 

' by Phil Kol/or 

Revisiting 
City of Heroes 
Teeth. and comie writer Bil Wilngham. It's more 
than en,:,,,gh content to keep_, the tnO$I 

activeS\JP<!(t>eroes busy. 
Then there's Going Rogue. the first retail 

expansion fc,-aty of Heroes In ,.., years. I wenl 
inlo the beta with little i'>fo. knolv''1Q only that It 
adds an alternate universe called Praetotia and 
the ablily 10 swilch belween hero and vlain. 
The adelttions of Going Rogue are actually much 
m0<e substantial. 

Rather than itJSt being able lo change from 
hero 10 villa'n and back again a1 win, Going 
Rogue tea.lures a fully-formed morality sysiern. 
Dependng on choices you make dmg ms­
sions, you·a mo<'8 along a scale of good and 
evil, marl<ing youlSelf as hero. vlain. rogue. o, 
~te. YOI.X moraJity rating affects what zones 
and S1c,-y arcs are oper, 10 you al any one 1me. II 
remndS me a lot of the decision-making BioWare 

is IJriVng into the MNK> genre with Star Wa,s: 
The Old Rep\.l)ic. and tt's already done ve,y wel 
in Going Rogue. If Qypti:: upped the produe-
tion value. particuarly in the IIOice ~- the 
storyfnes and choices you're mal<ing could rfdy 
oomealive. 

Amo.-gS1 the ada~ions and tweaks, though, 
the oore gameptay of Cily of Heroes remains the 
same. I've always ll>ooJglt of it as a beat-em-up 
MMOAf>G: you Clear OUI caves and warehOUses 
f\J of nameless enemieS. take on a boss at the 
end. and level up 10 gai'>,..,.. powers to takeout 
mo,e enemies. The game stil moves a1 a mea­
sured pace, and the regen powerset scrapper 
that I made al la<tlch is SIii basicaly unSloppabie. 

At this point, Cily of Heroes has beoome the 
gaming equivalent of comf0r1 food f0< me. a 
reminder of that awesome. w0<ry•froo """"""'· 
It may not be the besl MMO OUI there. but It's 
a fU'I experience I can always retu-n to, and 
NCSoft has contiooed to improve ii ove, the 
years.~ 



TOP TEN GAMES WITHIN GAMES 
by Adam Biessene1 

Arcomage 
(Mi9tit & Magic VIQ 
The~30gt81)hlcshOld 
up only ma,g,nally lletter 
1l1an early PSone games but 
the Magic•li<e Atcomage 
C3f(I game is s!JI exceirem 
Mamging your noome 
of the tlne rescuces is 
as illlllOflallt as tev'r1g a 
SlfO"J defense in this un;ciue 
SUategyga,Te. Atcomage 
got a standalone release ol 
its own, but unlike Geomet,y 
W//IS.nooody~~ 

Lost Viking (StarCtaft fO 
ft seems like half the minigamesMd seae1 mode$ 
ese Ga!aQa·Sl)le scrOlling snooc-em•Ul)S. but Lost 
V-lki"J Slan<ls out regardleSS. Made in StarCrah 
D's po,.,emJ Gala,.y err.:or, tis cha'lengng space 
Shorr.er IOoks as good as ,t plays. we·re al in favor 
ol Blinard maki1g new~ out o1 the n ·jel<eS 
~ loads LI> al its games vntll. 

Tekken Ball (feld<en 3) 
wtrr ate the legendary 
w:mxs from the Krg ol kon 
Fis110I.Wf'00l80litayingan 
oddlleadl~·lil<elav.n 
game? The 8flSl\ef is be)alj 
f!1(J1af understan(lng, t,.c tis 
llizan'e rr(xlu mae IU1 1t1an 
all the Dead or Ar"" 'odl8)1>111 
games carl)lned. Even i (or 
ma)1le tJecause) d's ro1 half 
asj(Wy. 

Liars' Dice/Texas Hold'em (Red Dead) 
K l)OIX.lar mec,a Is to be be!ie\Ed. the only people 
woo d'oi't ~ their way aaoss the Cldwest 
were the occasional aies1 and the deceased. 
-·s impemer<atloo of h-,ol tile best·kroMl 
games ol the period (ancJ today) ese rriles better 
ltran the free crap you can find Of'line - not least 
because you can sl1ool the bastards ""'can't St«> 
flopprng trip Queens. 

Blitzball 
(Final Fantasy X) 
This sinlie sport sinuation 
holds the g,ea:est rx,,ve< In 
all Spyra, llJmlr\g Tldus ~om 
a whiny~ ilto a ale-man 
11,eckirrJ a,:,, lllat all the 
ladies want.Mi in the do'aw 
of Uacl<ing dooo the best 
f)la\<l<s n the wa1d la your 
squad (ana the aomlse ol 
Wakl•l'S t11imate weapon), 
ana Blitlball ate a too ol 
hours<r1itsown, 

Hunting (Oregon TraiQ 
Oysenteiy. Btol<en axles 
Snal<etliles. Fevers. The 
~tional aatoers of 
the O!egm Trail can't St«> 
leglms ol kids from IOa(llng 
UP m bulletS ana Sialltlong 
l'IOSiward - al least as lar 
as necessa!'f to get to the 
awesome hun~ng secllOrlS. 
Stalki",1 your P<"Y Md 
l~ing ~ ftll ol bud<sho1 is 
better realiled in th$ a,icient 
ClaSSic than any IJeer·stcky 
ligh~callinet. 

Triple Triad (FF VIIO 

Guy Savage 
(Metal Gear Soid 3: 
Snake Eate~ 
In Snal<e'sdo'eams, he is a 
dual·wlei(ll'g monster IU\ter 
w1lO sornetrmes turns into 
a monster himsel1. ana also 
therearell)fflbies\\tral? 
oo,n aSI< us; we·re as 
cooluse<l as you are. That 
doesn't SlOP lllis strange 
unlOCl<atje from being an 
M'<Jsil'g distraction Iran 
picking the perlect lountla • 
lion to9DaiO"JYhtll5naJ<e'S 
O),eshad()w 

Zorn-Botany (Plants vs. ZOOlbies) 
Square's record of mal<ing arruslng sub-games 
l'rerlers arouna tile-hr,e, but 1•Alerl the 
~ h11S, it hits bog Tnple Tnad had rules lllat 
make sense 10 tunans (unlike FF IX's awful Tetra 
Master), gave SOid in-game rewescJs. ard engaged 
r:»: oYer·de,,elOl)O<l CdleCOOl"S mindset some~ 
lierce. Plus, you didn't~ ID deal with the stupid 
()aw system to play it 

What's ,vase than zomblesm your lawn? 
Zonties will\ plant heads that Shoot things at 
you. Plants vs Zombies' outstancJing gameplay IS 
11.fned m ~s head (har, ha~ In this di1fiwlt mode. 
Your mine, wi: I reel from mae than juSI the pUMy 
~ue when the peasnooter•headed mmbies tear 
lhrough YI" defenses. 
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T 
he studo that bl'ougllt us 
Psychonauls and Brutal Legend 
is sett.-.g its sights on a differ· 
ent srage. Double Fine head Tm 
Schafer r~tty r""8aled his 
oe.elopment hOuse is cieat.-.g 

lour dowrloadable games, the first of ,I/heh is a 
chann:ng RPG called Costume Quest. 

I talked to project lead Tasha Harris, who 
explai'led the insp'rafun for the game: "Costlllle 
Ouest is influenced by a lot of the d'fferent 
games I IOved grO<vng uP- the Zelda series. 
0-agon Ouest. EarthbOOnd. I wanted to capture 
what was fen about those games and put them 
togethO( into some<hing that feels classic and 
Ul)dated at the same 1.-ne: To nail that aesthetic. 
Double Fine combines classic RPG leveling a,d 
rum•based batttes with earty adventure game 
mechanies ll<e hidden items and characters who 
block paths IJnli you complete their task. "And 
candy,· Schafer added. "Tasha cowred """Y· 
thing exc,,pt the candy, which is an essential 
part of 8fT'f RPG: 

The game tels the sto,y of a young brothO( 
and sister whO are out for one of the moot 
important n~ts of the year: Halloween. •first 
the playe( has to decide whether to play as the 
boyo,girl twin," Hairlsexl)lained. "Wh~ 
character you don't pick ends uP geti;ng Kid· 
napped by monstO(S who mistake their cancty 
COSlume for an actual g'ant piece of candy." 
S<:haJer added: "That'$ the eclJcational portion 
of the game. It's a lesson for kids: Don't ctess up 
like something monstO(S ll<e to eat." 

From there. you·re off tr'ick•Of•treat.-.g. Some 
hOuses hold well-meaning grown-ups who shell 
out the sweets. 0the(s oontan the sugar-hunting 
monsters that are menacing the neighborhood. 
When you meet them, yoo, oostume imagina· 
lively morphs you into a giant ve<sion of yourself 
to do battle. The examples we saw induded a 
tO\~ arime robOt a krighl in Shining armor. 
and a patriotic Starue of Liberty with torching 
capabl11es. IMl8n you're no< in oombat, you can 
explo,e the game·s various locales, oomptete 
missions for ~s. and be entertained by 
the cleverly written cfialogue that spouts from the 
COlorlut personalities arw-.:s town. 

Mer quizzing the Oo<ble Fine IO!ks, they let 
me run a:ound the candy·fled town. The battle 
system is a tllasl. and the bOmbastic attack 
moves provided by the different oostumes had 
me chJcl<lng. T~-based button presses 

occur on both offensive and defensive cums, 
encouraging constant in\lOIV8ment. The adven• 
tum game moments between battleS taJ<e more 
patience. since a big pat of the game is built 
arw>:S item collection. However, the chatmlng 
and Si'npliSlic <XlflCePt holds up t!Yougllout the 
game. Costume Ouest is an ideal fan,jty title, 
as the funny situations and young characters 
Should keep kids entranced, whle parents win 
appreciate the witty convetSations for which 
Double Fine has ekways been known. 

en that note. 1 asked Double Fne hOw 
Costume Ouest fits into the collec1ion of games 
the oompany has prodJced so far. "I don't think 
itl< too differen1 from Do<ble Fine'S previous 
games, humor-wise: Harris tOld me. "The only 
th.-.g that's realy chang.-.g is that people can 
8Xl)OCl to play sornelhing from us more often,· 
Schafer concluded. Costume Cluesl shoud 
release on Xbox live and PlayStation Network 
before Halloween. 

Costume Ql8Sl wasn't the only new tille that 
excited me this month. rm fascinated by an 
LnJSUal new parody game that's far more ambi· 
tious than its 8·bi1 visuals might let on. Retro 
City Rampage is 
bOth a send·t.l) of 
the epen ,vo,td crime 
gene made popolar 
by Grand Theft Auto. 
and a nos1algia•laden 
trtp into the cropesof 
'80s game culture. 
You play an amoral 
pro,agonist who nros 
down pedestrians and 
takes on the cops in 
wild Shoo<OUCs. At Its 
core, the game is a 
retro top-down action 
title, but the humor 

c1e1,er nods Show up. from Bionic Commando's 
grappling am, to Contra'$ SPread gun. Retro 
City Rampage will rElease on XBlA and WiMlale 
belore the end of the year. 

I also saw an intngu;ng upooming down• 
loadable project from Atlus this month. Rock 
of Ages lool<s like a Katarnari Damacy tltle, 
except everything yout bOulder collides into gets 
smashed to bits inStead of getting picked ...,_ As 
you rol yoo, bouder dO\vn narrO\v strips of land, 
you have to destroy your enernyls fortresses 
and troops, or alternately defend your ki,gdom 
from bOulder deSlruction by~ defenses 
with 30 u,icµ, urits. The garne nclK:les online 
rn,tt4)1aY8f oontesls where players mUSI defend 
their O\'l!l temm from the opposing player's 
devastating rock. However, the coolest featuie of 

the game is its approach to - design - each 
stage is n>:><leled after a period in art hist01y, 
from romanticism and renaissance to roooco 
and gothic. Atlus expeclS the garne to appear 
on PXN, XBI.A, and PC sometime next gpring. 

It's exciting to watch publishO(s explore the 
dowrloadable space as an avenue to hype 
larger re1<1il projects, _, if not r,;ery ven• 

ttJre pans out. I've 
got ngh hopes 
for Red Faction 
Battlegrounds, the 
newty announoed 
PSNandXBlA 
tille thatties in to 

and ttwO'llback see- Retro City Rampage • Xboz UN Arcade, wuwa.re 

the upoo,n.-.g Red 
FactionAnnageddon 
re1ail rElease. 
Battlegrounds is a 
vehicular oombat 
game at Its core. 
featu-ing fo<Jr·player 
local and online rnJ· 
l.ita)'8'SUPP0rtfor 
several competitive 
modes and coop· narios make the garne 

worth a look for anyone with fond memories of 
the 8-blt ,;;o,y days, 

In my f,st crime-spree filled hou', I Slole cars 
tor a super•criminal, got chased by the Teenage 
Mutant Ninja Turtles. hijacked Bil & Teds phone 
bOoth to travel through time, met Doc Brown 
and tis Del.orean. and took a stealth mission lor 
Solid Snake. Of oourse, none of these person. 
ages were so named, but the resemlllanceS are 
spot-en. As the game progresses. _, more 

erative play. In keeping with the fuluristic Mats 
selting, players can hOp into tarl<s. mechs, and 
car-Ike rOYetS to blaSI each other to bits. As has 
beoome the accepted approach with these sorts 
of projects, playing Battlegrounds wil unloek 
exclusive content in Armageddon. Both games 
ate out eat1y next year, with Battlegrounds likely 
hitting earlier to buid the buzz. 

L~ftJtm«8CtllndleW 
-g.ime,?""'1ro ""' ___ ,., ~-­$dledU/es.fea(uretJ--• 
an<l<J.t.l/yt(XJ8!e$(,11Wll,at~Pl7 

onktthlWCflddDI.C. Thl$month. 

1eJ11 v,, ~ ·e 11~ trtxn 

""'-""•""""'Fine~ 
Tashl/lalllS,akX>gw/111-,oru/ 
Sllar'1.yat'l:SWl!t'$ /fCfh TmSdlaflf 
N$QtJtedt..,ourr-«1""'"1 
Pm,/~ Qim;c Jr/Jrr,er on patJe 93. 
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Genius Through Collaboration 
Naughty Dog co presidents :t ,.;t , t r 1, c"q and w v.~ s steer the ship for one or the industry's most 

consistently successful studios. 

Whatts the key to running a successful 
major studio these days? 
Chis1cphe Balestra: Make sure you stay true 10 
~. and)<)\) don't~ too much by 
growing. For us. that's key. Jason Rubin and 
Ney Gaw, bull someching gea.t, and we didn't 
wmt to lose that. We cfch't wait to lose that 
dynamic. You have to gtow. but gradlJaly. 

Evan Wells: Yeah, I tllnk what Cl-.istophe is 
describing is toying to mantain that culture that 
got you to where )0\) are. Even thOUgh the 
technOlogy moves ve,y (J.Jid<ly, and the r8(J.Jire­
ments of game develol)ment change on a year1y 
basis. if you'-e go, a culture that has been 
successl\J. do 8\181)'1)1ing you can 10 mantain it 
ewn while y0<J're adapting to the rew demands 
of the ildust,y. We really just want to empower 
evec)'t)Ody on the team to bMQ their passion, 
enthusiasm, talent. and creativily into the game. 

Is there a balance to be found between the 
long, grueling work hours and the produc .. 
tion of quality games? Does one necessi .. 
tate the other? 
EW: Tr1)1e•A games require a lot of work. They 
are hugely oomplex, and the more trne )0\) put 
into them. the better they're going to be. So 
it oomes down to how rn,ch you·re wi !ng to 
invest of your trne to make it better. Something 
that v.e have at Naughty Dog is a bU1ch of 
people whO are extraMSnaily passionate. 
and they want thei' work to shine. They gauge 
lhemsel\les by how rn,ch time they want to put 
into the game. We don't"""' demand overtime 
or weekend work, but people do it of their own 
acoord because they are that enthusiastic. They 
want to iea,,e their mark on the indust,y. We 
have to start coming up with ways to I:mit the 
nunber of hours they put in instead of asking 
them to put more in. You get into the b'ggest 
problem of tunout and frustration 1Yi1h the 
team members n they are just constantly in 
that mode of push'ng and cnn;h!ng. But we 
have that cycle. IM1en a game is done, 1-e al 
tal<e a lot of trne off. s..-aJ weeks. or even a 
couple months. No work whatsoever. And when 
we come back, we ;,st encoorage people to 
explore and work creatively without the pressure 
of a deadine. That period can lasl six months 
or more. 

What do you look for in a new team mem• 
ber for the studio? 
CS: We need people to be vety proactive and 
responsible. Noboof has a job tide of producer 
here. E\/8f)IXXfy is sort of their own producer, 
and manages their own trne. If a programmer 
needs someth~ from an arimator. he's going 
to talk to that animator cftectly. No one is going 
to do that for him. 

8/11: Communication is important. Colaboratlon 
is important. We're looking for programmers 
whO have really creative and desgl,oriented 

minds. We're lookllg for desqlers whO are vety 

teclncal. People really have to have a cftverse 
set of Skins. in addition to being extremely tal· 
ented in thei" specialty. 

What's been the Seaming curve on program­
ming for the PS3? 
CB: It's been a long process. Its not the PS3 
itself. Its going from a singte.oore to a lll\Ati-core. 
That changes eve<),thif'Q. Its a dfferent mindset 
that y0<J ha"8 to get used to. Its happering. and 
al the next hardwares are going to be B<e this. 
I thllk, for me, that was the biggesl trMsroon. 
Besides that, 110"8 the PS3. 'Mien I see the 
lhings we're able 10 do with it. like in ln;harted 
2. l defin~ely means its a geat madme. 

Are there special challenges or advantages 
to being owned by Sony? 
EW: One big advanlage is that we can really 
focus on one piece of hardware and get the 
moot out of it. Another big advantage is that 
Sony has an incre<lble team cl developers 
working exdUSM!ly for them that 1-e can share 
ideas with and techriques and pr~tion phi• 
IOsophies. There's a lot of real openness and 
collaboration be~"8en studios that has !""'8ef 
us all. The one big challenge is how to get our 
games experienced by as many fans as pos­
sible. Ou- audience is lmiled by making our 
games for one platform. Fortunately, the Sony 
rans are extraordi~ly enlhoSiastie and support 
us really wel. 

You've had a couple of popular characters 
that have moved on to other developers. 
Is it hard to lose control of a property like 
that? 
EW: It's a double-edged sword. We like to 
oontinue to reiwent ot.rSetves. and we like to 
explore new territo,y. With each generation of 
hardware we·ve developed a new frandiise. 
It's a shiny new toy, and we get excled to play 
in thal new universe. We just don ·1 ha-e the 
resources to go bad< and support all the other 
franchises that we've wori<ecf on. So far. it just 
hasn't been in the cards. Q\Jf development 
rOSOU'ces are limited. ,rs not somethr1g I'd 
rue out. Maybe one day we'll grow the team, 
and somethif'g like that would be possible. But 
for the lime being, we·re just going to have to 
make one game at a time. As far as seeing 
other people 1votk on the franchises. yeah. Ws 
great. It's fun to see their take on tt. It's some• 
times hard to let go, and you think. gosh. I may 
have done that a little dfferenlfy. But we don't 
get too hung up on tt. 

What's your take on Sony Move? Is that 
technology you are Interested In exploring 
in your games? 
CB: Maybe in the Mure. Right oo.v, it's kind of 
dtfocut because we're so focused on the next 
thing. II ,,,wc:1 be 100 fate for us to start th;nk­
ing about that. Move oertaiiy has potential. 

8/11: I was probably the biggest naysayer when 
I heard about the Wi, thinking, this is just going 
to be a Rash in the pan, Wl1at is NintendO 
thinking? But I've eaten my hat. And I think 
that there's some reaJy great and exciting new 
experiences that you can create. So. I defnitely 
think the Move has a lot of potential. But I think 
n we were going to tackle a game that sup• 
ported Mo\08, 1ve would want to do It from the 
ground up. We're too far into what we·re wOft<.· 
ing on next to really do tt justice. 

The first two Uncharted games were highly 
cinematic - a goal you had early on with 
those projects. Are there goals like that 
you'd like to hit in the coming years with 
Naughty Dog's upcoming games? 
8/11: Along lhose tines. 1ve want 10 controe 
to push the cinematic nature of games. We're 
ll)'ing to elevate games to a pcint where you 
aren ·, tal<ing about them the same way that 
you used to talk about them. You're not d<>ng 
i'lterviews where you're saying: How marry new 
Wlhicles do you have in this? Wl1at are the rew 
weapons? It's the experience we·re interested 
in. Wl1at are the emotions you're tl}'ing to con· 
v&{? Who are the characters you're tl)'ing to 
hUodvce? In addition. we'd like to continue to 
expand our exploration of the onine space. 

CS: I think the online experience for console 
player$ is going 10 change. We're going 10 be 
doing more relining of the game after we stip 
tt, n order to make tt a better experience and to 
add rew things to l . Thats what we had in mind 
for Ulcl..iecf 2. I lhink it was a little suptisi'g for 
people. the fact that we were oong this, because 
I think that 11()( a IOI ol people do that - but ls 
going to becrole more and more oommon. 

You've done a lot of action and platforming 
games. Are there other genres you'd like to 
explore, or are you staying in that place? 
8/11: I thirl< 1-e'H probably stay in that sort of 
place. 

ca: It's hard to say. 'Mien you look back when 
we were working on Jak 3, cJ!d we know what 
Uncharted would be? We had no idea. It's a 
good thing that we don't know whal we're 
going 10 do next. 

8/11: I thirl< everybody here is excited about 
technOlogy and sto,y,eEng. There are so many 
different things that you can do with lhoSe 
things, no matter what kind of game you're 
making. Toying to figure out rew ways to get an 
emolion out ol a player, to puSh the tech and 
the PS3 further than it's been pushed. the '"1ists 
getting to create new wor1ds - all those tllngs 
are opportunities to try new things and keep the 
enthusiasm going regardless of what direction 
,vego. 

11iklui-w 
1986 TH& FIRST DOGS 

Andy Gav,n and Jason llubm 
(oor.S Jam SOftwaie \.':h.ilo :mu 
t1l 111gb !x:)lOol lM company 
tMt woo)d !;)to< becx>Jl!O 
t1oug1Uy Oog 

1991 OV&RSEAS ROO'l'S 

Ba1esua Jiv.!ttS Jlf09raroron>9, 
•Od JQrn> rile C<\l()!)l>,n <fe;,,o 
sa}1~ (M}("tJ)Q com.ng yows. 
he h<>)()o es,ab!\Sll Raylan<:I 
lntetaorive m Paus. f'tan.oo 10 
Pl<><i000«•-

1993 FIRST SHOT 

!:-;au Wells get< his fool r,, 
11re (J¢0I doing Ir)-~ de$JS11 
0111'oelam & &,1;1 Pan,c 1111 
f'unlscJ/OO 

1994 TRANSmONS 

Evan Wells [n;:,ves, to Crystal 
Dynamics. jarung • 1oom of 
tutwe ll"lduSUy supcISilUS {O 

malsc 11re Gcx g,mos 

1996 IUTrlNG IT BIG 

uaugb<Y .Dog ,eie.,;os C<O$ll 
Rail(l,wol, lv111cl\ t,ec(),,,.. QOO 

o1 die uno1r,.,.1 l(l)R$ or 11>c 
OIIQU,al P',ayS,adon 

1998 NEW DOG IN TOWN 

Well$ JOmS l·h.ughty Dog to 
h<)lp ,VO<k oo Cr,sl, Bandlooo<. 
Wruped 

2001 A LARG&R WHOL& 

Sony pmch.'llOJ< llaugh1y Oog 
Us ~ goIM f>))JIJsJred Wldor 
lbe new rolatJ00$11Jp ,, la) 8 
oa,,.,. '111') l'recuttOI' l.eQ<ltY 

2002 FINDING A HOM& 

~a ,om• tlaugl>l)I Ooq 
<1u11ng Jak 2 d<,'8lop,,.,.,,,., a 
JXogr&mmc, 

2004 NEW MANAGEMENT 
','ih():11 foWyJc1$ J<toon Rut,m 
•~ Arny Gavd> dopar<. )lv,1,1 
\Voll, ll)kC$ O<CI 08-00mpall)' 
i:,cs1oon, 

2006 COOPERATIVE 
VENnlRE 

Bal<>.31J3 join• V<llll3 as 
CO p1essdenl. l!')l!JCJJl'l9 
,,.,. te<!>OO!ogy/<lC,lgrr 
<»nobot',- - by11rc 
companfs roondors 

2007 T&RRA INCOGNITA 

The t!J$1 1/peh•n«l hell'$ 
"'"'bti,~ me the PlaySr•licn :i-

2009 TH& BIG TIM& 

Unchamxt Z Alllo<,g Thlmc• 
tele.lse: to CHbeal and 
-cotnmo!Clal ~ Vill)rUng' 
c<We(O() Garoo QI lM Yoo, 
awai<IS HOfl't flUfOOIOIU' 
put,!!ca,IOOs, lnCl\ld,[l\) Garno 
Cnfolrt>Cl 
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. ,. . smoother HD video, and overall 
performance improvements. 

