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ANDY McNAMARA
EDITOR-IN-CHIEF
andy@gameinformer.com
A
Read my column or

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

Some Games
Should Never Die

sa i of games, one of the
A greatest things that happened in 2009 was

the release of the God of War Collection.
Not for the obvious reason that it is a great
bundle of amazing products slapped together
as one cheaper piece of software; its genius lies
in the fact that it updated a beloved game with
today’s technology so God of War could con-
tinue to be relevant in the video game world.

Sony Computer Entertainment followed up
the God of War Collection with the announce-
ment of The Sly Collection, which releases
later this year. Sama modus operandi - keap
the classic gameplay but update the graphics
and throw in some new bells and whistles for
good measure. Kudos to Sony for its historically
savvy vision of the future,

While playing StarGraft 2, the desire to relive
the glory days of the original hit me like a ton
of bricks. However, to my disappointment, the
game is trapped in old resclutions and even
has some minor kssues working with moderm
day operating systems. Obviously, this isn't the
game's fault (and yes, it is “playabla), but it's
acrime that so many great games are headed
down a path of extinction. If it barety works
now, what will it play like in 12 more years when
StarCraft 3 comes out?

Updating past glories, or in this case
releasing a special edition or collection with
improvements, not only gives the old guard the
opportunity to replay a classic, it gives new
gamers a chance to experience some of inter-
active entertainment’s greatest triumphs.

My mind reels with possibilities: Warcraft lll,
Deus Ex, System Shock, Grand Theft Auto lll,
leo, Mortal Kombat, and even the original Halo.
| could go on and on. | want these garmes to
get a loving makeover by their creators and be
reintroduced to the gaming public. These clas-
s5ics - and hundreds of others - deserve o live
on forever outside of emulators, dusty old con-
soles, and low-resolution 4x3 aspect ratios.

It's been done before, and it will be done
again, but | would love to see these collections
become the standard operating procedure for
the hits and cult classics that have defined
video gaming for all these years.

Cheers,

COLLECTOR'S EDITION COVERS
Game Informer teamed up with
Irrational Games this issue to bring
you three special edition covers
featuring characters from BioShock
Infinite. Capturing the spirit of The
Saturday Evening Post from the
early 1900z, these covers recreate
what gaming magazines may have
looked like on Columbia.

BioShock de per | ] k
a breathtaking return to the series it origi-
nated. With a daring new setting and a fresh
cast of characters, BioShack Infinite will
change everything you think you know about
the franchise.

by Joe Juba
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Contact Us
feedback@gameinformer.com

his month in
Feedback we discuss
the future of 3D 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.

Question of the Month:

Of the games still to

be released in 2010,

which are you most
excited for?

Email your response to
feedback@gameinformer.com

Scott Shiveley
Columbus, OH

Congratulations, Scott. We had several nerds take issue with
Reiner's question, but your explanation was by far the nerdiest.
You may rest well knowing that order has been restored to the
galaxy. If we ever mess up a bit of Star Wars trivia in the future,
feel free to use your Vulcan nerve pinch on us. PS: You misspelled
“Jango Fett.”

No More Motion Controls
While reading your articles on ES, | noticed how
the biggest news from both Sony and Microsoft
involed motion controls. This kinda bums me
out, as | like my games as they are now. I'm
afraid fand I'm sure I'm not the only one) that
soon the controller-based console will die out
and video games will be controlled solely with
motion (or a hybrid, like WiMove).
Brandon Siegel

Orlando, Florida

Based on the number of concerned

wa've ivad ding motion
controls, it's clear that a lot of gamers still

To 3D or not 3D7
Based on Sony’s current trend toward 30
gaming, would it be safe to say that their next
consola will be 100-percent 307 Would it be
awise decision for me 1o go out and buy 23D
television so I'm prepared for the upcoming 30
game invasion? Or is 3D gaming simply a fad?
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
console. Furthermore, you should never feel

prefer playing games the old

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.

[ into p 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 pogs!



Modern Woe-fare
If wou couldnt tell by my name, let me clarify:
| am a gir, | love video games, and yes, I'm
actually pretty good at them. One of my favorite
games is Call of Duty: Modem Wartare 2, and |
love to play online, What | don't love is talking to
other gamers through the microphone. As soon
as the guys figura out I'm a gir it starts. Insults,
name caling, and general loud mouthing, and it
gels worse when | have more kills than anyone
in the game. Clwviously video games and gamers
have becoms more mainstream, but how long
until it becomes ok to be a gid garmer?
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 can
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 screen
names with a bunch of Xs.

Dry Your Tears
A comment in your newest issue caught me
severely off guard. In the Top 10 Embarrassing
E3 moments, the very last thing you list, “Grown
Men Cry for Zelda,” really struck a nenve with me
and left me in awe. | wasn't at the show, but |
alzo cried when | watched this for the first time.
| mean, have you guys never had something
that you are that passionate about? Realy? | feel
ke you just called anyone who cries over video
games losers, nends, geeks, dorks...the list goes
on. Do | need to be slapped because | fesl an
emotional connection to a video gama? Do 1?7
Rick
Via email

In a word, 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 countless 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 ing
from journalists.

It's Still Gross
A couple issues back someaone guestioned why
AQ games weren't available to purchase. Gl said
a sexually explicit garme would be “gross.” | find it
highdy offensive 1o think that you would take such
a very immalture stance on this. Sex is beautiful
and pleasurable and banned from shelves, but
kicking a man into the air and shot-gunning him
in the testicles is on pre-order! | feel you ought to
be ashamed for taking such a stance. Often men
have no ability to have adult relationships with
women. If a developer can create a villain who
murders people with a surgical scalped, | should
be able to create a tense sexual situation with a
beautiful woman (or man), and have it be consid-
ered just as “mature.”

Anonymous

Via email

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 treated 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
only hinder your “ability to have adult rela-
ti ips with ," but also rei

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, turn off your system
and lock elsewhere for a good time.

“Are there any good Nanuio
games that adults would enjoy®*
Nope.

“Dio you preder Dr. Pepper
or Roat Beer?

Dr. Pepper.

“Why did you neghect 1o oover
[incsert game titie here] in the

E3 issue?”

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

2y wals reniers opinion on
walfies?

Hai yalk 50 sup wit shemnue 3!

(Left) The guys from Treyarch
and Activision {Dan Bunting
David Vonderhaar, John Rafacz,
Josh Sefinger, and Josh Olin)
had to pull some Black Ops

of their own in an effort to get
Dan to step into a fancy restau-
rant [Right) Ben and Dead
Space 2's Steve Papoutsis
meat up at Gamescom. Ben's
best efforts to look tough were
thwarted thanks to that purse
he's carrying
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Now Beng Fght-Handed 18%
I Chur Insighiful Mavie Critiques 8%
W Possbilizy Of A Highlander

Video 2%

Man and b

“everyone has a ' i
proved it by purchasing Dan and
Ben [Middle| Disney's Mari-
am Sughayer and Double Fine's
Greg Rice hang out at a Scott
Pilgrim party (Right) Annetts
ran into Metal Gear creator
Hideo Kojima at Comic-Con's
Tron party. Kojima was not
amusad when she kept drop-
ping to one knee and taking
pretend Codec calls
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Story Time
I'm about to be a high school student and | am
very into games with deep storyines. Although,
I have some younger friends I've been talking
to and they seem to not care al all about sto-
ryings. In fact, they ridicule me for liking them
50 much, and I'm starting to feel a bit alone
out here. | know I'm not the only person who
cares about stondines so much, but I'd just ke
a responss from someone ke 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 Themn All

I was just reading Ted P's letter in issue 208,

and would just like to say that | for cne prefer
more previews than reviews. Honestly, | don't
subscribe to Gl to see what you guys think about
games that | most ikely already know whether or
not I'm going to buy (possibly thanks to your pre-
view coverage), | subscribe for insider informa-
tion, such as the hands-on previews. So if Ted

P cancels his subscription, ket me know = I'll buy
two, Just keep the previews coming,

Matt B.
Pittsburgh, PA

We received quite a few responses to Ted's
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, guys!

Jim Raynor
ire cutseer

Tyler Fetter
Conroe, TR
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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?

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.

r
What's the law say?
The California bill dermands that violent video
games be marked with a two-inch square
label on the front of the box. Retailers that sel
thase games to minors would be liable for up
to $1,000 per viclation. Take a big game on its
release date and a bad sales clerk, and that
could add up to a hefty chunk of change.

The law eschews the ESRB rating system,
and demands a separate set of descriptors
be applied. it describes a violent game as
ane in which "the range of cptions available
to a player includes kiling, maiming, dismam-
bering, or sexually assaulting an image of a
human being.” The bill also details what it
means by each of those words and extends

its description to include characters with “sub-

stantially human characteristics.”

According to the bil, a game falls under
the law if “a reasonable person, considering
the game as a whole, would find it appeals to
a deviant or morbid interest of minors. it is
patently offensiva to prevaiing standards in the
community as to what is suitable for minors...

or it causes the game, as a whole, to lack seri-
ous literary, artistic, political, or scientific value
for minors.”

If some red flags are popping up as you read
those descriptions, you're not the only one. The
ESA has some problems as well.

What's at stake?
Game Informer asked ESA spokesman Rich
Taylor about the challenges the bill presents
1o the gaming industry. “Do you want the gov-
emment éven beginning to get into the area
of deciding what can and can't be sold and
marketed, and ultimately, what can and can't
be created?” Taylor asked. “As someone who
enjoys video games, do you beleve that form of
creative entertainment deserves the same con-
stitutional protections afforded to books, fims,
and music, and other forms of popular enter-
tainment? Why should this incredibly dynamic
industry be treated differently?”

To many gamers, the law sounds redundant.
After all, the ESRB akeady labels M-rated

law would complicate the relationship between
publishers, retailers, and gamers. “If you're a
retailer, you want to be abile to sell the products
that come to your store without fear of poten-
tially being on the wrong side of the law,” Taylor
surmises. “The easier course might be fo not
carry that game at all. And when retallers make
that decision, it means there are fewer places
to sell that game for those that create thermn.”
Connecting the dots gets easy from thera on
out, Game publishers and developers need to
make money to produce new games and tum
a profit. If retailers won't sell a game for fear of
legal penalties, the likelihood of those games
being made decreases.

Moreover, the ESA has concemns about the
precedent sat by the law, both in terms of future
video game legislation, as well as ions set
ion other forms of media. “It's a law that would
treat creative works in a way that's inhospitable
to the first amendment,” Taylor continues.
“That's a very dangerous place for our country to
be considering heading.”

connect 19
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The Other Side

But are all those arguments legitimate? The
California law isn’t concerned with other
mediums - only video games. And from the
perspective of the state, if the retaders can't
successiully enforce their own sales limitations,
how will it ever learn without a penalty? That’s
the point of view espoused by the ofiice of
California State Senator Leland Yee, the bill's
original author. We spoke with Yee's chief of
staff, Adam Keigwin, for some clarification.
“What's al stake is whather states have the
right to pass laws that may restrict what is
harmiul to kids,” Keigwin says. “In the past, the
courts have ruled in favor of prolecting children
on SO many issues. There's cerainly a heck of
alot less evidence that pornography has any
harm 1o kids, and yat they have ruled that we
can limit their access to pomography. They've
ruled time and again that we can limit children's
access to several things: driver's kcenses,
firearms, the death penalty, life without parole
sentences in certain cases, tobacco, alcohol.™
Citing studies that draw connections between
real life violence and the playing of violent video
games, California hopes the Supreme Court
will lean on the side of chid protection.

But why is a law necessary? The ESA dlaims
to have one of the strongest entertainment
ratings organizations in any medium. “Wa
take great pride in the Entertainment Software
Ratings Board," Taylor says. “The Federal Trade
Commission looks at movie ratings, music labsl-
ing, and video game ratings every two years or
s0. Consistently, and increasingly so, it says that
the ones that are doing the best job in educat-
ing and being clear at the retail level is the video
game industry.”

Citing the same organization, Keigwin high-
lights some very different findings. “At the time:
that they passad this law, a federal trade com-
mission study showed that well over half the kids
14-16 years old were able to purchase ultra-
viclent video games,” he claims. “That number
has improved, and I'l give the industry credit for
that. With that said, it's stil nearly 30 percent of
young kids that are able to purchase ultra-violent
video games.”

Keigwin also isn't satisfied with the way
games are classified in the first place. “The rat
ings system itsell is flawed. They have an AD
rating - they don't use it even though the AD
dascription says that it's for extreme viclence.
They've never rated a game AQ based upon

viclence. So why have it? It sends the wrong
message to parents who look at an M gamea
and say: 'Oh, well if it was so bad it would have
gotten an AO rating.” A parent doesn't know
that a game has never been rated AQ. That's the
problem. ‘Mature' is a very ambiguous term.”
The ESA takes issue with this line of reason-
ing, citing the detaled descriptions that accom-
pany each rating, and proposes another solution
that avoids treading into legislation. "We think
government efforts should be focused on joining
with us to ensure greater understanding and use
of our system, because it's the parents — not the
government, and not the gaming industry - that
should make decisions about what games are
suitable for their children,” Taylor declares,

Unanswered Questions

Regardiess of how the Court rules, a plethora
of unrescived issues remain cloudy. Specifically,
how will California enforoe this new law?

“The law itself presents many unanswered
questions and many dangerous precedents in
its construction,” Taylor tells us, | think that's the
reason that the courts that have looked at it until
now have said with no equivocation that this
is an unconstitutional law. | would say to direct
that back to Mr. Yes and thosa in support of the
law, including the governor of California, who
appealed this up to the court.”

We took his advice, and Yee's chief of staff
offered a simple answer. “If they rule in our favor,
the law just gets to go into effect,” Keigland
says. “| don't see the video game industry strug-
gling over this, aithough you would think they
may, because they are fighting this so hard. So
you think they must be making a lot of monay off
of sales to kids.”

The seemingly straightforward implementation
of the law is where things get dicey. California is
fundarmentally opposad to the ESRB's approach,
50 that system won't be used to determine
which games are deemed violent or not. Instead,
each individual publisher would need to make
those decisions based on the wording of the
law and hope that they're not in violation. Would
a T-rated military shooter be considered inap-
propriate because it includes depictions of
killimg ancther human? How abeout the kiling of
aliens - are the Covenant sufficiently humanlike
to be protected under the law? Does killing zom-
bies count considering they're already dead?

It's tempting to be flippant, but that's exactly the
point. These off-hand examples ilustrate the
dilemma that would face game makers if the law
weng upheld.

There's also the issue of downloadable
gaming. California's law specifically addresses
retail releases. However, senvices ke Xbox Live
allow purchasers to buy M-rated games, leav-
ing it up to parents to set parental controts i
they want to limit the games their children can
purchase. Is it fair to hold downloadable games
to a difierent standard, when sometimes the
games available online are identical to those sold
in stores?

Then there's the potential avalanche of similar
laws in other states and the undue stress that
would place on game creators. Eleven states
formally support California’s case — Connecticut,
Florida, Hawaii, llincis, Louisiana, Maryland,
Michigan, Minnesota, Mississippi, Texas, and
Virginia. If the law passes, other similar laws
could be passed in those and other states.
Would each state have its own definition of
game violence? Would each require a different

sticker on the box? Would publishers be respon-
sitle for keeping track of each set of statutes in
order to legally sall ther games?

Regardiess of the court’s ruling, one overriding
question behind the disagreement ramains - are

violent video games a negaltive influence on chil-
dren? Califormia has numerous studies they've
submitted that claim they do, and the game
industry has evidence to the contrary. “The
vighent crime rate among youth has descended

almost as fast as our industry has grown,” Taylor
says. “New media is often greeted skeptically
and hostilely by some, and we're no different.”

Make Your Voice Heard

No matter how you feel about the law in
question, gamers owe it to themsalves to get
involved. If the presence of this law before the
Supreme Court isn't a wake-up call, it's hard to
know what will be.

It you're displeased with the way the ESRB
rates and retailers sell video games, contact
the organizations and let them know how they
should improve. Alternately, if you sympathize
with the ESA and believe video games desarve
to be protected speech like any other form of
art or entertainment, then you may want to
leok into the video game voters network (vid-
eogamevoters.org).

“There are over 200,000 registered voters who
are game enthusiasts, who are keaping track
of policy as it redabes to computer and video
games," Taylor says. “If someone comes up
with & misguided, unconstitutional, hostie pro-
posal, the network contacts them. That speaks
louder to a policy maker or a politician: to hear
from constituents that say ‘| disagree on your
stance on that.” If that 200,000 number were to
become a million or mone, it would be the kind of
number and voice that would make clear to leg-
islators at the local, state, and federal level that
gamers are engaged. Gamers ane paying atten-
tion, and they're going to register ther satisfac-
tion or dissatisfaction at the baliot box.”

One milion gamers is about one quarter
of the pecple who read this magazine every
manth, It's about an eighth of the players who
bought the last Call of Duty game in the first
week of its release. It's less than a tenth of
people who currently hold Werld of Wareraft
accounts. It's not an unattainable number,

30 if gamers want to prove they're more than
disconnected stereotypes that never come out
of their mothers’ basements, then it's time to
step up and be counted.
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THE FIESTA HAS ENOUGH hI /
NEW-WORLD TECHNOLOG
TO PUT A 50-GRAND CAR TO SHAME.

There's alot you can get in a Fiesta. A class-exclusive
4" multifunctional LCD display; standard. A PowerShift
six-speed automatic transmission?” That's the kind of
engineer ing 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 technelogy
as many premium cars. How's that for high tech?

IT'S APRETTY BIG DEAL.

INTRODUCING THE NEW FIESTA
fordvehicles.com

Drive one.
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amamescom 2010

A weeklong celebration of gaming in Germany

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 ¢

brate 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.

he halcyon days of E3 never
approached this scale, as Gamescom
is as much of a festival and celebra-
tion for the fans as it is an industry
event for publishers, their business
partners, and the press. The Kélinmesse, an
enommous multi-huilding meeting complex that
sprawls across the eastern bank of the Rhine
river, is saturated with millions of dollars worth
of electronics, scantily clad booth babes, suited
businesstolk, and swag-toting, wide-eyed
gamers. In contrast to E3% 18-and-over admit-
tance policy, Gamescom alows anyone over 12
into the: show — though anyone without a press
or exhibitor badge has to wear a wristband that
gates their access to content that Germany's
LISK ratings board puts into the 16+ or 18+
categories. Much of Gamescom’s fan popula-
tion falls into the sub-18 age bracket, and their
boundiess fervor lends the show a particular
energy. All of the developers we spoke to about

the issue enthusiastically welcomed the chance
o connect with their younger fans, aven at the
price of having to send all of their show floor
demo material through the notoriously strict USK
raling process.,

While E3 is swallowed whole by the hustle and
bustie of downtown Los Angeles even in years
when the Lakers aren't finishing out a dramatic
MBA Finals against the Celtics, Gamescom
seemingly takes over hali of Europe. From the
customs official in Amsterdam who guessed
our destination as soon as he laid eyes onus to
nearly every clerk, waiter, driver, and concierge
in Cologne, the bulk of the native Europeans we
met were at least aware of the show. Cologne
itself sported more signage for Gamescom
than for its football chub, which was opening
its Bundesiiga (the top-level German soccer
leagua) schedule. The massive train slation that
sits in the shadow of the Gothic cathedral in the
city’s heart was full to bursting with Gamescom

attendees, its dozen-plus platforms over-
crowded for the hours surrounding the show's
opening and closing every day.

Qutside the Kbinmesse's north entrance,
bunges jumping and something called
BossaBall - think volleyball played on an enor-
MoUS air matiress - contributed 1o the carnival
atmosphere, Skaters and BMX riders drew
crowds with aerial antics. Inside the conven-
tion center itself, everything from hair salons.
to reck-climbing walls entertained attendees
whosé eardrums needed a break from the
overpowering cacophony of the show floor
or whose nosas could no longer handle the
miasma of a few hundred thousand sweaty
bodies packed together. Gamescom 2010isa
necn counterpoint to the cutmoded notion that
video games are the sole province of pizza-
faced basement dwellars.
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A look at the future

Gamescom's close proximity to the all-important
holiday season means that many companies
choose to announce new products at E3
instead, but there was significant news at the
show on many fronts nonetheless.

Sony used its leadership position in Europe -
the PlayStation 3 is surpassing or at least
on equal footing with the 360 and Wi there,
depending on which sat of numbers you look
at - to throw a hell of a press conference. The
company announced ambitious plans for its
Europe-specific video streaming senvice, FlayTV,
plus a new movie-streaming app called Mubi, It
gamered awards for Gran Turismo 5, expandad
its catalog with Mass Effect 2 coming to PS3,
debuted Insomniac’s new Ratchet & Clank:

All 4 One, teased the developer's upcoming
Resistance 3, and blew out the Move launch
even maore with a playable demo of Heroes on
the Move {see page 32 for our reviews of the
Move's launch Eneup).

Anecdotally, the Sony booth ahways seemed
packed (even by Gamescom standards) and
the level of fan enthusiasm for the PS3 seemed
a step beyond typical American reactions. For
Americans used to seeing Sony forced into
damage control ever since Kaz Hirail's disas-
trous *Five hundred and ninety-nine U.S. dol-
lars!" proclamation, the company's confident
Gamescom presence could be jaming.

Microsoft showed bits of new content for
Fable It and Halo: Reach, but the compary’s
clear priority was Kinect (see page 64 for an
extensive hands-on report on the device).
Kinect's Gamescom showing was head and
shoulders above its uneven E3 presence, and
the fans seemed to be into it - we saw a large
crowd gathered around a live Dance Cenlral
dema in the middie of Cologne's shopping dis-
trict. Similarly to Sony, though. it was strange
to see Microsoft in such a different role than its
swaggering E3 demeanor,

Mintendo won awards for Kirby's Epic Yarn
and plenty more praise for new Epic Mickey
content shown at it's booth, but that was the
extent of the company’s impact on Gamescom.
The highly anticipated 305 wasn't playable on
the show floor, only in private meeting rooms.
The Wii and DS are both hugely successful in
Europe, just as they are in the U.S. and Japan,
but Nintendo didn't come out swinging with any-
thing terribly new and exciting in Cologne.

BioShock Infinite’s coming-out party (see this
month's cover story on page 48 for much, much
more) floored everyone lucky enough to see it,
but beyond that there wasn't much in terms
of announcements. Third-party pubshers and
developers more than made up for the lack of
new product in the form of meaty updates to
previously shown titles, though. Bulletstom,
Chilization V, Dead Space 2, Street Fighter X
Tekken, Dragon Age 2, Guild Wars 2, Crysis 2,
Knight's Contract, and rmuch more all debuted
significant new chunks of content to the delight
of the European attendees.