The Envy's audio also makes 
a big splash thanks to Dr. Dre's 
Beats Audio technology. The 
external speakers only sound 
slightly better than average, but 

Many notebook manufacturers have tried to match the 
sexy factor Apple brings to its proprietary computer line, 

but few have succeeded. The HP Envy 14 is the rare gem in the boring world 
of portable computing that proves the exception. The Envy line of laptops 
breaks away from the pack with clean lines, modem styling, and performance 
to back it up. 

when you plug in headphones the 
Envy 14's sound quality skyrockets. Users can even tune 
their headphone settings independently thanks to the use­
ful Beats Audio software. 

The Envy 14 boasts a clean metallic body in a uniform 
shape. Considering the powerful specs. the body is surpris­
ingly thin, measuring at just over an inch. Weighing just 
under 5.5 lbs, it's not the lightest thin notebook. but isn't 
heavy enough to warrant complaint either. The Envy 14 
isn't lacking in features. with a slot-loading. dual-layer 
DVD-RW drive, front speakers, plus HDMI and a mini 
DisplayPort for use with an external monitor or HDTV. 

The Envy 14's vibrant 1600 x 900 widescreen display is 
perfect for watching HD films, playing games, and more. 
Even the webcam operates in HD. Under the hood, HP 
employs the latest trick in mobile computing, switchable 
graphics. When in normal mode, the Envy 14 runs off of an 
integrated Intel GMA HD graphics chip, but users have the 
option to kick it up a few notches by switching over to the 
AT! Mobility Radeon HD 5650 video card. This drains your 
battery quicker, but allows for graphics-intensive gaming, 

Other notable specs include an i5 processor, around 4.5 
hours of battery life (using integrated graphics), 4GB of 
RAM (expandable to 8), and a great island-style backlit 
keyboard. The touchpad is much improved over previous 
HP notebooks, allowing for multi-touch gestures and easy 
disabling when typing or using an external mouse. 

The Envy 14 is the best all-around laptop we've tested 
in years. It's the perfect solution for someone looking for a 
fashionable mobile PC that admirably handles daily tasks, 
multimedia, and the occasional gaming session without 
requiring a forklift to transport. 

$999,99 
www.hp.com 



, I Logitech G700 Mouse 
I.\J:tlJi.<ellsincleC8S9cJS.hG700~alMI 
d~n:I brdll-mc,e 0:nsd'r'rg,.,., 
IIUl>h!aeagec,er,cr,,csa1a_,_ 
ClajS.agoalrra,eeO'IQI. rdg:r,>rljis..,.. 
lhlsbeastr~!hro!S w"' 1Jma:ros.­
pdies. rd a 1>gn-Qu:11,1y laser. 1he G700-.es 
mi lhe lTOSl h¥cl:0re ii,,ers wil be satisfiecl Tl'<! 
e,ocmlicrmusel>JgShhlridoell, lnltog,leOI 
11t0 llm.g'II - !he bet b9'(Qsa<t-. Mieh 
-lar-aranw~s,:,(JlorMq,en 
he!lllll'lll!Jlllllrllll~lorl)M!l>llllgll 
1191U'dealso_h_ci:nw­
Jorhrmusel0be•-or-ef~h 
need IOchaooe. ll'<!ryty~.,., haYe is fie 
defatAt side llJltorl 13\<)<.C, v.toch malies 11iMg:11"9 
l~lW'Cll.,:l<aUda!Q.9110fea:h. 

$19.99 
logftecb.com 

z I Logitech GSIO Keyboard 
tog,iech ,. a1so ,e1eas,no a fllfW gamr,, l<eyboerd 
along Wllh Ille G700 moose. Tl'<! G510 ,s a ~,glllly 
llimmeodclm,..smolU,e~G15. l't!>le 
~ b08sts 1he same basic leallte set some~ 
Olf.......,malce•an'O'l-ap:,:,,.119 
i<e)lloa'd1Sbl--llM!5lcgadllte 
,_,_.,IU8h,,_kejs11anue 

logcal ""'· Log(ech Vl:led 1he.mw ol IT18CtO 
~"G'kejsalor'Qllele!t-la1!Q1018 
...,rreenmos.i,.~.,54~ 
1118CtO~ps~ TheGe!"9n!UDa 
lell.fflS.Yh:IICMIIIPard'eracll!rSlalSor81aQ1 
bod t.¢,ies n -11<8 \'btl olWartta~ lli! 
G510alsohastiu,.t .,US8.....,,sott,e~ 
becorres.., easy acoess jjug•and•piay 01)(()11 
lorSOUldlnl,olce11111lllull·in""1eSlorOO(ll 
The ioro,ir,o., l<el'S ,_ a nu leel 10 them and 
n-W"1Ale lg,csforalffaior9Chmta 
peno,aud .... ~Gl5oon,sp-, 
W0r1lneed10I.C91dt10hG510 tu,_.,,.. 
SlnJd!iNak)OI< 
,,..,.,. ... 
$119.99 
IOgiteeh.com 

PlajSlalr)(l 3 SIQlorl /lo lor 1he sw1d' It's goal 
tl!;lsile1he-·ssma1ai1Efs.""118S 1>USC. 
rd~~-SCU'dedc,mt ...,,O'ISPJ-q'IS 
rd~b'4hl~N118--vew111 
a U Sl)eCIUlld """'1 Thest,ec,alisl itllloa 
faliastcv.ille 
,.,. ~- :; 
$79.99 ($99.99 wtth gaming kll) 
nox~aud1o.com 

• I Nyko Wand+ 
ll!!'lellel!nO'llealrJH,lq)~caiedefsnh 
'8!1,tulhe-•agreaftff'flllOhYf 
remcAer.ice'-~n:lesseooallOITOSl~lles. 
Wi Moll0rft.is ,s S1Mllll 1D appear n games more 
frequenltf. \Jq N)l<o'S-laly fill Mot,on 
Tednlklgf, 1he l\llr(I+ 1)'0Yides 1he same I. I 
~ as Nrilerdo~ ,ers,on, tu 1he ,emcee itsell 
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Starting □ver 
The city of Rapture defined the identfy of the BioShocl< senes when 
tnational ~ released the original title in 2007. The I\J.-.ed under· 
water u1opia was more U1an µ;t a colleetion of tunnelS and ,ooms for 
f)laye,s to shoot Sl)l1cers - i1 became another character in the sto,y 
w·.u, its own ~ secrets. Gillen the popularity or the sen,,g. gamers 
\$811"1 SUIJ)<iSed to lea,n that the~ (developed by 2K Mam) 
returned to Rapture. The art deco paradse and i1s iconic denizMS -
Big Daddies and Little Sisters - seemed to be inextricalJle aspects ol 
the BioShook l),an(l, 

You won·t see ""'I of them in 8ioSllock Infinite. 
"'Mien we started v,ooo,g on this game. we decided that even 

though it's a BioShocl< game. there are no sacred cows,· says 
trrational's presi(lent anct creative director Ken Levine. In other wordS, 
everything gamers associate wtth BioShock was up for assessment. 
This proooss began Shortly after the r.rst game's .-so, and roouted 
in a comprehensive IOOk at its strengthS anct weakneSses. 

·tt you're not the most cri1ical person ol your own slulf, yoo can·t 
progress as a game deVefoper, • Levine says. "Fo< us. we ha\/8 this 
game that gets great reviews. and this great Metacritic 8"8raga. But. 
i1's not about continuing what we did. It's about saying, ''Mlere are 
the opportunities?'" 

For Irrational Games. fi1dng opportunities isn't slnll)ly about a<f<fng 
a few new weapons an(l Characters. Three years alter the project's 
inception, the Bostoo-based stu<fJo has a b<and new game engine, a 
"'5Ually stunning setting, a ""'1l!ac<lled sto,y, an(l deeper gameptay -
all while relaining the core of the BioSl>:x:k experienoe. 

"For us, 8ioShock has,.,,,,... been about a city,· Levine says. ·I1's 
been about an idea. It's about going 10 a place that's mysterious and 
strange and iean,;,g about that J)laOe and the powers yoo can use. tt's 
about how you interact with that environment. hOw you interact with 
lhose characters." 

Even wi1hOUI the trappings of Rapture. fans will still see thematic 
and gameplay connections to the previous two games: tis is still 
BioShock. bul any linge<ing homeslcl<ness you may have for An!nw 
Flyan's failed e,cpen-nent vii ran ,x.vay the second yoo lay eyes 
on Columbia. 

City In The Clouds 
In the yea, 1912. the lloaling city of CobTil)ia has disappeared from 
l)<.bllc view. A eolleclion ol islands held aloft in the air, the city is a tech· 
nolOg'eel marvel. 8uldings bOb on douds. bridge$ and freight lines 
connect suspended lan<massee. and the sky stretches off in al direc· 
tlons as far as the """can see. °""1bla is a ~ impossjble 
feat construc1ed as a monument to the United States' gowing supe­
riority. ·1magne an Apolo P<oject. but il 1900: Levine explains. "As a 
demonstration of the glo,y and the power of the American democratic 
system - of what Its tecmology, its industry. and its endeavor (X)<j(j 
8CCOf1'4)1ish." 

Prior to its disappearance, everyone knew about Cob"nl)ia. t..nlke 
Rapture, i1 isn't one man's work hidden at the bo«orn the ocean; the 
airborne city was conceived and built by the U.S. goverm,ent to be 
paraded arowd the world as a shining beacon of prosperity. ·11 moved 
around, almost Ike a mobile Woc1d's Fal". from 00001JY IO count,y." 
Levine says. 

Travaling lo ports around the w011cl. Columbia was a symbol of 
peace and diplomacy. However, the city's existence also irrof,ed a 
S\btle, snster threat. Imagine living overseas and watChilg an enti'e 
American me1rop0fis lloat overhead in the early 1900s - an era where 
radio, automobiles. and airplanes are in the.- infancy. Imagine the 
Shock \\hen yoo oornpare the vastness ol the United States' lech· 
roogeel prowess to the other nations of the wor1d. Even when dis· 
patched in the name of strengthening international relations, Columbia 
sent a Clear, unmistakable message on behatt or America: We are 
tJeyon(I yoo. 

Columbia's popuation beliewd in the message the< city COrlV'1/8d. 
embodyilg the same ideals they preached. Revering the fowding 
fathers as godS. valuing devotion to religion, and learilg 8fT,/0n8 who 
d"idn"t fit il, the city's leadersnp insliled a sense of extreme American 
nationalism among the citizens - in some cases. 10 a raut. "In the 
same way that-"'• Flyan r0P<8S""ted a certain spi'it in America. 
Columbia represents a certain spirit in America - good and bad." 
Levine says. 

continued on page 52 
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continued from page SD 

Thal was 1he ste1e of Cou-nbia pno, to 1he oog,nr,ng of 
8ioSllod< lnlinile. As 1he game opens, the City haS been kl$I fo, 
yea,S. vanisl..-g after a...,, and ns;,-l)IQtle irltemalional ro­
dent. rnlllOllel ..,.,'81188fflQ lheexact ret..eof !he-. eo<08PI 
to say that °"'"1bia was hong more sec;re1S than anyone had ruspected. 'This ¾,olo pro!ect became a Death St¥." Law,e says. 
·1t n.rns out eouroa waer>'t µ;, a WOrtd'S Far ft was a~. 
and 1 was a,med. HeaYty armec1 • 

The even1 in c,.,eSlion croated a SChcsm tietwoon tt1'I tead8tSl'4> of 
Qiurbia and the Ulited States. and Columbia~ "1o the 
doudS. Oespte ,_-.t 8l)8CU8l(>n. ""~ and IOCall0n <1.mg the 19st se,,e,81 years are .m,o,.vn - \1'111 a clent ~ a man 
named Bool<e< DeWrtt w,th a propoe,1,on. 

The Go-To Guy 
The p,otagOnists In the f,st ~IIO Bio$hoek titles CM hardy be caled 
c:t'enlClers. Jack and &qoct Delta 88Mld rMrif as sient 181S ol 
..,.,. ttw0u!jlwhocllpla)'arSCOOd expenencetheaci,on. They had 
frttle nbatille of the<r own, irlS1ead rooeM,g their Oll,eCtives from vooces <7'le< 1he r8'k>. In BiOShock 1nrnte, players do noc control a 
bWkslale"'10does-hetstdd Booi«lrDeWrttsamanwth 
he own dialogue and backStory, as well as a htitory ol genng out of 
tough SltuationS. 

"IBooi«lr iolj i<noWn as o man wno gets 11>ngs 
dore." i.-..says. "If you need~ aoccm· 
pltshed, maybe legal, maybe noc-so•legal. Booi«lr 
0ew~1 is 1he guy people tum to: A capable, expe­
renced l)rotagOl'ISI also tJ/oNS lrralional to ttvow 
out one of the~ c rded on n the~ 
raoo ~. 

Instead of tnl<ing ordel$ from an unseen at/, 
Booi«lr discerns his own goels. whocll he,,_ 
8R)etent to the player tl'IOUII> ~ '"He's a 
smer1 r;m,· i.-.. axpfar,S. "He'$ been" scr8l)eS 
beklte. He can fg.,e what he reeds to do to 
adv8nCe his oo,ec:IN8S." 

W1h a 181)1.CatJCn buit tlW0u!jl Ilia work as e 
Pn<erton agent and stri<8breaker. Booi«lr is 
app,oeched b'f a mysteriOuS man with an .......,, 
_.1-1ete1s-•ll!l8ab0Jt8WOIT'letl 
---l<iclnal)l)8dand held hoslage fo, t5 )'881$. The man wonts Eizabeth freed and 
broogl>l bael< to him. Bocl<er assumes that tll9 job 
wl be a OOSOC 19SOJ8 and ascape ,,_,,, trt• the 
man tells hrn -.. e.zabelh'S pneon is IOcated 
Counbia. Evon more ,ntri!1->n9, the man knOWS the 
IOCalion ol the k)st city, 
Onoe-..,..,., l)lllyerS nocce that a1 • noc 

well n eourt>a. Explo6ionS and !P"re ca, be 
hOOrd in the dls1ance, propaganda P()Sters tmung 
extreme reoonalistic po&lionS adorn the walls. and 
8()(n9 b<tilgsere ~ out of..., >J<t. The o,.y 
irl the doudS • beirlg to,n apart b'f Wlr. the_,. 
;,1erna1ional lncidenl tro,n years ago caused o 
6l)lnWl)9 among Cou-nbia's popuaoon. Two lac· 
1101"'-C<ltn'ba'sn.fngperty man tmergo.nd 
r8SIS1M09gr0UP caled the\l:>x ~i-areVy,r,J 
fo, control of lhe city. 

The n.fng party wants to ma,nta,n the status 
~-a lerYant dlMlCl0ll to God and cou,try. The 
\l:>x Popull wMI to wl)9 out the nat,onaism and 
x9nCll)hOl)ia that permoo10 the cily, and tll9y wl go 
90 far as to blow Cour0a out of the >J<, to do so. 

/>J one f)Ofll <1.mg c» demo. we saw a 
morrber of the~ party nan>ed Soltonstal hold· 
ng court ;, o gazebO to o crowd of 8"l>1Y coo,rs, 
~ the .-o1 the \l:>x Pcpj: 1he 
reeds of CXI i,eal C¢y of CourOl8 mJSI CO(re 
beklte th9 oos,res ol tJnf foreigner, wheth8r 1h8Y 
be """'Rf o, trtend. For I haw looi<ed Into the 
U\,e, and one pe1h IS t'lled Wllh e,nty and gold. 
and Ule OCher IS traq,I W\tl\ th9 parisol a hoStle 
ond alien wo,1dl" 
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Shouting from gazebos isn"t v.flat leads to Cotu'llbia'S strife. 
Aimed conflict - the rt.ling party and \lox Pqx.li broke out. 
and the battles between the two factions are teaJing the city apart. 
AS~ rescu,,g Bizabeth in the midSI of a ,e,,dution in unfriencty ter­
ritocy weceo·t dangerous enough. Bool<er soon learns that she is at 
the w,te, of It al. 

Rescue Mission 
Fwnning (X)Olf,-Y to the stanci,o-d <Jamsel-in-distress trope, ~ 
Bzabeth is not the IJtimate goal in BioShock lnlintte. In fact. she is 
a COOl)8l1ion characler who accompanies you through much ol the 
adventtse. Bool<er win IOcate Elizabeth ,_ the beginning of the 
game. Getting her out of Columbia is the trid<y part. 'The princess 
is not in another caslle." lalqls art director Nate w..s. "She's in the 
f>rstcaslle." 

The reason Bool<er and Efizabeth a,e united so ea,ty is that their 
developing bond plays a major role in the action. from a gameplay 
perspective as wel as a nam,tive one. Kept in a one-room prison 
in a tower for 15 yea,s. Eiulbeth d08Sn't knO,vanythingat>out the 
1YO<ld 8IO\lld her. Though naile in some respects, her greatest 
asset is a dormant 004 of P01"'l!ful abiltties that she learns to control 
throogh()ut the OO\IS8 of the game. O>ce the two meet up. Bool<er 
and Elizabeth both use their tnQll8 - to aid ead\ Ot!>er in u-.,;r 
escape: Bool<er has ingenuity and proficiency wtth filealms, and 
Eiulbeth has an aroonai of PSiOniC abilities that are getting stn:,oger 
by the minute. 

Wherever Booker goes with Elizabeth. conlict seems to follow. 
AS you SP8l1d more tme with Elizabeth, you·n gan inslgl1I into her 
s;;i,,;<,cance anct. more impo,tantty. her pe,sonally. ·vou <1eve10p 
this relationship and learn abou1 her. and you're both learning about 
the city together.· t.evlne says. "lhe<e'S a notion of p,(lphecy in this 
1YO<ld, and that Bizabeth is ve,y ...-.,ortant to fate of the city.· 

The prophecy. along with her p()\'18rS, is Whal puts Eraabelh at the 
cenler of the war in Counbla. The ruling party and the \lox Popul 
both want her fOf their own agendas. 'The p()\'18rS·that-be certainly 

continued on page 55 
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have the~ Mid, bul 8;zabeth is the w'ld 
card.· Levine explains. "She ooud be a com­
l)i<lte wild card and ~ card for bOth sides: 
Thankfully, she has Bool<sr to~ k8ep her safe. 

/ls Myx Vanoo in Half-Ute 2 and Yorda in ICo 
bOth c!emOnstrated, integrating a con-.,arion 
~ an opporturity for the player to fOOll M 
emotional attactment to a character that simply 
isn't POSsillle throogt, conventional C\J1SCeneS 
and dialogue. Howe\'llf. adding another person 
to the eq.,ation also presents challen9es to 
kOOl)ing the game balanc«I and fun to play. If 
Elizabeth is too powerful, she coul<I ;.,st kiU al of 
the enemies with her im;lities. If she's too weak. 
Booker ,'IO<Ad have to worry ooout monitorng 
her health bar. The team at Irrational is aware of 
the issues posed by oompanion cha'acters in 
other games, bul ywr time with Elizabeth won·t 
be plagued by them. 

-We wanted her to inpact ywr gameplay. but 
we never wanted her to drive vour gamepiay." 
Levine says. -we don't want you pro1ecting her, 
~ her from dyilg, because ,ve don't think 
that's interesting. We don't want her O'Mr,g the 
.-:lion where she I.as a bunch of enemies. She 
just sets up OIJl)OrtUnfties for you to do.._.,.,. 
awesome oool s•--.· 

In wr demo, gun-toting suPP0<1ers of 
Cotsrtia:s l\jng party are s,V8rl1Wlg Booker. 
He fires a few electro-bolts from one hand while 
Shooting his rifle w'llh the other (yes, dual ,,iel(l­
ilg J)OW8'S and weapons is confirmed), but the 
horde of enemies is too large to hold off . .u;t 
When ft seems hOpeless, Bizabeth urleashes 
her POWers. The SkY darkens, thl.nCler cr.-::ks, 
the winds pid< up, Md rain starts to fall on the 
advancing p.-::k of goons. She shouts: "Hft it 
now: and Booker ires a bolt of lightning into the 
crowd of soaking wet enemies, electrocurng the 
entire groop. 

El;zabeth asks for a moment to resL Using her 
PoW8'S lakes a physieal toll on her, depending 
on the-of exertion. Md she ,-ls some 
time to recover after using them. Unfortunately, 
the two don't have IOng enough to erjoy the 
triumph of their teamwo<k. 

Shortly after the electric stOflll, they encounter 
a hulking rot:>otic numanoid on a~ bridge. 
0tx fr.ll ll'<lug,t is that this is BioShock lnfintte's 
answer to the Big Oadcly, but ,ve·re wrong. 
Irrational is cuo-ently calling these enemies 
~ : they CM buff and resurrect lessef unfts, 
as well as summon artilery strl~ making 
them chalenging (and high-valJEI} ta,gets in any 
encocnter. Booker uses telekinesis to grab a 
mortar shell Md throw ft at the creature, but to 
no aval. Elizabeth uses her POWer to weaken 
the structural support on top of the bridge - an 
8JOIITillle of Irrational se~ up an opportuntty 
players can chOose to explo'¢ or ignore. Booker 
uses his telekinesis agoo. this tine U1r0wing a 
mortar shell at the 5'4)P()rt, whlch oones crash­
ilg down on the Alpha and destroys the bridge 
in a cacophony of explosions and fall!ng met,., 

W¢h the t!Yeat dlspatehed, ft seems ll<e 
the two partners have a chance to catch their 
breath. "That was the one whO was chasing you. 
right?" Booker ask$, Elizabeth responds quietly 
and gimly: "No. That wasn't Him. That wasn't 
1-tro.· A th<Jnderlng crash echoes from atop a 
bulding belrod them. "That's Hrn!" 
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The God of the Sky 
Both the ,u,r,g pany Md the IA:>x Popul, want 

Elzat>eltinlheirhlWlds.t>AlhebiggeislOb6laclo 

to her escape {and Bool<er suooessr.Ay comp1et. 

ing his job) Is a viglant. w;ngoo sentinel that the 

people ot ~ reler to as 'Hm. • 

-n.s tiling is gong to appear as a god olven­

geanoo camg down l4)0l1 y00, Md he's t,,ge.• 

l.8W1esays The~g.,arc,-,-30feet 

UIII. Mdli<e a6g0adcly, wea-sa SUI Sb'lJlll)8d 

with mechan;cal implements Md a helmet with 

giOw<lg P0ftals lor- Unlke Sg Daddes. 
""'-• ths beesl IS 00( mass-l)IC(lJced There 

is orly ooe ~ . Md It has orly ooe job: 

Keep Elzabeth locked n her l)ri90n. He was buil1 

e,pr9S$1y lor ~ l)<.rl)OOe. DA lly wflOm is a 
myste,y that ""'orly be i8Y881eef wllen yOO play 

the game. 