Cultural differences
power innovation

Seeing what companies focus on at Gameascom,

and how the fans react to various titles, is a fas-
cinating commentary on the difierences batween
European and American interests. EA capping
its press conference with an in-depth lock at
FIFA 11 or Konami focusing on its Pro Evolution
Soccer franchise is hardly unexpected. Likewise,
the prevalence of PC gaming — an entire exhibit
hall was dedicated to MMOs, and broadcast

TV airs advertisements for free-to-play online
games - is no swrprise. A bizame tractor simula-
tion commanding as much floor space as Super
Seribblenauts, on the other hand, is baffing to
U.8. sensibilities.

The Eurcpean gaming community's love of PC
games and strategy titles is well-documented,
but seeing it in action drives the point home. The
Witcher 2 was received well enough by critics
at E3, but the Gamescom response was at the
level we Americans reserve for a Resistance or a
Dragon Age. Guild Wars 2 may not have eclipsed
Star Wars: The Old Republic, but it was a lot
closer than you would've thought. The Blizzard
booth was jammed with multi-hour wait times
from the doors opening on day one to the secu-
rity guards shoving everyone out at the very end
of the show. Civilization V may as well have been
God of War, judging by the fan response.

The differences between European and
American tastes aren't as drastic (and occa-
sionally hilarious) as the gulf between us and
the Japanase, but the divergence is no less
important. The fact that Europeans go nuts for a
weird PC-only Russian-developed King's Bounty
remake means that we got King's Bounty:
Armored Princess, one of Game Informer’s top
50 games of 2009, ArenaMet has a hugely long
leash and massive budget for making Guid Wars
2 the best MMO they can because of the first
game's strong European support — Guild Wars
sold roughly as much in Europe as in the LS.
Gamers around the world benefit from a breadth
of interest that allows a wide variaty of games
to be profitable, and the cultural differences
between the U.S., Europe, and Japan are a huge
part of that,

The story of Gamescom 2010 from an
American perspective is one of cultural dif-
ferences and surprising priorities as much as
a blast of gaming news. If there’s ona thing
to be learned from spending a week sur-
rounded by developers, publishers, and fans
in Cologne, it's that gaming is developing into
a universal language that binds people around
the globe around a shared passion, And that's
a beautiful thing, €



The Good, the Bad, and the Ugly

Killzone 3 developer
Guerilla Games announc
it is working on a new
Sony-exclusive IP unre-
lated to the Killzone
franchise. No further
information was revealed,
unfortunataly.
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7 Fable lll might have soma new features (see
above), but it's also losing them as well. The
gama's online auction house for character-
created weapons won't be in the game, although
players will still be able to make and trade them
with friends. Creator Peter Moyneux has been
criticized for talking about features and them
pulling them from the final product, like in the
first Fable. Hopefully this is the only feature in
the game that is being yanked, otherwise things:
could get ugly.




Stan Lee is one of the
most influential geeks of
our time. As the father of

Spider-Man, the X-Men,

the Farttastic Four, the
Incredible Hufk, and numer-
ous others, Lee’s work

has helped shape popuar
culture as we kngw it today.
As the hardest working
87-year-old in the enter-
tainment industry, he’s not
done shaping pop culture
yet Lee has his hands in
comic books, television,
and movie production, plus
he often aids the develap-
ment of Marvel Comics”
video games. Activision
recently tapped Lee for
Marvel Ultimate Alliance
and Spider-Man: Shattered
Dimensions (see our review:
on page 87). What does

Stan Lee think of how

his characters have been
portrayed in games? Does
he ever play them? We sat
down with Lee to find out.

AN INTERVIEW WITH STAN LEE

When someone starts making a game
based on one of your Marvel properties,
how involved do you usually get?

I try to get involved in some way. | either
narrate it or do voiceovers somewhere in the
game, or | just talk to the developers about
the characters and give them story sug-
gestions when they're just getting started.
I'm a real busybody. | like to poke my nose
into everything; they can't get rid of me.
Obviously, I'm here for Activision because
they have this great new game with four
Spider-Mans, and I'd forgotten I'd even
done it, but they told me that | narrated the
game. [Laughs]

You created a lot of these characters
nearly 50 years ago, and now they are
featured in movies, TV shows, and
video games. How does it feel watch-
ing your ch 3

popular culture?

I'll show you why I'm a lousy interviewes;
I'll answer that question. | feel great. [Stops
and waits for next question.] Actually, it’s
amazing. Years ago we never would have
thought that some day I'd be interviewed
by journalists because | was involved in
Spider-Man, because in the early days it was
embarrassing to even tell people you wrote
comics. They were considered the bottom
rung of the literary world. Now everything
has changed. Now | walk into a reom and
somebody sees me and they say, "excuse
me President Obama, | think | have to talk to
Stan Lee.” | think the movies and the video
games have helped so much in making
these characters world famous. So every-
body does the work and | take the credit.

Your likeness has been put into comics,
films, and now video games. How did
you like being put into a game?

You know, | was just annoyed that | didn't
have the starring role. But honestly it was
great. | guess I'm a ham. | love being in
the games, | love doing my cameos in
the movies and television. | guess I'm a
frustrated ham. Although these days I'm
not so frustrated, because I'm getting the
cameos. [Laughs.]

Do you ever play any of the games fea-
turing your characters?

You know something? | was hoping you
wouldn't ask that. | have to tell you, | have
never played a video game. Although actu-
ally, years ago when they made the Hulk
video game, | went to visit the studio, and

| was sitting with the guy who made the
Hulk game, and he said, “Come on, Stan, I'll
show you how to play.” And | thought, “Well
there's no way | can’t do better than this
kid."” So | said, “fine,” and he took the con-
trol, and suddenly Hulk was on the screen
fighting people, and the developer was
moving his arms around making the Hulk
run up buildings and doing all these crazy
things, but when | tried it the Hulk just sort
of stumbled around and swatted at a few
people. It was embarrassing. I've never had
the time for games. | wizh | could, because
| enjoy looking at them, and | marvel at

the fact that the characters look as if they
copied them right from the movies. They
look as expensive as a movie, but the guys
that do video games are geniuses, because
they've got differant things happening all at
once and it seems far more complex than
putting togetherafilm. | don't knaw haw
they do.it.

A lot has changed since you created
these characters. Now it feels like there
are a dozen different versions of Spider-
Man. What do you think of the fact that
your Spider-Man is sharing the spotiight
with characters like Spider-Man Noir
and 20997

| think they're all good. The great thing
about these four characters [from Spider-
Man: Shattered Dimensions] is that thay
give the players a chance to have variety.
I've seen the game in action and it looks
like: a lot of fun. All four Spider-Men are
different in their own way, but they're all
great. | just wish I'd thought of them all. But
you know | haven't the time to read comic
books anymore. | had to ask someone
about the Ultimate books, becauss | don't
know what's going on in them. | usually lock
through them, but | den't have time to read
them. But | still write the Spider-Man news-
paper strip. I've been doing that for about
30 years, | guess. | think everybody forgot
about it, so they let me keep doing it.

Out of all the characters you created,
do you think any of them would be par-
ticularly well suited for video games?

| can't wait to see Doctor Strange or the
Black Panther in a game or film. Oh, they're
all good. | love them all. I'm prejudiced.

I think they'll all be games eventually.
Anything that becomes a successful movie
will eventually be a video game. That seems
to be how the industry works. | think any of
Marvel's characters would ba good. | was

even talking to the director who's in line to
do the Ant-Man movie, Edgar Wright [Scott
Pifgrim vs. The World and Shaun of The
Dead]. Who ever would have thought Ant-
Man would be a movie? But it could be a
good movie. Of course, you'd have to have
the wonderful Wasp in the movie. It really
depands how it's written. The funny thing is,
you can take a character that people think
is a weak character and you can write them
wall and everyone will say, "Man, that's
cool.” I'll give you an example: Iron Man.
Iron Man was never one of our more popular
characters. He was never one of our bast-
selling comics. He did well, but it wasn't
Spider-Man or X-Men well. Then they did the
movie, and they wrote it well, and it was well
directed, and they got Downey in it - sud-
denly it's one of Marvel's best properties.
Everything depends on how you do it. You
can make almost anything successful as
long as you do it right.

What do you think of Marvel's recent
deal with Disney?

Oh, great! Everything Disney does | love. In
fact, I'd always felt that Marvel should be
like Disney. Unfortunately, when | was work-
ing for Marvel, the people who owned the
company weren't interested in branching out
into mavies or anything, which was always
frustrating to me. However, now that Disney
bought Marvel, just you wait, you ain't seen
nothing yet.

What's your favorite character that you
actually didn't help create?

You wen't believe this, but DC had a charac-
ter named Lobo. | liked him because he was
s0 different. But otherwise | don't really have
favorite charactars. Even of my own - | love
them all.

It seems like the line between comics
and video g is blending as i
go digital. What do you think of the digi-
tal comic book trend?

I think they're great, and | think they'll get
more and more popular. You're going to find
comics wherever you look. You'ra going to
see them on your phone, you're going to
see them on your TV, you're going to see
them on your computer. Maybe someday
they'll even have them so you can just see
them floating in the air, | don't know. It just
shows how wonderful a medium comics are.
What better way of telling a story can there
be than with words and pictures? Steven
Spielberg once said to me - I'm one of the
world's biggest name droppers = he said to
me, “You know Stan, you and | do essen-
tially the same thing, except my pictures
move.” But when you think about it, a movie
or a comic book, or a video game, they're
words and they're pictures, and there is
something special about telling a story on
twio frants, = inferview by Ben Raoves




Mass Eiiect 2

Coming to P53

Game slated for January
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n some cases numbers have been rounded up or down
Margin of error: 6-7 percent
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High Profile

You can make generalizations about those
who took our survey, just like there are
stereotypical profiles for gamers at large.
For example, over 80 percent of respon-
dents were male. Xbox 360 owners are
slightly more Bkely to say they play online a
lot. The majority of those who only play a
Wii are under 18.

But one thing we found out is that sawwy
marketing alone isn't going 1o convince
gamers to be the kinds of consumers they
are not. The majority of those suneyed
don't think it's important at all to be the
first to get a new system, for example, and
money is always a variable when it comes
to getting new technology. 3D gaming?
There doesn't seem to be a huge demand
for it just yet if you go by the number of
pecple who want 1o buy a 30 TV. The fact
that most gamers own more than one
systern in and of itsedf largely invalidates the
old sterectypes and ways of thinking about
what each console's audence is.

The Online Experience

Those who took the survey show a high online aplitude.
Only 13 percent aren't onling at all, and 85 percent say
they play cnline either *a lol” or "occasionally.” Even 44
parcent of those who only own a Wil play onfine occa-
sionally. This presence is felt in the fact that a very high
percentage of pecple buy games on XBLA or purchase
DLC for their tiles (83 and 84 percent, respectively). Over
half of our respondents play some kind of onlfine free-1o-
play game.

Despite this love of the onfine experience, almost 80
percent of those surveyed said they preler owning a
traditional, retall copy of a game versus having a digital
download. Doas this represent past habits or an actual
resistance to the supposed future of cloud computing?

Surprise, surprise: Not only do almost 40 percent
of respondents tab shooters as thedr favorite
genre, but playing online is popular as wedl

iPad/Tablet
Smart Phong
HOTV

0T

Blu-Ray Player

Xbox 360 Slim
P53 Slim
Nintendo 305

Kinect

Al of the Above

Surround Sound System

Nintendo Wiahtotion Plus
A"Real"Rock Band Guitar

PlayStation Move
None of the Above

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
form of Xbox 360 console (whether it's an
Elite, Arcade, or Slim) accounted for just
186 gamers — and the number was even
less for the PS3 and Wii. In total, multi-
console users accounted for over 65 per-
cent of respondents.

Xbox 360 has a namow lead over the other
home consoles, with 36.6 percent of those
surveyed playing on some form of Xbox. PS3
and PS3 Slim owners accounted for 30 per-
cent, with the Wii at 33 percent. All of these
home systems are within the margin of emor,
50 there is statistically the same amount of
ownership of the three platforms.

The Wish List
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Over the past few months

we've tried out PlayStation
Move, playing through
limited demos of the
hardware’s launch titles.
These opportunities gave

us a good idea of what fo
expect from Sony’s new
motion controller, 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 titles
As we spent countless hours
flailing around our living
rooms, the strengths and
weaknesses of Sony’s new
motion controller became
apparent.

The Verdict On

Reviews For PlayStation Move Hardware
and Five Launch Titles sy s marchiafora

The Hardware:

The Move motion controller is a strange-looking periph-
eral. Even in an era of gaming inundated with plastic
musical instruments and exercise accessories, Move's
glowing sphere will probably make you feel like an idiot
when you first start playing with it. Luckily, it also happens
to be a responsive and accurate motion controller.

The controller’s internal sensors are as powerful as a
Wil remote with Wi MotionPlus, while the mold is mare
comfortable in your hand. The face buttons are small, but
raised enough that we never missed them while playing.
Players who are accustomed to the DualShock may find
Move's button placement confusing at first, but it didn't
take us long to acclimate to the new orentation.

The battery life for the motion controller is on par with
the DualShock, and withstood a full day of gaming
before low battery warnings began popping up. Syncing
and recharging the controllers via USB is as simple as
expacted, but the PlayStation Slim presents a bit of a
problem. The redesigned console only has two USBE
ports, 50 if you have two mation controllers and a navi-
gation controller, you're already out of slots. You can't
recharge controllers while the PS3 is off, and if you want
1o play Move titles while charging your other controliers,
keap in mind that the PlayStation Eve needs a USE port
as well,

The other half of Move s the PlayStation Eye, which is
shightly less impressive. It's great that Sony was able to
utilize an existing peripheral (especially if you've already
bought the underused camera), but that also means
you're purchasing older hardware. The PlayStation Eye is
almost three years old, and it shows. The 640x480 reso-
lution looks especially grainy on HDTVs. This really only
affects games that featune augmented reality though, and
luckily the camera’s motion-tracking capabiities are top
notch — under the right conditions.

While setting up the PlayStation Eye, we realized how
much the environment can affect Move's performance.
Putting the carmera on top of our television gave us
fewer recognition problems than our inifial placernent
undemeath the television at about knee level. Although
the PlayStation Eye can automatically adjust its expo-
sure setting and assign a color to your controller that
contrasts with the ighting of your room, the camera is
still fairly sensitive. Our overhead kights were too bright

for PlayStation Eve's liking, and opening the binds
behind our telavision created minor problems as well.
Once we struck the nght balance, we didn’t have any
further problems.

The last piece of Move is the navigation controler, but
how it performs s still up in the air. None of the launch
titles we played utiized it, making it impossible to say
how it will hold up during extended gameplay sessions.
The controller’s analog stick and trigger feal fine, but the
two face buttons and d-pad - which are all placed under
the analog stick - feel sighily awkward. The navigation
controller is only $30, but there's no reason for gamers to
pick one up until we see what kind of support it gets.

Despite these minor problems, the maore we played
with Move the more it impressed us. The PlayStation Eye
and maotion controlier are a killer combination for accurate
and highly responsive motion-basad gameplay, and we
applaud Sony for getting the hardware right the first time.
The quality will cost you, however: The Move bundle plus
an axtra motion controller fyou'll want an extra controfler)
will cost you $150.

ivmmoond mEEEEEEESS




The Software:

Playing with the peripheral over a range of titles revealed that the effectiveness of Move's
capabilities depends consi bly on the software util b i ave hope for

future, the tit e
from five of Move's launch titles.

a PSN title brased on the simpile concapt
of building towers out of differently shaped blocks,

ing chalienge:s kept us entertained long after other
Mawe launch titles grew ok Local multipkayer is well
implemented, allowing you to wark cooperatively with
a friend to build the highest tower, or attempt fo screw
them over with a teetering mess.

Sports Champions

1-4 Players

Score: 7.75

Sports Champions ks one of the best example
PlayStation Move can do. The table tennl 1
and boces ball events offer an unprecadented level
of accuracy in motion- gameplay. and feel as
naluml as their real-|

ed 50 far have been a mixed bag. Here

High Velocity Bowling

ead play, fournaments, and challenge modes, as well
a5 unlockable characters, outfits, and equip It
ight not be the killer app 1

Start The Party
1-4 Players

Score: B

The navelty of augmented

00Ny presentation dmanmum:anmunm
o gouge your eyes and o,
vedy accurate, and some of

is aimed squarely at children and (patien
More disceming gamers should look elsewhere.

Racquet Sports
1-4 Players

Racquet Sports is a port of a Wil title, and it shows.
The game's graphics recaived a considarable boost
in the transition to the but the gameplay is still

mpions, Racquet Sports relies
5 and timing to translate your movement

Inta gameplay. While badminton and beach tennis

Sports has plenty of toumaments to participat in and
o unlock, but with such questionable gameplay,
you probabily won't care.

High Velocity Bowling

1-4 Players

Score; §

High Velocity Bowding was a PSN title from 2007 that
recered penerally positive reviews. 'S now being
updated with Maove controls, which managed to make
It worse than before. While the: basic swing mechanics
arg above board, mecurve mechanic (wi

ing & door than turming your hand over, 2
when we played the curve was often ingxplicably ap-
plied in the wrong dir K city Bowling has
plenty of itzms, cha
tor umlock, but if
It's best to stick wi
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Elevate your
comfort level.
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FREE YOUR SKIN™

New Schic
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ﬁortal 7

Release Date
Announced

New Voice Actor Revealed

e

LS

L

ortal 2 was our E3 game of the

show, but Valve's triumph was

halanced out by the disappointing
news that its release was delayed to an
undisclosed date in 2011. Thankfully,
we won't have to wait that long. The
developer recently announced that
Portal 2 is coming out on February 9.

In other Portal 2 news, British come-
dian, actor, writer, and Ricky Gervais
buddy Stephen Merchant (Extras)
voices Wheatley, one of the personal-
ity cores in the game who serves as a
companion to protagonist Chell at vari-
ous points. Merchant's natural comedic
skills should be a good fit for a game:
already imbued with a great sense of
humor and well-crafted dialogue.
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Madden
NFL 11

The Madden community is always a vocal one -
and it should be when you congider that millions of
people buy the game annually. This year is no different,
as developer EA Tiburon gave fans both positive and

negativ

> things to talk about. We posed some of the

bumning questions about the game to creative director
lan Cummings, who ran us through the rationale behind
the decision making for Madden NFL 11°s feature set.

How come when I'm playing
someone onling and they quit,

| can't at least finish out the
game and eamn a win against the
computer?

Resounding feedback over the years
has been that peopie didn't really
enjoy phaying against the computer

in an onling game, 50 that's why the
Cpbon was removed.

The first patch for the game
gives fans the choice whether
or not to use the strategy pad.
Does that mean we'll see both
kinds of pre-play options for the
next Madden? In the future is
there any danger of the

pad going away like the QB
Vision Cone?

We all stil beleve thet the Strategy
Pad is a more streamiined way 10
control the audibies, so that wil Bkely
continue to be the default version
{unless the ielermetry data we col-
lect proves us olherwise), If this has
proven anything though it's that by
having a rice close relationship with
our community through channels ke
Twitter, Facebocok, and forums, we
are able to hear feedback basically
immediately and react in a quick and
nirmbile manner, which honestly wasn't
the case at all st two years ago.

The NCAA football game has
gotten a lot better the last few
years. Are there any features
you'd like to use in Madden?
The NCAA Foolball team has pro-
vided great features this year with

Dynasty Mode and Oniing Dynasty
Maode. We always want to make

sare we have a healthy competition
that drives the development of each
(Rhe, while also differenteating each

1o provide fans truly unique foottal
experiences. We always find the best
gains when we ane able to combine
resources 1o build core technologies
togather, and then create ways within
the data set {animation, tuning, etc) o
diflerentiate the games. Locomaotion IS
a perfect example of this.

Why is the default game speed
“slow” in offline games and “nor-
mal” in online games?

W wanted the default pick-up-and-
play expanence 10 be mong accessi-
ble, and the "slow” game speed helps
with that goal. Onling, on the other
hand, is naturally a mone hardoons
audience, and we got enough pres-
sure from the community that the
“normal” speed won out.

New features like GameFlow are
cool, but some of us just want
to see old problems fixed first.
Would you guys ever put out a
game whose focus is just clean-
ing up legacy issues?

It's always a balance. Though it
sounds like it could be feasible, our
fans would not ba satished if we
refeased a title that only consists of
bug fes. W want to make sune we
continue to innovate, while stil work-
ing on key fundamental gameplay
fooes and re-writes - as evidenced by

our huge focus on lecomation and
run blocking with Madden 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 rester update-
plus for less money? This way
the development team would get
more time to really fix and evolve
the franchise.

Our entire team is made up of pas-
sionate football fans, and we appre-
Giate the challenge of providing an
mnovative and fun NFL expenance
each and every year. My jobas a
designer is 1o focus on that goal and
Il leave the business decisions to the
experts in that space.

This year's Madden favors offens-
@5 because defenses seem to
have a hard time keeping up with
and tackling ball carriers. The
default difficulty level is also eas-
ier than previous Maddens. Was
there a conscious choice to make
the game more high scoring?
“Yes, that was the hope for the
oefault skil level, but we don't want
good defenses to be ineffective on
All-Pro ¢r higher, This is something
wer'll contirwe to monitor via telem-
etry and feedback from the com-
munity. We don't want to make any
rash decisions....if there is data that
suggests there is an issue, we can
adjust accondingty.

The Wii Madden games don't
seem to be hugely successful on
a console targeted at a casual
audience, so why did you feel
like the 360 and PS3 versions of
Madden needed to go after that
audience with GameFlow, etc. if
those consoles are considered
more hardcore?

Theough a very hardeone Madden fan
may think that we're catering only to
the casual Madden audiencs with

a feature ke GameFlow, that’s not
truty the case. Every featune we buld
we want to be mostly universally
accepted. We know that not every-
one will try it, but our data is still that
over B0 percent of every single play
called is a GameFlow-selected play.
This proved cur thecry that there are
a kot of Madden and NFL fans out
there that just aren't that into playcall-
ing. We are still focused on delivering

an accurata NFL simulation, espe-
cialy to the hardeore Madden NFL
fan. In Madden NFL 11 we spent a
ton of time on many things that the
hardeone fans have been clamorning
for e a new commentator, improved
run blocking Al, sideing catches,
and our new locomation system.
Gameplay is still king, and that's
where we want 1o continue 1o focus
our time moving forward.

‘Why were there no changes

to Franchise mode, Online
Franchise, or Superstar mode?
Gan we expect that to happen in
Madden 127

The tough decsion to nat make any
major upgrades to those modes was
madhe after looking at the data. In the
case of Oniing Franchise, we saw
that very few peopis were playing the
maode, and due to the cost of addng
features we feit we had to re-evaluate
‘what we spent our time on (which

ts why we decided to go ahead and
make the rather large investment in
the Online Team Play infrastnucture).
As to offine Franchise and Superstar
modes, thera is very teling telemetry
data in that a lot of people try them
out, but extremely small numbers

of people actually continue playing
themn into the offseason or multiple
years. What this tells us with all three
of these modes honestly is that

wa weren't providing compeliing
enough features to keep our fans
engaged for long stretches of time.
S0 as we planned out our feature
sat for Madden NFL 11, we had to
choosa one of two paths: A) Put in

a few small features 1o demonstrate
that we were stll working on i, or

E) Aggressively plan for the future
and start mapping cursehves out a
multi-year plan to revamping these
career modes. We went with option
B - not only because we fedl it's

right fior the long term growth of the:
franchise, but it's what we've heard
fans say they want as well. Though
mary may be upset this year, we
hape that over time they will realize
that the investment in a long-term
strategy is the fght one. As to what
wil b in Madden NFL 12, | really
can't promise arything other than our
commitment to delivering a kick-ass
NFL simulation. €



PRIZES! I’

P
CHIEVEMENTS!

4/ ACHIEVEM

EXPANDED
MULTIPLAYER!

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

05, | Gamas, 2K Play, CatDaddy Gamas and their ¢ tive logos are trademarks and/or registerad iradamarks of
g Ass: Al sights resarvad, Wi, the Wi logo and D% =re trademarks of Nintendo. & 2006 Nintemdo.
= /
ames.com

AV



The summer of 2004 was the best
of my life. | was preparing to attend
college in the fall, 50 | didn't have
or need a job, and | moved in with
a girffriend who loved cooking and
didn't mind that | spent all of rmy
free time playing video games. A
couplke months earlier in the year,
NCSoft released City of Heroes,

a superhero MMO that ended up
consuming virtually every waking
haour of the next five months of
my He. | had an endless supply

of tacos in the real world (thanks,
Ashial) and an endless supply of
villains to take down in the virtual
world of Paragon City.

After playing so intensely for
months, | bumt out quickly and
ended my subscription by the time
the City of Villains axpansion pack
was released in 2005. Now it's six
years later, and CoH is finally get-

Several years after his 9 s second expansion, Going

Rogue. | spent the last week

last mission, a superhero diving into both the new expansion
returns to Pamgon CI'IY and the classic game to see how
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the MMO | remember so fondly
has changed.

Since its release, City of Heroes has received
an impressive 18 content updates (called
“issues”), adding new power sets, zones, and
story arcs, as well as some major game features.
The biggest addtion was the “Mission Architect™
feature, which Cryptic ntroduced in 2009 to
allow users to write and design ther own mis-
sions and story arcs. This has created a flood of
user-ganerated content for the game, ensuring
an endless stream of new missions even while
players are awaiting the next content update.

Though many of the Architect missions that |
tried aren't up to par with the level design and
storytelling of developer-created arcs, | was
surprised at how enjoyable and varied they were,
At the time of this writing, there are over 50,000
Architect missions to choose from, including
quest arcs created by Py writer/artist Scott
Kunz, the Red vs. Blue masterminds at Rooster

by Fhil Kollar

visiting
City of Heroes

Teeth, and comic writer Bil Wilingham. It's more
than encugh content to keep even the most
active superheroes busy.

Then there’s Going Rogue, the first retail
axpansion for City of Heroes in five years. | went
into the beta with little info, knowing only that it
adds an alternate universe called Pragtoria and
the ability to switch between hero and villain,

The additions of Going Rogue are actually much
more substantial.

Rather than just being able to change from
hero to villin and back again at will, Going
Rogue features a fully-formed morality system.
Dependng on choices you make during mis-
sions, your'll move along a scale of good and
evil, marking yourself as hero, villain, rogue, or
viglante. Your morality rating affects what zones
and story arcs are open to you at any one time. it
remincis me a lot of the decision-making BioWare

is bringing into the MMO ganre with Star Wars:
The Oid Republic, and it's already done very well
in Going Rogue. If Cryptic upped the produc-
tion value, particularly in the voice acting, the
stonines and choices you're making could really
come alive.

Amongst the additions and tweaks, though,
the cone gameplay of City of Heroes remains the
same. I've always thought of it as a beat-em-up
MMORPG; you clear out caves and warehouses
full of nameless enemies, take on a boss at the
end, and level up fo gain new powers to take out
more enemies. The game still moves at a mea-
sured pace, and the regen powerset scrapper
that | mack at launch is still basicaly unstoppabile.

At this point, City of Heroes has become the
gaming equivalent of comfort food for me, a
reminder of that awesome, worry-free summer.
It may not be the best MMO out there, but it's
a fun experience | can always return to, and
MNCSoft has continued to improve it over the
years. &




Geometry Wars (Project Gotham Racing 2)
So beloved that it got its own standalone release,
Geometry Wars reminded us why we dropped all those
quarters into Robotron in years gone by. Its pounding
techno soundtrack and screaming neon visuals have the
subtlety of a cinderblock to the face, but the gameplay’s
pitch-perfect intensity needs no help.

Arcomage
(Might & Magic ViI)

The easty 30 graphics hold
up onty margnally betier
than early PS50 |
the: Magic-Tke As

Tekken Ball (Tekken 3)
Wiy are the legendary
weariors from the King of lnon
Fist tournament piaying an
odd beach volleybal-like lawn
game? The:an is beyond
nderstanding, but this
bizame mods is mf}'e fun than

as important as having a
S'ICI'\"] tle'“nse in this unique

miaybe because) it's not h
as jubbly.

Lost Viking (StarCraft I)
It seems like half the mini if poputar media |sro
who didn't gamble:
were the UOCa‘-IGIk\ priest
enging space: Rock
games of
than the: free crap you can fin
because you can shoot the bastards who can't stop
flopping frip queens.

ful Gataey Editor, this cf
shooter looks as good as it plays. W

it Ioads up all its games with.

Blitzball

(Final Fantasy ¥)

This simple sport simulation

haids the greatest power in

all Spyra, turning Tidus from

a whinny loser into a one-man
recking crew that all the

S want. Add in the draw

ng do [|P best

B weapon),
atonof
hours on its o,

Hunting (Oregon Trail)
Dhysantery. Broken axdes.
Snakebites. Fevers. The
educational dangers of
the Oregon Trail can't stog
legions of Kids from loadin

as necessary to get to the
awesome hunting sections.
your prey and
filling it full of bucksho! is
beti er realized in this

Guy Savage

(Metal Gear Solid 3:
Snake Eater)

In Snake's dreams, he is a
dual-wielding monster hunter
who sometines tums into
amonster himself, and also
there are zombies. What?
Don't ask us; we're a5
confused as you are. That
dpasn’t stop this strange

T :cr‘katle m being er

| x o :}a 9lo
eyeshadow.

Triple Triad (FF VIl

Square’s record of making amusing sub-games
Peowers around the Mendoza line, but
comgpany hits, it hits big. Tripl had rules that
1X's awful Tetra

‘What's worse than zombies on
Zombies with plan

through your defenses.

Diraw system to play it
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he studio that brought us

Psychonauts and Brital Legend

i setting its sights on a differ-

ent stage. Double Fine head Tim

Schafer recently revealed his

development house is creating
four downloadable games, the first of which is a
chamming RPG called Costume Quest.

| talked to project lead Tasha Harris, who
explained the inspiration for the game: “Costurne
Cuest is influenced by a lot of the different
games | loved growing up - the Zelda series,
Dragon Quest, Earthbound. | wanted to capture
what was fun about those games and put them
together into something that feels classic and
updated at the same time.” To nail that aesthetic,
Double Fine combines classic RPG levaling and
turn-based battles with early adventure game
mechanics like hidden iterns and characters who
block paths until you complete their task. “And
candy,” Schafer added. "Tasha covered every-
thing except the candy, which is an essential
part of any RPG."

The game tells the story of a young brother
and sister who are out for one of the most
important nights of the year: Halloween, “First
the player has to decide whether to play as the
boy or girl twin,” Hamis explained. “Whichever
character you don't pick ends up getting kid-
napped by monsters who mistake their candy
costume for an actual giant plece of candy.”
Schaler added: “That's the educational portion
of the game. It's a lesson for kids: Don't dress up
like something monsters ke to eat.”

From there, you're off trick-or-treating, Some
houses hold well-meaning grown-ups who shell
out the sweets. Others contain the sugar-hunting
monsters that are menacing the neighborhood.
When you meet them, your costume imagina-
tively morphs you into a giant version of yourself
to do battle. The examples we saw included a
towerng anime robot, a knight in shining ammor,
and a patriotic Statue of Liberty with torching
capabiities. When you're not in combat, you can
explore the game's various locales, complete
missions for neighbors, and be entertained by
the cleverty written dialogue that spouts from the
colorful personalities around town,

After quizzing the Double Fine folks, they let
me run around the candy-flled town. The battle
system is a blast, and the bombastic attack
moves provided by the different costumes had
me chuckling. Timing-based button presses

occur on both offensive and defensive tums,
encouraging constant involvemnent. The achven-
ture game moments between battles take maore
patience, since a big part of the game is built
around item collection. However, the charming
and simplistic concept holds up throughout the
game. Costurne Quest is an ideal family title,
as the funny situations and young characters
should keep kids entranced, while parents will
appreciate the witty conversations for which
Double Fine has always been known.

On that note, | asked Double Fine how
Costume Quest fits into the collection of games
the company has produced so far. *| don't think
it’s too different from Double Fine's previous
games, humor-wise,” Harris told me. “The onily
thing that's really changing is that people can
expect to play something from us more often,”
Schafer concluded. Costume Quest should
refease on Xbox Live and PlayStation Network
before Halloween.

Costume Quest wasn't the only new titie that
excited me this month. I'm fascinated by an
unusual new parody game that's far more amibi-
tious than its 8-bit visuals might let on. Retro
City Rampage s
both a send-up of
the open world crime
genre made popular
by Grand Theft Auto,
and a nostalgia-laden
trip into the tropes of
'80s game culture.
Yiou play an amoral
protagonist who runs
down pedestrians and
takes on the cops in
wild shootouts. At its
core, the gameis a
retro top-down action
tithe, but the humor
and throwback sce-
narics make the game
worth a look for anyone with fond memories of
the &-bit glory days,

In my first crime-spree filled houwr, | stole cars
for a super-criminal, got chased by the Teenage
Mutant Ninja Turtles, hijacked Bil & Ted's phone
booth to travel through time, met Doc Brown
and his Delorean, and took a stealth mission for
Solid Snake. Of course, none of these person-
ages were 50 named, but the resemblances are
spot-on. As the game progressas, even more

Retro City Rampage « Xbox Live Arcade, WHWare

clever nods show up, from Bionic Commando’s
grappling amm to Contra’s spread gun. Retro
City Rampage will release on XBLA and WilWare
before the end of the year.

| also saw an intriguing upcoming down-
Ioadable project from Atlus this month. Rock
of Ages looks like a Katamari Damacy title,
except everything your boulder collides into gets
smashed to bits instead of getting picked up. As
you roll your boulder down narrow strips of land,
you have to destroy your enemy’s fortresses
and troops, or alternately defend your kingdom
from boulder destruction by setting defenses
with 30 unique units. The game includes onling
multiplayer contests where players must defend
their own terrain from the opposing player's
devastating rock. However, the coolest feature of
the game is its approach to level design - each
stage is modeled after a period in art history,
from romanticism and renaissance to rococo
and gothic. Atlus expects the gama to appear
on PXN, XBLA, and PC sometimea next spring.

It's exciting to watch publishers explore the
downloadable space as an avenue to hype
larger retail projects, even if not every ven-
ture pans out. I've
got high hopes
for Red Faction
Battlegrounds, the
newly announced
PSN and XBLA
title that ties. in to
the upcoming Red
Faction Armageddon
reftail release,
Battlegrounds is a
vehicular combat
game at is core,
featuring four-player
local and online mul-
tiplayer support for
saveral competitive
medes and coop-
erative play. In keeping with the futuristic Mars
setting, players can hop into tanks, mechs, and
car-ike rovers to blast each other to bits. As has
become the accepted approach with these sorts
of projects, playing Battlegrounds will unlock
exclusive content in Armageddon. Both games
are out early next year, with Battlegrounds likely
hitling earlier to build the buzz.
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Chuistopdys Balestra (leh) and Evan




Genius Through Collaboration

Naughty Dog co-presidents Christophe Balestia and Evan WelLS steer the ship for one of the industry’s most

consistently successful studios.

What's the key to running a successful
major studio these days?

Chistophe Balestra: Make sure you stay true to
yourself, and you don't change too much by
growing. For us, that's key. Jason Rubin and
Andy Gavin built something great, and we didn't
want to lose that, We didn't want to lose that
dynamic. You have to grow, but gradually.

Evan Wells: Yeah, | think what Christophe is
describing is trying to maintain that culturs that
got you to whese you are, Even though the
technology moves very quickly, and the require-
ments of game development change on a yearly
basis, if you've got a culture that has been
successiul, do everything you can to maintain it
even while you're adapting to the new demands
of the industry. We really just want to empower
everybody on the team to bring their passion,
enthusiasm, talent, and creativity 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: Triple-A games require a lot of work. They
are hugely complex, and the mone time you put
into them, the better they're going to be. So

it comes down to how much you're willing to
invest of your time to make it better. Something
that we have at Naughty Dog is a bunch of
pecple who are extraordinarily passionate,

and they want their work to shine. They gauge
themselves by how much time they want to put
into the game. We don't ever demand overtime
or weekend work, but people do it of their own
accord because they are that enthusiastic. They
want to leave their mark on the industry, We
have to start coming up with ways to limit the
number of hours they put in instead of asking
them to put more in. You get into the biggest
problem of burnout and frustration with the
team members if they are just constantly in
that macde of pushing and crunching. But we
have that cycle. When a game is done, we all
take a lot of time off. Several weeks, or even a
couple months. Mo work whatsoaver. And when
we come back, we just encourage people to
explore and work creatively without the pressure
of a deadiine. That period can last six months
or more.

‘What do you look for in a new team mem-
ber for the studio?

CB: We need people to be very proactive and

responsible. Mobody has a job title of producer
here. Everybody is sort of their own producer,

and manages their own time. If a programmer

needs something from an animator, he's going
to talk to that animator directly. No one is going
to do that for him.

EW: Communication is important. Collaboration
is important, We're looking for programmers
who have really creative and design-oriented

minds. We're looking for designers who are veny
technical, People really have to have a diverse
sat of skills, in addition to being extremely tal-
ented in their specialty.

What's been the learning curve on program-
ming for the PS37

CB: It's been a long process. It's not the PS3
itself, It's going from a single-core to a multi-core.
That changes evenything. It's a different mindset
that you have to get used to. It's happening, and
all the next hardwares are going to be ke this.

| think, for me, that was the biggest transition.
Besides that, | love the PS3. When | see the
things we're able to do with it, like in Uncharted
2, it definitely reans its a great machine,

Are there special challenges or advantages
to being owned by Sony?

EW: One big advantage is that we can really
focus on one piece of hardware and gat the
most out of it. Another big advantage is that
Sony has an incredible team of developers
working exclusively for themn that we can share
idleass with and techniques and production phi-
losophies. Thera's a lot of real openness and
collaboration between studios that has helped
us all. The one big challenge is how to get our
games experienced by as many fans as pos-
sible. Our audience is imited by making our
games for one platiorm. Fortunately, the Sony
fans are extraordinarily enthusiastic and support
us really well,

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
continue to reinvent ourselves, and we like to
explore new teritory. With each generation of
hardware we've developed a new franchise.

It's a shiny new toy, and we get excited to play
in that new universe. We just don’t have the
resources to go back and support all the other
franchises that we've worked on. So far, it just
hasn't baen in the cards. Our development
resources are mited. It's not something I'd
rule out. Maybe one day we'll grow the team,
and something like that would be possible. But
for the time being, we're just going to have to
make one game at a time. As far as seeing
other people work on the franchises, yeah, it's
great. It's fun to see their take on it. It's some-
times hard to let go, and you think, gosh, | may
have done that a little differently. But we don't
get too hung up on it.

‘What's your take on Sony Move? Is that
technology you are interested in exploring
in your games?

CB: Maybe in the future. Right now, it's kind of
difficult because we're so focused on the next
thing. It would be too late for us to start think-
ing about that. Move certainly has potential,

EW: | was probably the biggest naysayer when
| heard about the WE, thinking, this is just going
to be a flash in the pan. What is Nintendo
thinking? But I've eaten my hat. And | think
that there's some really great and exciting mew
experiences that you can create. So, | definitely
think the Move has a lot of potential, But | think
if we were going to tackle a game that sup-
ported Move, we would want to do it from the
ground up. We're too far into what we're work-
ing on naxt to really do it 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?

EW: Along thosa lines, we want to continue

to push the cinematic nature of games. We'ra
trying to elevate games to a point where you
aren't talking about them the same way that
you usad to talk about them. You're not doing
nterviews where you're saying: How many new
wehicles do you have in this? What are the new
weapons? It's the experience we're interested
in, What are the emations you're trying to con-
vey? Who are the characters you're trying to
introduce? In addition, we'd like to continue to
expand our exploration of the online space.

1CB: | think the online experience for console
players is going to change. We're going to be
«doing mone refining of the game after we ship

it, in order to make it a better experience and to
ackd new things to it. That's what we had in mind
for Uncharted 2. | think it was a little surprising for
jpecple, the fact that we were doing this, because
1 think that not a lot of people do that - but it's
gong o become more and more Common.

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?
EW: I think we'll probably stay in that sort of
place.

CE: It's hard to say. Whan you look back whan
we were working on Jak 3, did we know what
Uncharted would be? We had no idea. lt's a
good thing that we don't know what we're
going to do next.

EW: I think everybody here is excited about
technology and storyteliing. There are 50 many
different things that you can do with those
things, no matter what kind of game you're
making. Trying to figure out new ways to get an
emotion out of a player, to push the tech and
the PS3 further than it's been pushed, the artists
getting to create new worlds - all those things
are opportunities to try new things and keep the
enthusiasm going regardiess of what direction
we go. ¢
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Many notebook manufacturers have tried to match the
sexy factor Apple brings to its proprietary computer line, performance improvements.

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, modern styling, and performance external speakers only sound
to back it up.

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
ATI Mobility Radeon HD 5650 video card. This drains your
battery quicker, but allows for graphics-intensive gaming,

suaIqy ¥oIN Aq

smoother HD video, and overall

The Envy’s audio also makes
a big splash thanks to Dr. Dre's
Beats Audio technology. The

slightly better than average, but

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.

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 mobkile PC that admirably handles daily tasks,
multimedia, and the occasional gaming session without
requiring a forklift to transport.
$999,99
www.hp.com



1| Logitech G700 Mouse
Much e it predecessors, the G700 delivers a level
of quadity not found in ather mice. Considering how
much the awerage person sits at a compuler thess

2 good mouss s oritical and gaming is where
this beast really shines. With 13 macros, gamer
profiles, and a high-quality laser, the G700 ensures
even the most hardcore players will be satisfied. The
£roonomic mouse hugs the hand well, and Logitech
also brought back the ball bearing scroll wheed, which
allows for either a normal cicking soroll of & open
free spin that greatly aids navigating long web pages.
The bundie alsa includes the nacessary components
for the mouse to be wirsless or wired, eliminating the
need to choose. The only complaint we have s the
dafault side button layout, which makes navigating
forward and back a it fough 1o reach.

$99.99
logitach.com

2| Logitech G510 Keyboard
Logitech is also refeasing a new gaming keyboard
along with the G700 mouse. The G510 5 4 slightty
simmed down version of the popular G15. While

it boasts the same basic feature set, some subtle
differences make it a more attractive option. The
keyboand is bit wider, which gives Logitech the

real estate to place the media keys in a more

logical spot. Logitech tripled the amount of macro
compatibly “G” keys along the lefi-hand side 1o 18,
wilh three maces each, resulting in 54 possible
macro settings per game, The GamePanel LCD also
retums, which can dispiay character stals or auction
bid updates in games like World of Warcraft: The
G510 also has built-in LISB audio, 50 the keyboard
becomes an easy actess plug-and-play option

for sound and voice with built-in mutes for each.
The long-throw keys have a nice feel 1o them, and
are backdit with RGE lights for any color scheme a
person could vant, Current G15 owners probably
won't need to upgrade o the G510, but newcomers
should L;I.»(" a mk

Vet aton il

$119.99
logitech.com

3| NOX Specialist

In the overcrowded headsat market, NCX audio is
miaking notse. The Specialist headphones are proof
that good things come in small packages. NOX's
ingenious engineenng has created a nigh gual-

ity ower-the-ear haadsat that looks and fesls like
regular headphones, The Specialist pulls off a tech
ninja move with the bult-in microphone's abiity
tor refract infp one of the earpleces. The headset
suppons for 3.5mm jacks fior use with the iPhane,
Android phanes, and PCs. The optional Negotiatar
Universal Optical garing kit adds Xbox 360 and

MEDIA SHELF

PSYCH:
| THE COMPLETE 4TH
| SEASON

§21.99
psych.usanetwork.com

LEWIS BLACK:

PlayStation 3 support. As for the sound? It's good.
Depsite the headset's small drivers, games, music,
and phone calls all sounced greal, with crisp highs
and impressive lows that help fill the with
2 hull spectrum of sound. The Specialist is #s0a
fentastic vave,

{surERn TH

$79.99 ($99.99 with gaming kit)
nox-audio.com
s | Nyko Wand+

We've been critical of Myko's controliess in the

past, but the Wand-+ is a great entry into the Wi
remote race. Althowgh not essential to maost titles,
Wi MotionPigs is starting to appear in games more
frequently. Using Myko's proprietary Full Mation
Technalogy, the Wand+ provides the same 1:1
tracking &s Nintendo's version, but the remode itsedf
remains the standard size. The condrolier features
nubberized plastic and feels more solid than previous
Iyko units. The new buttons may look silly design-
wise, but are comforable and responsive. While

185 10 FEAS0N 10 fun out and replace your work-
g Wi remates; if you're 1o0king to replace a broken
confroer or add Wil MationPlus to your repertoire,
the Wand+ ks worih a look

v o000 e

$39.99

nyko.com

$39.99
nbeuniversalstore.com
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Can a Video Game Over-deliver?