·in thisoty. he-as,,,. role [to lhe 6g 

Daddy!: Lewie says -ait we d<ln't wan1 to 

repeat that dyn&nic. w,, IOwd that (lynamlc. 

ti., we lhirl< u.t tracj!IClnal Sg Oeddl,'1.Jttte 
Sster ~ hes been explofed EM Iller& 
are echoes." 

Thet,,gewngoo~ iSrll scmell\illeYo­

lent creatue that wiShes Eizal>eth herm. ft hes 

gua,(le(I her IMhfuly for 81 t 5 years of her capt,v­

ity, and a.mg that time. the slant cniatue was 

the orly lw-g lhng-\,hct, Ellabeth 1-ed any 
oontec1. ~le he was tecmlcelly her captor. he 

was 9190 a friend. "'"81-. and ll<Otector. \111-en 

He <toPS iorn the sky and anacl<s Bool<M Ice an 
unsl01l1)81)1e iJggemaut. ,t ..,·t out ot malce. He 

just wants to bring Eizaboth home. 
'Bzaberh and ll'fni ,_ a CCl'rl)icatecl 

~tonsn,p, bealuse she '°"85 hm," Levne 
says. 'He ,'IO<Ad take care of her. but he also 

m:>ri9oned her hll a knCI ol go.wig LP story; 

she ,-is to get away"°"' him He iS hell bent 

on kooplng the two Of y00 apart Md gett,ng her 

bacl< to her cage.· 



How does Elizabeth's relationship wtth Him 
affect the hellltable fights ~ wih have 
against the beast? If It is so po,...irful and 
relentless. why isn't 8ioShock Infinite one 
long chase scene? 1hnk of the dynamic with 
H'm as a series of enoounters that always 
end in some knd of resokruoo: you get aw&f, 
he takes ffllabeth. he separates you from 
Elizabeth, e1 cetera,· explains Levine. "He wl 
appear at several paints <tmg the game, 
and these will be large. impactftl events ... 
His role in the game"'" oontir"8 to avotve in 
surp,isingw&fS." 

Elizooeth wants tho best of both 111"'1ds: 
to escape Collrrbla with Booker 111ithou1 
hatmhg her friend and f<lnner ja)Oc'. Even l 
Booker oould juSI eteciro·bolt Md shotgun 
Hm to death (v,tllcl1 he can't).• 111oold mpa, 
rabty damage his relationshl) with Elizllbeth. 
'Booker is boog chalenged Md having his 11& 
threatened by It. but this 111oman ho's grow• 
Ing anached to also has a deeP connection 
to this thing,· Le,,ne says. ·From a feelilgs 
SIMC!point, It's like the grl you love and her 
father." You won't find arrt easy 8nslllers 111hen 
faced with these enoounters: reconciing the 
bond between Him and Elaabeth with the 
bond between Bizabelh and Booker fQmlS the 
emotional 00<e of BioShock tnllnte. 

War in Columbia 
lndromnate assault may not be an option 
when you're st~ng Hm down, bu1 Bool<er 
has versatiity ,'lhen it OO<neS to ta<inQ on the 
other derizensol Collrrbia. When~ 
to the first two BioShock tides, Infinite has 
more options for CUSlorrizalion and <Xlll'Oat, 
as lllell as more v,wiety in the knds of fg,ts 
~ enoounter. 

-People liked BioShock as a story expe,1• 
ence. but some people felt it wasn't the tg,t· 
est°' most diverse <Xlll'Oat e,q,erience in 

terms of great gU<l)lay." Levine ad<nowledges. 
In the original, players tended to stick with 
a single loadout ol l)laSmids, 111eapons, and 
tonics. F°' Infinite, you're going to need to be 
more adaptable. Not only are the ra<ial mer.is 
gone (no IOngef imiting your selection of guns 
Md powers). but you also ha\/8 = abilities 
with varying 181181s of po,.ver. 

Courbla ·s ll8ISion of l)lasmi:ls ate called 
vigors. and they aren't fueled by a single 
resource. Instead. each \/ig()( has a set 
- ol Charges when you olltan It,\~ 
eininates the need for a btue mana bar. 
WeaJ<,,, vigors like telel<inesis have more uses 
per pick.up than SllOC1ger ones. bu1 they will 
still be a resou-ce you need 10 manage- no 
ffi()(8 buying Slacks ol E\/8 hypos and liing 
on l)O\V8f$ left and right. tt that soooc1s disap­
Pointing, don't worry; the w&f vigors ...e oon­
sumed has an upside. 

"The limitation on the charges Is ffi()(& about 
being able 10 scale them to diferent powers, 
making some ol them IYJgeiy, 8\1/llSOfnoiy 
powerful,· leYine exptans. 'Whereas in 
8ioShock they all had to be rooghly the same 
pQ\ver becauSe they al had roughly the same 
cost.· Just Ike ammo fOf the best \1180P()n$ ls 
scarce in many games, limited-use vigors are 
mud\ stronger thM the normal tier, Md alow 
Booker to demonstrate a more ~ 
array of allllitles. 

One new po,.ver. ruibed Murder of Crows. 
unleashes a W8ll8 of the blad< birds on a 
target from a distance. In our demo, Booker 
obtained the ability after rifle-butting the 
bo<f'/lµlrd of tho toud·mouthed politician 
Saltonstal over a railing near the gazebo. 
The bodyguard dropped a IJlack bottle in tho 
shape of a crow, which bestOWed the abillly 
after Booker <tank It. Given their temporary 
nat\Jre, ifs clear that vigors c1on1 rewrite the 
subject's ONA ll<e plasmids, bu1 Irrational isn't 
ready to reveal exactly how they grant excep• 
tional POWers 10 users. 



Another majot addition 101he oombat is a~ ot ~·s 
infrastructure: the skylines. These rails were originaly buil between 
the lloat;,,g islands of 1he city to transport freight. but they aren't 
just a bathysphere-li<e mode of triw,sportalion. The Si<'y(l)es are 
heavily integrated into the outdOOr combat experience, ad<lng a 
clmension of ,;i-J and \/fflicality to battles. Sinoe they're essen­
lially rals. you can rocus on combat instead of navigation as you 
ride them. 

"The goal of the sky!nes is to feel fast. aglo. and dynMlic. • 
Levne says. In 1he demo. after Booker kls Satonstal's bodygUiM'd, 
the POl~iciao grabs onto a skyline and ziPS away. The skyline mo,es 
people incredtlly quicldy- think or~ like a rolle,coester going 
dowmll. kJ Bool<er pursues, an enemy oomes zooming toward 
him in the OPP<)Site dlraction with a ,veapon raised. p,epanng for 
a mid-air joust. Bool<er sends him flying with a well-timed melee 
attack, acoompanied by a sloW•motion camera effecl that sells the 
weight Of the i~t. 

While lhis sequence seemed fairty SCl1)ted. Si<'y(l)es are bult into 
many of the outdoor ermonments. letting Booker access different 
areas and elevations freely. "It's kln<f of like a designer's dream to 
just make a jl.l,gle gym." says lead designer Bill Gardner. "To make 
a aazy plaYIJ'Ollld and really find out what wOli<s." 

By leaping between Skylines. shooting enemies as you zip by 
them, and gett;,,g a new vantage point on the battle. the shape of 
fnf,n~e·s encot11ters can cllange quick1y. The goal is to emp()I""' 
the player, not frustrate them with litsl•poo,on platforming. "I want 
to make it Clear: this is not a game where you stunble off a ledge 
and fall lo your death." LevilO assures. 

With a new system fa hancling vigofs and the pranise of laking 
10 Ille skies. BioShocl<'s brand Of combat is IOOking better than 
"""'· Howeller, even with new tools at your disposal, you may want 
to use some restraint. Sometimes the best way to win a fight is to 
no< S1artonein 1he first plaoo. 

New Choices 
The theme OI Cl>Oioe was prominent in the original BioShocl<. 
Sihould you harvest°' save the Little Sisters? Is this the right lime 
to light that Big Daddy? Woold you kindly'? 'Mlle the notion of free 
will isn' t one of the main thematic hOOl<s in 8ioShock lnf.nite. player 
chOice remains a key component. 

In BioShock, Big Daddies were opt-in boss lights. They wouldn't 
attack you iness you provoked lhem. but """'Y SPiicer in Rapture 
would instantly Cl>arge you on sight. WlU'I tnfnte. mae residents 
of Colt.rroia are like the Big Daddies. going about their business 
wilJl no partlcula< reason 10 attack. Fa example. ,ve saw Booker 
st\l'OO!e into a bar while evading mortar r.e fl'an Saltonstall. Some 
of the patrons turned in his direction, and other$ just continued their 
conversations - then someone puled out a Shotgun and all hel 
brokelOOse. 

"Imagine that Wild West scene: You go into a roan. and every­
body's got their hands on their gt.nS. but nobody's ct.-aw.ng. • Levine 
says. "That's a dynarric you don't realysee explored, and we 
wanted to expand It out ... We didn't want to repeal the Big Daddy/ 
Little Sister dynamic, but we did want lo explore interesting relation• 
ShiPS belwoon the player and the Al$.. 

This tactic alsO gives Irrational a ctoanoe to deriver narrative in a 
clffefent way. Bool<er can ooseM> characters having discussions 
and other interactions, reiYlng less on audio recordings picked uP 
off the ground. The situation still has tension. be<:8uSe you won't 
know who wll be the frst to attack, but tt also conveys story with· 
out taking control aw~ fl'an the player. Altarnetely, you can µ,I 
kick dOwn the dOOr with guns blaZing; the choioe is yours. "Once 
the shooting starts. the narrative's°""' in every game." Wells says. 
"That's why (other deVlllopersJ take your gun ,,,..,ay and lette<box 
the screen. We don't Ike to do that. In some ways, 1110se tactical 
reafilies provide a solution that's completely aganic fa narrative." 

Your choices also have a geatar impact on hoW Bool<er's allil· 
ties progress. One of the proolems the team identified wilJl the 
()(igilal 8ioShocl< is how players didn't have to live wilJl many Of 
their choices. For instance. if you didn't like your plasmid and tonic 
IOadout. you ooud just swap in new ones at a gene bank. Thal is 
no longer the case with lnfnte. 

'We definltely heard some concerns fl'an the audienoe, • Levine 
says. ·1 tlmk there was a sense that 8ioShock was sh'C)le< than 
System StlOCI< 2, and par1 of the reason for that is that you -·t 
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have to m8l<e poonanent choices. It was so maleable. • 
lnstoad of letting players switch out the< vigo<s and pas· 

slve al);lities (call8d nostrums). the team is irrl)lementing a 
system where you make mo<e choices regarding Booker's 
1XU9ression. Rx example, you may come across an 
\t1$lalJle nos'1un, and when you pick a uP, you have the 
opport\.rity 10 select which of three possible al,;lilies Ille 
nostn.m -ows. Once you choose, that ability is there 
IOSlay. 

How you buld your character - the weapons you fa,,or, 
coni)at tactics you use, and which nostrums you select 10 
support lhal playsl)ie - also ircJacts the vigo<s you fnd. 
-we·re mal<ing a IOI mo<e sma1er scale but meaning!\A 
permanent decisions thrOughOut the course of this game,· 
Levine says. 'IMlon you picl< uP a vigor. lor instance, 
oosoo on the decisions you've made, that's going 10 be a 
different viger." 

Tho choices you make wtth regards to how you engage 
enemies and ooild your PQWerS affect your moment-to, 
moment gameplay, but those aren·1 the decisions that 
tuned 8ioShock into a phenomenon. Tho most infamous 
choloes from the l)l9llio<ls Wes revolved around the Little 
Sisters. Selecting how to harde these mooen1 and 
~tly gir1s was ef1ec1ive because a faced the player to 
weigh personal gail agai1st oommitting a reprehensible 
act, mote Adam at the cos, of a l~e. "That exact ooncep1 

is not retu-r,;ng, • Levine """"118. "'Once a moral dlOice 
gets explo<ed that way, a just becomes a game system.· 

Just because you won't be choosing to hanlesl or sa\/8 
yoong girts h lnllrite dOeSn't mean you won't have oom­
pelling decisions to m81<e. Tho nature of those decisions. 
however, will remain mysterious for a whle longer. ·n·s 
safe to say that the game is set in a context ot ntereslr'lg 
moral and p()itical questions,· LEMlO teases. ·Beyond 
that, I'm not really roady to tal< about a: 

Icarus 
BioShocl< lnf'1ite was oodenamed ·Project icarus· 
(bing rts earty dellelopment. Considering Columbia's 
high altttude and the game's high ambitioos. the name 
is appcopriate. Irrational Games set an ildustry standard 
with the origr'lal BioShock. but rather than revisit a familiar 
~ with familiar leclv1ology, the team started <Nef from 
scratch and biaZed a trail In a new direction. "Olx guess 
was the fans ,'IO<Ad gille us permission to dO something 
Qute dfterenl, • Lewie says. "That they didn't want to pick 
uP where we left off." 

Ewn with a new setti:>g es1abl<shed and the main 
characters '811881ed, BioShocl< Inf rile stl has plenty of 
secrets to reveal. For ilslance, during our demo. we saw 

S'kY $1\el~tOf 

several ObjeclS Shimmer briefly wtth a wir,,e Of a tlluSh 
light. The shinroor seemed to alter them. changing 
pictures within ~ames and the wo<ds on bamers. 'Mlat 
these occunenoes mean iS open to specuation, but they 
are mctolbtedly clJes pooling to a l,wger mystery. One 
thing is certah: There iS mo<e to Columbia than meets 
the eye. 

"We'I protect a lot of the story stuff untl the game 
comes out." L8Wl8 says. "There are thilgs within th"'9s 
wlthn things that I'm not even going 10 go near. Mer play­
ing 8ioShock 1, I'm sure you understand there are things I 
can,_ dlSCUSS. Just like there are thilgs very PMiClJar 
to that game, there are th"'9s very pa,1iooJa, to this game 
that I'm not going anywhere near: 

Giwn Irrationals reputation for mastemJ storyteling, 
we're satisfied w'rth not knowing al of the details. Tho Joi' 
of c:iscollely is part ol the BioSl>ock series' identity, and 
we can't watt to explore the mysteries ol Colt.rnbia. We 
came away from 04¥ time with 8ioShock lnfintte feefng 
- to the first time we saw the original 8ioShock - with 
a sense that we had just seen a tnle that is ll<ely to define 
the video game landscape in the years to come.~ 
///#//#//M'l'l'l'/##l'l'/#l'l',W/l'#//l'////////////#///AW//////##//////////IW//1W# 

To see, tr8Ner lot 8loShot:k lnlinire, ge, f/ll)8l'tJed lnlQ, Ind hut f'f()IB from 
lhe teamatJtratit:JtWGlmes. hl»dro~JCr.~IIWt 
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put the 

con r.o er 

Will Microsoft's motion-sensing gamble pay off? 
by Jeff Cork 



Nintendo took a chance by offering motion controls to the mainstream, giving people who might 

otherwise be intimidated by loads of buttons an intuitive alternative. Instead of fumbling with a 

controller, gamers could play tennis by swinging the remote or roll their ball down the alley by 

making the motion with the controller. 

Nintendo's gamble paid off in a big way, and ii was only a matter of time before rivals Sony 

and Microsoft made their play at the same newly invigorated market. Sony took a fairly tradi­

tional strategy with Move (see page 32 for a full review), marrying motion controls with an LEO 

that gives the system a better sense of positional space. Microsoft's Kinect went in the opposite 

direction, boiling Nintendo"s philosophy down to its essence. Why use a controller at all? Why 

not just use your body to play games? 

That approach invited plenty of skepticism. Would it work as promised? How accurate could 

it really be? Would the games be any good? We've spent a considerable amount of time with the 

Kinect hardware and a wide array of launch titles, and we can say that while it's far from per­

fect, Microsoft's device opens up some interesting opportunities. 
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Getting Kinected 
"I !Hnk foor m•oon is ..,derselling tt a bit." says 
Kudo Tsunoda. smHing $1'9hlly. He's lalkr,g aboul 
an ana,ysrs recent p,oclamaton that Mcroooft's 
Kinect wil sail four mmon trils o,,e, the fourth 
(lJarler of 2010 alone. As general manager ot 
M<)IOS()ft Game StudiOs, Tsunoda definitely 
has a dog il that f,ght. Tsunoda has also taken 
on the rote of Kinecl's l)lblic ambassador. 
Sho,ving ;, off at ijs E3 clebvt back ,viler> a was 
called Projecl Natal, and p()pping up on J'mny 
Falon's Sho,v 10 play Kilecl Advenloo,s wtth 
Mranda Cosgr(we. 

So yeah. Tsunoda iS a rr111e hyped on K;nec1. 
·tt·s not only the first batch that's go;ng to 

OOI. • he cont;nues. "As more and more people 
get ;1, ;1 k;nd of haS an avalanche effect. t thnk 
four m.i!liOn iS a nice number to put out lhefe. 
bvt I really believe we're go;ng 10 be able 10 do 
a rot more than that." 

It's easy to get e.xc;ted about K;nec1 when 
yOU're on ;is payroll, bv1 '"""' about the rest 
otus? 

Kinect's technotOgy and buSineSS ptans rwi1e 

a healthy dose of skepticism. Frst up. there's the 
i:,lce. tt you want to get ;n10 Kinect gaming, you 
have one ot two cptions. The device and a pack­
;n game, KineclAd\/entu-es. retails for St 49. The 
console bundle sells for S299, wh',c;h ;rn,ctes 
Kneel, Kinec1 AdventL<es, and an Xbox 300 S 
with 4GB of storage space. Tsunoda is qu<:k to 
defend the COS\, saying that after players si,ri,1g 
for that ~ial i:,lce. they're <!One. Unl;ke Other 
devices. such as M<,,,,e or 1he Wi . players dorft 
have to pay for add;tonai controllers K they want 
to play rr.,tliplayer games wtth their fnends. 

Pnce is also comected to the nex1 map, 
Kinecl queston: Are the games any good? 
~-are the games good enough to war­
rant that $150 investment? Before we get too 
far, let's step back and gel a relresher coorse 
on Kinect. 

Kinecl corrb;nes a variety ot separate technol· 
c,ges illo a single package. lhe d<Mce balhes 
1he immediate a,ea ., invisible n~ared light. 
,"'1ioh iS then delected by a special CM1era. That 
c,mera woo<s il conjl.flciKlfl with tts partner -

essentially a ,voocam - to differenUa10 a pen,on 
from the backgtOUnd. Seve<al rnicrol:hones are 
housed ;n Kinect as well, enabling tt to detect 
IIOice coomands. 

irs already POSsible to play games that use 
c,meras on the three major consoleS: that's 
nothing spec;,,,. The rea1 movaton comes;,, the 
software. Players can register themselves w;th 
the system ~ a Qu<:k succession of SCMS, 
after whk:h 1he system wl always ~e 
tt>em. That OP80S 'I) a r""98 ot POOSbl!;es, 
inolud;ng the at,;t;ty to 109 or> a user on sight, pick 
their avatar when they join in a game. and more. 

The microphones are arranged ;n such a WWI 
that they can detect a user's POStton n a room. 
They also do a terrific jot> of v,orinQ backgrou,d 
noises. I've been able to fl3\'1essly d;rect a 
movie to stOP, pause. and fast fo<\vard by usng 
my reg,_,tar speaking \/008 - ~hout any kind 
of previous calbrat;on - on an extremely busy 
Shovl floor. 
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Outside Interference 
Back to the games. One ot the moot inte,est• 
ing thing$ abOut Kneel is hOw ij delernmes 
which pe,oon n a room is the player and ignores 
ev,)!Y()08 else. As I was playing Kineclimals, let 

instance, I was petting an imagina,y tiger cub 
Md a phOtographer wal<ed CNet, crouched. Md 
took a phOto of my hands from aboo1 a foot 
:r.vay. While I thOught that was odd, the g,rne 
d'(trt seem to mind at 81. The action didln 
hiccup or stutter from the inte<toper's acooos. 

As I've noticed throughO<J1 the var'oous games 
rve played. that amoont of ·torus· is entirely up 
to developers. With Dance Central for example. 
ignoring eve,yone else in the room ,'IOUCI be 
detrimental to the experience. Tsunooa says 
thOse kinds ol cals are made by develope,s 
on a game by game basis. -we uy not to lim~ 
hOw develo!)ers use the tecMOlogy. bocause 
games wl use them in different ways.· he says. 
"You'll see a game like Dance Central that uses 
a IOI ol the people in lhe background as part ol 
the danoe rouline, and you d0n·1 wanl to imit 
things 11<8 thal." 

Thal'sa heal1hyl)hilooophy to have, but some 
devEIOperS are stil st,uggl;ng with lhe technol· 
ogy. In several cases. people standing off 10 lhe 
sioe ol a game accidentaJIY interfe<e(I ,vrth lhe 
action just by being p,esen1, causng characters 
to suddenly veer off in the ,.rong direclien et 
p,eventir,g access to mer,.,s and other cri1ical 
areas. 1n all 01 these cases I've seen. having lhe 
offending player move OUI of w,w seemed to do 
the trid<. Seeing ij done extraor(fnanly well. as 
with Kineciimals. made it more noticeable when 
olhe< games didn·t manage background interter· 
ence as well. These games we,e al ,Y0<1<s in 
p,og,-ess. but demonstraled thal developers had 
better make sure ther quaf,ty assu-ance teams 
know what 1hey·re doing with Kinect games. 

llil'ill 
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Two Kinds Of Motion 
K'necrs la<r,ch titles fall into IWO main camps, 
In one, games lailhfully represent player actions 
from Kinecl. Your Shape Fitness' yoga class is 
an exoo!ent exatl1)le of this style of !JMling. ·1n 
yoga. tt makeS total sense beeauSe you're doing 
the exact yoga motions and you want those 
POSeS 10 be oorrect." says Tsunoda. "A l);g pa1 
of that experience is ootuaJy training to learn 
how to do yoga propeny. so you want an exact 
matching 1 10 1. 8'.11 something in Aelventures. 
where you're~ c,.,er stuff. do you really 
want tt to where il"s only how high you can 
jt.rrc? 'lhot really limhs the fun expenences )'OU 

can have with the game: 
That's probably the SOU'oe of some of the 

criticisms that Kinect g.vnes feel odd or floaty. 
Unlike trad!ional games. where you press a 
button and things ha!)pen inSlantaneously. 
K'nect is interpreting your actions visualy and 
then translating them into a game. As of rc.v tag 
is irherent to that action. but mUCh of that delay 
is probably IJ(>.JI own txxtys faut. Many o1 us 
are accustomed to pressing buttons, because 
we do rt so often. IMlen h comes trne to ;.,n-c:,. 
thot.g>, we're not """"8 so sp,y. 

Jumping is a oommon int..-action among 
the games in Kr>ecrs lau>ch rneup. and 1 
oouktl't ~ but nolioe that they al share a 
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oornmon setup: before players have to jt.rrc. 
there's some kind of colored line. shaded zone. 
or olher srrilar detail before the req,,;red leap 
to get players ready. After faifng a few times in 
Kinect Adventures. 19o11he timing down. That 
translated inmediately to the jumps in Sonic Free 
Riders and the leaping sections in K'nectimals' 
obstacle courses. where I dd rruch belt..-. 

"People don't realy know how high they 
jt.rrc." says Tsunoda. ·1f I jump in the air. is h four 
inches? Is it 16? Whal people know is when they 
take off and when they land. It's realy important 
to feet in contlOI of the Character. If they break it 
too mueh. then it stMS feeling disjOinted from 
what they're doing." 