Developers, beware "The Second Refrigerator”

by: Scott Jones

co-host of Reviews on the Run
and Editor-in-Chief of
Reviewsontherun.com

I'have a confession to make - [ have not finished Red
Dead Redemption. [ knowr, I know. Hey, it's at the top
of my to-finish pile. Every night [ come home from
work and look at the sight of John Marston on the box
menacing me with the twin barrels of his shotgun. And every night, without fail, I re-shelve

Red Dead Redemption and wind up playing something else.
Blame it on the The Second Refrigerators.

Red Dead Redemption is great. It's big. It's bold. It's beautiful. It deserves most — if per-
haps not quite all - of the holy-crap caliber praise it's gotten from consumers and critics.
Yet, if a game could ever be found guilty of being too big for its own good, it's Red Dead.
Think about it: All those long, endless vistas stretching in the distance. All those trite trips
into town. All those virtual people forever trying to have virtual conversations with you. All
those nights spent fast-sleeping in your little shed. All the pesky critters that need shooting.

And Mexico. Man, don't even get me started on Mexico.

The mere thought of going back to this richly
imagined, living, breathing, virtual rendition
of the Old West for some inexplicable reason
makes me crave a black cup of coffee followed
by a handful of those pills that truckers keep
in their glove compartiments. On paper, Red
Dead is what I've always wanted, It's what I'd
dreamed about since | read Ray Bradbury's
“The Veldt." I've fantasized about having a
reom in my house - and no, not one of those:
cheese ball amBX “immersion” rooms that
are always demoed at trade shows - that can
transport me to a boundless reality.

Red Dead features many exciting moments:
(at least from what I've seen of Red Dead so
far); moments that made my knuckles go white;
landmark moments that | will probably never
forget. Yet for each one of those knock-you-on-
your-chaps missions, there seem to be at least
a half-dozen tepid, pointless, nap-inducing mis-
sions that need to be endured.

Red Dead Redemption is stuffed with
moments of banality. This may sound like
heresy, but it's true, One spoiler-free example:
Early in the game Marston pulls nightwatchman
duty on the MacFarlana Ranch. He trails behind
an old, fat dog - quite possibly the slowest-
moving canine to ever qualify for walchdog
duty. Man and dog make the rounds in the
dark. Crickets chirp. Skunks scamper in the
distance. Seconds tumn into minutes. Minutes
turn into, well, more minutes. Then there's a
brief skirmish - you fire your shotgun into the
sky to scare off some thieves or varmints - and
mission complete.

You could argue that after my watchdog-

following excursion, | now had a clearer

ding of the gec ical layout of
the MacFarlane ranch or that I'd earned Bonnie
MacFarlane's trust by casing her property at
night. Yet, mostly what | learned from this mis-
sion is that the developers have no quandaries
whatsoever when it comes to wasting my time
with busywork.

| spoke with a fellow reviewer who thoroughly
enjoyed Aed Dead about this particular mis-
sion. He agreed that it was not the game’s best
mission. | posited that Red Dead, overall, would
be a far stronger, more consistent experience if
only Rockstar had been willing 1o edit cut about
a third of the game's mone prosaic missions. He
didn't disagree with me on this paint.

I've failed to finish San Andreas, GTA IV, and
now Red Dead Redemption, as well as other
apen-world games like Red Faction: Guerrilla,
v 2, The Saboteur, and A in's
Creed Il - all arguably terific experiences. |
fought my way to the endings of Infamous and
Prototype, both of which had awful third acts
and were beyond tedious in their final hours.

All of which is to say that I'm starting to think
| ne longer want, or need, a Veldt-like room in
my home.

Back in 1939, Shenmue proved that just
because you possess the CPU power 1o articu-
late every drawer in a house - open, close;
open, close - does not mean you should. In
Grand Theft Auto |V, just because you can drive
Roman to a pub and play a half-baked darts
minigame and then drive him home again does

not mean that you should. These
are extranecus details, digres-
sions that fail to enrich the overall
experiance in any substantial way.
The Russian writer Anton Chekhov
defined talent as “the ability to
select the important moments
from the trivial ones.” Adhering

to Chekhov's definition, games
should be a series of selected,
considered moments. Yet lately,
like sows in slop, games revel in
the trivial and the: unimportant.
That's a problem.

I recently had lunch with a devel-
oper friend of mine during which
we discussed this trend towards.
superfluous digressions in games.
“Imagine that you buy a house,”
he said, “and the house you buy
for some reasen has two refrigera-
tors in it. It might seem sirange
to you at first, having these two
refrigerators. But would you throw
out one of the refrigerators?”

| told him that | would probably not throw cut
one of the refrigerators. Having two refrigera-
tors sounds great. | could put salami in one and
beer in the other.

“Of course you'd keep both refrigerators.
Who wouldn't? That's exactly what happens in
game development all the time,” he said. “We
build something, and then bacause it's already
built, and because money was spent building
it, and because time was spent building it, the
‘second refrigerator,” without thought, automati-
cally goes into the final product.”

| wonder sometimes why game development
studios don't have dedicated editors. Books,
magazines, TV, and films all benefit from having
editors. If you've ever delved into the “out-
takes" or “edited scenes” seclicn of Blu-rays
or DVDs, you can easily see why these scenes
didn't make the final cut. Usually they stink, are
far too trivial, or aren't essential to furthering
the overall experience of the movie. In other
words, they were second refrigerators.,

Developers: From this moment forward
please make an affort to discemn batween the
essential and the non-essential, the important
and the trivial, when building your wonderful
games - particularly in the sandbox/open-world
genre where secand refrigerators abound.

If you do find yourself with two refrigerators,
send the second fridge over to my place. I'll
have the salami and the beer standing by.

The views and dpinions eqessad on Tis page a0 sictly those of e
indtron and hise of I sttt
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young girl named Elizabeth was
whisked away to a faraway city and
locked up in a tower. Confined to a
single room, a hulking beast guarded
her for 15 years until a brave man
came to her rescue.

This premise sounds like a fairy
tale populated by idyllic characters =
and unambiguous intentions,
serves as the narrative ¢
next BioShock - an

fatherly instincts wouldn’t be content
to tell a simple fairy tale. With
BioShock Infinite, Irrational Games
returns to the series it created,
leaving the ocean behind and turning
its gaze toward the sky. 4

Elizabeth isn't a typical damsel in
distress; she has latent, dangerous
special abilities that are slowly
awakening. The faraway city where
she is kept is called Columbia, a
world-famous floating metropolis
and one-time testament to America’s
power and industry. While the
hulking beast is Elizabeth’s jailor, it
is also the only friend she has known
during her long years of captivity.
And the brave man who saves her -
that's where you come in.
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Starting Over

The city of Rapture defined the identity of the BioShock saries when
Irational Games released the original title in 2007 . The ruined uncler-
waler utopia was more than just a collection of unnets and rooms for
players to shoot splicers = it became another character in the story
with its own dark secrets. Given the popularity of the sefting, c,amer%
weren't surprised to leamn that the saquel (developed by 2K Marin)
returned to Rapture. The art deco paradise and its iconic denizens —
Big Daddies and Little Sisters - seemed to be inextricable aspects of
the BioShock brand.

You won't see any of tham in

"When we started working on t 1
gh it's a BioShock game, there are no %Lreﬁ GOV
ational’s president and creative director Ken Leving. In oth
hing gamers associate with BioShock was up for assessm
process began shortly after the first game’s release, and rest
N a comprehensive look at its strengths and weaknessas

*If you're not the miost critical person of your own stuff, you can't

progress as a game developer,” Levine says. “For us, we have this
game that gels great reviews, and this great Metacritic average. But,
it's not about continuing what we did. It's about saying, ‘Where are
the opportuniti
For Irational Games, finding opportunities isn't simply about ac (i ng
a few new weapons and characters. Three years after the proj
nception, the Boston-basad studio has a brand new game engine, a
wvisually stunning setting, a multifaceted story, and desper gameplay —
all while retaining the core of the BioShock experience

“For us, BioShock has never been about " Leving says. “It's
been about an idea. It's about going to a pla
strange and leaming about that place and the
about how you interact with that environment, b
those characters,”
E it the trappings of Rapture, fans will still see ||\=r||c| ic
meplay connections to the previous two game:
but any lingaring homasickness you may have for Andraw
ed experiment will fall away the second you lay eves
on u_.llu nbia

Eitlvlln The Clouds

. the flcating city of Columbia has disappeared from
on of islands held aloft in the air, the is a tech
nological manved BL..(i!:gs bobr on clouds, bridges and freight lines
connect suspendad landmasses, and the sky stretches off in all dinec-
tions as far as the eye can see. Columbia is a seemingly impossible
feat constructed as a monument to the United States’ growing supe-
riority. “imagine an Apolio project, but in 1900,” Levine explains. "As a
demonstration of the glory and the power of the American democratic
system — of what its technology, fts industry, and its endeavor could
accomplish.”

Prior to its disappearance, everyone knew about Columbia. Unlike
Rapture, it isn't one man's work hidden at the bottom the ocean; the
airborne city was conceived and built by the U.S. government 10 be
paraded around the world as a shining beacon of prosperity. “It moved
around, almost like a mobdle World's Fair, from country to country,”
Levine says.

Traveling to ports around the world, Columbia was a symbol of
peace and diplomacy. However, the city's existence also implied a
le, sinister threat, Imagine living overseas and walching an entire
ican metropolis float owerhead in the earty 1900s - an era where
radlio, automaobiles, and airplanes are in their infancy. Imagine the
shock when you compare the vastness of the United St tech-
nological prowess to the other nations of the world. Even when dis-
patched in the name of strengthening international relations, Columbia
sent a clear, unmistakable message on behalf of Amearica: We are
bayond you.

Columbia's population befieved in the message their city conveyed,
embodying the same ideals they preached. Revering the founding
fathers as gods, valuing devotion to refigion, and fearing anyone who
didn't fit in, the city’s leadership instilled a sense of extreme American
nationalism among the citizens - in some cases, o a fault. “in the
same way that Andrew Ryan represented a certain spirit in America,
Columbia represents & certain spirit in America - good and bad,”
Leving says.

continued on page 52
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IBioShack Infinite does not share any art
assets or code with BioShock 1.0r 2.
Irrational Games has developed a new
engine and new technology in order to
create the city of Columbia, and even
Ibetter, it doesn't rely on visual trickery, The
buildings that are bobbing in the distance
like ships off a dock? They are floating in
real-time, and can sway, move, rotate, or
crumble at any moment.

“We could not do any of this stulf — this
Tloating city in the sky, the kind of scale -
in the original engine," says creative direc-
tor Ken Levine. “BioShock 1 was at the
Ibottom of the ocean, but of course, it was
really not. It was art, primarily, that made
you feel that. The entire city, everything in
this game Is actually floating. Everything
can move."

Thiss kind of technology ksn't just for
show it has gamepiay applications, t00.
The fioating islands can be affected by
weather {like strong winds), and It gives
players more opportunities to change or

react to the environment around them.

It also opens the door for cool setpleca

moments; during our demo, we witnessed
 bell tower it and collapse, with the bell
(M breaking off and siiding to a stop right at
L the player's feet.

Two factions are B
and both of the




continued from page 50

That was the state of Columbia prior to the beginning of
BioShock Infinite. As the game opens, the city has been lost for
years, vanishing after a vickent and high-profile international inci
dent. Irrational isn't revealing the exact nature of the event, except
to say that Colurnbia was hiding more secrets than anyone had
suspected. "This Apollo project became a Death Star” Levine says.
“It turns out Columbia wasn't just a World's Fair. It was a battieship,
and it was ammed. Heavily armed.”

The event in question created a schism batween the leadership of
Columbia and the United States, and Columbia disappeared into the
clouds. Despite rampant speculation, its activity and location during
the last several years are unknown — until a cient approaches a man
named Booker DeWitt with a proposition.

The Go-To Guy

The protagonists in the first two BioShock titkes can hardly be called
characters. Jack and Subject Delta served mainly as silent sets of
ayes through which players could experience the action. They had
little ve of their own, instead receiving their objectives from
voices over the radio. In BioShock Infinte, players do not control a
blank slate who does what he is told. Booker DeWitt is a man with

» ow

his own diadogue and backstory, as well as a history of getting out of This poster ﬁm“‘"m‘““mmu ml.:‘g“_
ituati olfensive em

tough situations. o ﬁp-w::dm‘ ‘many residents of Columbla

“[Bocker is] known as a man who gets things
done,” Levine says. “If you need something accom
plished, maybe legal, maybe not-so-legal, Booker
DeWitt is the guy people tum to.” A capable, expe-
rienced protagonist also allows Irational to throw
out one of the conventions it relied on in the past:
radio corversations.

Instead of taking orders from an unseen ally,
Booker discerns: his own goals, which he makes
apparent to the player through dialogue. “He's a
smart guy,” Levine explains. “He's been in scrapes
before. He can figure what he needs to do to
advance his o es.”

With a reputation built through his work as a
Finkerton agent and strikebreaker, Booker is
approached by a mystenous man with an unusual
mission. He tells Booker a tale about a woman
named Elizabeth, kidnapped and held hostage
for 15 years. The man wants Eizabeth freed and
brought back to him. Booker assumes that the job
will be a basic rescue and escape mission until the
man tells him where Elizabeth's prison is located:
Columbia. Even more intriguing, the man knows the
location of the lost city.

Onca Booker arrives, players notica that all is not
well in Columbia. Explosions and gunfire can be
heard in the distance, propaganda posters taking
extreme nationalistic positions adom the walls, and
some buildings are dropping out of the sky. The city
in the clouds is being torm apart by war, the viclent
international incident from years ago caused a
: ring among Columbia’s population. Two fac-
tions — Columbia’s ruling party and an underground
resistanca group callad the Viox Populi — are wing
for control of the city.

The ruling party wanits to maintain the status
quo - a fervent devotion to God and country. The
o Populi want to wipe out the nationakism and
xenophobia that penmeate the city, and they willgo |
50 far as to blow Columbia out of the sky to do so.

At one point during our demo, we saw a
member of the ruling party named Saltonstall hold- |
ing court in a gazebo to a crowd of empty chairs, |
denouncing the ideals of the Vox Populi: *Tha
meeds of our great city of Columbia must come
before the desires of any foreigner, whether they |
be enemy or friend. For | have looked into the |
future, and one path is filed with amity and gold, |
and the other is fraught with the perils of a hostile |

and alien world!"
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The original BioShock became closely associated with the art deco style of its
setting. Simitarly, BioShock Infinite has a signature style running through most
of its locations. If the first game’s visual tone could be summarized as “New
Year's Eve, 1959," Infinite’s is best described as “Fourth of July, 1912." The
design features bright colors, the surmmer sun beating down, and images of
classic Americana.

“It created this chain of inspiration,” says art director Nate Wells. “As soon as
you lock info something like that, you're like, "Oh, we need falling maple seeds!
We're going to need hydrangea bushes! And we should have hummingbirds
drinking from flowers!" If any other shooter developer were to hear that...”

“There are certain people who have this vision of America thal almost never
existed,” adds creative director Ken Levine. * The Music Man, Meet Me fn St
Louis, and Helia, Dolly. This perfect, turm-of-the-century America where every-
body got along and everybody had their doors unlocked and drank lemonade
on their front porch. We really want to have a vision of that as the ideal of what
this city was.”

“When you're trying to build a city in the sky, you need to have some ground-
ing elements to it to make it feel realistic,” lead artist Shawn Robertson adds.
“| feel like pulling from real history — but not sticking to it - gives you anather
grounding point.”

revolution in unfrier
0N learms

continued on page 53
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Tl Ties Tecet Bired
The bond between Booker and Elizabeth is a crucial
component of the story and gameplay in BioShock
Infinite. Howeves, forging a connection with a non-player
character is a difficult task, and having a game hinge on
mmbamlemmemmp
rational has thought deeply about the problem, and come
up with an approach it believes will work.

“In terms of the narrative perspective, how do you
mmm::arsmnawpper? Because that's
what itis = let's not kid ourselves - it's a puppet,”
observes creative director Ken Levine. “How do refation=
ships build in real life? They build on somebody helping
you, and almost more importantly, they need your help.
\When she ises her power, that's not cost-free for her. This
drains her; this physicaly hurts Ther. The cost to Elizabeth,
when she does these things to help you, you'll 2 on her
body. You'll se€ on her face. She's not some superhero.

Eglm aralal_mmhlp.‘l‘ou\'e trying to save
she's trying to save you."




continued from page 53
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Even with new info about the story and gameplay of BioShock lnfinite, fans
of the BloShock series ane undoubiedly wondering fow this fitie fits in with
the franchise, as well as how it addresses the complaints gamers had about

previous entries, We tatked with mational president and creative director Ken

Levine and asked four of the burning questions that are likefy fo pop up in the

mivids of BioShock fans.

A common criticism of the original BioShock was the lack of multiplayer.
What is lrrational’s approach to multiplayer in BioShock Infinite?

Qur approach hasn't changed. .. Every game we did prior to BioShock had a
multiplayer companent, and | don't think it mattered. It always came out of
the request of a marketing department.

d ; B 1 If you look at multiplayer, either you are going to do something that's
: e;:;:f;‘m‘ggﬂﬁ* ¢ ! mouthex y ] profound, or you're wasting your time. Absolutely wasting your time. Because

2 % wikat are people going to do? You're going to have a couple thousand people
play it for a few weeks, then they're going to back to the great multiplayer
games — Call of Duty, Gears of War, Halo, Left 4 Dead.

My feeling always has been if there is an idea that is organic to the product
and is profound and is going to move people and excite people and really add
a dimension to the product that ks not just good for the product but stands on
its own as a game, then you do it i you don't have that, you don't do it

At this point, we haven't made a determination about whether or not we
have something that's profound enough or what exactly our thinking is there.

In BioShock, vita-chambers essentially made death inconsequential. is
that mechanic changing in BioShock Infinite?
My feeling about the vita-chambers was this: | think they sel a certain tone
for the game in terms of how it felt and the progression. It was not a game
about dying and restarting. It was a game about experiencing the feeling of
being in Rapture. Certainly, there are arguments to be made about whether
there was enough disincentive to get killed.

| think that's a reasonably legitimate concern. | would say that it's unlikely
we'll have the exact same approach we use in BioShock 1 as it shipped -
without any option to turn it off or any penalty. | think there is probably some
wisdom in the criticism of that, but we haven't made any final determina-
tions. It's definitely something we think a lot about and examine.

alone, but
angerous when
CAN Assist

Why is the game called BioShock Infinite?

It's not BloShock 3 because It's not a direct follow-up to BioShock 1 or 2. In
terms of what the tithe means, that's something that will become clear aver
time. But it means something.

Does BioShock Infinite take place in the same timeline as BioShock 1
and 27
™ ‘We're leaving it up to people for now to draw their own conclusicons on this...

da

el . }}' “.;—
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Telekinesis isn't anly good for throwing ¢
You can grab enemy Weapons from a dis
rewirss them in mid-air and pull the trigger
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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 it 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'LED
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 think four million is underselling it a bit,” says
Kudo Tsunoda, smiling slightly. He's talking about
an analyst’s recent proclamation that Microsoft's
Kinect will sell four million units over the fourth
quarter of 2010 alone. As general manager of
Microsoft Game Studios, Tsunoda definitely

has a dog in that fight. Tsunoda has also taken
on the role of Kinect's public ambassador,
showing it off at its E3 debut back when it was
called Project Natal, and popping up on Jmemy
Fallon's show to play Kinect Adventures with
Miranda Cosgrove,

So yeah, Tsunoda is a fittle hyped on Kinect.
“It's not only the first batch that's going to
sell,” he continues. “As more and more people
get it, it kind of has an avalanche effect. | think

four million is a nice number to put out there,
but | really believe we're going to be able to do
a lot more than that,”

It's easy to get excited about Kinect when
you're on its payroll, but what about the rest
of us?

Kinect's technodogy and busingss plans invite

i »nkinect ad

»ndan

a healthy dose of skepticism. First up, thera’s the
price. If you want to get into Kinect gaming, you
have one of two options, The device and a pack-
in game, Kinect Adventures, retails for $149. The
console bundie sells for $299, which includes
Kinect, Kinect Adventures, and an Xbox 360 S
with 4GB of storage space. Tsunoda is quick to
defend the cost, saying that after players spring
for that initial price, they're done. Unlike other
davices, such as Move or the Wi, players don't
have to pay for additional controllers if they want
1o play multiplayer games with their friends.

Price is also connected to the next major
Kinect question: Are the games any good?
Specificaily, are the games good enough to war-
rant that $150 investment? Before we get too
far, let’s step back and get a refresher course
on Kinect,

Kinect combines a variety of separate technod-
ogies into a single package. The device bathes
the immediate area in invisible infrared light,
which is then detected by a special camera. That
camera works in conjunction with its partner -

tures

essentially a webcam - to differentiate a person
from the background, Several microphones are
housad in Kinect as well, enabling it to detect
VOICE GOomImands.

It's alreadly possible to play games that use
cameras on the three major consoles; that's
nothing special. The real innovation comes in the
software. Plavers can register themsalves with
the system through a quick succession of scans,
after which the system will always recognize
them. That opens up a range of possibilities,
including the abdlity to log on a user on sight, pick
their avatar when they join in a game, and more.

The microphones are arranged in such a way
that they can detect a user's position in a room.
They also do a terrific job of ignoring background
noises. I've beean able o flawlessly direct a
movie to stop, pause, and fast forward by using
my regular speaking voice — without any kind
of previcus callbration — on an extrernely busy
show flogr,







Outside Interference

Back to the games. One of the most interest-
ing things about Kinect is how it determines
which person ina room is the player and ignores
everyone else. As | was playing Kinectimals, for
instance, | was petting an imaginary tiger cub
and a photographer walked over, crouched, and
took a photo of my hands from about a foot
away, While | thought that was odd, the game
didn’t seem to mind at all, The action didn't
hiccup or stutter from the intedoper’s actions.

As I've naticed throughout the various games
I've played, that amount of “focus” is entirely up
to developers. With Dance Central for example,
ignoring everyone alsa in the room would be
detrimental to the experience. Tsunoda says
those kinds of calls are made by developers
on a game by game basis. “We try not to limit
how developers use the technology, because
games will use them in different ways,” he says.
“¥ou'll see a game like Dance Central that uses
a lot of the people in the background as part of
the dance routine, and you don't want to Fmit
things like that.”