Some earl\' reports said Kinect ,VO\Jl<I on1y 
WOO< a players SIOOd up. That's Simply not true. 
Tsunoda says. He cites Kinectimals. which lets 
players leach their adopted COOS 10 play dead 
by lafr>J on the ground. 'Whether Ws standing. 
whether Ws sitting. vdleU>er it's laying down. 
whether it's iumpi,g. it's all things Kinecl can 
do. and then it's jvst atlOwing developers 10 do 
what makeS the most sense.· Tsunoda says. 
-ot,,.,iously. you're not going to be doing some· 
u-,;,g Ike Kinect Spo,1s, where you·re playing 
footJel. you·re not going to be doing h shting on 
the sofa - lhal: ' mal<e mUCh sense. 8'.11 

044 • 

certainly you don't want to be playing movies 
and have to stanCI up to fas1 fonvard. • 

Tsunoda WO<l<s at one of the most connected 
oompanies on the planet. so you plollably won't 
rll$1ake him lor a lud<fte. Still. as I get ready 
to leave. he says that a IOI of tec:ln:lfogy has 
been bOthering tim recently. ·ws somewhat 
dsappointing to me to see all of the tecmotogi• 
cal innovations that have been made reoently. 
whether it's social med'a or moble stuff. So 
mUCh of the lecMo!Ogy now is abOul dividing 
people up rather than bringing them together. 
You go 10 a party and~ is standng 
eroun<J tapping at their phone$. Or wi1h social 
mecla. instead of just sharing experiences I've 
had with you. I POSt them w to the web some• 
where and )'OU dowr,ioad them from there and 
then put your experiences up. One ol the rea• 
sons n's called K'nect is that we're realy focused 
on develOPing genuine homan 10 human interac­
tions and being able to bfing people together for 
shared memories and shared experiences.· 

It's clear Tsunoda's ambitiions extend fa, 
beyond merely se11ng four. six. or ten m1ion 
units. While we'll have to wait and see how it 
ultimately pans ovt. Kinect is full of wonderlul 
posSib11ties. ♦ 
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Fallout: New Vegas 
Heading off the beaten path 

T he camera drifts through a dilapidated VIP 
lounge as "Blue Moon" leaks tlYough the 
speakers, Tables ..-e u=,pied, c:<m<ed 

in sheets of WS1 and a scattering of faded plas­
tic ch'ps, P\Jnin9 back, we're on the man floor 
of a casino, and ii. too. has suffered from what 
appears to be decades of neglect Blowing 
through the doors. we see that we we,e in the 
Lueky 38 casino, toome of the reclusive Mr, 
House. de facto ruler of the New Vegas Slrip, 
Our tour contnJes. and we see the flames 
su-rowdng the Gomorrah sign, as well as the 
Tops IW>dVault 2 1 casn:,s. Theinhabitat>tSof 
the Strp mill arowd, robot and humat> alike, 
as a sniper pe«:hed on the iconic "Welcome 
10 New vegas· sign picks off an intruder unfor­
tunate enough to be on the wrong side of the 
barbed-wire blockade. 

The camera puls us l.lrther from New Vegas 
and into ~s arid SU10Undings. Some mobs1ers 
fnish digging a gave in the desert as a f..-nl iar 
voice intones a statement eq,,ally famiiar 10 
survivors ol lhe apocalypse: 'War. we, never 
changes." 

After watching the apenng sequence for 
Faloul: New Vegas, I was ready to d',g s'lt0 the 
game, After blowhg ttvough Hhe intro, where 

my hero was rescued from a desert ga:,e and 
nursed back to health by the kindly Doc Mitchell, 
I l'it the MOjave Wasteland, My newly minted 
gunslinger, Hank. was pretty strong, smart. and 
charismatic, He wasn'I bes1 in class at anytHng 
in pa,1iculat. but I desigled him 10 be handy 
enough for a demo. 

In addtian to l'is regular stats, I added a pair 
of OP1ional traits, KamikaZe gave me more aclion 
poin!S at the expense ol damage mitigation. and 
I couldn't resist Hhe alue ol lhe Wild Wasteland 
1ra:t. The description says ii <111eashes the most 
bitarre and silly elements from the wastetandS, 
addng that ii wasn't ,,_,t lor serious types. 
Falout's known for those elements (Whales in the 
deselt, anyone?). so I was all about openr,g op 
Hhe possNily of seeing more, With that al SOlted 
ou,, I l'it Ille door, 

I hung ..-O<Xld the town of Good Springs l:)ng 
enough to know that I wat>ted to leave. Atter 
helphg &niy Smiles with her gecko problem, 
I 581 off for 118\Y adventures. I found what I was 
IOOl<ing for in Hhe nearby town of Primm, I recog­
nized the roler coaster from previous demos, but 
I didn't have the firepower to snipe anyone from 
abOve, As I made my way tlYough the town's 
fence, a helpltJ New Camoma Republic soldier 

asked what I was up to, When I said I was going 
to l¾mi, he warned me that ~ was off rmtts, I 
dal't beef up my guns skis for nothng, so I ds· 
regarded his advice and moved ahead, 

The town was dead. and I soon teamed why. 
Prmn's deputy had been kicr,apped, and a 
row,g gang of former CO<Mets now ruled ;n his 
ab6ence. That wouldn't do, I headed over to the 
Bison Steve Hotel to .-.vesfiigate. 

The g,t,t mat>ning the lront desk was more 
interested in ventilating my ~ = offering 
hOSp.'taJ,ty, so I shot his head Clean off. New 
Vegas' ion-sight~ made combat a cinch, 
and after a t<1>v en<X>U'lters I allll0$l forgot that 
VATS existed, Once I'd mopped lJI) a few more 
ex~oons and kx>ted their remains. I repaired my 
9mm pistol and rifle to near-original oondition. 
I was ,vomed for a while there, since battfng 
ged<os on the way to Primm had taken its toll on 
my weapons. 

Eventualy, I ended up ;n a ballroom dodging 
blasts of fire. Just for old limes' sake I entered 
VATS and queued up four headshots ,vi!h my 
nev.tf acquired magnum handg<Xl.11 didn1 take 
lour Sh:>IS, 

Afte, rescuing Hhe deputy. I lea<ned that he 
cbl't want the job ..-.ymore, I suppose being 
lodnawed by an incinerator-eQJipped mat>iac 
would do that to a person, He offered a couple 
ol suggestions, though. inctJcSng a lormer sheriff 
or the NCR Itself, Both sounded like decent 
options, so I headed tOlllard the newly added 
waypoints on my compass, 

Hank's time n the wasteland ended before he 
was able to patch up Pm,m·s COOlioct problem, 
but I suspect he'll be back in October, That's 
when I plan on roounng his adventures in the 
Mojave WastelandS. War hasn't changed. and 
nelher has my enthusiasm for New Vegas. 
• Jeff Cork 
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Rock Band 3 
An overwhelming breadth of content 

A s we inch cioser to the reiease of Roel< 
Band 3 it's becomilg increasingly clear 
lhat this game features IUldreds of 

he\ls ot oonten1. This month, we used some 
extended hands-on time with Harmonix· s latest 
creation to dive into several new features that 
funoamen1ally Change the genre. 

First, the baSics: Rock Band 3 is oompatble 
1v11h all those expensive rrusic peripherals you 
already have sining~ lhe hcluse. and your 
Old song lbrary. The small rnprovements to 
menu navigalion make a huge difference to the 
experienoe, especially in party setti>gs. Drum 
pad menu navigation can be cfsallled. Players 
can joo and drop during songs and change 
difflCOlty mid·music. Band SCOf8 and lndivic!Jal 
SCOfes are ~ listed separately. PIiiers lei you 
select I..tich type ol music you want 10 appear in 
yoor selectable song isl, and you can rate songs 
to determine hO-,v often certain music Shows 
up in random setists. Taken toge1her. these 
irrprovements help players customize the game 
1he way they want 10 play it. 

The more SUbs1Mtive changes su1ace in the 
career progression. Eve,ything you do in the 
game now contributes to your progression. no 
matter the mode. Over 800 goalS exist - you can 
shoot for them p,.rposefuly by~ at a r,st, 
or you can wait for them to trigger automatically 

when you oomptete them in a song. The game 
still has a sto,yline folowing your ba1d dtling 
hs rise to statdom, bu1 that plot is now modular 
and occurs after <>lrtain Ctiter',a ate me1. FOt 
instance. creating and naming your band triggers 
a cutscene about the ba1d getting toge1her and 
.igorizing o,,,er its name. 

The more involved (and expensive) new 
proposition delM!fS the most dramatic changes 
to gameplay. The PYo Mode requres one of the 
new instn.ments - the drum cymbal expansion. 
the,_ keyboard ~heral. or one ol the two 
pro gui1ars. You'H need to sllell out some extra 
money, bu1 the rewaros are substantial. ROOI< 
BMd 3 features an incredibly advanced instru· 
ment Morial system for every pro instrument 
that teaches you 1he basics ol play in ways that 
transler to the actual instrument. In other words. 
you could leatn how 10 play the gcitar. drums. 
and keyboard by oompteting the trairing sec• 
lions. All of the songs in Rock Band 3. and many 
of the dolITTOadable tracl<s ~ forward, wll 
include pro instrument charts. 1vhich represent a 
new challenge for music game aficionados. 

We've had over five years to perfect OU' Guhar 
Hero and Rock Band Skills. and after several 
hours with the game, ,ve can attest 101he higher 
difficulty the pro instruments present. The pro 
gutta, and bass parts. in particular, are chal· 
ienging even on 1he IOwer difficllity settings. FOt 
many players. rTlOVi-g up to E,pert crud inv<lMl 
months of practice and rnprovement. 

Roel< Band 3 ains to answer fans' calls for 
imovalion in the increasi-gy reiterative cycle 
of music pcoducis. 'Mlat remains to be seen is 
whe1her gamers are willing 10 Shel OU11he cash 
requied to take that next step. • Matt Miller 

The Latest Songs 
2000. 
• HIM. "Killing Loneliness' 
• Ida Maria. "Oh MY God" 
• Juane$. "Me Cnamon,· 
• Mana. "Oya Me Amor'" 
• Metric. "Combat a.by" 
• Plloenix. "Lasso" 
• Pooi Hoax, "'Antibodies" 
• Rilo Kiley, '"Portions for Foxes" 
• Slipknoc •Before I R>rgcr 
• Them Crool<ed Vultures. "Dead &nd 

f'rlon<ls" 
• The VInes. Uet rree· 
• The White Stripes. ibB Hardest Button 

to Button" 
• Tokio Hotel. "Humanoicr 

1990. 
• FUter, '"Hoy Man. Nice Shoe" 
• Jane's Addiction. "Been caught 

Stealing" 
• Marilyn Manson. "Ibo Beautiful People" 
• Smash Mouth. "Watkin' on the Swl'" 
• Spaoehog. "In JOO MCMtimc• 
• Stone Temple Pilots. '"Plush" 
• Rammstein. '"Du Hast'"' M German) 

1980. 
• The CUrc. ·Just Like Heaven" 
• 0er Leppard, ·rootin"" 
• Oio. "RaiJ\bOw in I.ho Dark" 
• Huey Lewis and the News. '"The Power 

of 1.ove· 
• INXS, "lleed )oo Tonight" 
• Joan i.ic ·1 Love Rock and Rou· 
• Night Ranger. "Siste, Christian" 
• 0-ay Osbourne, -cra,y Train· 
• Roxeue. ibe Look" 
• Tear> R>r Fears. ·everybody Wants To 

Rule The work!" 
• Whitesnal<e. "Here I Go Again" 

1910. 
• The B·52s. "Rock Lobster" 
• Bob Matley and lhe WalJcm. "Get Up, 

Stand Up" 
• Foreigner, "Cold As 108" 
• Queen, "Bohemian Rhapsody'" 
• War. "Low Ridet" 

1980s 
• Jimi Hendrix. "Crosstown TratflC"" 
• The Doo,._ "Break On Thiough" 



Ratchet & Clank: All 4 One 
Insomniac brings four-player arcade-style co-op to the Ratchet universe 

R atchel. Ciani<. Owark. and Dr. Nefarious 
are fom,ng an unhOly aliance lo, the ben· 
efit of PtayStaton fans everywhere. Plot 

delails are scaroe as to why these guys would 
team uP, b<Jt the latest entry in the Ratchet 
& 08.nk !rcYd"lise is tuming in a very differ-
ent directon. Up to four players can jOin uP 
throughout the entire game. Players can drOP 
in and out at any time. and any combinaton of 
onw>e and offline players can team up. 

Al 4 One plays like a h)1>rid of Gauntlet, LEGO 
Star Wais. and. of course. Ratchet & Clar1k. 
tx.like past Ratchet g,mes. all the charaelers 
have the same basic ski sets. Each has a grap, 
piing hOok, standard blaster. and a brand new 
weapon sure to be a hit with tans. 

Ratchet is known fo, its~ arsenals. and 
the first new weapon on dsplay at the game·s 
deb<Jt is a souped up vaw.rn that can suck uP 
objects and shoot them off in an arc. You can 
laulch objec1s ll<e explosive mile$ at enemies 
with the vacuum. O< SOCk up a foe and lal<>Ch 
him back at one ol his Mends. You can also use 
this on your so•caled friends to launch them off 

the edge of the nearest cliff. If you feel Ike work• 
ing together. you can also Sl>:>Ot fr'oends uP 10 
nO<mally naocessllle high ledgeS. 

Insomniac en<XlU'ages this mix of WO<king 
logelher and stabbing each other in the back. 
Players wl have to r~I for rare ~ems. but alsO 
work together 10 get past oertan enemes and 
obstacles. A$ long as at least one Chatacter is 
alive. everyone can be resurrecled. OlherWise. 
it's back to the checkpoint. so take tt easy on the 
team kls. 

In an ear1y demo. we saw all tour Chatacters 
n action. After shooting a few enemies. they all 
attach their eleclrifl8d grappling lines to a flying 
robol and form a long four-man string. Ev8r)'one 
swings back and tOrth to create eno<.g> momen• 
lum to detach and jump to the next ledge. IM18n 
they get to a IOcl<ed dOOf, one player Shoots a 
creature Called a VOltergeist into a SIOt on the 
wall and another player elecllifies a switch panel. 
Befo,e long. the doO< creaks ,Vida Ol)en. 

Up ahead. several sent,y tunets scan lhe atea 
w4h blue ligl>ts and a to<oe field protects them 
from fronIa1 shots. The onfy solution is to launch 

a friend behild the I\JrTet to shoot at its ,'IIJQk 
SPQt. Next. a large robot (X)fl'lna,1(Je, sendS 
them into a massive ocinerator. They al must 
balance on a moving platto,m or they'll tall to a 
flaming deatl>. Alter hOppir)g to safety, they take 
a ride on a mild-mannered elevator that SOdderly 
breaks _.i and sends the team plJmmeting 
down the shaft. SEM!<al tans POWer on intermit­
tently. and the team must w<l<k together to tello>v 
where the wnd blows Of everyone dieS. 

The fnal section of the demo pUts the team 
against a large robotic rr.inboss. He sweeps a 
red laser across the ,wea. !oreing eve,yone to 
/lop c,,,er tt 11<0 a jump r01)8. Ratchet vacwms 
Clank and shoots him up to a swi1ch. With 
the oorrect timing, Qank siams dOwn on the 
switch and clsables the boss's shield. The team 
destroys him with a w,r;e ol blaster fire and 
eXl)iOSive mnes. and a noge P8)iOad or bOlts 
shoots out to all the players. What things you 
can buy with this Olre«;y is stl a mystery, but 
we can't wait to find out more ova,- the next year. 
• Bryan Vore 
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Warhammer 40,000· Space Marine 
Walk a kilometer in this powered armor 

The Wamamme< universe has,_ been 
as big a deal here as it is in Eurcpe, but 
Rer,c Entertainment has built a solid U.S. 

follO\w,g with its exCEllent real-time strategy 
otte,ings in the Dawn of War ser'ies. Now. the 
Vancouver-based stucfio is takng the IP in a 
mo,e violent and hands-on direction with this 
third-pe,son shOoter. The build Relic recootly 
demoed for us looked promising, but ifs not 
clear yet just how Space Marine is going to 901 
past Its horrifically generic name and caow Its 
own niche in a densely packed genre. 

Space Maines in Warhammer 40,000 are the 
perfect expression of ma.-,kind's warll<e ways. 
Melding gene,ations of genetic modification and 
e:ugencs with i'lfluences from the greatest wat· 
riol' tracfrtions in human history. Space Ma~ 
are f"<Jl<ing juggernauts who gladly charge 
into 1,000: t odds with rigltfu expectations of 
emerging vic1orious. Relic wants this game to 
capture that sense of power and viOlence in a 
way that tabletop mil':atu'es or real-time strat • 
egy_coolcJ_ 

We watehed the as-yet -ur-named prot.,gonst 

lead his squad of t:tJe-armored l.ltramarlnes in 
battle on a beSieged Forge world. In this case. 
"lead" rne,w,t "blow up eve,ything in his path. 
and occasionally watch a buddy Chainsword 
an 01< in half: Space Marine isn't about UlknQ 
w.ter and devising a bnllant taciical approach 
to an in-.,ossible situation. It's about the groond 
Shaking beneath your armored boots as you 
crash IIYO<Ql a crumblng, once-ornate pilar. It's 
about turning enemies into founta'ns of blood as 
)OU' bolter SIYeds the Chunk$ of oor,cre1e they're 
hieing beh'nd, tears ~ their pitiful armor. 
and lq.ifies the tender flesh beneath. 11's about 
evaporatilg a SQUad of 01<s with a plasma 
grenade befc,e P<Jl)ing their - 1vitt1 a crush· 
ilg blow from your tll.Jnder hanmer. If nothing 
else. lhe Slice ol gamecllay we saw imparted the 
unstcppable badassery al the Ultramarines. 

Ref,c intends the seamess transition between 
ranged and melee combat to be Space Marine's 
hallmark. A Sir"ge face button Strikes OU1 wi1h 
)<)Ur melee weapon. s.r.,1e contextual corroos 
and finishing mows drNe the presentation. 
Sim'datly strearrliled, one-button timing-based 

Where Did the 
RPG Go? 
When ll was- hrs-1 $hewn m 
trailer form at E3 in 2009, 
Spaoe Marine h!Kl a greater 
locus on O!abl0-1.tke 10<>1 
aoquisitioo Olld ch01acte< 
pmgrossfon. °"'' the oox, 
year cl devclopmen~ Relic 
expenmo0ted wt,th ina.ny 
different procotypes and 
came co tho, oonctuSton th4t 
a straight action game fit 
the tea.m's vision for Space 
!Aarln• henc,. 'lbC RPG siutf 
JUS' put anolller layer cl 
abs'ltatbOll betw(lell play­
ers and lho core fantasy 
of s:teppmg mto a Space 
MarUlC'S tumot and laying 
waste to the enemies ol the 
lmperiwn. 'the I~ vesuqe 
of '1101 old design Is Ille 
slow upgrad.lng of weapons 
as you use them, bul lhat's 
a mmor <ttverSJon - almost 
more of a nod 10 Space. 
Marine"s orig>.ns than a real 
addibOn 10 the game. 

evasions and oour>terauackS add depth to Close· 
quMers engagements. Your inltial chahsword is 
a rri!;µy Wfl)lemenl al Ml.fistic destruction. and 
oo;e, helling to explicitly switch to the 1veapon 
means irs as simple as pr~ a single button 
to decapitate an 01< who gets too dooe. 

The slngle•ptaye, campaign is your typical sci·fi 
adv<lnture. Boss figlus. pensi"8 atmospheric 
sequences, and as much variety as Relic can 
come up \wh in general encx:u,ters comp,ise 
the linear path players take to their utinate des· 
tination. The stucfo estimates players will take 
eight to ~-hours to complele the campaign. 
and promises to 5'llll)lement that with significant 
cooperative and multiptaye, offerings - 1>1ieh It 
declined to oomment on just yet 

Wrth Relic's pedgree. Space Matine should be 
nothhg leSS than oompetant and fun. Whether it 
has the chops to break OU1 of being just another 
sci·fi action shooter and become something 
speciaJ is another question entirely. Howe,er. 
Retlc has done enough in the last decade 
(Homeworld. Dawn of w.,, Company of Heroes) 
to earn a tinte leeway. • Adam Biessener 
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The thud lime's 
the charm 
The MA)Ul you sec U) the 
game now wasn't thedlar­
acto(s (11$1 de$1gn. Producer 
Daisukc Uchiyama says Che 
hrst atte:mpc was more Old· 
dly. oovcred m Oulfy fur. HJS 
1eam took the design to stu­
detus u1 San f'rant.1SCO. who 
made their opinions cleai. 
"BaslCO!ly, they npped lhO 
crap out of it" he says. The 
$8COnd 1toratton was more 
menacmg. but UCh.lyama and 
hi:s team found that pla>·ers 
had a dilflC:Ult tune relating 
to such • scary••· Alter 
etg_ht momh.S of work, they 
finally caine upon !he Mapn's 
current des,g:n. As ho grows 
more powerful the fobage on 
lhe Mapn's back will beoome 
more robUS'I.. sprouting trees 
and filling in llke " bon's 
ma.ne. 

78 pteviews 

A fie, freeing the Majin from its castle prison, 
the thief Tupeu is cisappointed. This 
towering creat1.1e was supposed to be 

his homeland's savior. helping 10 etadlca1e an 
eoc,oact,ng darl<ness. Instead. it is cnildlike 
and dumsy. The beast certainly looks imposing. 
with a massive frame and POWerlul arms, so 
T upev hopes for 1he best and heads bacl< to 1-.s 
threatened forest. 

Vvtilo Majin and the Forsaken Kingdom may 
kick off with feelngs of disappointment, p,od\JCer 
Daisuke I.Jchiyama says their bond wil grow. 
1nis Majn ,vi beoome an important part ol the 
experience - no, onfy 10 the main cha<accet. but 
to the user h'.mself." 

Afte, pfa~ the game lo( a while. a was 
easy to see hOw this ,YO<t<s. Tupeu Is QOick and 
weak. and his rnelee anacl<S dO ittte damage 
compared wah 1-.s giganlic friend. Using the ~t 
tri99et in oonju,clion wlth face bunons aflows 
you 10 d·r8CI the Majin in battle or solve puzzles -
or S<lmeCin'les both simultaneously. The Majn 
can stun opponents wah his powerfu physical 

or elementaf·based anacks. lelting Tupev finish 
them off with his bfade or team anacks. 

In one enoountet ,...,., a mid•- boss. I 
entered a large room ~om an elevated path. I 
d;r8Cled the Majin to attack, and I dove in atte,-

ward. We were quicl<fy overtaken and both died 
within a few seconds. 0, my second attempt, 
1 IOoked around a bit more before inlt'ating the 
baHle. There. I noUoecf a weakened wal aboYe 
the larger room. I oomrnanded the Majin to lean 
against it and wait for my ordet'. Dropping dOwn, 
I lured the group of da1< warriors toward the 
trap. Onoe they were h position, I gave Iha Majin 
the sq,ar, and he leaned into the wall. knockng 
~ dOWn and crushing OU' foes. From there. we 
made short work ol the f<rw who suf\'Mld. 

Afienvard. Tupev was glaZed in 1he same 
mueky goo that covered his enemies. The Main 
used the bteak in the action to inhale and absorb 
the datl<ness. rastomg Tupev's health. Even afiet 
spending a fei.v minutes with my new eMhen 
friend. ij was easy to see that Uchiyama is well 
on his way to act"8\'ing his goal of creating a 
charactet that playe(s care about. I <Xl<Adn't 
have imagiled a bette, oornpanion against 
the darkness. • Jett Cork 



I 
n 2003. POlyphc)ny Digital 
released Gran TurisrTIO A-$pec. 
which (PJickly SOid milions 

and was heralded as one of the 
best racing simlAatO<S of all time. 
POiyphony had planned on releas• 
ing a seconc:I title caJle<j 8-Spec 
sho<1Jy therealter. but like all great 
plans, this one changed along the 
way. Over seven years later. the 
car crazy stuoo finaly feels like it 
is ready to release B•Spec as part 
of Gtan T urismo 5. 

FMS are ateady familii,, with the 
poptAar A•Spec mode: players 
race ttvoug, a series of -1ts. 
buying new cars and toong old 
ones untn their garage looks li<e a mini cw 
c:lealershp. In Gran Turismo 5. A-Spec races 
oover eve,ythi-.g from NASCAR to go.karts. 
and Polyphony has made several tweaks to its 
physics and geomet,y systems to cleal w,'th tt,;s 
wilc:I range of race types. tt )'<)<I think some of the 
game's Sl,l)er cars c:1on·1 hancle like this in real 
life. it's because )'<)<1'119 """"'c:lriven them. 

Unnatural selection 
in GT's course maker 
Polyphony calls its course creation fearure 
a course maker and nO( a OOU1$8: edJtor for 
a reason: 11 doesn't fUJ'tC'bon lll.<o a normal 
oowse eel.nor, Players start the prooess: by 
p1Cking a theme. bk8 "'Germ.any a1 night"' 
or "1oscana m the early morning.· Se\•era1 
sbchng scales allow pl&)'ers to adJust course 
parameters such as track length. weather. 
time of day. number of race se<:tions. sha,p~ 
"""' 01 lho cornors. degree of 1opography. 
banl< 01 angle$. and frequency of QMVOS. 

Onoo you S(tt all tllOSe pa.ramete:rS, the game 
generates the course. Players can race these 
courses online or Sham thmn with the:11 
friends. rt will be mtercsong to sec if players 
1a1ch on10 u,;s land 01 rnap rnalang hl<e Ibey 
~d a more hands--on ooutSO cdi1or wb.erc 
yoo lay Ille tracks yoor,elf. 

B•Spec. on the oilier hancl. f\nclions more Ike 
an RPG fo, racing toom manage,s. wtile a simi• 
1..- mode was inck>ded in GT 4, Polyph:)ny c:lic:ln'I 
leel Iha! it stooc:I on equal footing with A-$pec. 
It's taken until Gran Turismo 5 fo, the toom 10 
reaize its vision for this uniQue racing mode. In 
B•Spec, players still buy and ~veal< cars. but Al 
ctivefs hanc:lle al the racing. The manager's job 

is to nurture a w.f'Wling environ­
ment. During races the manager 
tracl<s his or her driver's mooc:1 
as well as their car's statistics. 
Keep;ng these statistics in minc:I. a 
manager issues commands 10 the 
Clriver. telling h<n or her 10 Sl)8<l(l 
up. overtake a ckivef. or come in 
for a pit stop. Each Al c:lnver has a 
uniQue personaJ•v anc:I responds 
to these oommanc:ls differently 
basec:I on their mooc:I anc:I person• 
allty. If a manager ric:les a drover 
too ~cl or has a novice behind 
the,...,.... their conmanc:ls could 
90 umeeclecl. 

It may 118"8 laken nearly 10 
years. but Polyphony fiMly feels lhat B•Spec's 
racing ~t s,n is on par woh lhe 
oompany·s muct>-lauc:lec:I rac,,g -•or. It 
will be interesting to see how tans of the series 
embrace lhis less traditional approach to a 
racing game. • Ben Reeves 

» Style 
I .. PlaytU Racing 
C16•play01 Online) 

• Pw:tlisher 
Sony Compumr 
£ntertainment 

» De•eloper 
Polyphony Oigllal 

» Releu, 
November 2 

Car Crazy 
t,ot to be outdone. the team 
at Polyphony 0tg11a1 keeps 
adding more cars to Cran 
Tummo's ndlCWOUS roster of 
neatly 1,000. Here are a few 
new entnes the company 
announoed at ttli$ year's 
Gamescom. 

2010 Subaru lmprua 
WRXSTI 

2009 Pagani Zonda R 

2008 Lexus IS-F Racing 
Concept 

1967 Fonarl 330 P4 

1967 Ford Mark IV 

1961 Jaguar XJ 13 

1961 Lamborghini 
Milli'& MOO Bertone 
Prototype 
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» Platform 
PC 

• Style 
I •Player A«ion/RPG 

IMulbplayer 'l'llA) 

» Publisher 
Bli:12ard 

entertainmom 
» Developer 

Blizzard 
Cntenainmem 

» Releue 
'l'llA 

B lizzard puned bacl< the curtail on 
Diablo Ill's crafting at Gamescom 2010 
in Germany. By offloacing crafting onto 

folowers. the artisan system allows players to 
create powerful magical Items without making 
them hang around in town wasting time better 
spent killing monsters. 

11Yee artisans wil join you after you COOlplete 
certain quests wltnin the greater stO<)'llne. They 
each have names and baekStories of their own. 
but fo, now we know them only by ther trades. 
Al U1loo have basic \/80dof f\Jnctionaily, allowing 
you to buy and sett Items at your camp rather 
than shopl<eepers in town. Beyond that. 1heir 
capabilities vary grea\ly. 

The blacksmitn unsurprisingly rocuses on 
equpment ~ close con-bat. Heavy 
armor. swo,ds. axes, and lhe t:ke can al be 
found with him. He can also repair damaged 
equipment and add sockets to Items, alolmg 
you to place an aclditional stat-boosting gem into 
an existing Item. 

The je\'l<lller focuses on gems, He can oom­
bine 1o,.,,..,9rade gems into more powertu -· 
sions. and pop a previously socketed gem out ol 
an item (preserving bOtn the gem and the Item in 
lhe process). 

The mystic can identity Items (thougl he1 
"""81' replace Ded<ard Coo in our tieartS). add a 
chosen affoc to an already magical Item (allowing 
you to focus on. say, critical hit chance if that's 
~ thing), and craft rnag'cal totems like wands. 

Though dfferent character types will likely 
focus on one 0< the other of lhe artisans, game 
direct0< Jay wason notes that •every artisan 
shot.Id do SO<netning fo, every class .• Ciolh· 
wearing casters can S11 make use of an extra 
socket on their chestpieoe, even if the black· 
smith's axecratting doesn't do rructo fO< them. 

Al ttvee artisans can specialize along various 
palhs, ll<e Shield smitning and wand creation. 
lJnllke most RPGs, howe,,er. tnese specializa· 
tions aren't exckJsive . .urt because you've 
had ~ blacksmith specialize in annorcraft• 
ing doesn't mean he can't atso start down the 
swordsmlth's patn. The only limiting facto, is the 
amoont of materials you Sl)8lld on an artisan's 
development. K you want to max out a charac· 
ter's artisans with every specialty in the game, 
you can - w you gm long enough. 

Recipes are obta'oed as cratters le\/81. but 
they can aJso be found as drOps from monsters 
and chests in the wood. No doubt lhe rarest 
recipes will be nea,ty as hard to acquire as lhe 
best eQUi)ment ltseK. w not moreso. K 8lizzard 
is smart about It. rare recipes wl be an integal 
part ol the Diab1o Ill oriine economy. 

To fund lheSe powem.l abilities, you'll ha\/8 
to colecl materials by breaking down existing 
Items. The good news is lhat you can do It in lhe 

field, dealing space in~ invento,y by redUC· 
ing IXA<y swag to easiv stackable co,nponents. 
The bad news is that this has alk>,\/8d Bizzard to 
remo,e town portals lron1 the game entirely. 

Wison contends that alowing players to create 
portals to lhe safety of a town at wUI leads to bad 
deSign and bad gameptay. Players end up using 
them as buffers: fight near an open portal and 
you',e always just a Click from perfect safety. The 
point is oertainly valid, but I'm going to miss tne 
corweoence. Wison says that waypol'lts (wtx:h 
work simila,1y to thOse in Oiab1o If) win be rrudl 
more freQJent in an attemP1 to alleviate that 
somewhat. but It won't be tne same. 

Ever>~ 1'I miss that old town PO<tal "bwong· 
ong" I've heard tnoosands of times, I'm on bOard 
the Oiab1o 111 train. Judging by the cheers. excited 
mu-murs, and palpable entl>Jsiasm from lhe 
European crowd at Gamesccm, I'm not lhe only 
one. like everyone else, I just wish they'd let me 
play It already. 

Blizzatd still won't oommlt 10 Shipping It any 
sooner than "when It's done.· but previous 
indications have pu1 It in fiscal year 20 I 1 (March 
2011 thrOugh March 2012), and nothing I'\/$ 
seen contradicls that. IWJ no, there's no news 
about a console release yet. • Adam Biessener 



Ace Combat Assault Horizon 
Namco Bandai touts Assault Horizon as a "rebirth" for the series 

A tter a three-year hiatus in wtilch the series 
look 10 lhe skies on portable plattonns. 
Namco Bandai recently anr10\J008d Ace 

Combat's relum to consoles. Ar:.e Combat 
Assaull Hofizon is n development fo, both 
the Xbox 360 and Pla)'Station 3, returning to 
Sony's consote after the 360-exCluSive Fires 
of t..i,eration. 

Project t,,;es is being intentionally tight•lipped 
abo<rt Assault Horiton. but the f.rst offlCiaJ 1ra:1er 
clued us in on a new direction for the franchise. 
The footage indcates that the title is a conl)lete 
reboot fo, the series, referring to ~ as a ·game 
changer" and "rebirth.· 

We'd be hard pressed 10 disagee, even with 
the meager~ of the game that is currently 

available. The traier most notably highlighted an 
evolution of corrbat ~om something caioJlaled 
and mechanical 10 a declde<ly more o,ganic 
and persooaJ approach. Oog!ights unfold n the 
midst al u!ban atOOS. with pilots narrowly avoid· 
ing Skys(:tapets as bullets :;pray the lofty struc• 
t..-es. M,ami is the battleground in this pa,1icul8r 
traler. meaning we'i be seang more real-world 
IOcations. PSP's Joint Assaut broke the series" 
trad~ion of fictional seningS. and Ass&Jtt HoriZon 
looks to follow suit. Signs also indicate that the 
player wit take to the skies as a member of the 
United States />Jr Fo,ce. 

The dogfight aa1vs to M end in an explosion 
of fuef and clebris. momentarily '9'ting the sky 
on fire as tendrils al ol SPi<ler UY~ the air. 

The Sims Medieval 
EA goes medieval on the Sims 

W hen The Sims first launched in 2000 
it appealed to hardcore and casual 
gamers alike. quckly launching the 

series onto PC bes1seler lists worldwide. Since 
ijs initial release, ™"8<0US expansion packs 
and sequels took theSe Characters from the 
cookie cutter homes of suburt>ia to the big 
city. Now The Sims are going back in time in a 
brand-new entry that focuses on c,.,est-based 
gameplay and the characters that inhabit 
the kingdom. 

tn The Sims Medieval. players craft unique sto­
ries for thei' Characters in the iconic Middle l>(leS 
setting. A physician, for instance, is responsible 
for curing the 11 by crropping a few leeches on the 
affllCled sim. c:tanng bfood. and administering 
mec:icine. Should the physician neglect his or her 
responsibilities. they,..,. be forced to pay a fine. 

1)81 sent to the stocks for 
a face f\.111 al tomatoes. or 
be escorted to the ·Pit al 
Judgement" for execution. 
To avoid a pa'nful end,ng. 
ij's inWative for each sim 
to COOl)lele his or her ind· 
llidual (1J8Sls. The game 
offers OPli:lOs for tacld',ng each one. 

tn one quest during a hands-off demo, the king 
became i i after being poisoned n a swOfd f,ghl. 
The physician can ChOOSe to either end his fife 
or rescue him. Having taken the virtuous route. 
the physician heads over to the palace, checks 
the king's condition, and ret..-ns 10 her clinic to 
researd> a cue. She discovers a serum called 
Angel Balm is needed to cure poison. Once she 
cotlecls all the necessary items from her healing 

garden, she returns to 
her enc to mash the 
ingredients together at 
her crafting table. The 
medical practitioner 
also has the option to 
call on the kingdom's 
merehant fo, heaing 
~ems. or s..-rvnon the 
town priest to bless 
the king baCk to health 
for addtional aid. She 
heads over to her mes­
senger POSt (equivalent 

Tos brief exchange h~ts the more intimate 
cfrection Project Aces is laking the series, w~h 
combat so close that fuef rains down on your 
amalt upon impact. After several more fiely 
takedowns, ors pilafs luck runs out and we a,e 
jan!rqy ejected from the coekpit. A safe landing 
appears to be 100 much to ask for, as an enemy 
cralt approaches from the periphery. 

Other scenarios h~ted include air•IO­
ground corroat from a heicopter. and a pilot 
taq on a fleet al shps out at sea. 

Perhaps intimate action and a return to 
reality is exactly ,vhat Assault HociZon needs 
to reinvigorate the Ace Combat ~MChise. 
• Meagan VanBurk.leo 

to the phone system in modem-day Sim titles) 
and calls upon the priest via carrier p;geon. With 
al tasks in place. it's time to cure the king. 

Once Qu8Sls ate suooessf\Jlly oompteted, the 
sun gains experience and the player earns king· 
dom points to unlock more Sims from a wide 
range of PcQlessions that will OPElfl w even more 
QU8SI oPPO<'ltrities. Play as a kslight. monarch. 
scri>e. priest. aristocrat, physician, and more 
with each rote affecting QU8SI types. 1/\tite the 
physician Spend$ he, time healing, the priest 
provides sermons at his ctuch and with more 
experience will reach the \Alimate goal of increas• 
ing the Chureh's POl)Olarity. The OPPOrtunities 
areencless. 

Rx an earty buid. The Sims Medeval fooks 
impressive. 8u1ding interiors and exteric<S all 
have a unique, handaalted feel. and the rnety 
detailed character models sport the requisite old 
schoot garb. We took torward to getting more 
de1ails as The Sims Medieval moves f..-ther 
along n clev,ilopment. • Annette Gonzalez 

• Platform 
PlayStation 3 
XbOx 360 

• Style 
I •Player Action 
IMuldplaycr TBAI 

• Publisher 
Namoo Bandai 

• Dtv• loptr 
Proje<I Ares 

• Release 
2011 

• Platfoma 
PC • Mac 

» Style 
I-Player Simulation 

• Publlther 
Elet;tronic Arts 

• De•eloper 
TheSim$Stuctio 

» Release 
Spring 



• Platform 
Wii 

• Style 
l-Player Role-Playing 

Game 
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• Pu.bllsh.er 
Nunendo 

» Deweloper 
l.tistwalker 

• Relea.n 
TBA 

The Last Story 
The RPG master reunites with Nintendo 

F ans of the rOle-playing ge,ve are famifiar 
with the name Final Fantasy, but they may 
not know the man who started the phenom· 

enon. Hironobu Sakaguelli created the famous 
SE<ies. and was in\lO!ved in every ent,y through 
Final Fantasy IX. Afte, leaving Square Enix. 
Sakaguchi founded a new development studio 
called Mistwa!ker, vA>ich deSigned the excel-
lent 360 RPGs Blue Dragon and lost ~ ­
When Sakaguchi is involV8d in a new project, 
game,s should pay attentiOn. 

The latest title from Sakaguchi and Mistwal..­
is a Wi exclusive entitled The l..asl Stcxy. The 
game marl<s the flfSI time Sal<agu)hi is direoting 
(as opposed to producing) a 9'"'18 since Final 

Fantasy v. Set in a tra<ltiooal fantasy ,Y0<1cl, the 
plot of The l..asl Stcxy follows two main heroes 
IMng on f\Jri Island. One is a meroena,y named 
EIUI, and he eventually meets an atlstocratic 
,'l()rnM named K'"'8n. along with a crew of 
aclditiOna! party ment>ers. The< journey explores 
themes ranging from l)Olilical o.pl,eaval tolunan 
emotion, b<Jt MiStwalker and NintendO are keep­
ing the specifics of the adventure under wraps 
for the moment 

On the oombat front. The l..asl Stcxy iS differ­
ent from the tra61ionaf turn-based structure that 
made Sakaguchi's e,v1y titlessuccessfu. The 
battle system is real-time. b<Jt appears to pause 
to acoomm<Xfate target selectiOn for spells 

and abilities. In the game·s trailer. the ~IS run 
smoothly as multiple enemies circle the heroes. 
and coot effects and environmental destruction 
are abundant. A C0\'8' system allows players 
to hide from enemies mid-battle, waling for the 
right opportunity to jump oot and catch the foe 
unaware. 

Nintendo piMS to have The l..asl Stcxy hit 
before the end of the year in Japan. b<Jt the 
game hasn't been oon1irrned f0t a No<1h 
American release yet. However. with a renowned 
developer like Sakaguch at the helm, it's a safe 
bet that The Last Stcxy wil hit our shOtes some­
tine in 2011. • Joe Juba 



Final Fantasy: The 4 Heroes of Light 
Square Enix goes back to the good old days 

Final Fantasy t~les get morn cOO"C)lex with 
each new nstaJlment, with sweeping sto· 
,)'ill8S and in\/OI\/OO mechanics. Most tans 

or the tiancl'lise preler this kind or evOlution, but 
some yearn for the days when things were sim­
pler. Wrth The 4 Heroes of Light, Final Fantasy 
goes back to its roots with an adYeoture 
inspi'ed by the series· early entries. 

Delletoped by Matrix Software (the same 
studio whO made the DS remal<es ot FF Ill and 
IV), The 4 Heroes or Light is a new RPG with 
an Old·schOOI libe. The tale begins like many 
others; a boy wat<oo uP on his 14th b'tthday 

and must visit lls king in order to be considered 
an adult. The premise SOUlds cfiched. but the 
game isn't as narratJve.droven as other entries. 1 
played the first few ho<.<S. and the story serves 
mainly as an excuse to send playe(s into various 
towns. caves. and castles. The entertainment 
isn't del~ed through cutsoenes: instead. the 
thrils oome from expbing, kilng monsters, and 
leveling...,. 

The story isn't the Orly Simplification - the 
oornbat system is also straightforward. Instead or 
tia,.;ng to manage magic pdnts, all ol your skis 
and spells crraw from a single reservoir or ac1lon 
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Def Jam Rapstar 
Think you can flow with the finest? 

K onami's uPCOrTiing rap karaoke title Del 
Jam Rapstar lets hip.hop up-and,(l(lmers 
put their rhyme skiUs to the test. You can 

rap along to the game·s 45 rocensec1 tracks from 
the lkes ot LI Wayne, Kanya West. Nas. A T nbe 
caned Ouest. LL Cool J. and more. or freestyle 
<:Ner beats from l)(ocluoers svch as Danja or 
Nitti Beats. 

Def Jam Aapstar offers three ways to play. 
Party mode lets yw battle with friends or cOI· 
lawate in a duet in 1tackS SUCh as Kanye West's 
"Goidigge(. • where one player IOIIO\vs i<anye·s 
flow white the o-assunes the rote ol Jame 
Foxx and sings along to the chorus. In Ca<eer 
mode you can perform lioensed 1tackS to w(lrl< 
you- way toward superstardom. Top perlor· 

manoes wil earn microphones, in-game cwency 
that unlocl<s new tracl<s. backgrounds, and 
effects that can be used in the rest ot the game. 

To earn maximum mies and street cred. Del 
Jam Rapstar judges your performance based on 
lyrics, tining, and pitch. The game deterrrines 
poilts by sylable and vocal ruances, making 
auto tune an even bigger pain than ii already is. 
Mer spendng some tine with the game. 1 found 
ii is almost essential to have at least some famil· 
iarity with the song chOsen. othenvise you mg,t 
trip Oller a few lyrics. NOlhing a few run-ttvoughs 
with a given track can't fix. This game was 
desigled for tans ot hip•hop, so anyone with an 
interest in the genre and a IOl/8 tor rhyllYn games 
can take a few flubs and pick uP the rest ol lhe 

Points, You can ruld up a rese<ve tor future 
tu-ns by boosting. and o-events in battle can 
cause you to r.w,dorrly regenerate Af' as well. 
The system requires players to be conscious or 
the llow of battle, selecmg the besl moments to 
buld power to la<nch a full•on assaut. 

What you can do with the action pdnts you 
accrue each rOllld depends on the crowns 
your characters are weanng. The equivalent of 
a jOb system. different crowns bestow~. 
penalties, and special abi~ies. For instance, the 
classic black mage is one of the eal1y options, 
but other options, like merchant and dancer, 
open up as the game progresses. I counted 
space tor 28 total crowns (each with several 
upgades), so you'll have plenty ot different 
claSSes with ,'lh'lch to expe<iment and IOrm your 
iooal party, 

If )'OU ge< tired ol g-ind'ng through the classes 
sOIO, you can team up with up to three other play• 
ers in local co-op. The adcttional players won't be 
able to make ertf stay !)(ogress in this mode, but 
you al earn pdnts for rewards that ca,ry Oll8r like 
powerlul weapons and ~fut items. 

With an acoessble structure and a simple 
stay, The 4 Heroes ot IJglt is bull 10 simJltane• 
OUSly evoke nostalgia and entioe newcome,s, 
We'I have a h.11 rel/iew next month. so stay tU'1ed 
10 see if this is the right han<t1eid Final Fantasy 
for you. • Joe Juba 

track no l)(obiem. The show must go on, right? 
Freestyle mode ntroduces the game's onr.ne 

oornmunity oornponent. where players with 
l)(oper lyrical sa:,vy can record their perlor· 
manoes using a system-specific camera. Videos 
can then be edrted with visual effects. cOlo< 
palettes. and titers. Once you're done crafting 
your "1deo, uPiOad ii to Del Jam's comnunlty 
~e for '81/iew by you, fellow peers. With Def 
Jam's invOlvement. who knows. maybe you'll get 
d~ed. 

You won't have to wail long befo<e picking up 
the mic. as Def Jam Rapstar h~s retail in early 
October. • Annette Gonzalez 

• Platform 
Nintendo OS 

» Style 
I -Player Role-Playing 
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PS3. 360 

n Concept 
Integrate it reaJ-time physics 

engine into NHl:s time­
lested gameplay 

,. Graphics 
Thb il')Creased vartety 

or animations !or 
on-ice coUlsions is a 

welcome change 

» Sound 
Bill Clement and Gary TI1ome 

are s:till gre.at announoers. 
but the dialogue is starting 

to Show 1ts age. and EA 
oocds to integrate more 
contextual commentary 

• Ployal>Wty 
The chocking options and 

quidt dekes add more tool's 
to an already versatile 

o:mtrol scheme 

» Ertter1alnment 
The on-ioe action is still solid. 

but Be A GM mOde sulfers 
from poor CPU loglc and Be A 
Pro mode doesn'I offer much 

in the way of innovation 

,, Repla, VW. 
High 

Second Opinion 8 .15 
NHL 11 pns brains versus 
brawn. and it's brawn t.hat 
W'UlS. But it's not Just about 
getting cro$$~ecked m the 
faoc .. tJ10 gainc·s phystcal· 
ity offers hits of all siies. 
whether you're torech.edung. 
clogging the neutral 1,0ne. 
or playt.119 defense. The new 
physics cngmc also allows 
lhe puck to move m01e real• 
iSbcalty whe1\ not on players' 
sticks. HO'.vever. the game 
OOUld be smarte:r. AI playt:rs 
don't play with cnoogh 
peoonahty, 1hey ge, S1UCk 
m rouuncs. and there arcrn 
enough garbage goals. Be A 
GM mode should give you 
GM l3Sks that are tailored ror 
your dub. uades and tradO 
fcodbaci< from Al GMs llla1 
make sense. and n01 teI some 
ot the good pla)·crs sit m froo 
agency. some of these were 
problems last year too (like 
h~v 8e A Pro mode feels 
Iha sa.mc game m aoo ga.me 
outl. but at least I can happily 
spend. 11mo u1 I.he adctict1ve 
Ultimale Team mode. IIHL II 
IS tun from one end or lh& ice 
IO the other. but with more 
work 1t COUld be lh& complete 
package. • Matthew Kato 

86 reviews 

NHL 11 
A star player starts to show some flaws 

I n the NHL's CUTent salary cap era. building a 
Cup conlender reqoires more dligence lhan 
simply poaching big·licket kee agen1s in lhe 

offseason and dratting a blue mp blue Iner. 
Money is lighl, so sawygeneral managers muSl 
make shrewd draft day S<lieclions. toy wilh 
restricted ~ee agency. buy out overpaid players 
on the Jai end of tt,e;r careers, and know lhe 
right t,ne 10 can UP a young p,aspect, PaSl NHL 
games orly captured the basics of the team 
building, bul wilh lhe adcftion of the CHL rJCOOSe 

and a new free agency s)'Slem lhat accounis fc, 
tneslricted and reslricted players. NHL 11 ·s Be 
A GM mode comes closer lo mimicking the real 
league lhaneverbefc,e. 