That's a healthy philgsophy 1o have, but some
developers are still struggling with the technol-
ogy. In several cases, people slanding off to the
sicle of a game accidentally interfered with the
action jus! by beng present, causing characlars
to suddenly veer off in the wrong direction or
preventing access to menus and other critical
area all of these cases |'ve seen, having the
offending player move out of view seemed to do
the trick. Seeing it done extraondinarily well, as
with Kinectimals, made it more noticeable when
other games didn't manage background interfer-
ence as well. These games wera all works in
progress, but demonstrated that developers had
bestter rmake sure ther qualty assurance teams
know what they're doing with Kinect games.
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Two Kinds Of Motion

Kinect's launch titles fall into two main camps,
In one, games faithfully represent player actions
from Kinect. Your Shape Fitness’ yoga class is
an excellent example of this style of gaming, “In
yoga, it makes total sense because you're doing
the exact yoga motions and you want thosa
poses to be comect,” says Tsunoda, “A big part
of that expenence is actually training to learn
how to do yoga property, 50 you want an exact
matching 1 to 1. But something in Adventures,
where you're jumping over stuff, do you really
want it to where it's onby how high you can
jumnp? That really limits the fun experiences you
can have with the game.”
That's probably the source of some of the
criticiems that Kinect games feel odd or floaty.
Unlike tracitional games, where you press a
button and things happen instantanecushy,
Kinect is interpreting your actions visually and
then translating them into a game. As of now lag
is inherent to that action, but much of that delay
is probably your own body's fault. Many of us
2accusiomed o pressing buttons, because
do mes time 1o jurmp,

»»nkinect joyride

comimon setup: before players have 1o jump,
there's some kind of colored line, shaded zone,
or ofher similar detail before the required leap
to get players ready, After faling a few times in
Kinect Adventures, | got the timing down. That
translated immediately to the jumps in Sonic Free
Riders and the leaping sections in Kinectimals”
obstacle courses, where | did much better.

*People don't really know how high they
jump,” says Tsunoda, “If | jump in the air, is it four
inches? Is it 167 What people know is when they
take off and when thay land. It's really important
to feel in control of the character. If they break it
too much, then it starts feeling disjointed from
what they're doing.”

Some early reports said Kinect would only
work if players stood up. That's simply not true,
Tsunoda says. He cites Kinectimals, which lets
players teach their adopted cubs to play dead
by laying on the ground. “Whether it's standing,
whather it's sitting, whether it's laying down,
whether it's jumping, it's all things Kinect can
<o, and then it's just allowing developers to do
what makes the most sense,” Tsunoda says.
“Obwiously, you'ra not going to be doing some-

ing e Kinect Sports, where you're playing

BTy b doing it sitting on

tm}»'::‘.onic free riders

certanly you don't want to be playing movies
and have to stand up to fast forward.”

Tsunada works at one of the most connected
companies on the planet, 50 you probably won't
mistake him for a luddite. Still, as | get ready
o leave, he says that a lot of technology has
been bothering him recently, “It's somewhat
disappointing to me to see all of the tachnologi-
cal innovations that have been made recenthy,
whether it's social media or mobile stuff. So
much of the technology now is about dividing
people up rather than bringing them together.
“You go to a party and everybody is standing
around tapping at ther phones. Or with social
madia, instead of just sharing experiences I've
had with you, | post them up to the web some-
where and you downdoad them from there and
then put your expenencas up. One of the rea-
sons it's called Kinect is that we're really focused
on developing genuine hurman to hurman interac-
tions and being able 1o bring people together for
shared memaories and shared experiences.”

It's clear Tsunoda's ambitions extend far
beyond merely seling four, six, or ten milion
units. While wa’ll have to wait and see how it
ultimately pans out, Kinect is full of wonderful
possibilities, &
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Fallout: New Vegas

Heading off the beaten path

he camera drifts through a dilapidated VIP

lounge as “Blue Moon"” leaks through the

speakers. Tables are unoccupied, covered
in sheets of dust and a scattering of faded plas-
tic chips. Pulling back, we're on the main floor
of a casino, and it, too, has suffered from what
appears to be decades of neglect. Blowing
through the doors, we see that we were in the
Lucky 38 casino, home of the reclusive Mr.
House, de facto ruler of the New Vegas strip,
Qur tour continues, and we see the flames
surrounding the Gomarrah sign, as well as the
Tops and Vault 21 casinos. The inhabitants of
the Strip mill around, robot and human alike,
as a sniper perched on the iconic “Welcoma
to New Viegas™ sign picks off an intruder unfor-
tunate enough to be on the wrong side of the
barbed-wire blockade.

The camera pulls us farther from Mew Vegas
and into its arid surroundings. Some mobsters
finish digging a grave in the desert as a familiar
voice intones a statement equally familiar to
survivors of the apocalypse: “War. War never
changes.”

After watching the opening sequence for
Fallout: New Viegas, | was ready to dig into the
game. After blowing through the intro, where

my hero was rescued from a desert grave and
nursed back to heaith by the kindly Doc Mitchell,
I hit the Mojave VWasteland, My newly minted
gunslinger, Hank, was pretty strong, smart, and
charismatic. He wasn't best in class at anything
in particular, but | designed him to be handy
enough for a demo.

In addition to his regular stats, | added a pair
of optional traits. Kamikaze gave me mare action
points at the expense of damage mitigation, and
I couldn't resist the allure of the Wild Wasteland
frait, The description says it unleashes the most
bézame and silty elements from the wastelands,
adding that it wasn"t meant for serious types.
Fallout's known for those elements (whales in the
desert, anyone?), so | was all about opening up
the possibility of sesing more. With that all sorted
out, | hit the door.

I hung around the town of Good Springs long
encugh to know that | wanted to leave. After
helping Sunny Smiles with her gecko problem,

I set off for new adventures. | found what | was
looking for in the nearby town of Primm. | recog-
nized the roller coaster from previcus demos, but
I dicdn't have the firepower to snipe anyone from
above. As | made my way through the town's
fence, a helpful New California Republic soldier

Where are you gaoing, buddy?
] ol grar

asked what | was up to. When | said lwas going  » Platform
to Primm, he warned me that it was off imits, | FlayStation 3
didn't beef up my guns skils for nothing, so | dis-  ¥bax 360 - PC
regarcled his advice and moved ahead. » Style

The town was dead, and | soon leamed why. 1-Player Role-Flaying
Prienim’s deputy had been kidnapped, and a » Publisher
roving gang of former convicts now ruled in his Bathesda Softworks

absence. That wouldn't do. | headed over tothe  , paveloper

Bison Steve Hotel to investigate. Obsidian Entenainment
The guy manning the front desk was more 5%
interested in ventiiating my skull than offering e

hospitality, so | shot his head clean off, New
Vegas' iron-sight aiming made combat a cinch,
and after a few encounters | almost forgot that
WATS existed. Once I'd mopped up a few more
ex-cons and looted their remains, | repaired my
S9mm pistol and rifle to near-criginal condition.

I was worried for a while there, since battling
geckos on the way to Primm had taken its toll on
MYy Weapons.

Eventually, | ended up in a ballroom dodging
blasts of fire. Just for old times’ sake | entered
WATS and queued up four headshots with my
newty acquired magnum handgun. It didn't take
four shots,

After rescuing the deputy, | learmed that he
ciidn't want the job anymore, | suppase being
kidnapped by an incinerator-equipped maniac
wolld do that to a person. He offered a couple
of suggestions, though, including a former shariff
of the NCR itself. Both sounded like decent
options, so | headed toward the newly added
waypcints on my compass,

Hark's time in the wasteland ended before he
was able to patch up Primm’s convict problern,
but | suspect he'll be back in October. That's
when | plan on resuming his adventures in the
Mojave Wastelands. War hasn't changed, and
neither has my enthusizasm for New Viegas.

» Jeff Cork



Dead Space 2

Screaming in a vacuum

» Platform ction scenes in films and video games
PlayStation 3 Ammn rely on pounding soundiracks and
Hbox 360 ear-shattering explosions in arder to main-
» Style  tain intensity. Dead Space 2 demonstrates that
1-Player Action  a less aggressive approach to sound design
[Onling TBA]  can be just as effective in establishing a riveting

atmosphere. EA’'s survival horror sequel uses a
muffled, ambient soundtrack for all the action
that takes place inside a vacuum, ratcheting
up the intensity without an orchestra pit. EA
showed us the newest build of the game at
Gamescom 2010, and we walked away from the
demo tremidling.

Dead Space 2 continuas the adventures of
Isaac Clarke as he hunts for the truth behind
a mysterious marker at the root of a plague of
alien necromorphs. This journay has led him to
the Sprawl, a giant space station orbiting Saturn
that faces a new necromorph cutbreak. To signal
for help against this new flood of foes in the
Gamescom demo, Isaac has stepped into the:
cold of space to align a solar array. This puzzie
takes place in 2ero gravity, 5o we were able to
see Isaac's new suit thrusters, which allowed him
to maneuver freely in space as he used teleki-
nesis to align a few solar arrays. We also got to
witness Isaac's new dodge mechanic in action;
using a couple of focused thrusters, Isaac can
now quickly dodge incoming ranged attacks.

As s00n as all the solar arrays are aligned, the
action kicks into overdrive with one of Visceral's
big action moments - sequences intended to

LW
Ferd

w Publisher
Electronic Arts
» Developer
Visceral Games

» Release
January 25

release some of the tension assoctated with

the horror experience. |saac must reunite with
the rest of his team, who are unfortunately on
the other side of the Sprawl. |saac’s solution is
to hook himself into some kind of ejector seat,
effectively tuming him into a human rocket. Once
launched, this rocket seat shools out into space
just as the world behind Isaac implodes (for rea-
s0ns that aren't totally clear).

Traveling through open space at hundreds of
miles per hour, Isaac sees a minefield of ficating
debris between him and the Sprawl. He dodges
all of the oncoming detritus, but at the last
second, a chunk of metal the size of a city block
floats across his path and he is forced to thread
his body through a small opening in the center.
Izaac immediately spins around and ignites his
Suit’s thrusters as he crashes through the top of
a nearby building before making a safe - albeit
heavy - landing. Adrenaline fueling him, Isaac
is now ready to face the perils hiding in the vent
shafts and floorboards of the Sprawl.

We've seen how Dead Space 2 caplures the
terror and gruesome deaths of its predecessor,

and we've seen how well it juxtaposes horror
with big action moments. Now we just want

to see how the series handles the multiplayer
mode EA has been teasing since the game was
announced. Regardiess of how the online action
turns out, we've already seen enough of the
game to pray that it will land safely on its January
25 release date. s Ben Reeves




Hard to Stomach

The original Dead Space

was filled with dozens of
gruesome ways for [saagto
die, and Dead Space 2 prom-
ises to kick it up a notch.

At Gamescom we got a look
at one of Isaac’s new foes,
the puker, who killed Isaac
in a particularly unpleasant
fashion. As its name would
suggest, the puker spits up
powerful bils that dissolves
anything it touches. This
volatile substance even hurts
other enemies who come in
contact with it, so if Isaac can
position smaller foes between
him and the puker, he might
be able to conserve some
ammo. The puker has a long
range snare attack, so lsaac
will want to keep a safe dis-
tance from the monster. We
saw one puker grab a hold
of Isaac and vomit all over
his face. As the bile boiled
Isaac’s face, our hero started
convulsing, eventually ending
up on all fours and puking
his own guts onto the foor. If
all of Isaac’s deaths are this
gruesome, getting a game
over will be more disturbing
than ever.




» Plattorm
PlayStation 3
Xbox 360

» Style
1 to 7-Player Rhythm/
Music (7-Player Online)
» Publisher

MTV Games/
Electronic Arts

» Developer
Harmonix

» Reloase
October 26

Rock Band 3

An overwhelming breadth of content

s we inch closer to the release of Rock

Band 3 it's becoming increasingly clear

that this game features hundreds of
hours of content, This month, we used some
extended hands-on time with Harmonix's latest
creation to dive into several new features that
fundamentally change the genre,

First, the basics: Rock Band 3 is compatible
with all those expensive music peripherals you
already have sitting around the house, and your
old song library. The small improverments to
menu navigation make a huge difference to the
experience, especially in party settings, Drum
pad menu navigation can be disabled. Players
can join and drop during songs and change
difficulty mid-music. Band score and individual
scores are now listed separately, Filters ket you
select which type of music you want to appear in
your selectable song Est, and you can rate songs
1o determine how often certain music shows
up in random setiists. Taken together, these
improvements help players customize the game
the way they want to play it.

The more substantive changes surface in the
career progressicn. Everything you doin the
game now contributes 1o your progression, no
matter the mode. Over 800 goals exist - you can
shoot for them purposefully by looking at a list,
of you can wait for them to trigger automatically

Pro mode adds a whaola new layer
of complexity to the experience

when you complete them in a song. The game
still has a storyline following your band during

its rise to stardom, but that plot is now modular
and occurs after certain criteria are met. For
instance, creating and naming your band triggers
a cutscene about the band getting together and
agonizing over its name.

The mare invohved (and expensive) new
proposition defivers the mest dramatic changes
to gameplay. The Pro Mode requires one of the
new instruments — the drum cymbal expansion,
the new keyboard peripheral, or one of the two
pro guitars, You'll need to shell out some exira
money, but the rewards are substantial, Rock
Band 3 features an incredibly advanced instru-
ment tutorial system for every pro instrument
that teaches you the basics of play in ways that
transter to the actual instrument. In other words,
you could learn how to play the guitar, drums,
and keyboard by completing the training sec-
tions. All of the songs in Rock Band 3, and marny
of the downloadable tracks moving forward, will
inclucie pro instrument charts, which represent a
mew challenge for music game aficionados.

‘We've had over five years to perfect our Guitar
Hero and Rock Band skills, and after several
hours with the game, we can attest to the higher
difficutty the pro instruments present. The pro
qguitar and bass parts, in particulas, are chal
lenging even on the lower difficulty settings. For
many players, moving up to Expert could involve
months of practice and improvemnent.

Rock Band 3 aims to answer fans' calls for
innovation in the increasingly reiterative cycle
of music products. What remains to be seen is
whether gamers are willing to shell out the cash
required to take that next step. » Matt Miller

The Latest Songs

2000s

+ HIM, “Killing Loneliness”

Ida Maria, "Oh My God*

Juanes, "Me Enamora®

Mana, “Oye Me Amor”

Metric, “Combat Baby™

Phoenix, “Lasso”

Poni Hoax, “Antibodies*

Rilo Kiley. “Portions for Foxes™

Slipknot, "Before I Forget™

Them Crooked Vultures. “Dead End

Friends"

*+ The Vines, "Get Free”

= The White Stripes, *The Hardest Button
to Button™

= Tokio Hotel, "Humanoid™

19908

« Filter, "Hey Man, Nice Shot™

» Jane's Addiction, “Been Caught
Stealing”

Marilyn Manson, “The Beautiful People™
Smash Mouth, *Walkin' on the Sun”
Spacehog, "In the Meantime™

Stone Temple Pilots, "Plush®
Rammstein, "Du Hast” (in German)

1980s

= The Cure, Just Like Heaven™

+ Def Leppard, “Foolin™

» Dio, "Rainbow in the Dark™

= Huey Lewis and the News. “The Power
of Love”

INXS, *Need You Tonight*

Joan Jeat, "1 Love Rock and Roll™
Night Ranger, "Sister Christian®

Orzzy Osbourne. *Crazy Train®
Foxette, "The Look”

Tears For Fears, “Everyhody Wants To
Rule The World™

= Whitesnake, "Here | Go Again®

19708

= The B-523, "Rock Lobster”

= Eob Marley and the Wailers, "Get Up.
Stand Up®

~ Foreigner. *Cold As lce®

= Queen, “Bohemian Rhapsody™

= 'War, “Low Rider”

19608
* Jimi Hendrix, “Crosstown Traffic®
» The Deors, *Break On Through®
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Ratchet & Clank: AII 4 One

Insor
» Platform
PlayStation 3
» Style

1o wer Action
|4-Flayer Online)

Entertainment

o » Developer

it’s back to the ¢ L S - Insomniac Games

team kils.
I

# Release
Fall 2011

& 10 b a hit with
atchat is known for its amazng arsenals, and

Ratchet could be a real jerk
here if he chose U




» Platform
PlayStation 3
¥box 360 - PC

w Style

1=Player Action
[Multiplayer TBA)
® Publisher
THQ

® Developer
Relic Entertainment

» Release

Warhammer 40,000:

Walk a kilometer in this powered armor

as big a deal here as it is in Europe, but

Relic Entertainment has built a solid LS.
following with its excellent real-time strategy
aofferings in the Dawn of War series. Now, the
Vancouver-based studio is taking the a
more violent and hands-on direction with this
third-person shooter. The build Relic recently
demoed for us keoked promising, but it's not
clear yet just how Space Marine is going to get
past its horrifically generic name and carve its
own niche in a densely packed genre.

Space Marines in Warhammer 40,000 are the
perfect expression of mankind's warlke ways.
Melding generations of genetic modification and
eugenics with influences from the greatest war-
rior traditions in human history, Space Marines
are hulking juggemauts who gladly charge
into 1,000:1 odds with rightful expectations of
emerging victorious. Relic wants this game o
capture that sense of power and viclence in a
way that tabletop miniatures or real-time strat-
egy never could.

We watched the as-yet-unnamed protagonist

—|- he Warhammer universe has never been

Most people don't know that 5
Marines were one of JRR. T

space Marine

Where Did the
RPG Go?

raight action
m's vision

just put anoth
a 1 bl

onginal races in Middle-sarth

lead his squad of blue-armored Ultramarines in
battle on a besieged Forge World. In this case,
“lead” meant “blow up everything in his path,
and occasionally watch a buddy chainsword
an Ork in half.” Space Marine isn't about taking
cover and devising a brilliant tactical approach
to an impossible situation. It's about the ground
shaking beneath your armored boots as you
crash through a crumbling, once-ornate pilar. it's
about tuming enemies into fountains of blood as
your bolter shreds the chunks of concrete they're
hiding behind, tears theough their pitiful armor,
and lquifies the tender flesh beneath. It's about
evaporating a squad of Orks with a plasma
grenade bafore pulping their leader with a crush-
ing blow from your thunder hammex. If nothing
else, the shce of gameplay we saw imparted the
unstoppable badassary of the Ultramarines.
Relic intends the seamiess transition between
ranged and melee combal to be Space Marine’s
halimark. A single face button strikes out with
your melee weapon. Simple contextual combos
and finishing moves drive the presentation.
Similarly streamiined, one-button timing-basad

evasions and counterattacks ackd depth to close-

quarters engagements. Your initial chaingword is
a mighty implernent of futuristic destruction, and
never having to explicitly switch to the weapon
means it's as simple as pressing a single button
to decapitate an Ork who gets too closa.

The single-player campaign is your typical sci-fi
adventure. Boss fights, pensive atmospheric
sequences, and as much variety as Relic can
come up with in general encounters comprise
the linear path players take to their ullimate cles-
tination. The studio estimates players will take
eight to twelve hours to complete the campaign,
and promises to supplement that with significant
cooperative and multiplayer offerings — which it
declined to comment on just yet.

With Refic's pedigres, Space Marine should be
nothing less than competent and fun, Whether it
has the chops to break out of being just ancther
s¢i-fi action shooter and become something
special is another question entirety, However,
Refic has done enough in the last decade
{Homeworld, Dawn of War, Company of Heroes)
to earn a litle leeway:. » Adam Biessener



Online suits this shooter well

ve always thought that a bunch of dudes run-
ning arcund beating each other up with nano-
suit-augmented powers could be awesome.
Who didn't? | don't care that it took Crytek
buying up the remains of a defunct studio (Free
Radical, now Crytek UK) to do it. I'm ecstatic
that Crysis 2 multiplayer is shaping up to be
what | always wanted,

Crysis 2's approach to using the nanosuit in
competitive play is brilliant. Much of the suit's
power lies in mobility. Super speed, soaring
jumps, and acrobalic takeout slides are just a
few of the ways that Crysis 2's combatants sat
themselves apart. This was just as true in the
original Crysis, but you had to press a button to
pull up the power menu, select a power, then
leave the menu and do whatever it was you were
frying to do while a bunch of dudes used you for
target practice. Mow, all of those moves are con-
trolled within the context of movement itself.

On an Xbox 360 controller, tapping the A
button does a regular jump, while holding it for a
few seconds charges up a super-leap. Holding A
as you come up to a ledge activates a brief burst
of super-strength to lift your body up onto the
platform above. The bumpers activate what used
to be suit modes, with LB making you briefty
slower and more resistant to damage, and RE
cloaking you for a few seconds and allowing for
stealthy one=hit melea kills.

It plays as intuitively as it sounds. Within a few
deaths of picking up the controller, | was flinging
myself pell-mell across NYGC's ruined landscape
in search of a better tactical position. Crytek UK
has crafted tight, intimate levels that take full

b of the it's mobility. Both maps
available at Gamescom - one an odd juxtaposi-
tion of a modern office building crashed into a
decrepit apartment tenement, the other an inter-
connected set of rooftop gardens - are vertically
diverse. It's hard to get a great read on them
from a bare few rounds of play, but new strate-
gies were springing to mind in just 10 minutes of
hectic action.

Sure, it's more of the standard online shoot-
ing that the industry has been iterating on since

CGluake rather than some crazy departure from
multiplayer norms like Resistance 2 or MA.G.
This type of gameplay is the well-loved baseline
for a reason, though, and the nanosuit powers
and verticality of the levels set Crysis 2 far
encugh apart to offer players new experiences
within that framework.

Persistent online character progression is
a genre standard now, and Crysis 2 doesn't
disappoint there either. Crytek UK freely admits
that its system is mechanically similar to its
competition's. The devs feel that the difference
comes in how the perks tia back into the nano-
suit and the game's sci-fi setting. More than 20

suit upgrades, with three levels apiece, form the
backbone of the progression. The experience
you accumulate during play is broken down into
subcategories like stealth and explosives, which
they hope will channel players into the types
of upgrades that enhance the play styles they
anjoy most.