W4h most of lhe amateur league players now 
in the game, Be A GM gNeS you conlrol a-,e, 
the late of all lhe prospects in your farm system. 
Though lhe game lacl<s NCAA and KHL play· 
ers, most every olher pro<;pecl is rigl11 where 
he's supposed lo be. NHL learns draft piayetS 
81 8~ age, SOorlylhe tOP draft picks~ 
on NHL rooters out of !he gate. 8u1 through 
several years of simming seasons I saw bolh firs! 
10<ro picks and late rould gems blo6som into 
pro Skaters. 
~ the farm system makes for a fun 

offseason. but your P88'S 00\.ld use some 
advice. Though the GMs oon swap star play· 
ers wilh ab<vldon anymore. they sometmes 
lei higl'ly louted firs! IOll1ders lke AiexMder 
Burmistrov escape inlO free agency, bory "81S 
Ike Chris [)uy in the minors, and send rrixed 
s.'glals ruing 1rades. One tean propooecl a 
trade but !hen re,icted ii ,Yllen I ~eed 10 lhe 
terms. Another rejecled a far lrade for the obluSe 
reason of having an "a!Helic supk,s. • The new 
tO•player swaPS fur1her demonstrale the b<Oken 
trade logic guicfr'lQ CPU GMs; ooe team asked 
fc, both of my NHL goalies for a trio of fou'th·lne 

Slyle I 10 &-Player Sports (PS3J, l 10 4-Playor IXlm 360) 112-Playot Online) Publl.tMrllA Spor1JI 
Devtlopt.rtA can.ada 1tol•&s• Soptember 7 U'RB &lo+ 

calbef defenders and a lhrowaway p,ck. Sure 
buddy. Where do I sign? 

No sports game haS movaJed more on the 
gameplay front ttis generation than NHL and ths 
s1eaa,, prog,-ess con1inues lwh the new physics• 
based anination system. a>ed<s now IOok 
difletenl depending on whether yoor defender is 
in pooilion for a crusnng hil or only - 10 cop 
a puck carrier as he Skales by, The in<roduction 
of broken Slicks and a new face-off system also 
helps NHL 1 1 improve ils game, and EA Canada 
has 1wea1<ed lhe Al 10 cut off the back door 
goal exploit and vary the angles goalies lal<e. 
Scoring is loosened a bit. par1iaJarty in the slot. 
bul most games are Slill lOlv SCOf"9 affats on 
tigt,erdflio<Aties. 

The game is also st!Vting to show signs of 
aging. As with lhe past few NHL games, It's """f 
to diclate lhe paoe of lhe game, keep oontrOI 
of the puck, and limit lhe number of SOOfing 
ct.nces fc, yoor Al opponent That said, lhe 
games a-a SIi lighl because opponents Shoot 
an uncharacleristicaly high percentage. YOU' 
Al•controlled leanmales dorfl demonstrate lhe 
same nose for the net ruing odd man I\ISl18s, as 
they frequenlly SIOP (ming to the net. The goalies 
don't track !he puck wel once il's been deflected. 
eilher swinging ,'lllcly to knock the puck ;r.vay or 
not no6c,g thal it's sining right on 1heir shOUlder. 
In some circunstances the line change tune-
lion SIi tails, leaving fl\/8 lied playets on the loe. 
The most no1able crl1iciSm is 1he lack of pla)'81' 
personality on the ice. Notorious hitters like Cai 
Cluttecbuck rarr,ly finish lheir checks, and star 
playe,s r.1<e Alexander °"8chk>'l don'I play ma,1(. 
edy clfferent from any Olher forward. Outside of 
a short stint on a OIL learn ruing lhe Memorial 
Cup at lhe beginnng of your caree<. there isn't 
much new 10 the Be A Pro mode either. 

ff you're an EASHL player, lhe biggest 

irrµ<>lement over past years is the aption 10 
praclice \wh yoor ti.ti. Rather than risk yo,,: 
spot in the SUlnclings 10 1,y oo1 a new player 
c, implemenl a new strategy. you can OOM do 
ii withi1 lhe safely of your own rink. EA also 
Cleaned .., lhe inlerfooe to make ii easier to inter• 
act with yoor club and find games. 

In whal's quickfy become a rite of passage for 
EA Spoc1s games. NHL 11 includes the l.ltmale 
TeMl card-based game mode made popua, by 
Madden and FIFA. Ralher than so'flJly recyde the 
idea, the NHL devs are bul<Jng another compe1i• 
live iell<ll onlo lhe game with !he Utimale Hockey 
L-. 'II/hie ii still uses the famiiar card pack 
system that allol'IS you 10 purchase new player 
cardS by playing with yoor team or paying for 
them. EA Canada has aealed a rnontty league 
governed by a salary~ 10 keep big spenders 
fron> I\Jl'fng lhe leag.,e balance. As you play 
games and earn pucks ~he game's Cllrenc)') you 
can l)U'chase ""'' packs 10 find new players fc, 
yoor rooter, lrain yoor IOP P<'OOl)8CIS. C, 8X1end 
the oontracts of your ru:leus. Though il's techni• 
c,ily possible lo ~e in Iha UHL wilhout 
spencfr1g rn:,ney, p,rtting yo,,: team on SOiid foot• 
,g will be difficut, as lhe Cheaper packs rarr,1y 
award you with any solid NHL players or !raining 
cards. and con1ract cards don't come frequenUy 
enough to help you keep yoor best pla)'81'S on 
lhe loe. 

Like a star player al lhe apex of l1is career, 
NHL 11 Slil shines on the loe. Ne,v innova• 
lions Ike the real-lime physics engine and UHL 
show EA Canada stiff haS some room 10 gow, 
but as age creeps .., on Iha stalwart franchise 
and its prior imovations feel COt1'WTl<l1'4)1, 
some of its weaknesses are starti'lg to appear 
more evident. • Matt Bertz 
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Spider-Man· Shattered Dimensions 
Beenox helps Spider-Man crawl back to the top 

l 

M any O:fferen1 versions of Spider-Man 
exist U>ese <lays. MaMl!'s wall-crawler 
has been re-em,isioned as everything 

from a 17th cen1.,y Soonish rogue 10 a radio· 
active pig. In the past rve had liltle reason 10 
pay at1en1ion 10 lhese Spider-Man variants. 
Howeve,, develope( Beenox makes a strong 
ar9umen1 f0< some of Spidey's lime-cjsplaced 
altema1es in Sp«ler-Man: Shatlered 
Dimensions. This leads me 10 wonder why 
gan,es have focused on only 0f>e version of 
Sp<Jer-Man tor so long. 

Creating a game w~h fCl<JI' different main 

characters. '°"' different WO<lds, '°"' different 
art slyfes. and to« differe<>t game 1yPeS sounds 
ove,ty ambitious, bul any smart developer knows 
!hat ij needs IO Change lh~ 14) IO ke8i:> lhe 
action fresh. Shallered Din>ensions ,vort<s that 
need 10< vooety into ~s fiction. One - had me 
n.ming through a i<J98 using Spider-Man's 
SPider sense 10 dodge sniper fire. In the next I 
was falling pas! mile·flgh SkySa81)8<S, (f()dg· 
ing t,o.,er cars in a fulure version of New Yori<. 
NeXI f was web•®ing between crates as they 
hvrled through the eye or a giant sand tornadO. 
Then a series of spotlights hunted me across lhe 
Skyline as I quietly knocked out a moo or ti-.,gs. 
The action in Shat1ered Oin>ensions iS al<nost 
schiZophrenic, but it's°"""' boring. Usually in 
a game Ike tis, half the action ends 14) feeling 
unpolshed, b<it Beenox avoids Iha! plffal whle 
mal<ilg a11 of Shat1ered D;mensions' disparate 
gan,e 1ypes now~ together. 

Wrt/\ tis ll'<JCh going on it's almost hard 10 
pick a favoo1e WO<ld. M>azing's 90f980US en,,;. 
ronmen1s rem'ncled me ol BOfdeflands' conic 

style I -Play.er Aellon hbllaller ActiviSion Dew.loper Beenox JteleaM september 7 ESRB T 

book vistas. and its web·based comba1 fell dif• 
ferent than any of lhe other ,"°'1ds. 1 also io.iect 
2099's neon-lipped environments and free-falng 
00f0ba1. wnch had me slamming super villains 
in!O any object Iha! got in lhe W1J'/ Of gravity. 
The Utrnate ooverse puts $pidey in lhe blaCk 
sut and gives him a rage meter. wnch makes 
lhe aclion against hOtdes ol smaller minlons al 
lhe mO<e fierce. But I may have had lhe ITl0Sl 
fun i'l lhe Noi,' unille<se. whe<e ils steal!h-based 
levels alolved me 10 sneak lhrOugh cracks in lhe 
Shadows 81\d ,'ltittJe aw~ the enemy OlJl1berS 
with a serieS ol puniShi'lg takedowns. The variety 
in thiS gan>e eXlends IO lhe UllQU8 boos ballles, 
v,nch usually i'lvolve using lhe environment to 
creatillely 1ake down you, op/)()nenl instead of 
~ Chi~ aW1J'f al a large heallh bar. 

One or ,ny fav0<ije aSPeCts of the game is the 
Web of Oestiny challenge. A cross behveen tra­
d'rtional om coleclion and ~t rewards. 
lhe woo or Destiny alolvs you to level up eaCh 
version of Sp«jer-Man with new moves, abili• 
lies. and OOSlumes. I constantly 10\.lld mysElf 
diving into lhe menu to see whal kind of meta 
challenges I had left to complele. These various 
activities i'lciude collecting hidden icons. com­
,:iet,,g time chalfenges, and delealing enemies 
in SPeCial ways. Many ol lhem can be compleled 
ruing the game'S na!u-al P,ogression. b<il only 
lhe de<lcaled wl complete al ,so tas<s. 

Every superhero has his Achilles' heel. and !his 
Sp<Jer-Man iS no different. 'M>le lhe combal 
is fas! and fun. lhe aU10-1"'98ting occasionaly 
snaps to lhe wrong place, 81\d lhe c.imera can 
have a mind of its own when you·re climlJing 
walls. Mt biggeSl disappoinlmenl is reserved 

fc, the stOfY. Corri<:s are a strong stOfYleling 
medium, b<il few - ~ any - come-based games 
have done lhei' source material jUSlice. AclilliSion 
got current AmazinfJ Sp;der-Man scribe Dan Slon 
10 h8') w;1h lhe plot, b<il all $Iott has done is 
draft up a b<ineh of puns so terrible you·11 want 
10 Ct¥Se. The SIOfY detais what happens when 
a ,nys1ical labial Shalters actOSS several different 
dimensions. amplifying lhe powers of any super­
villain who holds n. Ifs lhe kind of hackneyed plot 
Iha! was fashionable in !he '60s. 81\d I though! 
the come world already lranscended this kind 
ot SIOfYlelfing. 

$plde<•Man: Shattered ();n,ensions lands jusl 
Shy ol being lhe ful package, but it delivers a 
non-slop aclion tide with somelhi'lg new around 
every CO<ne<. ~ ijs stO<Y leaves something 
10 be desired. ifs 0f>e or the best Spider-Man 
lilies in recent memo,y, ~ not lhe best Spidef­
Man title to date. • Ben Reeves 

8.5 ~ 
» Concept 
Take four different \'Crsions 
a Spider-Man. set them in 
four different worlds with 
tow different styles ot play. 
and produce one of the b8sl 
Spklet .. Man tiUes ln yea($ 

» Graphics 
Each world has its own 
wuque look and Style. and 
llley are all great. Amazing's 
sketchy oomic vi.be i$ 
partjQJ,larty stunning 

» SOUJtd 
An incredible VOioe cast 
teaturing actors from pas1 
Spider-Man television 
shows is backed by a 
solid soooouaclc 

• Playal>illtJ 
All four \'ersions of Spider­
Man have Wlique combos to 
explore. It was nice not just 
,arnming on the same anack 
button O\'Cr and OVCI again 

» Entertainment 
Don't worry if you've nevor 
heard ol Noir or 2099. each 
world offers something to fans 
ol every level 

» Replay Value 
Moderately Higll 
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Scott Pilgrim Vs. The World 
The best modern brawler since Castle Crashers 
~GOLD Styl• 1 to 4•Pla9er Acuon Pul>&l\or Ubisofl D• .. J•J><r Ubisofl Montreal/UbJSOfl Chongelu Rel••• Augus, 10 !l>S31, ~• 25 j360J ESJlB T 

I 'ma huge Scott P'olgrin fan and brawlers are 
my absolU1e faVO<ite classic genre, so Ubisoft 
had 1he chance 10 •-tiaJly disappoin1 or 

thrill me, Fortunately, Scott Pilgrim vs, the WOl1d 
is everything I would have wanted ! ()( a game 
baood on the franchise, and it stands on its own 
as a great beat ·em up, 

Up to foll: players can team up as Scott 
Pilgrim, S,ephen $tis, Ramona Fk)1'18(S, or 
Kim Pine to take on Ramona's seven evil exes 
and leg'ons of hipsters. ninjas, and Haloween 
party '811eier$. Enemy personali1y is rnportant in 
this genre, and Pllgm>'S foes have~ in spades, 
Emo dudes regan health~ you let them fix !heir 
har, Todd lrqam abuses his telel<inetic vegan 
P◊'v<l<S to great effect, and loads more excellent 

Shank 

ffi()(nOntS ~hat I will not spol here) penneate the 
entre experience. 

Combat is tight and 8aSf to grasp, and usefu 
new moves trlock as characters gain experi­
ence like ground attacks and air l8COWries. In a 
nod to R~ City Ransom, you gain pennanent 
stat bOOsts by J)L<d\asing things like a Clash 
at Demomead record 0( a bu'rito at Sneaky 
Oee'S. In fact, game,'S will find a treasure trOV$ 

ol ciaSSic game references throoghOut 1he entire 
stay mode, 

Scott Pilgrim also contains loads of Easter 
eggs and secrets to keep you con-mg bacl<. 
Players can unlock playable chatacte<s, find 
hidden shops, disco'Jer secret pc)\'le<ful moves, 
and more. The<earealsoseveraJ secret codes 

Vengeance served hot 

~ 8 
PS3 • 360 

StJ•• l or 2-Player Action Pul>Uchor Electronic Arts 
0.•eloper Klei Entertainment Rtte.ae August 24 CSU M 

Take the biOOdy action of a Tarantino finish off, On the 
other hand, the 
challenge Is high, 
y,t;ch Is ideal to, 
gamers tool<ing lo< 
arealfq11. 

An entire second 
campaign is avail­

you can type in at the @e screen to tnock 
new game modes and fun modifiers like chang• 
ing al of 1he ooins enemies drOP into cute 
lo<est aninals, 

While lhe game is great fun as a single-player 
expenence, it 1,uy Shines when you team uP 
with lliends. Whether you're working together 
to figure oU1 a boss pattern or hogging all 1he 
Canadian ooins. ~~)'8r is a blast. The only 
problem? There is absolutely no Oline play, 
How was that feature left out in this day and 
age? t would have gladly paid an extra $5 o,,er 
the s,o asking price lo< this feature. Plett.ring 
my friends list ful ol people~ this awe­
some game and not being able to team up 
just hurts. • Bryan Vore 

PS3 • 360 
• Concept 
The perfect union for fans 
of brawlers and the S<:ott 
Pi)grim franchise 

» Graphlcs 
Pixel hero Paul Robertson has 
aafted his fu1es1 visuals yet 

» Sound 
The catd1y Chiprune 
soundtrack will stick in ~'Our 
head just as long as the music 
from classics like Mega Man 
and Castlevania 

• PlayahllttJ 
Unlockable fflO'-le$ add more 
depth to the tra(liUonal 
puncll•jump-<lash c:onuOIS 

• entertainment 
A rarely soon lioen.sed game 
done right 

• R•playValve 
Moderate 

» Concept 
A gruesome revenge 

story told thiough stylized 
cartoon action 

» Graphlc:s 
Stunning an and animation 

maJce this: one of the most 
viSually anes1.ing games in 

recent memory 
» Sound 

f\tll voeoe acting and a 
fitting soore accompany me 

visuals perfectly 

flick, meld it wnh the best in action car­
toons, Ol'8rlay ~ wl1h a fas1-paced 20 

brawler game mechanic, and yoo know what 
10 expect oU1 of Shank. With both a single· 
ptaye, and muttipta)'8r campaign and plenty 
of "'1ocks, Shank CU1s a bloody swath to 
establish an identify on Xbox Live Arcade and 
PlayStation Net\VOfk. 

Shanti is a v.,onged man. k, the SOU1h-ol­
the-b0fder single-player stay starts. there's not 
rru:h else 10 go on. But wherever that anger 
comes from, ii has hin mowing down gang 
members with chainsaws and using shotguns to 
make his point $0(nething awflA has happened 
to him and someone he klves, and the world will 
pay one way or another. 

able to play cooperatively wlh a mend. Though 
many ol the environments are reused, 1he enemy 
encocnters and bosses are tnQUe to each 
campaign, and the multiplaye< pt04 provides the 
backstory to the larger single-player adven1ure 
you ;.,st finlsood, 

Shank suffers from 100 m.JCh repetition, even 
for a brawl:ng fighter, but ij gets high l)Oints for 
style and~ gritty, dal1< su~ matter, This is a 
ga,ne you can sink yos teeth into and bask nits 
wild aggression. • Matt Miller 

» PlayahWty 
Some poody mapped 

controls mar the otherwi.w 
solid action 

n :entertainment 
A satisfying romp into 

w1adultertlled fury 
» Replay Value 

MOO&rate 

The 20 action heats up from 1he very begin· 
ning, with gay battles "9"inst a teeming cartel 
of armed u-,_,gs, Combat is fast and fierce, and 
1he amusing variety of devastating attacks and 
kil animations steal the show. Tight controls and 
a great combo system h~ a bump due to some 
questionable button mapping, hke the item pick­
up button doubting as the main melee button. 
Toe,e are also a ru-roer of frustrating sequences 
involving poor enemy plaoement and bosses that 
take 100 many of the same patterned attacks to 

Second Opinion 7,5 
Shank is unquesoonsbly • stylish game, but 8Slde fTom 11s stnkmgly crisp characters and exoes,jvely 
Vl01,en1 story there's n01 much else 101t. U you bked the tUSt level you're sure 10 love the la.,1 one; aside 
hom gcrung a few superficially <bfferont weapons. irs the same repco.tivc grind trom begmrung to end. 
It's a drag. because there's a lot to llke in the game. Combat is satlSfylng and nexible. allowmg you to 
do trungs: like tackle a goon. su on lllS chest and J)OWld his face 10 for a rew seoonds. chuck a grcnad0 
et anocber guy. and then resume your sm&dang, The boss fights rety on some clever gunmicks. though 
they abSotb so much damage - pruucuJarly u1 tnulttplayer- thal they ias. well piW lbeu expuabOn 
date. Overall. Shank ~ a Oamly homage to explouation fticks that wears ou1 us welcome just a blt 
100 early. • Jeff Cork 
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Kane & Lynch 2· Dog Days 

PS3. 360 
n Concept 

A direct $8Qtlel with improved 
gunplay. bul no soul 

,. Graphics 
Character and environment 

de1aiJs are masked 
beneath grainy tilters 

and shaky ca.merawork. 
These effects add to the 

dOCumentary presentation 

» Sound 
A non-scop barrage of gunfire 

and expletives 

• Playability 
Gunplay is significandy 

improved, but it's used in a 
foonulalc manner lh>t doesn't 

doitjustioe -~-Multiplayer has stronger 
legs. and online co-op 

is a nice addition, bul it 
does nothing to help the 

laddU$ler camp;t;gn 

Worse than the first 

» ReplayValu.• 
Mocldrately Htgh 

Style I or 2-Playe< Action Cl2-Playcr OnlincJ Pol>Usller Squaie Enix »e .. loper 10 lnter&c6ve 11,1e ... August 17 £SRI M 

Second Opinion 5 

W hen Kane steps 0110 frame for the first 
time. he clisplays the body language 
of a sullen. defeated man. His clothes 

are di-ed, he's PQOt1y groomed, and he 
is deal1y lost to the world. Lynch. on the other 
hand. while stl in d:re need of a shampooing. 
is uncharacte<lsticaly calm, almost beaming 
with life. We're led to believe that he's foond 
RS lot in life in Shanghai, the setting for Kane & 
Lynch 2: Dog Days. 

The reuni:ln ol these two trigger-happy 
m,v>acs is sharp ol tongue, as expected, yet 
has a sense or sincerity. Kane and Lynch have 
changed., their time apart, yet 1t·s Clear that nei· 
tl>er is comfortable in their new skin. 

Belore Kane can check in to RS holel. Lynch 

l'lhlle gravely flawed. Kane & Lynd!: Dead Men had soul. Dog Days does nOI. 
Lobotomlzod charactctS and a throwaway narrative do nodllng to bolstor mccbo­
ete gameplay. ~Uy one of the most formulaic games I've ever played. Dog Day, 
repeatedly relegates you to one room-cte:anng truSS:ion after another - the Only 
r""1 variable bewg the""" of your dlarOCler's d<>lluog lor lad< lbereol). The 
gunpl.ay has boon lightened and cover system reworked (1r's JlOrN" notably less 
magneoc). but the tV\-ealcs can't oountctact the glartng OOlJSSions. lnterac.11ons 
Wlth your partner are curtailed. removing an mstances of ammo sh.anng a.nd 
squad oommancls that I cn)Oyed m tho first game. Al ,s Jut or miss and notably 
more troubled when playing oo-op, Multiplayer oontmues to be t pomt of lll­
mgue. but with otbet porfe:ctly tuned onhoo offt!11llgs: avrulable. u·s hard to jUSIUy 
a purchase for this single redeeming feature. The minor techrucal improvements 
ean·t offset the fact that there lS nothing m 0og Day's garooplay or des.gtt that 
hasn't been done by dozens ot other shooters to significantly more suc:ces:s. Dead 
Men had inleresting ideas in a paorly eXOOJted package. Dog Days disr898Jds 
any and an brand capttal established by its prcdeoessor. and as a result is: stun• 
ning:ty ordmary.• Meagan VanBurkleo 
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asks l he can "" an errand first. This errand 
begils with Lynch kicking in a door and ends 
,-.ith the 98ffi8's credts rolling. kif notion that 
the chafacters have 8\IOlved is striPl)ed 8'$y 
once the IJuletS start flyiig, 

Kane & Lynch 2: Dog Days is a rellentless yet 
faoel8ss Shooter. The p,otagorists' personali­
ties - which were promner,Uy on disl)lay in the 
first garne- are rrufDed U'lder the constant rattle 
or machine guns. The entire game is one long 
firefight, giving frttle tine for the player or plot 
to breathe. The interesting perscnality flaws 01 
Kane and Lynch rarely bleed into the action, but 
we l<roo\'I that in their time apart, tlley've both 
learned how to Shoot a gun prope,1y. 