Solid guns-and-grenades core gameplay and
a progression system that locks as deep as any
Call of Duty form a great spine for Crytek UK
to build on, and so far the former Free Radicals
geem to be taking full advantage of that. Crysis 2
was the bast multiplayer shooter al Gamescom,
without question, » Adam Biessener

» Platform
PlayStation 3
Xbox 360 - PC

» Style

1-Player Shooter
{12-Player Online)
» Publisher
Electronic Arts

u Developer
Crytek

» Release
March 22
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Unnatural selection
in GT's course maker

Polyphony planned to save go-kans jor Gran
Turismeo 6, but the info leaked out early 5o the
team decided 1o inchede the feature in GT 5

Te:

ran Turismo 5

Course Maker

2

The popular Autoaroma Nazionabe di
Monza circuit is appearing in GT 5

¥ Platform

» Developer
Folyphony D

» Release
November 2

2010 Subaru Impreza
WRX STI

20089 Pagani Zonda R

2008 Lexus IS-F Racing
Conecept

1967 Ferrari 330 P4
1967 Ford Mark IV

1967 Jaguar HJ13

1967 Lamborghini
Miura P400 Bertone
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» Platform
PC

The new ability 1o distill usedess koot into crafting
materials an the Geld will reduce trips (o town
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Ace Combat Assault Horizon

Namco Bandai touts Assault Horizon as a “rebirth” for the series

took to the skies on portable platforms,

Mamco Bandai recently announced Ace
Combat’s return to consoles. Ace Combat
Assault Horizon is in development for both
the Xbox 360 and PlayStation 3, returning to
Sony's console after the 360-exclusive Fires
of Liberation.

Project Aces is being intentionally tight-lipped
about Assault Horizon, but the first official trailer
clued us in cn a new direction for the franchise.
The footage indicates that the fitle is a complete
reboot for the series, referring to it as a “game
changer™ and “rebirth.”

We'd be hard pressed to disagres, even with
the meager glimpse of the game that is currently

A fter a three-year hiatus in which the series

The Sims Medieval

EA goes medieval on the Sims

hen The Sims first launched in 2000
W it appealed to hardcore and casual

gamers alike, quickly launching the
series onto PC bestseller lists worldwide. Since
itg initial release, numerous expansion packs
and sequels took these characters from the
cockie cutter homes of suburbia to the big
city. Now The Sims are going back in time in a
brand-new entry that focuses on quest-based
gameplay and the characters that inhabit
the kingdom.

In The Sims Medieval, players craft Linique sto-
ries for ther characters in the iconic Middle Ages:
setting. A physician, for instance, is responsible
for curing the ill by dropping a few leeches on the
afflicted sim, draining blood, and administering
medicing. Should the physician neglect his or her
responsibilities, they will be forced to pay a fing,

availabla. The trailer most notably highlighted an
evolution of combat from something calculated
and mechanical to a decidedly more organic
and personal approach, Dogfights unfold in the
midst of urban areas, with pilots namowly avoid-
ing skyscrapers as bullets spray the lofty struc-
tures, Miami is the battleground in this particular
traler, meaning we'll be seeing more real-world
locations. PSP's Joint Assault broke the seres’
tradition of fictional settings, and Assault Horizon
locks to follow suit. Signs also indicate that the
player will take to the skies as a member of the
United States Air Force.

The dogfight draws to an end in an explosion
of fuel and debris, momentarily lighting the sky
on fire as tendrils of oil spider through the air

get sent to the stocks for
a face full of tomatoes, or
be escorted to the “Pit of
Judgement™ for exacution.
To avoid a painful ending,
it's mperative for each sim
to complete his or her indi-
vidual quests. The game:
offers options for tackiing each one.

In one quest during a hands-off demo, the king
became ill after being poisoned in a sword fight.
The physician can choose to either end his life
or rescue him. Having taken the virtuous routs,
the physician heads over to the palace, checks
the king's condition, and retiurns to her clinic to
research a cure. She discovers a serum called
Angel Balm is needed to cure poison. Once she
collects all the necessary itemns from her healing
garden, she returns to
her cinic to mash the
ingredients together at
her crafiing table. The
medical practitioner
atso has the option to
call on the kingdom’s
merchant for healing
items, or summon the
town priest to bless
the king back to health
for additional aid. She
heacks over to her mes-
senger post (equivalent

This brief exchange highlights the more intimate

direction Project Aces is taking the series, with
combat so close that fuel rains down on your
aircraft upon impact, After several more fiery
takedowns, our pilot’s luck runs out and we are
jarringly ejected from the cockpit, A safe landing
appears to be too much to ask for, as an enemy
craft approaches from the periphery.

Other scenarios highighted include air-to-
ground combat from a helicopter, and a pilot
taking on a fieet of ships out at sea.

Perhaps intimate action and a return to
reality is exactly what Assault Horizon needs
to reinvigorate the Ace Combat franchise.

» Meagan VanBurkleo

to the phone system in modern-day Sim titles)
and calls upon the priest via camier pigeon. With
all tasks in place, it's time to cure the king.

Once quests are successiully compileted, the
sim gains expenence and the player eams king-
dom points to unlock more Sims from a wida
range of professions that will open up even more
quest opportunidies. Play as a knight, monarch,
scribe, priest, aristocrat, physician, and more
with each role affecting quest types. Whia the
physician spends her time healing, the priest
provides sermons at his church and with more
experience wil reach the ultimate goal of ncreas:
ing the church’s popularity, The opportunities
are endess,

For an early build, The Sims Medieval looks
impressive. Bulding mterors and extenors all
have a unique, handcrafted feed, and the finely
detailed character models sport the requisite old
school garb. We look forward to getting more
details as The Sims Medieval moves further
along in development. » Annette Gonzalez

it Horlzon puts players behind the

controls of helicopters for the first time

» Platform

PlayStation 3
Xbox 360

» Style

1-Player Action
(Multiplayer TBA}
w Publisher
Nameo Bandai

#» Developer
Project Aces

» Release
2011

» Platform

PC « Mac

n Style

1-Flayer Simulation i
» Publisher

Electronic Arts

¥ Developer

The Sims Stuctic

# Release

Spring



The Last Story

jith Nir

o s
Apparently, the hairstylists in The Last Story B
only know the “business in front, party in
back” look. That one’s always a winner!

# Platiorm

Wii

» Style

I-Flayer Role-Playing

# Release
TBA

A rag-tag group of adwenturers
meeting in a tavern? Okay, not every- § Combat inteqrates real-time
thing about this game is innovative and menu-based elements
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Final Fantasy: The 4 Heroes of Light

Square Enix goes back to the good old days

inal Fantasy titles get more complex with

each new installment, with sweeping sto-

nyines and involved mechanics. Most fans
of the franchise prafer this kind of evelution, but
some yeam for the days when things were sim-
pler. With The 4 Heroes of Light, Final Fantasy
goes back to its roots with an adventure
inspired by the series’ early entries.

Developed by Matrix Software (the same
studio who made the DS remakes of FF lll and
V), The 4 Heroes of Light is a new RPG with
an old-school vibe. The tale begins like many
others; a boy wakes up on his 14th birthday

and must visit his king in order to be considered
an adult. The premise sounds cliched, but the
game isn't as narrative-driven as other entries. |
played the first few hours, and the story serves
mainly as an excuse to send players into various
towns, caves, and castles. The entertainment
isn't delivered through cutscenes; instead, the
thrills come from exploring, kiling monsters, and
leveling up.

The story isn't the only simplification - the
combat systern is also straightforward. Instead of
having to manage magic points, all of your skils
and spells draw from a single reservoir of action

Def Jam Rapstar

Think you can flow with the finest?

Jam Rapstar lets hip-hop up-and-comers

put their rhyrme skills to the test. You can
rap along to the game’s 45 licensad tracks from
the Fkes of Lil Wayne, Kanye West, Nas, A Tribe
Called Quest, LL Cool J, and more, or freestyle
over beats from producers such as Danja or
Mitti Beats.

Def Jam Rapstar offers three ways to play.
Party mode lels you battle with friends or col-
laborate in a duet in tracks such as Kanye West's
“Goldigger,” where ona player follows Kanya's
floww while the other assumes the role of Jaime
Fosoe and sings along to the chorus. In Career
mode you can perform icensed tracks to work
your way toward superstardom. Top perfor-

K onami's upcoming rap karacke title Def

mances will eam microphones, in-game: cLmancy
that unlocks new tracks, backgrounds, and
effects that can be used in the rest of the game.
To earn maximum mics and street cred, Def
Jam Rapstar judges your performance based on
Iyrics, timing, and pitch. The game determines
points by syllable and vocal nuances, making
auto tune an even bigger pain than it aready is.
After spending some time with the game, | found
it is almost essential to have at least some famil-
arity with the song chosen, otherwise you might
trip over & few hyrics, Nothing a few run-throughs
with a given track can't fo. This game was
designed for fans of hip-hop, 5o anyone with an
interest in the genre and a love for riythm games
can take a few flubs and pick up the rest of the

DIDDY

ALL ABOUT
THE BENJAMINS

points, You can buid up a reserve for future
turns by boesting, and other events in battle can
cause you to randomiy regenerate AP as well,
The system requires players to be conscious of
the fiow of battle, selecting the best moments to
build power to launch a full-on assault.

What you can do with the action points you
accrue each round depends on the crowns
your characters are wearing, The equivalent of
a job system, different crowns bestow bonuses,
penalties, and special abiities. For instance, the
classic black mage is one of the early oplions,
but other options, like merchant and dancer,
open up as the game progresses. | counted
space for 28 total crowns (each with several
upgrades), so you'll have plenty of different
classes with which 1o experiment and form your
ideal party.

If you get tired of grinding through the classes
SO0, YOU can team up with up to three other play-
ers in local co-op. The additional players won't be
able to make any story progress in this made, but
you all earn points for rewards that camy over like
powerful weapons and helpful iterms.

‘With an accessible structure and a simple
story, The 4 Heroes of Light is buit to simultane-
ously evoke nostalgia and entice newcomers.
We'l have a full review next month, so stay tuned
to see if this is the right handheld Final Fantasy
for you. » Joe Juba

track no problemn. The show must go on, right?

Freestyle mode nfroduces the game's online
community component, where players with
proper lyrical savwy can record thair perfor-
mances using a system-specific camera, Videos
can then be edited with visual effects, color
palettes, and fiters. Once you'ne done crafting
your video, upload it 1o Def Jam's community
site for review by your fellow peers. With Def
Jam's involvernent, who knows, maybe you'll get
discovered.

You won't have to wait long before picking up
the mic, as Def Jarmn Rapstar hits retail in early
October. » Annette Gonzalez

» Platform
Nintendo DS

» Style
1-Player Role-Playing
|#-Player Local)
» Publisher
Square Enix

» Developer
Square Enix/
Matrix Software
% Release
October 5

» Platform

PlayStation 3

Kbox 360

 Style

1 or 2-Player Rhythm/
usic

% Publisher

Konami

¥ Developer

4mm Games

% Release

Octaber 5
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| Gutstanding. A truly elite title that is neary perfect in every

Bungie's last hurrah with the’
bang, taking us back to the start ofjthe story and introducing
a new team of heroes who find themsedves in the midst of
| a hopeless conflict. Upping the ante with massive ground ¥
battles and space combat, Reach's campaign delivers theill - W
after thrill. The customizableGompetitive mulliplayer js s
ewuah( bombastie. Bungie proves
i caf be just as satisfying:as finishing it.

| Frawed. it may be cbvious that the game has lots of

10 wary. This score Is given out rarely and Indicates a gama 5 potential, but its most engaging features could be
that cannot e missed. undeniably flawed or nol integrated ino the axparisnce.
Superh, Just shy of gaming ninvana, this scor is a high | Bad. While some things work a5 planned, the majority of
[+ ] recommendation because the game reviewed is haad- 4 this tithe either matfunctions of it is 5o dull that the game
and-shoulders above its competition, falls short a5 a whole.
Veery Goodd. Innovative, but perhaps not the right chaice for Paintu, 1f there: is anything that's receeming in a game of
8 | veryone. This score indicatos that there are many good 3 | this caier its buried beneath agonizing gameplay and
things to b had, but arguably so. uneven execution in s features or theme.
Average. The game's features may work, but ang nathing Broken. Basically ungiayable, This gami is 50 insufficient
7 that even casual players haven't seen before. A decent 2 in execution that any value would be derived in extromedy
game from beginning to end. | ‘sma quantities, if at all
Limitad Appaal. Although thara may be fans of games
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rwarcling G axperionce.
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PS3 « 360

» Concept

Integrate a real-time physics
engine into NHLs time-
tested gameplay

# Graphics

The incréased vanety

of animations for

on-ice collisions is a
welcome change

» Sound

Bill Clement and Gary Thorne
are still great announcers,
but the dialogue is starting
to show its age, and EA
needs to integrate more

NHL 17

A star pl

yer starts to sl

T y
# Playability

The checking cptions and
quick dekes add more tools
to an already versatile

control scheme

# Entertainment

The on-ice action is still salid,
but Be A GM mode suffers
from peer CPU logic and Be A
Pro mode doesn't offer much
in the way of innovation

» Replay Value

High

Second Opinion 8.75

Seoring bs still tight, 50 biocking the goahtender's vision
s important if you want to put the puck in the net

Style | 1o 6-Player Sports (PS3), 1 to 4-Player [Xbox 360) (12-Player Online) Publisher EA Sports

Developer BA Canada Release September 7 ESRE E10-

n the NHL's current salary cap era, building a
‘Cup contender requires more diigence than
simply poaching big-ticket free agents in the
offseason and drafting a blue chip blue liner.
Money is tight, so savwy general managers must
make shrewd draft day selections, toy with
restricted free agency, buy out overpaid players
on the tail end of their careers, and know the
right time to call up a young prospect, Past NHL
games only captured the basics of the team
building, but with the addition of the CHL license
and a new free agency system that accounts for
urrestricted and restricted players, NHL 11°s Be
A GM mode comes closer to mimicking the real
league than ever befora.

With most of the amateur league players now
in the game, Be A GM gives you control over
the fate of all the prospects in your farm system.
Though the game lacks NCAA and KHL play-
ers, most every other prospect is ight where
he's supposed to be. MHL teams draft players
at a young age, s0 only the top draft picks land
on NHL rosters out of the gate. But through
several years of simming seasons | saw both first
round picks and late round gems. blossom into
pro skaters,

Managing the farm systerm makes for a fun
offseason, but your peers could use some
achice. Though the GMs don't swap star play-
ers with abandon anymore, they sometimes
let highly touted first rounders ke Alexander
Burmistrov escape into free agency, bury vets
lke Chris Drury in the minors, and send mixed
signals during trades. One team proposed a
trade but then reiected it when | agreed to the
terms. Another rejected a fair trade for the obtuse
reason of having an “athletic surpius.” The new
10-player swaps further demonstrate the broken
trade logic guiding CPU GMs; one team asked
for both of my NHL goalies for a trio of fourth-lne

caliber defenders and a throwaway pick. Sure
buddy, where do | sign?

No sports game has innovated mora on the
gameplay front this generation than NHL. and this
steady progress continues with the new physics-
based animation system. Chacks now look
different depending on whether your defender is
in position for a crushing hit or only able to chip
a puck carrier as he skates by. The introduction
of broken sticks and a new face-off system also
helps NHL 11 improve its game, and EA Canada
has twieaked the Al to cut off the back door
goal exploit and vary the angles goalies take,
Scoring is loosened a bit, particularty in the: slot,
but most games are still low scoring affairs on
higher difficulties.

The game is also starting to show signs of
aging. As with the past few NHL games, it's easy
fo dictate the pace of the game, keep control
of the puck, and limit the number of scoring
chances for your Al opponent. That said, the
games are siill ight because opponents shoot
an uncharactenstically high percentage. Your
Al-controllied teammates don't demonstrate the
same nose for the net during odd man nushes, as
they frequently stop driving to the net. The goalies
don't track the puck well once it’s been deflected,
aither swinging wildly 1o knock the puck away or
not noticing that it's sitting right on their shoulder,
In some circumstances the line change func-
tion still fals, leaving five tired players on the ice.
The most notable criticism is the lack of player
personality on the ice. Notorious hitters like Cal
Clutterbuck rarety finish their checks, and star
players like Alexander Ovechkin don't play mark-
edly different from any other forward, Outside of
a short stint on a CHL team during the Memcrial
Cup at the beginning of your career, there isn't
much new to the Be A Pro mode either.

If you're an EASHL player, the biggest

improvermnent over past years is the oplion to
practice with your club. Rather than rigk your
spot in the standings to try out a new player
or implement a new strategy, you can now do
it within the safaty of your own rink. EA also
cleaned up the interface to make it easier to inter-
act with your club and find games.

In what's quickly becoms a rite of passage for
[EA Sports games, NHL 11 includes the Ultimate
Team card-based game mode made popular by
Madden and FIFA. Rather than simply recycle the
idea, the NHL devs are bulding another competi-
tive level onto the game with the Ultimate Hockey
League. Whike it still uses the familiar card pack
system that allows you 1o purchase new player
cards by playing with your team or paying for
them, EA Canada has created a monthly league
governed by a salary cap to keep big spenders
frorm ruining the league balance. As you play
games and eam pucks (the game's curmency) you
can purchase new packs to find new players for
wyour roster, train your top prospects, or extend
the contracts of your nucleus. Though it's techni-
«cally possible to compete in the UHL without
spending money, putting your team on solid foot-
ng will be difficult, as the cheaper packs rarely
award you with any solid NHL players or training
cards, and contract cards don't come frequently
enough to halp you keep your best players on
the ice.

Like a star player at the apex of his caneer,
INHL 11 still shines on the ice. Mew innova-
tons ke the real-time physics engine and UHL
show EA Canada still has some room to grow,
but as age creeps up on the stalwart franchise
and its prior innovations fesl commonplace,
some of its weaknesses are starting to appear
mone evident, » Matt Bertz
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Any superhero can beat up thugs, bt no one does it
with as much styl as The Sassy Spidar-Man™

LVER

exist these days. Marvel's wall-crawler

has been re-envisioned as everything
from a 17th century Scottish rogue to a radio
active pig. In the past, I've had litlle reason to
pay attention to these Spider-Man vanants.
However, developer Baenox makes a strong
argument for some of Spidey’s time-displaced
alternates in Spider-Man: Shattered
Dimensions. This leads ma o wonder why
games have focused on only one version of
Spider-Man for so long.

Creating a game with four different main
characters, four different worlds, four different
art styles, and four different game types sounds
overly ambitious, but any smart developer knows
that it needs to change things up to keep the
action fresh, Shattered Dimensions works that
need for vanety into its fiction, One level had me
running through a jungle using Spider-Man's
spider sense to dodge sniper fire. In the next |
was falling past mile-high skyscrapers, dodg-
ing hover cars in a fulure version of New York.
Next | was web-zipping between crates as they
twirled through the eye of a giant sand tomado.
Then a series of spotlights hunted me across the
skyline as | quietly knocked out a mob of thugs.
The action in Shattered Dimensions is almaost
schizophrenic, but it's never boring. Usually in
a game ke this, half the action ends up feeling
unpokshed, but Beenox avaids that pitfall while
raking all of Shatterad Dimensions’ disparate
game types flow seamiessly together.

With this much going on it's almost hard to
pick a favorite world, Amazing’s gorgeous envi-
ronments reminded me of Borderlands' comic

M any different versions of Spider-Man

Ips Spider-Man crz

ack to the top

pider-Man: Shattered Dimensions

+ s

Style 1-Player Action Publisher Activision Developer Beenox Release September 7 ESRE T

book vistas, and its web-based combat felt dif-
ferent than any of the other worlds. | also loved
2099 neon-tipped environments and free-faling
combat, which had me slamming super villaing
into ary object that got in the way of gravity.

The Uiimate universe puts Spidey in the black
suit and gives him a rage meter, which makes
the action against hordles of smaller minions all
the more fierce, But | may have had the most

fun in the: Noir universa, where its stealth-based
lavels allowed me to sneak through cracks in the
shadows and whittle away the enemy numbers
with a series of punishing takedowns. The variety
in this game extends to the unique boss battles,
wihich usually involve using the emironment to
creatively take down your opponent instead of
just chipping away at a large health bar.

One of my faverite aspects of the game is the
Web of Destiny challenge. A cross between tra-
ditional orb collection and achievement rewards,
the Web of Destiny allows you 10 level up each
version of Spider-Man with new moves, abili-
ties, and costumes. | constantly found myself
diving into the menu to see what kind of meta
challenges | had left to complete. These various
activities include collacting hidden icons, com-
pleting time challenges, and defealing enemies
in special ways, Many of them can be completed
during the game’s natural progression, but only
the dedicated wil complate all 180 tasks.

Every superhero hag his Achilles’ heel, and this
Spider-Man is no different. Whie the combat
is fast and fun, the auto-targeting occasionally
snaps to the wrong place, and the camera can
have a mind of its own when you're climbing
walls. My biggest disappointment is reserved

for the story. Comics are a strong storyteling
medium, but few - if any - comic-based games
have done ther source material justice. Activision
got current Amazing Spider-Man scriba Dan Slott
to help with the plot, but all Slott has done is
draft up a bunch of puns so temrible you'll want
to cursa. The story datails what happens when

a miystical tablet shatters across several different
dimensions, amplifying the powers of any super-
villain who holds it. It’s the kind of hackneyed plot
that was fashionable in the "60s, and | thought
the comic workd already transcended this kind

of storyteling.

icher-Man: Shattered Dimensions lands just
shy of being the full package, but it delvers a
ron-stop action ride with someathing new around
every cormer. Though its story leaves something
to be desired, it's one of the best Spider-Man
titles in recent memory, if not the best Spider-
Man title to date. » Ben Reeves

8.57

PS3 « 360

» Concept

Take four different versions
of Spider-Man, set them in
four ditferent worlds with
four different styles of play,
and produce one of the best
Spider-Man titles in years

» Graphics

Each world has iis own
unique look and style, and
they are all great. Amazing's
sketchy comic vibe is

particularly stunning

# Sound

An incredible voice cast
fpaturing actors from past
Spider-Man television
shows is backed by a

solid soundirack

» Playability

Al four versions of Spider-
Man have unique combos to
explore. It was nice not just
jamming on the same attack
button over and over again

# Entertainment

Don't worry if you've never
heard of Noir or 2099, each
world offers something to fans
of every level

% Replay Value
Moderately High
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P53 = 360 = PC

» Concept

A compelling, cinematic
game about La Cosa Nostra
filled with nods to classic
mobster movies

# Graphics

Only the cocazional
environmental pop-up and
recycled character models

take away from an otherwise
admirable recreation of 40

and "50s America

» Sound

Fantastic voice work
[particularly for sidekick Joe
Barbaro| complements an
amazing soundtrack filled
with classic songs from
the period

» Playability

The gqunplay and driving
control well, but the cover

system cangi\_'e you problems

88

in tight quarters

» Entertainment

A focused, if derivative,
maobster tale that should
appeal to any fan

of Goodfalias

# Replay Value
Moderately Low

Mafia |l

Jump into this thing of ours

|l

$tyle 1-Player Action Putilishar 2K Games Developer 2K Czoch Relosss August 24 ESHEM

documented. For decades, films like The

Godfather and television series like The
Sopranos have basked in the world of the Italian
organized crime syndicate. |ts current and
former members tout it as a closed community
that operates on trust, respect, and glory. Never
mind that in reality they backstab, double-
cross, and rat each other out at a higher fre-
quency than any of the Real Housewives reality
shows. Mo video game franchise adheres more
closely to this fractured dream of a romanti-
cized criminal subculture than Mafia.

Set in the *40s and ‘50s, Mafia Il is jam packed
with familiar plot devices pulled from classic
mavies like Goodfelias and A Bronk Tale. In the
fictional city of Empire Bay, three Italian crime
families hold control over most of the criminal
underground. While the old fashioned Dons stick
to the time-tested rackets of gambling, running
numbers, and boosting goods, more adwventur-
ous young upstarts start dabbling in get-rich-
quick schemes involving narcotics. This creales
a friction that could break the alliance and pit the
families against one another. This is the back-
drop for Vito Scaletta’s rise from street thug to
wise guy.

Like a made guy dressed to the nines in a
tailored suit, fedora, and a pair of Stacy Adams,
Mafia Il dresses the part. The new setting,
Empire Bay, is a stunning recreation of a *40s
and '50s American metropolis. From the war-
time propaganda posters to the era-specific
automobiles and radio tunes, Mafia Il transports
you 1o a time where American pride was at an
all-time high, dames were called broads, and
overt racism ran rampant through the segregated
communities. The impressive attention to detail
is most noticeable in the expertly crafted building
interiors, which look like destructible sets pulled
straight out of Mad Man.

Unlike Grand Theft Auto's Liberty City, Empire
Bay isn't an open world playground overflow-
ing with side quests and distractions. The world
still feels like a living city, but Mafia Il is a much
more focused experience. You can buy new

ﬁ merica's fascination with the Mafia is long

clothes, get your plates changed at the auto
shop, and boost cars for cash, but that's about
the extent of your interaction with the city. The
game is divided into story chapters, which
allows the developers at 2K Czech to alter the
weather, time, and city conditions in service of
the missions. While explorative gamers may miss
the freewheeling structure of games like GTA
and Red Dead Redemption, those who never
finish lengthy games will appreciate Mafia II's
direct storytelling.

The original Mafia stood out for its engaging
migsions, and the sequel follows suit. You still
dirive through the city for long stretehes (this time
without a clutch or constant harassment from
traffic cops), but once you reach your destination
the action unfolds in smartly scripted missions
that feel different every time, These quests fea-
ture your standard blend of third-person shoot-
ing and driving sequences, with the occasional
fistfight thrown in for good measure. The controls
don't depart drastically from genre conventions,
though the finicky cover mechanic gave me
troubles in tight quarters.

For Vito to become a made man, he must eam

= .

&

his stripes selling stolen cigarettes on the sireets,
robbing jewelry stores, burying dead bodies,

and taking on dangerous infiliration and assas-
sination missions, His best friend Joe is along

for the ride most of the time, and their dialogue
serves as a narrative lynchpin. Though Mafia i
refies heavily on mobster clichés, the ending
takes an interesting turn that gives the game its

If you're a veteran of open world games, you
should note that Mafia Il is extremely easy on the
normal difficulty. Turn it up a notch if you want
more challenging gunfights. No matter what dif-
ficulty you choose, don't expect at ot of interfer-
ence from the clueless cops. When you break
the law, the men in blue aren't overly concermned
with apprehending you - some give lazy chase,
bbut shaking them is as easy as stepping on the
gas in a fast car, making a u-turn in a busy inter-
section, or stopping until the cops get out of their
cars and then flooring it. They're even more inef-
fective when the guns come cut. | "hid” behind a
dumpster of a closed-off alley in front of a pile of
several dead officers and lost my wanted rating
despite several cops patrolling the area.

Mafia || suffers from some other minor annoy-
ances as well. The game relies heavily on
cutscenes, and sometimes doesn't know when
to draw the line between interacting with the
wiarld and triggering a cutscene. | shouldn't
take control of Vito as he wakes up only to jump
immediately into another cutscene when | pick
up the ringing phone. The NPC intelligence
during missions is also troublesome. In one mis-
sion | had to tail a car to find out where it was
headed, but the driver got into an accident and
the mission failed,

In an era when video games are moving
away from relying on cinematics for storytelling,
Mafia Il draws on the rich mobster film history to
weave a gripping drama about family, friendship,
loyalty, betrayal, and pragmatism. If you're fond
of quoting Don Carleone and Tony Soprano,
don't miss this game. » Matt Bertz



. Four-player co-op &5 a blast, but it would
be even better if you could play online

The cutscenses are short and
sweat, Most of the teme, You'ne just
beating the crap cut of Canadians

Scott P||gr|m Vs. The Wor

or since Castle Crashers

The best modern bra

d

Style 1 1o 4-Player Action Publisher Ublsolt Developer Ubisolt Montreal/Ubisolt Changdu Relsase August 10 (PS3), August 25 (360] ESRET

m a huge Scott Pilgrim fan and brawlers are
my absolute favorite classic genre, so Ubisoft
had the chance to exponentially disappeint or
thrill me. Fortunately, Scott Pilgrim vs. the World
is everything | would have wanted for a game
based on the franchise, and it stands on its own
as a great beat ‘em up.

Lip to four players can team up as Scott
Pilgrim, Stephen Stils, Ramona Flowers, or
Kim Pine to take on Ramona's seven evil exes
and legions of hipsters, ninjas, and Halloween
party revelers. Enemy personality is important in
this gerre, and Pilgrim's foes have it in spades.
Emo dudes regain health if you let them fix their
hair, Todd Ingram abuses his telekinetic vegan
powers to great effect, and loads more excellent

maments {that | will not spol here) permeate the
entire experience.

Combat is tight and easy to grasp, and useful
new moves unlock as characters gain experi-
ence like ground attacks and ar recoveries. Ina
nod to River City Ransom, you gain permanent
stat boosts by purchasing things like a Clash
at Demonhead record or a burito at Sneaky
Dee’s. In fact, gamers will find a treasure trove
of classic game references throughout the entire
story mode.

Scott Pilgrim also contains loads of Easter
eggs and secrets to keep you coming back.
Players can unlock playable characters, find
hidden shops, discover secret powerful moves,
and more. There are also several secret codes

you can type in at the title screen to unfock
new game modes and fun modifiers like chang-
ing all of the coins enemies drop into cute
forest animals.

‘While the game is great fun as a single-player
experience, it truly shines when you team up
with friends. Whether you're working together
to figure out a boss pattern or hogging all the
Canadian coins, multiplayer is a blast. The only
problem? There is abisolutely no onine play.
How was that feature left out in this day and
age? | would have gladly paid an extra 35 ower
the $10 asking price for this feature. Picturing
my friends list full of pecple playing this awe-
some game and not being able to team up
just hurts, » Bryan Vore

P53 = 360

» Concept
The perfect union for fans

of brawlers and the Scott
Pilgrim franchise

w Graphics

Pixel hero Paul Robertson has
crafted his finest visuals yet

» Sound

The catchy chiptune
soundirack will stick in your
head just as long as the music
from classics like Mega Man
and Castlevania

» Playability

Unlockable moves add more
depth to the traditional
punch-jump-dash controls
¥ Entertainment

A rarely seen licensed game
done right

#» Replay Value
Moderate

7, 8

PS3 « 360

» Concept

A gruesome revenge
story told through stylized
cartoan action

» Graphics
Stunning art and animation
make this one of the most
visually arresting games in
recant memory

» Sound

Full voice acting and a
fitting score accompany the
visuals perfectly

» Playability

Some poorly mapped
controls mar the otherwise
solid action

» Entertainment

A satisfying romp into
unadulterated fury

» Replay Valus

Moderate

Shank

Vengeance serv

d hot

Style | or 2-Player Action Publisher Electronic Ars
Developer Klei Entertainment Release August 24 ESRE M

flick, meld it with the best in action car-

toons, overlay it with a fast-paced 2D
brawler game mechanic, and you know what
to expect out of Shank. With both a single-
player and multiplayer campaign and plenty
of unlocks, Shank cuts a bloody swath to
establish an identity on Xbox Live Arcade and
PlayStation Network.

Shank is a wronged man, As the south-of-
the-border single-player story starts, there's not
much else to go on. But wherever that anger
comes from, it has him mowing down gang
members with chainsaws and using shotguns to
make his peint. Something awful has happened
to him and someone he loves, and the world wil
pay one way or another,

The 2D action heats up from the very begin-
ning, with gory battles against a teeming cartel
of armed thugs. Combat is fast and fierce, and
the amusing variety of devastating attacks and
kill animations steal the show. Tight controls and
a great combo system hit a bump due to some
questionable button mapping, like the item pick-
up button doubling as the main meles button.
There are also a number of frustrating sequences
involving poor enemy placermsant and bossas that
take too many of the same patterned attacks to

_]' ake the bloody action of a Tarantino

finish off, On the
other hand, the
challenge is high,
which is ideal for
gamers looking for
a real fight.

An entire second
campaign is avail-
able to play cooperatively with a friend. Though
many of the environments are reused, the enermy
encounters and bosses are unique to each
campaign, and the multiplayer plot provides the
backstory to the larger single-player adventure
wou just finished.

The art direction and animation are
like nothing you've seen in a game

Shank suffers from too much repetition, even
for a brawling fighter, but it gets high points for
style and its gritty, dark subject matter. Thisis a
game you can sink your teeth into and bask in its
wild aggression. » Matt Miller

Second Opinion 7.5

Shank is unquestionably a stylish game, but aside from its strikingly crisp characters and excessively

wiobent story there's not much elsa to it. If you liked the first level, you're sure to love the last on

side

from getting a few superficially different weapaons, it's the same repetitive grind from beginning to end
It's a drag. because there’s a lot to like in the game. Combat is satisfying and flexible, allowing you to

do things like tackle a goon, sit on his chest and pound his face in for a few seconds, chuck a grenade
at another guy. and then resume your smacking. The boss fights rely on some clever gimmicks, though

they absorb so much damage - particulary in multiplayer

- that they last well past their enxcpiration

date. Overall, Shank is a flashy homage to exploitation flicks that wears out its welcome just a bit

too early. » Jeff Cork
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PS3 « 360

» Concept
A direct sequel with improved
cunplay, but no soul

# Graphics

Character and environment
details are masked

beneath grainy flters

and shaky camerawork.
These effects add to the
documentary presentation

» Sound

A non-stop barage of gunfire
and explatives

» Playability

Gunplay i= significantly
improwved, but it"s used in a
formulaic manner that doesn’t
do it justice

» Entertainment

Multiplayer has stronger

legs, and online co-op

i a nice addition, but it

does nothing to help the
lackluster campaign

% Replay Value
Moderately High

Second Opinion 5

Kane & _Lynch 2. Dog Days

Most people don't know this, but

Style 1 or 2-Player Action (12-Player Online) Publisher Square Enix Developer 10 Interactive Release August |7 ESRE M

hen Kane steps into frame for the first
W time, he displays the body language

of a sullen, defeated man. His clothes
are disheveled, he's poorly groomed, and he
s clearly lost to the world. Lynich, on the other
hand, while still in dire need of a shampooing,
s uncharacteristically calm, almost beaming
with life, We're led to believe that he's found
his lot in life in Shanghai, the satting for Kane &
Lynch 2: Dog Days.

The reunion of these two trigger-happy
maniacs is shamp of tongue, as expected, yet
has a sense of sincerity. Kane and Lynch have
changed in their time apart, yet it's clear that nei-
ther is comfortable in their new skin.

Before Kane can check in to his hotel, Lynch

90 reviews

asks if he can run an errand first, This erand
begins with Lynch kicking in a door and ends
with the gama's credits rolling. Any notion that
the characters have evolved is stripped away
once the bullats start fiying,

Kane & Lynch 2: Dog Days is a relentless yet
faceless shooter. The protagonists” personali
ties — which were prominently on display in the
first game — are muffied under the constant rattle
af machine guns. The entine game is one long
firefight, giving fittle time for the player or plot
to breathe. The interesting personality flaws of
Kane and Lynch rarely bleed into the action, but
we know that in their time apart, :he)."\.'e baoth
learmed how to shoot a gun properly,

Most of the firefights are intense tests of skl
that nicely mix up the weapons and ranges, Your
foes, which are either poorly dressed gangsters
or Shanghai police, are intelligent encugh to
flanik in the larger environments, and recognize
the fastest and safest route to cover. However,
they have problems reading player movements
n cooperative play (sither split-screen or onling).
On occasion, when my teammate and | would
shift position, enemies would run into the middie
of the fray or would try to position themsebves
n the same cover location as anather enemy.
Rather than moving to a different spot, their body
joins with their teammate, creating a glitch-tastic
wvisual, This problem also occurs with your team-
mate in single-player,

Kane and Lynch: Dog Days earns the right to
be a called a respeciable shooter. It doesn't earn
the right to be called a respectable game. The
lack of face time with the characters isn't the only
bewidering omission. Mone of the levels have a
pulse. Cutside of one exciting helicopter-based

moment, every fight can be classified as a by-
the-numbers shootout. The result is a game that
feals more like a camival shooting gallery than a
gritty adventure.

| hate to say it, but the true star of this game
is the camerawork. Designed to mimic a poordy
recorded YouTube video, the camera is inten-
tionally imperfect. Shots are framed poorty, off-
screen light sources bleach the image quality,
and artifacting and distortion occur when the
camera is jostied. As odd as this is going to
sound, the grungy effect is beautifulty realized.

If your interest Bes oulside of single-player or
co-0p, Dog Days offers a much deeper mult-
player expenence than the first game. Fragile
Alliance, the mode that starts with players
wiorking a heist together then possibly turning
against each other, is heightened by a better
selection of maps, not to mention gunplay that
actually works. A variation on Fragile Aliance
called Undercover Cop also defivers a thriling
experience, as players know one of their own will
surely turn on them. Enjoyable deathmatching is
also offered in the new Cops & Robbers mode,
although it doesn’t have much in terms of pro-
gression outside of achievements and trophies.

If your preference is single-player or co-op,
Dog Days' lack of personality (both in the
characters and on the batthefield) resuits in
one of the blandest shooters out there, Given
how Bttle the story matters, Mickey Moussa
and Donald Duck could have been swapped
n as the protagonists and | probably wouldn't
have noticed. Cormers are even cut on the
ending, leavi ng 1he { open with no hint
of resoluticn, » 1er




.

With ED.GE. activated, your Wanzer
ratses: spocial shislds and enembos on the
* battlafield move a1 a slow-motion crawl

Style 1-Player Shooter (8-Player Online]
Publisher Square Enix Developer Double Helix
september 28 ESRET

1.75

PS3 « 360 = PC

» Concept

Turn your mech into the

ultimate machine of destruc-
tion with a

tomization ools |

play style

» Graphics
Mechs are varied and

the ma
» Sound
Like something straight out
of a Transformers flick
# Playability
If you can play a third-person
shooter, you can play this
# Entertainment
Varied mission structures

p the action moving at

, at least until

# Replay Valua
Mo tely Low

HERE’S $10.
NOW GO BEAT
THE CRAP OUT
OF SOMEBODY.*

Virgin Gaming invites you

to play the best console
games for cash, points and
prizes, in tournaments and
head-to-head matches, right
from the comfort of home.

It’s free to join Virgin Gaming.
Register before October 15,
2010 and we’ll throw a $10
bonus into your account,

SO you can see why It Pays
To Have Game™

VirginGaming.com/GI10

“You [J'O:]:Il]i\" already guessed but we're not suggesting that you inflict phy
harm on anyone. Registration m e completed by 1:59pm ES
in order to qualify for the $10 cash bonus. $10 cash bonus is subject tc
3 Terms and Conditions (http:ivirgingaming.com/terms.htmi). Registrs

ast 18 years of age. ™ Trademarks of Virgin Gaming, 2010, r.-.-.:,m-, reserved




9.5

» Concept

Let Halo fans finally
experience the event that
hey"ve been hearing about

lor a decade

» Graphics

Character models and weapon
ellects are significantdy

improved

over Halo 3, and

battles feature hidicrous
amounts of onscrean action

¥ Sound

Series composer Marty
OrDonnell eutdees himsell

with one of

the best gaming

scores this generation

# Playability

As always, controls are
tight &s a drum. The new
Armor Abilities are a huge
improvement over Halo 3%

equipment

» Entertainment

Reach knocks it out of the
park in virtually every
calegory, with a varied
campaign and a vast amount
of multiplayer options

92 reviews

» Replay Value
High

Halo: Reac

Coave o B 0

Reach, you are in the sky behind the

controls of a Falcon turret as protagonist
Noble 6. As the UNSC ship scurries you around
the battiefield, you try your hardest to take cut
the numerous waves of enemies in an attermpt
to save friendly forces. No matter how fast
your thumbs are or how dead-on your aim Is,
t's impossible to take out the entire invading
Covenant. You get frustrated watching fellow
soldiers die, despite performing to the best of
your gaming abilities. This feeling of helpless-
nass is a common occurrence throughout the
title. Series fans know going in that this game
will not have a happy ending, and that gloomy
sense of inevitability sticks with you from begin-
ning to end.

Reach doesn't waste any time; the opening
cinematic features a Spartan halmet with a bullet
hole through its visor resting on the ground of a
smoldering, war-tom planet. Once you assume
control of Noble 6, you plunge right into the
first days of the planet’s violent downfall. Along
with the other five members of Noble Team,
you discover slain soldiers on the fields and in
the houses of a countryside settlement. It isn't
vet apparent that the planet is facing a full-scale
rwasion, but something is clearly amiss,

Once the action picks up, there's no turming
back. Mission by mission, Reach delivers battles
on a scale never before seen in the immensely
popular franchise. Small skirmishes are the
exception rather than the rule, as many firefights
feature Banshees and Falcons blasting away
at each other in the sky, ground vehicles spray-
ng plasma and concussive shells all over the
place, and hordes of angry Covenant soldiers.
Bungie succeadad in making these invaders
scary again, as their numbers are overwhelming
and their native grunts and yells are far more
frightening than the comical English they spoke
N previous titles,

The Covenant are also smarter than ever. Toss:
a plasma grenade at an Elite and ha'll protect

H alfway through the campaign of Halo:

Style 1 to 4-Player Shooter (16-Flayer Online) Publisher Microsoft

himself with the same Armor Lock ability you'd
use if the roles were reversed. i you go into
Armior Lock to shield yourself against a charging,
hammer-wielding Brute, he'll be smart enough to
back ofi before the short-range EMP detonates.

These sublle detais are everywhere if you're
looking hard enough, but most of the time your
attention is focused on the sheer chaos anound
you, Previous Halo titles suffered from repetitive,
similar-looking ervironments, but Reach mixes
up the gameplay better than any of its predeces-
sors. One minute you're sniping enemies under
the cover of night, the next you're fiying from
skyscraper to skyscraper in a Falcon or infitrat-
ng a Covenant ship in low-gravity.

This refreshing mixture of garmeplay is most
evident in a mid-game mission called Exodus.
‘You begin in a bright, vivid city that would ba
beautiful if it weren't for all the dead bodies
everywhere. Within minutes of exploring, waves
of Grunt suicide squads bombard you. If you
want to survive the overwhelming odds, you
must tiptoe around every cormer just in case
there’s a pack of plasma grenade-wielding foes
on the other side. Once you've dispatched these
squads, Noble 6 grabs a jetpack to cruise across
a few chasme and joins a human tearmn named
the Bulfrogs. Then you're on to an all-out war

with an angry gang of Brutes. Earlier Halo titles
went several missions without significantly mixing
up the gameplay, but Reach does it three times
within the same level,

The Halo: Reach campaign is the best in the
series, but it’s still shy of perfect. Master Chief
may be a gaming icon, but he is an emotionless,
almest generic protagonist. Bungie tres to give
the individual Noble Team members personali-
ties, but it's equally hard to cane about them or
their fates. It's not enough to simply show us
some Spartan faces and give them a few ines;
they need to be lkable characters which we
can identify with, lhe}' may have more person-
ality than the Chief, but they still have a long
way to go.

Developer Bungie Release September 14 ESRE M

Reach also occasionally screws you over
with checkpoints. Some are too far between,
and others leave you at a major disadvantage
depending on the circumstances when you
activated them, At cne point late in the game, |
activated a checkpoint with almest no health, no
ammeo, and missing the Scorpion tank that was
crucial to finishing the mission. Situations like
these are few and far between, but that doesn™t
rmake therm any less 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 years. Halo's legacy
is built on multiplayer, and Reach gives gamers
mone reason to come back than ever before,
Whether you're raking in credits en noute to that
perfect suit, blasting through Firefight with three
friands, experimenting with the great Armor
Abifties, creating new maps with the infinitely
mproved Forge mode, or just playing some
good old-fashioned Team Stayer, one of the
most robust multiplayer offerings avalable.

Multiplayer maps have always been one of
Bungie's strongest suits, and Reach features a
fantastic collection, A few favorites return with a
new coat of paint, and the new maps are among
the best in the genre. Some are especially suited
to a particular mode. The new Invasion game
plays ke a mix of territories and capture the
flag, and it really shines on the Spire map. As the
Spartans, it's your job to storm the Elite’s tower,
grab thesr power cone, and make a mad dash to
the hefiport. Modes such as this one probably
won't be played nearly as much as the standard
Slayer/Team Slayer/CTF matches, but they're a
great change of pace.

Any disappointment series fans felt after ODST
should be completely washed away thanks to
Reach. Make no mistake about it - this is the
true follow-up to Halo 3. it's also a perfect way
for Bungie to part with the series it tumed into a
phenomenon, » Dan Ryckert




Comic Jumper: The
Adventures of Captain Smiley

1l

Down comes the w

Style 1-Player Action Publisher Twisted Pixel
Developer Twisted Pixel Release October 6 ESRE T

omic Jumper is a game | have
C a love/hate relationship with,
depending on when you catch me

playing. Harkening back to old school
shooters, Comic Jumper pits you
against swarms of enemies, flurries of
projectiles, and multi-stage bosses that
will have you respawning aplenty. Fits of
frustration are usually followed by a self-
congratulatory euphoria, only to wash,
rinse, and repeat on the next level.

Captain Smiley, an oul-of-work comic
hero, is forced to earm extra dough {and
regain his readership) by guest starring in
popular comic properties. Each comic -
be it the Conan-inspired Nanoc the
Obliviator or the Siker Age Improbabla
Paper Pals - has a unique art style,
sound direction, and roster of enemies.