Most ol the firefghts are intense tests of ski 
that ri,cefy mix w the weapons and ranges. Y°"' 
roes. wf1idl are either poorly <tessed gar,gsters 
er Shanghai police. are intelligent enough to 
flank in the larger environments. and recognile 
the fastest and safest IOUle to oo,;er. How8\ler, 
they have p,oblems reading player movements 
in ceoperatiw play (either split-screen or onr.neJ. 
Cn occasion. when my teammate and I ,vool(f 
sl'ift position. enemies would rm into the middle 
or the tray or would t,y to position themselves 
in the same ctNer location as another enemy. 
Rather than moong to a different spot. their body 
pns with their teanvnate, creating a gftch-tastic 
visual. This problem also occurs wi1h your team• 
mate in single-player. 

Kane and Lynch: Dog Days earns the right to 
be a called a respectable shooter. It doesn't earn 
the right to be caled a respectable game. The 
lack 01 race tine with the charactera isn't the onty 
bewJdering omission. None ol lhe levels have a 
P\ASe. Outside of one ex~ helicoPter-based 

moment. &,ery r,ght can be dassif'8d as a by· 
the-numbers Shootout. The resul is a game that 
feels more fike a carnival shooting galle!y than a 
gritty adventure. 

I hate to say it but the true star of tl1is game 
is the camerawork. Designed to mimic a poony 
recorded You Tube video, the camera is in1en­
tionaJly imperfect Shots are framed poorly. off­
screen ight souroes bleach the image quality. 
and artifac1ing and distortion oca.r When the 
camera is jOStled. N; odd as this is go;,g to 
SOUld, the gnrgy effect is beautifuly realized. 

If your interest lies outside or single-player or 
CO·OP, Dog Days offers a mueh deeper multi• 
player experienoe than the first game. Fragile 
Aliance, the mode that starts with players 
v.:,k'ng a heist together then l)OSSibly turning 
against each other. is heq,tened by a better 
selection ol maps, not to mention ~Y that 
actualy ,YO<ks. A variation on Ragle Alliance 
called Undereovet Cop also deiwrs a tlYling 
experienoe. as players l<roo\'I one of the< own will 
StXely tu'n on them. Enjoyallle deathmatcnng is 
also offered in the new Cops & Robbers mode. 
although it doesn't have much in terms or pro­
gession outside or achievements and trophies. 

1r your preference is single-player or co-op, 
0og Days· lack 01 personality (both in the 
charactera and on the battlefield) resuts in 
one ol the IJlal>deS1 shooters out there. G~ 
how little the story matters. Mckey Mouse 
and Donald Duck coold have been swapped 
in as the p,otagonists and I probably ,YQUldn·1 
have noticed. Corners are even cut on the 
endng. leaving the story wide open with no hint 
of resolf1ion. • Andrew Reiner 



Front Mission Evolved 
Blast walking tanks to bits in this entertaining mech shooter 

Style l•Player Sh00t8r t8•Pla)18r Onlinot 
Publisher Square f:nix D• v•loper DOUbJe Helix 

R-1eue Sep1e.m.bet 2.8 &SU T 

T he Front Mission franchise has a limited coh fol· 
io,..-.g, bvt has stn,ggled to fnd mainstream 
appeal. Reaching out to a bigger crowd. Front 

Mission Evolved <fiches the prev<>us entries' ATS­
style gameplay in favor of third-person action. While 
a few sig\ature series Staple$ remain. such as a con­
voluted political story(ne and tons of customization 
OPtions, the fast-paced mech combat makes bi<>,..-.g 
the crap out of stuff fa, more accessible and fun. 

You take control of a walking tar-I< (0< Wanze,) that 
can be custorrizoo to suit your play style based on 
S1)88(1. POWG<. o, o.,aN!y. Part of the fun is tweak-
ing these machines between missions, ensumg you 
aren't packr,g too much heat (overweight machines 
are about as good as scrap metal). I p,eferred strap­
png on a missle laooeher 811dsripe, rifle fO< rMged 
combat: slamming foes with exploong missiles 1vnle 
piclOOg off INnbs is effective and satisfying. 11 you lean 
mo,e toward melee, you can equp oversized Shields 
and tlult weapons 10< extra force and defense. h8l1dy 
,men having to (µCkly P<M'Gf through tons ol enem'es 
to reach the next ctoeckPOnt, I IO<nd raoged assaults 
to be the most effoctille. but ~ is easy to adjust to other 
types as needed to SUM\/8 SPOCiflc scenarios. If you 
want to just ;.,rrc into the actiOn, you can select trom 
a m.rnber ol pre-built mad1ines. bvt manually tii<eril-.g 
with the b<eadth ol COSIO<nization OPlions ensU'8S the 
higlest l)(Obabl ity ol success. 

The mission Olljectives are standard, but tight con­
trols and pe,formaoo,,basad cffficulty scaling keep 
things enjoyable. You may need to SP88d boost across 
an entre levef to SlMVive a COiiapsing enlliromient. man 
missiles aboard an airetaft, topple an enonnous boss, 
o, simply IJlast the hell out of everything in your path. 
Some scenarios requie you to d~ch the Wanzer 811d 
lake out human opponents on loot - njssic)ns I cotJd 
have illed without. These soctions' Slow pacing and 
combat mechanics aren't as tight as the mech battleS. 
Q-.ce retnted 1wh your We/lzer. however. you'll look 
lorwa,d to transforming your opponents into heapr1g 
pies of llorning metal. 

Front Mission Evolved offers fO<X mlJtiplayer 
modes that are """"'98 at best: cteattvnatch. team 
deathmatch, dO<nina1ion (take control of tenets), and 
S\4)r8ffi8C)' (Clain capttre points). While chasing ancl 
destroying live Ol)p()neOts might be fun on lauich day. 
the modes are not cornpelng enough to CO<l'4)8te with 
other mt.ltt)layer offerings out there. 

Front Mission Evolved isn't fO< everyone, and fans 
of the series may be disappointed by the deVia· 
lion from tactical gameplay, but the action-focused 
lomua 1vor1<s well enough to earn the series some 
new fans. • Annette Gonzalez: 

7 75 ~ ■ ~ 
PS3 • 360• PC 
,. Concept 
Tum your medl Uno the 
ultimate IMCl\ine ol destruc­
tion with acx:es:sible ai.s­
tomiiation tools to st.lit yow 
play Slyle 
n Graphlca 
Mechs a,e varied and 
d&tat18<1.. bul the envi .. 
ronmcnts: ooukt U$C lhe 
same 1e .. •cl of anention. 
Cnvi.ronmental ot;ecu don't 
feel like lhe ri9h1 scale for 
the mad\U1e's massive sii& 

• Sound 
Like something S1raigh1 out 
of a Transformets fuck 

• Ployal>Wty 
If you can play a 1htrd•perSOJ1 
shoomr, }'OU can play this 

,. Ea.tertalnment 
Varied miss5on structures 
keep the action moving at 
a solid pace . .at least until 
you diteh Ule meeh tor Ule 
on-fOOt ShOOling soquoooes 
,. Replay Value 
Mocteratety I.Ow 



~ 9.5 
360 

n Concept 
1,et Hol<> fans finally 

experienoe the event that 
u,eyw been heartng ab<>ut 

for a Cleea<Se 

• G.raphica 
Chatactct 1node1S and weapon 

eUects .,. slgnlficondy 
improved. over Halo 3. and 

batUes fearure ludicrous 
amounts of onscreeo action 

» Sound 
series composer Marty 

O'Donnell outdoes hbnooll 
with one of tho best gaming 

scores this generation 
» PloyahWty 

As always. controls are 
tight as a drum. The new 

Armor Abilities are a huge 
improvement over Halo 3's 

equipment 
» £ntertalnment 

A.eaeh knoekS it out of the 
park In vlnually every 

category. wilh a varied 
campaign and a vast amount 

of multiplayer optiom 
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n Replay Value 
High 

r:&wE MONTH ~ MiNuM 

H alfway ttvough the campaign of Halo: 
Reach, you a,e in the Sky behin<I the 
contrOIS ol a Fale()n turret as protagonist 

Noble 6. As the UNSC ship scurries you around 
the batllef,eid, you try your hatdes1 to take out 
lhe n.rnerous waves Of eoenies in an attetnpt 
to save friendy forces. No matter how fast 
your ttunbs ate or how dead·oo yo-.x aim is, 
tt·s in-.,ossible to take out the entire invading 
Covenant. You get frustrated watclli)g felow 
solcie<s cfl8. despite petfo,ming to the best of 
your gaming abilities. This feeling of helpless· 
ness is a common oco.xrence throughout the 
title. Series fans know going in that this game 
will not have a happy ending, and that gloomy 
sense of inevitabil1Y sticks wah you from begin• 
ning to end. 

Reach doesn't waste any time: the QPening 
cinema&: features a Spartan helmet with a b\Jle\ 
hole through is visor resting on the gOllld of a 
smoldering, war•to,n planet. Onceyouassune 
control of Noble 6. you plunge right into the 
first clays ol the pl!wlet'S violent downfall. Along 
with the other five merroers ol Noble Team, 
you discover stai"I S()lcf,ers on lhe fields and in 
the houses of a countryside set1lement. It isn't 
)'tll apparent that the planet is facing a fuA·scale 
invasion. bu1 sometHng is cleal1y amiss. 

Once the action picks up. tl1el8's no uning 
back. Mission by mission, Reach delivers battles 
on a scale oo,er befo,e seen in the immens,ity 
PoPUlar frMchise. Smail sl<irmsheS are lhe 
exception rather than the rule, as ma,y firell!f,ts 
feature Banshees and FaJoons blasting away 
at each other in the Sl<y. groun<I vehicles SPraY· 
ing plasma and concussive shels al CNe< the 
place, and hO<des of angry Covenam soldiers. 
8ur'98 succeeded in making lhes& invade<s 
scary agal"I, as their numbers are overwhelming 
and their native gru,ts and yels are far more 
fr~tening than the oo,nicaf ~ they SPOke 
in prev,ou$ titleS. 

The Covenant are also smarte, than...,, Toss 
a plasma grenade at an Elie and he'I pro<ect 

Styt• l to 4-Playor Shoocer (16-PJayer Online> Pul>U.lntr Microsoft 
Denl~r Bungle R•lflu• Scp1om1>er 14 ESRJ M 

hmself with the same Armo< Lock ability you'd 
uoo if the roles"""" reversed. H you go into 
Armo, LOCk to shield yoorself againSt a Charging, 
hammer·wielcf~ Brule, he'll be smart enough to 
back off belote the short•range EMP detonates. 

These subOO delaJs are everywhere a you·re 
tool<ing hard enoogh, but most of the tme your 
attention is focused on the si-chaos around 
you. Previous Halo titles suffe<ed from repetitive, 
similar·looki:lg environments, but Reach mixes 
<4> the gameplay bette, than any of Its p,edeces• 
SOI$. One minute you're sniping enemies under 
the cow,, of ng,t. the next you·re llyw-(I from 
s1<yscraper to skyscraper in a F aloon or infltrat • 
ing a Covenant sh'P in IOw-gravity. 

Tris refreshing mixture ol gamep1ay is most 
evident in a rrid-game mission caled Exodus. 
You begin in a b<ight, vivid city tha1 wooJd be 
beaulifu W It weren't for al the dead bodies 
everywhere, Withil mn.rtes of exr:>b"ilJ, waves 
of G<unt suicide squads bombatd you. H you 
want to SUNive the <Mlrwhelming odds, you 
fl'lJSt tiptoe around every corner just in case 
tl1el8's a pack of plasma grenade·wiefcfng foes 
on the other side. Once you·ve dispatched these 
squads. Noble 6 grabs a jetpack to cruise across 
a few chasms and joins a human team named 
the 8>Jflfrogs. Then you're on to an al·out wa, 
with an argy gang of Brutes. Earlier Halo tlttes 
went several missions without sq,i!icanl!y mixing 
<4> the gameplay, but Reach does It three OOl8S 
wi\lin the same level. 

The Halo: Reach carrj)aign is the best in the 
se,ies, but It's still shy ol perfect. Master Chief 
may be a gaming ieon. but he is an emotionless. 
almost generic protagonist. ~ tries to give 
the inoowal Noble Team merroers personaJi• 
ties. but Ws 8Q<lally hard 10 care about them o, 
their fates. It's not enough to simply show us 
some Spartan faces and give them a few Ines: 
they need to be ll<able Characle<s which we 
can identify with, They may have mo,e person­
ality than the Chief. but they stl have a long 
way to go. 

Reach also occasionally SCA>\VS you ave, 
with Checkpoints. Some are too far betwoon, 
and otherS leave you at a majo, disadvantage 
dependng on the circumstances vmen you 
activated them. At one peint late in the game, I 
activated a cheekJ)Oint wfth amost no health, no 
anmo, and missing the Soorpion tank that was 
crucial to fristing the mission. Situations like 
these are few and far between. but that doesn't 
make them any toss frustrating. 

As good as It is. the campaign isn't what wil 
keep gamers glued to their televisions late into 
the night for the next several yea-s, Halo's legacy 
is built on mlJtiplayer. and Reach gives 98ffi€'S 
more reason to come back than ever befo,e. 
'Mielher you· re raking in crecf1s en route to that 
perlect sui. blasting tlYOUQll Fire[g,t with three 
friends, experimenting wl1h the great />rmo, 
Abities, creating new maps w'rth the infn1ely 
ill)rOIIOd Fo,ge mode. o, just playing some 
good old·fashioned Team Slayer, it's one of the 
most robust multiplay<lr ottenngs ava'lable. 

Wtiplayer maps have always been one ol 
Bur'98's strongest suits. and Reach features a 
fantastic collection. A few favorites ret\l'n with a 
oow coat of paint, and the rv,w maps are among 
the bes1 in the ge«e. Some are especially suted 
to a partic<,tar mode. The new Invasion game 
plays Ike a mix of territories and ~rure the 
flag, and tt really shnes on the Spire map. As the 
Spartans, ft's you, job to sto,m the S te's 1o,.ver, 
gab their power core. and maJ<e a mad dash 10 
the ~-Modes such as this one probably 
won't be played near1y as nu:h as the standard 
Slayer/Team Stayer/CTF matches. bul they're a 
geat change of pace. 

1','f disappointment series fans felt afte, OOST 
sho<Ad be CO<ll)letely washed away tharl<s to 
Reach. Mal<e no m'stake about It - this is the 
true fol ow·<4> to Halo 3. It's also a pertect way 
fo, Bungie to part with the series ft turned into a 
phenomenon. • Dan Ryckert 



Comic Jumper: The 
Adventures of Captain Smiley 
Down comes the wall 

Styk l •Play,,r ru:tfon Pul>IWI•• '!Wisted Pixel 
l>tvolope, Twisted ,Pixel Release October 6 CSJ\B T 

Comic Jumper is a goo,e I have 
a IOvelhate relationShip with, 
depenclrg on when you catch me 

playing. Ha<kenng back to old school 
Shoolers, Come Jumper pits you 
against swarms or enemies. flurries or 
projectiles. and multi-stage bosses lhat 
wll have you ,-aspawning aplenty. Frts or 
frustralion are usua1y folOwed by a self• 
congralulatO<y euph0<ia, only to wash. 
rinse. and repeat on the next level. 

cai,tan Smiley. an out-of-,VOfk comic 
hero. is forced to earn extra dough (and 
regain his reader$hi)) by guest starring in 
POWar comic p,operties. Each comic -
be It the Conan-inspo'e(I Nanoc the 
ObflViatO< Of Iha SiMlf A<;,8 inl>robable 
Paper Pals -has a ..-.cve M slyle. 
SOUnd direc1i00. and roster of enemieS. 

Gamepiay breaks down into shooter 
and b<awter segments. with inmitable 
bOSS battle$ peppered in to keep you 
on yoo, toes. The combat is shal· 
low-metee attacks a,e very imited 
and me nature or analog sriooters is 
logically restrictive - but the papen::,att 
geishas lWITI8d with bladed fans and 
fire-b<ealhing marioneltes don't <,j,,e you 

time for resplle. Boss battles offer the 
most varied combat, and much Ike Ol(l 
schOol sriooters you iea.-n by trial and 
error. deciphering their patterns before 
you can reduce tlleir massive health bars 
to zero. Other than a hit to yoo, SCO<e 
(and rrissed monetary bonus potentiaf). 
the penalty for death iS nonexistent. 
U>fortrnately, lhe cheekl)c>nts are t.neli· 
able, sometineS restMing you back sig· 
nif,canlly f\Jrther lhan you would expect. 

My lavo<ite aspect 01 Comic Jumper 
is thal the dell$ at Twisted P-ocel dial'! 
b<eak the fOU1h wal: they 00<npletely 
Cfecmatedlt. GaptainSmiley~ 
with real ife Twisted Pixel employees 
d\Jring the goo,e. and you can even cal 
for live-action aids if you want some or 
the staffers to help you in battle. The 
stucio's personaity is n fused into "'"'Y 
aSPE>Ct or Com<: Jumper. and I couldn't 
~ but be endeared 10 them. 

Comic Jumper iS one of the most 
orignal goo,es or the year. If you're uP 
for the Challenge and don't mind the 
shallow wrbat, It's worth the price of 
admission. • Meagan VanBurkleo 

PS3 • 360 
» Concept 
An out-of-work superhero 
guest stars in other comic 
properties for cash 

n G.raphlca 
The diverse art styles give 
e.a<:h level a fr8Sh spin and 
added incentive to push 
forward. Coptaln Smiley's 
bull>O<IS heocl - him 
the most unnerving hero 
ever, though 

• SOWMI 
The mUSiC i:S as varied as the 
art <lll'ection. used bOth to 
set the tone and as an outlet 
for humor 

» PlayabWty 
Comic: Jumper follows in 
'Splosion Man's footsteps with 
punishing g.a.meplay, but si.11oe 
there's no penally for dying. 
!rusuation doestn <hp Uno 
deal-breaker territory. A few 
cheap deaths luld me gritting 
my teeth. however 

» Ente.rtainment 
Some~ the humor seems 
fo,oed, but o .. •erall captain 
Smik!:y kept me Chuckling. 
.Bonuses for exploring. 
purchasable character 
progression. and unlockable 
oontent all provide iooentive 
to revisit 

» Replay Value 
Moderate 

Campus Degrees 

Master's 
Entertainment Business 

► Game Oe.$tgn 

Bachelor's 
Computer Animation 
Digital Arts & Design 
El"ltCrtainment BusinC$$ 
Film 

► Game Art 
► Game Oeveloprneni 

Music Business 
Recording Arts 
Show Production 
Wei> Cosign & Oevelot)ment 

Associate's 
GraphM: Design 
Recording Engineering 

Online Degrees 

Master's 
Crea1iveWri1ing 
Edocstion M4Xfia 
Design & Technologv 
El"ltCrtainmen1 8us1nt$$ 
Entertainmenl Business; 

wirh a $ports M1tnagomenr 
El«tJvoTrlt('k 

lntomet Mart.eting 
Media Design 

Bachelor's 
Compvter Animation 
Entertainment Business 

► Game Art 
► Game Oes.ign 

GraphK: Cosign 
Internet Mart<eting 
Music Business 
Mvs,c P<oduc11on 
w.tb Design & Development 
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• &.25 
Wii 

n C<lncept 
Meuoid's exploration and 

upgrades meet Toam Ninja's 
last-paced aaiOn gameplay­

oh. and drama 
• G.raphlca 

Some Uucrestmg 
environments and Wlique 

aeatures balanced by 
r009h character models and 

animation. StiU. one of lhe 
bOSl•IOOldng \Vu g,mes 

» Sound 
Classic McttOid soundS 3.lld 
mt.lS:ic will bring you much 

closer to the franchise's 
greatness than the gameplay 

• PlayahWty 
It can be tun once you're au 
powered up. but switching 

10 hrst-person to shoot 
m.iSSiJ8$ JS always dUfflS>• 

and annoying 

,. Enkrt.alnmo-n1 
Most gamers will find more 
enjoyment in moddng the 

overacted.. overwritten 
o.1tsoenes tha,n playing 

the game 
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H Replay Value 
Mocterate 

Metro id· Other M 
Nintendo's Team Ninja team-up robs Metroid of its atmosphere and character 

W hen I saw the debut Ir.,;Ier 10< Melroid: 
Olhef M at E3 2009, I had the same 
reaction as mBllY fans. I was nervous 

about anolt,er big change 10 the w;es I IOve 
so mvch, bvl moong the explO<atkln and at.no• 
sphere of Met(Q(j w;lh the tighl acrobat<: action 
of Team Nilja's Niflja Gaidell series seemed like 
a very POSsillle wn - yo,., know the Old Cl<:he 
about two great tastes !hat go grea1 1ogether. 
Unfortunately. 1hs combination proves SOU'. 

To beg'n with, Metroid's si9na1ure sense of 
isolation on a hatSh. alien planet ;s largely oosent 
silce S........ iS no~ ruroog solo. Shortly 
atter board'ng a Cfec'efoct SPaCe station, she 
mee1s a crew of Galacl<: Federalion SOld;ers. 
an(! - surprise! - she has a secret h;story wijh 
00\/ll<al of them. These new au;es CWd have 
presented a forgvallle way to mlx up lhe Melroicl 
formtJa, bvl lh&y end uP hal,;ng a neg&live 
irr4)act on almost every aspec1 of the g¥ne. 

Samus ends up 1YO<l<ing together w;1h the 
crew, wt-.ch rnakeS sense. However, ;n a 101a11y 
absu'd decision that cloesn'I WO<k weU fO< her 
character. she cleoides to follow the O<clers of 
commanding officer Adam M~. AlthO<,gh 
yo,., &4>pose(lly t,eg;n Other M f1Ay•pow8'8Cf, 
Samus wil not use her vatiety of missiles. 
aclvaneed 9<"S, 0< a,mo, upgadeS ooti 

Style I-Player Action Pohllsher Ni.ntenC,o X>oweloper Team ,Ninja fteJ♦as♦ August 3) J:Sfl.8 T 

Malkovich authOrizes it. I refuse to beli&ve thal 
a badass bO\.l'lly Mier wW<I refuse to acti­
vate her armor's heal·teSislanl Varia SUi1 as she 
marches through the heart of a ll<licano w;th her 
health constan11y c:tan;ng - an actual soenano 
from lhe game. 

You'll run ITTIO siluaHons m<e lhiS again ancJ 
again, v.t-oere a SUJ)er m;ssile 0< gappUng hOOk 
,'IO<Acl lJIO\v yo,., 10 progress, bvl ilsleacl you·re 
g._, orclera to lum arouncl, knowing yo,.,'I have 
to backlr.ick later. Irs I;ke Team N;nja wanted 10 
prove tha11heY CWd come up with a more oon­
trivecl way to locl< clown yourpowe,s than the 
average Me~oicl game where you just IOse them 
n the beg;nn,-.g~. 

C\'l the Olher hM<I. maybe Samus iS happy 
001 using her full r.,nge of ,veapon,y, because ;,s 
kind of a pain 10 <lo so. Snee conlrol iS lin;led to 
a Single w,; remote, many of lhe game's encoun• 
ters OOl clc\,n to runring ;,, a circle. chargilg 
w YoU< gun. ancl ShOOtng over ancJ over un1u 
the enemy <lies, pray;,g 1ha1 the game·s <l<Xl9Y 
aulo·tatgeling wori<s. Aiming at the screen wijh 
the Wi remo(e takes yo,., into r.rst-person view, 
,'1ich iS lhe orty way you can ShOOt m;s$ile$. 
Unfoouna1e1y, lhiS also takes a111911 your abiUty 
to move. If lhe cl8ll8toper 1h0ugh1 that frequent, 
jarr;ng switeheS to lvsl•pe,son to ShOOI Off a few 
<lespetale rriSSiles bef0<e you get altacke<I iS a 
fun gameplay mechanic. they ,ve,e wrong. 

The oombat iSn1 the most pa;nful part of Other 
M, thougl; Iha! award goes to lhe sUtted <la· 
logue in is many overlong C>Jtsocenes. lnstea<I of 
the sub11e. eff&CIMl Slorytellng of Soper Metroid 
(whd> Olhef M folows ;,, the Metroicl 1i'neis1e), 
yoo'I gel cinemal<:s 1ha1 look beauliful bvl often 
Nn as long as t 5 minutes. exnaustng ~ 
with rel)81ition of Obvious piOt points and over­
moughl cl;a!ogue as mature and ;n18'8Sl;ng as a 
loonager's (lia,y. 

The bigges1 C>J1pril in the bacl storytelng iS 
Samos herself. She has a oonstant runn;ng na,. 
rauon, v.tlich makes the ,-.tlole expenence feet 
umecessarty expository. 18$$1.11l8 it's meant to 
lencl her ernotklnal g.,avily. but the souleSS 1'0ice 
act;ng ancJ ham-flSted wriUng make Iha! ;mi,os• 
s;ble. Even worse, Sarrus often oomes off as an 
icliot. After one s.,Pl)0!1ing Chat act er has Clearly 
8S18biShe<f lhat lhe space SlaUon has been 
cloing biolog<:al weapons 1es1s. Samus asks, 
·0o yo,., tt>nk tt,ey were cloing biolog<:ai 1veal)• 
ons tests?" Later, in her ;n1emaI rnonolOgue, She 
aga;n teilerates this conf,rme(I f8Cl we leamed 
just 20 m;nuIes ;q,. 

If lhal'S not enough 10 tM<e her tr,1;kallle. her 
altilucle toward the GaJac1ic Fecletalion sokf<lfs 
iS. W>en she's no1 blncily fOlowing 0<clers f0< 
no cliscernble reason, she beCOmeS a Sf)oile(I 
brat. One majO< llashbael< revolves 8l0U\Cl how 
Samos became kilo\-,, as the so1<ier whO ,'IO<A(I 
9h.e thumbs clown during miSsion brieftlgs. Wt>:> 
dOeS that?! 

Late ;,, the game. once Samus unlocks all of 
her abil;lies anc1 begins meetng more famiiat 
faces from the series, 1 experienoect lleetng 
moments vlhere ij all clicl<ecl. ancl I saw g1;mpses 
of l,o,,v great Other M coutcl have been. Bui an 
hell, or 1wo of leSS painful gamep1ay can' t make 
w f0< the bad design choiOes al Ills game•s 
core. It 8Sl)ecialy can't make w 10< ,..t,at Other 
M has dO<>e 10 Sa.nus as a character. She'I 
f°"""" be !rapped il my milcl as a whiny, 
tat<alive chi(! who iS 100 wiling 10 give w her 
freeclom ancl too pe1u1an110 be hkable. MetiolCI: 
Olhef M ;s the mos! ~ N'nt&n<IO 
,e1ease il (Jl'1e some Ume ancJ a - that 
iSn't likely 10 be f0<90ne,, on an otherwise 
S<.l)erb frllnct>iSe .• Phil Kollar 





PC 
n Concept 

Remake the classi(:' RTS for 
modem machines - bul with 
immense creatMty applied 10 

hs oomcm and connectivity 

• G.raphlca 
The ex8.ggtlf310d art Slylc 

and highly saturated palette 
pop even on old machines 
using low settings;. while 
hi9her-end PCs enjoy the 

last ten•y08r$ worth ot work 
Oil lighting. ShadOw. Alld 

particle effects 

» Sound 
The extensi,.·c voice wozk 

thloughout the campaign is 
excenent. tnd the in-game 

audro conveys information as 
wen as you'd hope 

• Playal>Wly 
Small toucties bke the 

removal of unit limits within 
selections. multiple building 

selecC, and exceUent idle 
unit Al and palhfinding give 

th.is th8 best control oC any 
UaditionaJ RTS 

» Entertalnm.ent 
Tty as: I mlgh1. I can't name a 
smgle gamer in my life who I 

wouldn't strongly recommend 

96 reviews 

this to 

n Replay Value 
High 

StarCraft II· Wings of Liberty 
Worth every second of a twelve-year wait 

I just finished StarCratt II: Wings of Liberty's 
sto,y campaign, and all I want to do is crank 
w the difl'ICUlty and start over right f'C\v 

deSpitemydocktetlrQmett·s t :OOAM. The 
battles are so varied - wtth new untts fitting 
seamlessly beside returning faV(lr,tes and cam­
paign-only toys that would break multiplayer 
balance - alowing for interesting force compo~ 
sitioos. The objectives are cw>iQue, Challenging 
playEts to move tr,e;r bases through hOStie 
temtory ahead of ara act,.,ancing wall of fire or to 
rescue orbital-dropping allied units from behind 
enemy lines. All I'm r>terested in right now is 
diving right back in. The lure of attacking my 
problems from different d:rections and padding 
my Battle.net account wtth additional achieve­
ments has me hool<ed. It doesn't hurt that new 
diff>CUty settings change the scripting of mis• 
sions. rather than just throw a few more t.rits at 
you. The sto,y is more _,ently executed 
than bril iantly oonoeived, bot a few amazing, 
epic moments on top of the continuation of 
Raynor, Kerrigan, and Zeratul's adventures 
make it all worthwhie. 

It's 3:00 AM and I just 1<)$1 my f-fth game il a 
r<Y-v, and al I wMt to do is hit that F'nd MatCh 
button one mo<e tm!. I thri< I've got my open­
Ing down - pushing up that r, s, barracks ea,1llr 
il my btitd <Xder was key- but I'm getting 
,vreck8d when I try to transition to a mech·based 
strategy when hard oounters to my infantry Slart 
showing w. The Classic ATS tension of tryrog to 
keep my eoonomy growing, constantly sooutl>g, 
and managing the battles themselves is penectly 
captured here. The few l.ttle Changes to control. 
Ike rrdtl)le bul<ing S8lection and unlimited 
tnt selection. are a big difference in maki)g 
the interface W0<1< fc, you instead of 98'~"9 in 
your w&y. I've never spent so rruCh time with an 
RTS without poppng a vein il frustration ove, 
tnt Al c, pathf.nc:fng. bot none of those issues 
have appeared he<e at al. The garneptay is~ 
StarCraft all the trne. bot with the benefit of a 

style 1~Ptayc1 Strategy (Up to s .. piayer oi1ltnet ~bw Btm.ard emerrainmom 
o ........ 811,wd e,ucrt&Juneut l!tl• - July 27 ESRB T 

decade of tteration to~- tt without sacrific­
ing the ~ and impeccable balir1ce that are 
its SOUi. 

My fingers are twitchir,g on !heir own and my 
mind is buzzing with hotkeys, control groups, 
and ral>f POints as the sun oomes '4). 1 have to 
take a break from tl'is !!;Ptning-fest <Xl<l'l)etitive 
environment. bot I don't have to leave StarOatt 
II to do tt. Motivated creators have already used 
the PQ\~ editing tOOls to create widly d~­
ferent experiences within the game, and I can1 
wait to check them out. I can't seem to~ into 
this awesome patential, though, because ft's 
tidden behind an awful backend that requ'res 
me to download a map and publish tt myself 
befo,e I can hOst a match on tt. A few Olher ter• 
ribte decisions about cus,om game hosting and 
matchmaking on Blizzard's part have me tearing 

my hair out il frustration, but the incoming invite 
from my friend to play oo-op distracts me for 
the moment. 

My god. the<e's a whole other set of achieve· 
ments, tnOCkable portraits, and vantty ttems in 
OO·OP against the Al, plus a wide variety of maps 
and diff',cutty settngs. 1>1r1 I <Ner gong to tear 
myself ""'8y from this game? I don't know~ I 
even want to. 

Son-.e games contain a bnlliMce that is dif­
ficult to captt.re in words. Braid's g,eatness. 
for nstance, lies in sugges,ing emotion to our 
minds and chalenging us to interpret ft how 
we will. StruCralt II is anytl1ing but that sort 
of enigmatic. swjective experience. This is 
a svbimely engneered game ,vtth a simple, 
elegM1 core deSign and 81 of the rough edgeS 
gOLlld rr,.vay. • Adam Biessener 



Kingdom Hearts: Birth by Sleep 
Great mechanics get undercut by character and story reboots 

Sty I• l ·Play,,r MIion/RPG hl>IWlor Square Enix oe .. lopn Square Enix Relf ... September 7 ESBI E 10+ 

A nyone dep<essed that SQuare Enix is 
dragging its feet on a hgl production 
value PS3 release of Kingdom Hearts 3 

would be inSane lO pass up IJ;rth by Sloop 
simply because tt·s on PS? or that it doesn't 
place series hero Sora in a lead role. Ths entry 
stands alongside Khgdom Hearts II vlsuaAy with 
imp<essively delaled characte<s, animation. 
and on-screen effects. Instead of retreading 
the same Old worlds, it brings in brand•new 
locations like Snow White·s forest and Stitch·s 
spaceship p,ison (~ I nev« have lo ,..., lh'oogh 
Agrabah ever again, it ,vdl be too soon). And 
tt f,nally explains what the heck is goo,g on in 
that aazy secret movie with the bl.M'lny armor 
people in a k8yblade graveyard from the end of 
Kingdom Hearts 11. 

New characle<s Terra. IAlnlUS. and Aqua play 
precursor roles to Rl<u, Sora, and Kairi respec• 
IM)ly. They all hOpe lO beoome k8)blade maste<s 
and have 1rai1ed hard for the pri\,iege. You awl'! 
help but ctaw ~s lo Star WatS in Birth 

by Sloop, especially when one of the llltee must 
battle agahst lhe dal1< sido, I <OOM, the dal1<· 
ness. Despite the heavy borrowing, replacing 
Jedi with keyblade maste<s and the Force with 
magicftswell. 

Combat blends mekle combos with easiy 
accessillle magic and k8)blade Sl)eCials. U<e 
any RPG, your character levels up as you gain 
mate experience. but Birth by Sleep lels you gain 
experience in each ablily. I became addicted 
to swapping abilities once they maxed out and 
combnng them lo make more powerful ,­
ones. When comt,r,ing abifities, you can also 
keep any per1<s lied lo a~ abiilly like fi'8 
resistance, bonus health, or longer combos. 
Ths move 8Volu1ion system doesn't etw;r.JS tel 
you ,vt,at you·,e going 10 create, however, so I 
wested e lot of matenals along the way il ordet 
10 taJor my charactars how I wanted. Scoring a 
POWerllA actobalic move or a ra,e l)OWerfu SPel 
rnekes tt ell worth tt il the end. Once you know 
,vhat you're oong you can get stronger qt.ickly. 

Players choose one of 
U,,oo prou,gonists 81 the 
start and follow each 
story from one Disney 
,VOfld 10 the next unll 
the fi>al confrontaticn. In 
1010 12 hO<rs, you've 
beaten the game and 
rrust sta,t over wi1h the 
next character. You'I 
1raV<ll to an the same 
,VOflds in essoolialt,, the 
same order. but you'I 
eXl)lofe dflerent areas of 
the map, meet different 

characters, and battle cfffeient bosses. In 
Cinderela's 1YOl1d, for example, 1/enlus is shnllk 
doWn to mouse size to help collect items for her 
dress. Terra escorts her 10 the bal, and l\t:t.Ja 
rnekes sue she gets to 1ry on the gass sfpper. 
'M1ile it's an interesling ooocepl. by the lime I got 
around lO playing l\t:t.Ja on my third playthrough, 
I had al'8ady been everywhere twice and had 
powered up two characters. Its no fun st~ 
over 81 square one again after you·ve tasted ulli• 
mate power. It d0esn1 help !hat l\q.Ja's story is 
tho weal<esl of the lh'ee, either. 

To play the final wrap•up chapter after all three 
ce,eers, you have to oollect al of Xehanort's 
reports. ff nol, you have lo go back and gab 
lhen1 and re-beat the game w;lh those specific 
characters. ll's kild of a pain that you can·, 
iuSl go right lo the end, but ~ you've explored 
along the way you'll probably have moSI of 
ll1ern anyway. 

Wtipleyer ;,; IOcel ad·hoc only. so good 
luck finding a friend with a PSP and copy of 
the game. If you do, you can IeamuPor face 
off in a VlWiety of minigan\es Ike a kart racer. a 
Monopoly-esque board game, and several arena 
matches. I c!dn't awe for lhe fll'S1 h\'() OP lions, 
but it's always enjOyatile to be able beat up a 
friend in ballle or team up wtth them lo lake on 
waves of enemies. 

Overall. I iOVed lhe CXlmbal, leveling, and 
look of IJ;rth by Sleep, and I applaud the bold 
storytelling approach of having 1h'8e sto· 
rylines. rm just glad I won·, have 10 start uP 
enother character tom scratch in 1his game 
fN0l aga'.n. • Bryan Vore 

8.5 
PSP 
» Concept 
Teti the origins ol the 
Kingdom Hearts world. 
borrowing from Star Wm 

» Graphics 
The graphica.l lil'rutatioos 
ol other portable Kingdom 
Heam: titles: are n01 a 
problem here. Birth by Sloop 
is gorgeous 

• Sow,d 
Leonard NllOOy shines as 
lead villain Xehanort while 
Mark Hamill SWJ)rise:s as 
mentor Eraqus 

• Playability 
Quite po$Slbly the series' 
smoolh4l:St aoo most dynamic 
oombat system yc.1 

» Entertainmill'lt 
Any story booomos tlrod 
when you have to repeat it 
so mucil 

» Replay Value 
Moderate 

Getting more out 
of Birth by Sleep 
U you·re interested in playing 
Buth by Sleep. you should 
consider mvesnng in a hefty 
memory libek. 1b reduce load 
tunes: as much as p0$$ible, 
you have to install 624 MB of 
data onto your ~tom. Al$0 

be sure to boost color depch 
up to 32 ... b1t and push the 
CPU speed up to 333hi. The 
game will look grea1 and run 
as smooth as sUk oo matter 
how many effects aJe oymg 
around. on scroon. 
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8.75 I Madden NFL 11 30Dol~Heroe& 8 S May-10 TNFcrQt'Xitnsanc,s, • .U·10 ~ 0,.,, &Oken AJienc9 • $«>10 

--. ... - $75 .v;:w-tO 
..,,,...,.. 7 Ju1·10 Ooocjto~Aocrohon • ..... ,. 

Platform PS3 • 360 Release Augusc 10 ESRB & 
,..,,.....,_ OS .... ,. "'°"""- 9.7$ Jsl.10 CM',tyll6g0~ 6.5 M.'W·lO 

Issue Sep'IO - • ...... ,_....E>d6.Golrj£aaon U 1'0·10 --<><> 
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Olr'r.o'$Wtrrlo ' .V.;)1'•10 """""'"" 825 N'l·IO .... c.u.., • Acr•tO 

Deotlto~~ • -·· s,.,o-,n., LnC>otlanctN 
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ll25 Ha'·IO TQC1fWQoc:1$A°3"Wtl 8.7$ Jul•TO .,_ • ~-10 

Fl'llilll~ 0olJ:llt""l»Q • .k,-1-10 Tc,,,Sc:ry3 • Ai.1.1·10 

__ , 
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,.,_,_ Mad(Jl9f\NFl II 8.75 S.,.10 

GtOOnOoy Rock B.w'd ,s .... ,. Y4JttorCyl,)rtron $$ ~-10 Mil;clr ~ ~ 21<10 1.1$ AQr-10 

Madden NFL 11 is a clear step -- 9..S 1,/..#•IO l,.FC~2010 825 Jo.1.10 ....,,_, 9.15 Mol:·10 

"onMlf'l2 • .;,,.,o --· --forward for the franchise. but as fun 
.... _ 

• ...... ,_ .. .._ 7.5 ~-10 81ooc,t~.,-l(,t~ 7.75 M.'W:-10 
....h:&Kfq't~ 725 M,,,10 MOQIMYIIO 8.7'5 Atlr·10 

os the additions are. the fact that -c.u..• • ....... 
l.nOCI\MdN -..3 $$ ~-10 -= 9 Mttt•tO 

some of its glaring mistakes remain 0..,(ti(nOIUC,. • -·· 
__ ., 

f ·•:Jo·fj,j, 
is like gelling a new stud quarterback .... - "S Nlr·IO 

P.B\V~Tr,e 8S "4:W·lO 

L£00t-...-yFtoelerYelWS1•.t 725 ..._.10 
,,_.W&ce 8.S .l.f'l-10 --""""" 1.75$,ep-10 

even though the offensive line still 
needs an upgrade. - Mal/hew Kato 

Ptatfoml P$3 ·360 • PC Release September 7 
ESRB T 

A number of hiccups in the control 
scheme and unit Al keep the 

gameplay from being as smooth as 
J'd like. and the console versions 

suffer from constant texture draw-in 
and object pop-up when you're 

quickly flitting about the map - which 
is most of the lime. I hope online 
play finds an audience. though. 

because irs a unique flavor that is 
sure to resonate with a fair number of 

gamers. - Adam Biessener 

j 
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8.75 I Dead Rising: 
case Zero 

~OINT..-. 
<>_, 

Platform 360 Release August 31 ESRB M 

The downloadable Dead Rising: 
Case Zero is a great introduction 

co the sequel's new systems while 
managing 10 stand on its own. lt's 
relatively short. bur there's enough 
zombie-slaying action - with room 

for experimentation - co inspire 
mulliple playlhloughs. The fact 

that some of that experience carries 
over co Dead Rising 2 is just brain­

flavored gravy. - Jeff Cork 

. ...... Ae.olicwqOlfalt IPSMIJt-10 
725 Aug·10 - 1 Atlr·10 

71 Pokemon Ranger: 
Guardian Signs 
Platform OS Reteue October 4 ESRB RP 

Guardian Signs simplifies the 
traditional. color-coded Pokemon 
RPG formula for a game that is 

enjoyable overall and accessible 
for trainers of oil ages. Though it 
may be too simple for hardcore 

monster catchers. this Pokemon lile 
spinoff makes a great encry-level 
title for the younger generation. 

- Annelle Gonzalez 

Pl•tform Wil Reteu• September 7 ESRB £ 
Platform PS3 • 360 Release September 7 
ESRB T Platform Wli R•leu• Augus.1 24 ESRB E 10+ If you can put up with the lack of 

HAWX 2 explores a number 
of clever variations on the air 

combat Iheme. and is belier tor 
the effort. Jrs Just not enough co 
wholly make up for a haphazard 
story, sub-par production value, 

and unsurprising mission 
slnlctwe - Matt Miller 

There used co be a time when I 
liked the 2K hockey series over EA's 
franchise. and that was because I 

liked the way the skating felt. Jt was 
light and responsive. even if the 

games themselves were more arcade-­
like. How I long for those doys afler 
playing NHL 2K 11. - Matthew Kato 

precision in the hockey stick peripheral 
and the shallow nature of the other 
game modes. the fun Peewee 10 Pro 
mode captures the spirit of hockey 

from the backyard ponds to the 
pocked arenas in a way that should 
appeal 10 adults and children alike. 

-MattBertz 



I 8.5 I C,astlevania: Harmony of Despair ' 
Phltfomi 360 Jltt-loaa• August 4 ESRB T l.sfto Sep ' 10 

While some frustrations keep HOimony 
of Despair from reaching the level of its 
predecessors, the co-op mu/lip/ayer is 

a fantastic new feature. EOily levels Oie 
frustrating when going solo, but bringing a 

few friends along makes it a significantly more 
manageable and fun experience. - Dan Ryckefl 
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Things You Didn't 
Know About ... 

Thanks to Kevin Butler, it's hard not to smile every time one of Sony's commercials comes on the 
air, Sony's well-dressed vice president of nearly everything knows how to tickle the geeky part of our 
brains. However, we don't know much about Sony's newest pitchman. It's time that changed. 

+ Considering your career 
path, you must have gone to 
an impressive college; what 
did you major In? 
College?l1 witen. you don't 
nse u 1> to be a h1gh1y suocess 
ful 0011)<)1ate w:e 1xCSldent by 
wasnng ume with book loam 
mg I've got a double ma)(l 
from the School of Hald Knocks 
and a minor from A•~'USOme 
UnrveiSJty 

+ SUrcly you've bad a long 
and WllStrlous career. Where 
dld you work before Sony? 
I don't nonnally bke to talk 
aboot the past. let's f\Jst say 
Ihere·s a oeuaul rore1gn ImeI 
ltgonce agency who'd pay a 
preity penny to get theu hands 
on Uus VP But m my early days 
I used to be an actO< Did my 
fan shale of commeu,,ais and 
rhe ocx:aS10nal olf f~oacJway 
play You may romombor mo 
from such lines as ·when Mil 
they make a pancake that 
tastes ltke a hot dog?" and too 
cia.s,c "!lid oomeb<Xly take my 
crescent wrench?" 

+ Sony is a proud a.nd pow• 
crful company. How did you 
end up work!ng there. and 
what has that experience 
been like? 
I really run ltv,ng the <l!eam f 
mean. •'lhO ~ldo't wam 10 
w01k fo, a gamrng oompany 
aoo the best one at that? The 
only tiun<J that oould make 
n any better wouJd be tf we 
we1e makmg v1de0 games out 
of Ch0001a1e And 1Iust me. nn 
wo,tong on that 

+ See.ms like you wear a lot 
of different hats at Sony. How 
many job titles do you actu• 
ally have? How big is your 
bu.$.iness card? 
Honeslly. I've IOS\ oount. I'm 
what they m I.he busmess 
w011<1 call ·upwardly mcbrle." 
And oocas,onally s,de',vardly 
mobile. rve always boon 1hI.s 
way As a kid I was both \<P of 
Lemon Olstnbuoon and Dlstnct 
Manager of Sugar Procurement 
at my bfOlher's lemonade stand 
And W8 alWiay$ hl1 OUI num 
00,S As for lhe buSlness card. 
,rs brg Most ]JeOllle would go 
wtth one bog card, but mme ts 
made of many small caids sewn 
tlllJethei uke fle1sy Roos when 
she made 11,e flag ~xcept hers 
Stood 10< f'loodom and m1119 
Stands for A1,veoomc 

+ It would seem that a busy 
guy like yourscU would nocd 
to start the day out right with 
a power brea.kfa.st. How do 
you $tart your mornings? 
I fa.low a sinct regunen or 1he 
fou, food g,oupo And e..-eiy 
food QTOUP IS bacon 

+ You've unlocked the 
sec:rets of spac:e and time and 
travel ed to the tuturo. What's 
that like? Got any tips for 
prospective time travelers? 
1\mc nave! 11pc!? Only one: 
bnng totlet papei I don't want 
to get mto too much detail. but 
let's Just say that the fu1we 
altern.auve to tc».lec. paper l$ one 
parry you dorn wam an 1ni.'l.ta• 
non to 

+ Do you have any heroes? 
Who does Kevin Butler 
admire most? 
Only one: President ),lil!ard 
f'lllmore ror obvlotis f0030n3-

+ When you inevitably get 
around to writing your auto-­
biography, wbat wW you 
call It? 
weu. J can't unagn>e one book 
could tell I he '1,,1hole StOtY $0 

u Wllllld defrmlely l)a•,e to be 
a mlogy BUI I 1.magtll9 too 
fllSI book WQ<t)d be ca!lcd 
Kevinom1CS flow I Only 1)(/ 
EVesyth11,y. 

+ Last but not lout, what ts 
your favorite sandwich? 
Have you ~.:er .had a Morue 
Cnsto? It's an enure ham. 
turkey. anti SWlS8 ~tlwlcn 
d1wed 1n r,eoch 1l>al<t bGUet 
and deeP frlll4 tr·• aeiua)ly 
semi exunet in l'l)OS'I. pans of 
the world, because rew oould 
handle IIS ep1C11\)SS Wei~ my 
l;r,'Onte sandwroh 13 • oou~le 
bacon Che<!OOl)u1get \v\lJl \WO 
Mome Crr$tO San<l\~,os the 
oon And a (l!j)t Coke. o!lviouSly. 
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