Gameplay breaks down inlo shooter
and brawder segments, with inimitable
boss batties peppered in to keep you
on your toes. The combat is shal-
low = melee attacks are very limited
and the nature of analog shoolters is
logically restrictive - but the papercraft
geishas armed with bladed fans and
fire-breathing marioneties don't give you

time for respite. Boss battles offer the
most varied combat, and much Be old
school shooters you learm by trial and
emor, deciphering their pattems before
you can reduce their massive health bars
to zero. Other than a hit 10 your score
(and missed monetary bonus potential),
the penalty for death is nonexistent,
Unfortunatety, the checkpoints are unreli-
able, sometimes restarting you back sig-
nificantly further than you would expect.

My favorite aspect of Comic Jumper
is that the devs at Twisted Pixel didn't
break the fourth wall; they complately
decimated i, Captain Smilay converses
with real Fe Twisted Pixel emploveas
during the game, and you can even call
for live-action aids if you want some of
the staffers to help you in battle. The
studio’s personality is infusad into avery
aspect of Comic Jumper, and | couldn’t
help but be endeared to them.

Comic Jumper is one of the most
ongnal games of the year. If you're up
for the challenge and don't mind the
shallow combat, 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

% Graphics

The diverss art styles give
each level a fresh spin and
added incentive to push
forward. Captain Smiley’s
bulbous head makes him
the most unnerving hero
ewver, though

» Spund

The music is as varied as the
art direction, used both to
set the tone and as an outlet
for humor

» Playability

Comic Jumper follows in
“Splosion Man's footsteps with
punishing gameplay, but since
there's no penalty for dying,
frustration doesn't dip intoe
deal-breaker territory. A few
cheap deaths had me grilting
my teeth, however

» Entertainment
Sometimes the humor sgems
forced, but overall Captain
Seilay kept me chuckling.
Bonuses for exploring,
purchasable character
pregression, and unlockable
content all provide incentive
o revigit

» Replay Value

Moderate
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6.25

Wii

» Concept

Metroid's exploration and
upgrades meet Team Ninja's
fast-paced action gameplay =
oh, and drama

» Graphics

Sorme inleresting
envirenments and unique
creatures balanced by
rough character models and
animation. Stll, one of the
best-looking Wi games

» Sound

Classic Metroid sounds and
music will bring you much
closer to the franchise’s
greatness than the gameplay
» Playability

It can be fun once you're all
powered up, but switching
to first-person to shoot
missiles &5 always clumsy
and annoying

» Entertainment

Most gamers will find more
enjoyment in mocking the
overacted, overwritten
cutscenes than playing

the garme

% Replay UValue
Moderate
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Metroid: Other M

MNint

hen | saw the debut trailer for Metroid:
W Other M at E3 2009, | had the same

reaction as many fans. | was nervous
about another big change to the series | love
s0 much, but mixing the exploration and atmo-
sphere of Metroid with the tight acrobatic action
of Team Ninja's Ninja Gaiden series seemed like
a very possible win - you know the old cliché
about two greal tastes that go great together.
Unfortunately, this combination proves sour.

To bagin with, Metroid's signatiure sense of
solation on a harsh, alien planet is largely absent
sinca Samus s no longer running solo. Shortly
after boarding a derelict space station, she
meels a crew of Galactic Federation soldiers,
and - surprisel - she has a secret history with
several of them. These new allies could have
presented a forgivable way to mix up the Metroid
formula, but they end up having a negative
impact on almost every aspect of the game.

Samus ends up working together with the
craw, which makes sense. Howeaver, in a totally
absurd decision that doesn’t work well for her
character, she decides to follow the orders of
commanding officer Adarm Malkovich, Although
you supposadly begin Other M fully-powered,
Samus will not use her variety of missiles,
advanced guns, or amor upgrades unti

lo’s Team Ninja team-up robs

Metroid of its atmosphe

and character

Style 1-Player Action Publisher Nintendo Developer Team Ninja Release August 31 ESRE T

Malkovich authorizes it. | refusa to believe that

a badass bounty hurter would refuss to ach-
vate her armor's heat-resistant Varia suit as she
marches through the heart of a volcano with her
health constantly draining — an actual scenario
from the game.

You'll run into situations like this again and
again, where a super missile or grappling hook
would allow you to progress, but nstead you're
given ordars to tumn around, knowing you'll have
to backtrack lates. s ke Team Ninja wanted to
prove that they could come up with a more con-
trived way to lock down your powers than the
average Metroid game where you just lose them
n the beginning sequence

On the other hand, maybe Samus is happy
ot using her full range of weaponry, because it's
kind of a pain 1o do s0. Since control is limited to
a single Wil remote, many of the game’s encoun-
ters boil down to running in a circla, charging
up your gun, and shooting over and over until
the enemy dies, praying that the game's dodgy
auto-targeting works. Aiming at the screen with
the Wii remote takes you into first-person view,
which is the only way you can shoot missiles
Unfortunately, this also takes away your ability
to move. If the developer thought that frequent,
jarring switches to firs!-person 1o shoot off a few
desperate missiles before you get attacked is a
fun gameplay mechanic, they were wrong.

The combiat isn't the most painful part of Other
M, though; that award goes to the stilted dia-
logue in its many overlong culscenes. Instead of
the subtie, eflective storyteliing of Super Metroid
{which Crther M folows in the Metroid timefine),
you'll gat cinematics that look beautiful but often
run as long as 15 minutes, exhausting players
with repetition of obvious plot points and over-
wrought dialogue as mature and interesting as a
teenager's diary.

The biggest culprit in the bad storyteling is
Samus hersalf, She has a constant running nar-
ration, which makes the whale experience fesl
unnecessarily expository. | assume it's meant to
lend her emotional gravity, but the soulless voice
acting and ham-fisted writing make that impos-
sible. Even worse, Samus often comes off as an
idiot. After one supporting character has clearly
established that the space station has been
doing biological weapons tests, Samus asks,
“Do you think they were doing biological weap-
ons tests?" Later, in her internal monologue, she
again reiterates this confirmed fact we learned
just 20 minutes ago.

If that's not enough to make her unlikable, her
attitude toward the Galactic Federation soldiers
5. When she's not blindly following orders for
no discernible reason, she becomes a spoied
brat. One major flashback revolves around how
Samus became known as the soldier who would
gve thumbs down during mission briefings. Who
does that™

Late in the game, once Samus unlocks all of
her abilities and begins meeting more familiar
faces from the series, | experienced fleeting
moments where it all clicked, and | saw glimpses
of how great Other M could have been. But an
hour or two of less painful gameplay can't make
up for the bad design choices at this game's
core. It especially can't make up for what Other
M has done to Samus as a character, She'll
forever be trapped in my mind as a whiny,
talkative child who is too willing to give up her
freedom and too petulant to be fkable, Metroid:
Other M is the most disappointing Nintendo
refease in quite some lime and a blemish that
sn't fkely to be forgotten on an otherwise
superh franchisa. » Phil Kollar



Batman: The Brave And The Bold

Justice prevails as Batman glides onto the Wi

f you're unfamiliar with the Cartoon Netwerk
series, The Brave and the Bold's comedic
overtones will hit you over the head like a
hammer. This is especially true if your only frame
of reference is Paul Dini's grim masterpiece
Batman; The Animated Senes. Both the cartoon
and game take a lighthearted approach to crime
fighting more in tune with Adam West's live-
action show from the '60s. Cheesy one-liners
are thrown as often as punches, but they elicited

,s!.ylu. 1 or 2-Player Mﬂmfhhlhhﬂw-munlw t

library of moves. Light and heavy attacks are
augmented with grapples and throws, a variety
of aerial moves, special attacks, and the abil-
ity to call in support characters for powerful
room-cleaning combos. Wil motion controls

are used sparingly, which | appreciate. Heavy
attacks are initiated by shaking the Wii remote,
and special attacks with a Wii remote/nunchuck
shake combo. A ground pound attack also uses
a quick flick of the controller, but that's it. No

genuine laughs on my end. List to Bat
and Robin's thinly veiled jabs is a treat, asis
the absurd opportunity to see Commissicner
Gordon in cat form.

The Brave and the Bold breaks down into four
episodes. Every segment starts with Batman and
his respective partner in a bind = a new charac-
ter for each episode - only 1o escape moments
before the opening credits roll. All four episodes
follow an arc of mystery, discovery, confronta-
tion, and ultimately the defeat of an iconic DC

i flailing.

The best way to play Brave and the Bold is with
a friend. While single-player offers the same basic
experience, the suppart character isn’t particu-
larly helpful. Expect to do the heavy lifting, The
Al isn't fantastic outside of combat, either. At one
point Hawkman attempted to follow me through
a treacherous path of platforms above molten
lava, only to fall to a fiery demise over and over
again. | sat there and watched until the amuse-
ment wore off.

villain. Diverse and lengthy, the episcdes bal
a cast of lesser-known characters with DC's
mare recagnizable faces. For every Catman
there is a Catwoman, for every Gentleman Ghost
a Hawkman.

The Brave and the Bold is a side-scrolling clas-
sic brawler with tight controls and an expansive

Each has unigue melee attacks,

special abilities, and upgradeable tools. This
rmultifaceted approach allows players to tailor
combat to their liking. You could focus primarily
on hand-to-hand combat, or opt to upgrade your
gadgets instead. | often used my triple Batarang
to push back groups of foes before initiating a

flurry of attacks. Explosives are alse e,

8.5/

Wii

» Concept

Translate the Friday night
fanfest into a co-op brawler
ripe with iconic team-ups,
taking care to maintain the
cheeky humor

» Graphics

The stylized 2D illustrations
look fantastic and perfectly
mirrar the show. That being
said, | could do without the
cccasional 3D landscape

» Sound

With the bulk of the show's
voice cast lending their
talents, the constant banter is
pitch-perfect

» Playability

Gameplay is accessible since
there is little penalty for
death. Planty of parks exist for
laking your time 1o learn the
intricacies of combat, however

particularly if you herd groups of enemies into
one area before detonating the blast. Most items
alzo have practical applications that can help
solve the simple envirenmental puzzles.

Your fighting performance earns you money to
purchase new abilities and upgrades. You receive
mare cash for maintaining hit combos and
destroying envi objects. C V.
you ean also emply your purse by dying repeat-
edly. The game keeps track of individual scores.
during co-op, but the pot is curiously shared
at the end of each chapter. Player one gets to

] Value

The comedic overtones,
diverse episodes, and
evolving combat keep The
Brave and the Bold engaging
until the credits roll

® Replay Value

Moderate

@ d Opinion 8

decide where all the joint money is
which is a strange way to handle the finances.
Making Batman your primary focus for upgrades
is a smart move since he's involved in every
rnission, but making sure your co-op pal stays
engaged is important, too. You won't unlock
Batman's complete library of tools until the
end of the game, encouraging players to return
to finished chaplers and explore previcusly
unreachable areas.

Tight controls and cheeky humeor make
Brave and the Bold an easy recommenda-
tion for bat and brawler fans alike. Accessible
and entertaining, it's also a perfect fit for
family play. » Meagan VanBurkleo

Batman: Brave and The Bold
won't appeal to everyone. If
you can’t stomach a version of
Batman who smiles at Robin's
lame jokes, chases ghosts
through London sewers, and
briafly gets turned into a cat
by mystical jewels, then walk
away now. Brave and the

Bold has all the humor and
youthful charm of the cartoon
show, and I loved every
minute of it. WayForward has
crafted a side-scrolling action
title in the classic veln. It

may not ba very challenging.
but I never grew tired of the
combat, which offers a varisty
of combos and super attacks
despite the simple one-button
attack system. However,

it would have been nice if
WayForward included the
option to play with a classic
controller. The game's four
episode-lie missions were
over in a flash, but the game's
hidden secrets and different
playable characters give me
reason to replay this game
with a friend. » Ben Reéves
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» Concept
Remake the classic RTS for
modemn machines - but with
immense creativity applied to
its content and connectvity

¥ Graphics

The exaggerated art style
and highly saturated palette
pop even on old machines
using low settings. while
higher-end PCs enjoy the
last ten-years worth of work
on lighting, shadow, and
particle effects

» Sound

The extensive voice work
throughout the campaign is
excellent, and the in-game
audio conveys information as
well as you'd hope

» Playability

Small touches like the
removal of unit limits within
selections, multiple building
select, and excellent idle
unit Al and pathfinding give
this the best control of any
traditional RTS

# Entertainment

Try as | might, [ can‘t name a

single gamer in my life whe |

wouldn’t strengly recommend
this to

» Replay Va
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StarCraft II: Win

just finished StarCraft Il Wings of Liberty's
story campaign, and all | want to do is crank
up the difficulty and start over right now
despite my clock teling me it's 1:.00 AM. The
battles are so varied = with new units fitting
seamiessly beside retuming favorites and cam-
paign-only toys that would braak multiplayer
balance - allowing for interesting force compo-
sitions. The objectives are unique, challen
players to move their bases through ho:
teritory ahead of an advancing wall of fire or to
rescue orbital-dropping allied units from behind
enemy ines. All I'm interested in right now is
diving right back in. The lure of attacking my
problems from different directions and padding
iy Battle.net account with additional achieve-
ments has me hooked. It doesn™t hurt that new
difficulty saettings change the scripting of mis-
sions, rather than just throw a few more units at
you. The story is more competently executed
than brilliantly conceived, but a few amazing,
epic moments on top of the continuation of
Raynor, Kerrigan, and Zeratul's adventures

row, and all | want to do is hit that Find Match
button one more time. | think I"ve got my open-
ng cown - pushing up that barracks earfer
n my buld order was key - but I'm getting
wrecked when | try to transition to a mech-basad
strategy when hard counters to my infantry start
showing up. The classic RTS tension of trying to
keep my economy growing, constantly scouting,
and managing the battles themselves is perfectly
captured here, The few ittie changas to control,
ke multiple bulding selection and unlimited

unit selection, are a big difference in making

the interface work for you instead of getting in
your way. I've never spent 50 much time with an
RTS without popping a vein in frustration
unit Al or pathfinding, but none of those issues
have appeared here at all. The gameplay i all
StarCraft all the time, but with the benefit of a

Salection limits are o longer a problem

[

decade of iteration to improve it without sacrific-
ing the pacing and impeccable balance that ans
its soul,

My fingers are twitching on their own and my
mind is buzzing with hotkeys, control groups,
and rally points as the sun comes up. | have to
take a break from this kghtning-fast competitive
arvironment, but | don't have to leave StarCraft
Il to do it. Motivated creators have already used
the powerful editing tools to create wildly dif-
ferent experiences within the game, and | can't
wait to check them out. | can’t seem to tap into
this awesome potential, though, because it's
hidden behind an awful backend that requires
me to download a map and publish it mysalf
before | can host a match on it, A few other ter-
rible decisions about custom game hosting and
matchmaking on Blizzard's part have me tearing

gs of Liberty

Style 1-Player Strategy (Up 1o 8-player online) Publisher Blizzard Entertainment
Developer Blizard Entertainment - Release July 27 ESRET

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

My god, there's a whole other set of achieve-
ments, unfockable portraits, and vanity items in
co-op against the Al, plus a wide variety of maps
and difficulty settings. Am | ever gong to tear
rmiyself away from this game? | don't know if |
even want to.

Some games contain a briliance that is dif-
ficult to capture in words. Braid's greatness,
for instance, Bes in suggesting emation to our
minds and challenging us to interpret it how
we wil. StarCraft Il is anything but that sort
of enigmatic, subjective experience. This is
a subiimely engineered game with a simple,
alegant core design and all of the rough edges
ground away. » Adam Biess




Kingdom Hearts: Birth by Sleep

Great mechanics get undercut by character and story reboots

Style 1-Player Action/RPG Publisher Square Enix Deweloper Square Enix Release September 7 ESREEI0+

dragging its feet on a high production
value PS3 release of Kingdom Hearts 3
would be insane to pass up Birth by Sleep
simply because it's on PSP or that it doesn't
place series hero Sora in a lead role. This entry
stands alongside Kingdom Hearts Il visually with
impressively detaded characters, 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 prison {if | never have to run through
Agrabah ever again, it will be too soon). And
it finally explains what the heck is going on in
that crazy secret movie with the bunny armor
people in a keyblade graveyard from the end of
Kingdom Hearts Il
MNew characters Terra, Ventus, and Aqua play
precursor robes to Riku, Sora, and Kair respec-
tively. They all hope to become keyblade masters
and have trained hard for the privilege. You can't
help but draw comparisons to Star Wars in Birth

f nyone depressed that Square Enix is

by Sleep, especially when one of the three must
battle against the dark side, | mean, the dark-
ness. Despite the heavy borowing, replacing
Jedi with keyblade masters and the Force with
magic fits well,

Combat blends melee combos with easily
accessible magic and keyblade specials. Like
arty RPG, your character levels up as you gain
more exparience, but Birth by Sleep lets you gain
experiance in each abiity. | became addicted
to swapping abilities once they maxed out and
combining them to make more powerful new
ones. When combining abilities, you can also
keap any perks tied to a maxed ability ke fire
resistance, bonus health, or longer combos.

This move evolution system doesn’t atways tell
yiou wihat you're going to create, however, 50 |
wasted a lot of materials along the way in order
to tallor my characters how | wanted. Scoring a
powerful acrobatic move or a rare powerful spell
makes it all worth it in the end. Once you know
what you're doing you can get stronger quickdy.

Players choose one of
three protagonists at the
start and follow each
story from one Disney
wiorld 1o the next untd
the final confrontation. In
10 to 12 hours, you've
beaten the game and
must start over with the
next character. You'll
traved to all the same
worlds in essentially the
same order, but you'l
explore different areas of
the map, meet different

characters, and battle different bosses. In
Cinderella’s world, for example, Vientus is shrunk
down to mouse size to help collect itemns for her
dress, Terra escorts her to the ball, and Aqua
makes sure she gets 1o try on the glass siipper.
While it's an interesting concept, by the time | got
around to playing Aqua on my third playthrough,
I had already been everywhere twice and had
powered up two characters. It's no fun starting
over at square one again after you've tasted ulti-
mate power, It doesn't help that Agua's story is
the weakest of the three, aither.

To play the final wrap-up chapter after all three
careers, you have to collect all of Xehanort's
reports. I not, you have to go back and grab
them and re-beat the game with those specific
characters, It's kind of a pain that you can't
just go right to the end, but if you've explored
along the way you'll probably have most of
them anyway,

Multiplayer is local ad-hoc only, so good
luck finding a friend with a PSP and copy of
the game. If you do, you can team up or face
off in a variety of minigames like a kart racer, a
Monopoly-esque board game, and several arena
matches. | didn't care for the first two options,
but it'’s always enjoyable to be able beatup a
friend in battle or tearn up with them to take on
waves of enemies.

Owerall, | loved the combat, leveling, and
laok of Birth by Sleep, and | applaud the bold
storyteling approach of having three sto-
rylines. I'm just glad | won't have to start up
another character from scratch in this game
ever again. » Bryan Vore

8.5

® Concept
Tell the origins of

the

Kingdom Hearts world,
barrowing from Star Wars

» Graphics

The graphical limitations

of other pontable Kingdom
Hearts titles are not a
problem hese. Birth by Sleep

15 Jorgecus
® Sound

Lecnard Nimoy shines as
lead villain Xehanort, while
Mark Hamill surprises as

mentor Eraqus
¥ Playability

Cuites possibly the series”
smoothest and most dynamic
combat system yet

® Entertainment

Any story becomes tired
when you have to repeat it

s0 much

» Replay Value

Getting more out
of Birth by Sleep

IF you're int

memory stick. To
times as much as

yeu have to install 6

cata onto your s

investing ina hefty

reducs load
possible,
ME of

be sure to hoost color depth
up to 3Z=hit and push the

CPU speed up
game will look ¢
as smooth as silk
haw
around on screen.

333hz. The

nd run
nd matter

many effects are flying
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8.75 | Madden NFL 11

Platform P53 « 360 Release August 10 ESRE E
Iszue Sep *10

1S
b | = — r
Madden NFL 11 is a clear step
forward for the franchise, but as fun
as the additions are, the fact that
some of its glaring mistakes remain
is like getting a new stud quarterback
even though the offensive line still
needs an upgrade. — Matthew Kato

1.25 | RUSE

Platform PS3 «360 + PC Release September 7
ESRET
A number of hiccups in the control
scheme and unit Al keep the
gameplay from being as smooth as
I'd like, and the console versions
suffer from constant texture draw-in
and object pop-up when you'Te
quickly flitting about the map - which
is mast of the time. I hope online
play finds an audience, though,
because it's a unique flavar that is
sure to resonate with a fair number of
gamers. — Adam Biessener

7.5 | HAWX 2 6

Platform P33 « 360 Release September 7
ESRET
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8.25 | Dead Rising:
Case Zero

Platform 360 Release August 31 ESREM

The downloadable Dead Rising:
Case Zero is a great introduction
to the sequel’s new systems while
managing to stand on its own. It's
relatively short, but there's enough
zombie-slaying action — with room
for experimentation — to inspire
multiple playthroughs. The fact
that some of that experience carries
over to Dead Rising 2 Is just brain-
flavored gravy. — Jeff Cork

NHL 2K11

Platform Wil Release August 24 ESRE E10+

HAWX 2 explores a number
of clever variations on the air
combat theme, and is better for
the effort. It's just not enough to
wholly make up for a haphazard
story, sub-par produgtion value,
and unsurprising mission
structure. — Matt Miller

98" the score

There used to be a time when [
liked the 2K hockey series over EA's
franchise, and that was because [
liked the way the skating felt. It was
tight and responsive, even if the
games themselves were more arcade-
like. How I long for those days after
playing NHL 2K 11. - Matthew Kato

2 | Pokémon Ranger:
Guardian Signs

Platform DS Release October 4 ESRE RP

Guardian Signs simplifies the
traditional, color-coded Pokémon
RPG formula for a game that is
enjoyable overall and accessible
for trainers of all ages. Though it
may be too simple for hardcore
monster catchers, this Pokémon lite
spinoff makes a great entry-level
title for the younger generation.

— Annetie Gonzalez

2 | NHL Slapshot
Platform Wii Release September 7 ESREE

If you can put up with the lack of
precision in the hockey stick peripheral
and the shallow nature of the other
game modes, the fun Peewee to Pro
mode captures the spirit of hockey
from the backyard pands to the
packed arenas in a way that should
appeal to adults and children alike.

— Matt Bertz

Visit gameinformer.com/mag for the full reviews




8.5

Platform 360 Release August 4 ESRE T Issue Sep "10

While some frustrations keep Harmony
of Despair from reaching the level of its
;};Pde{.‘e&@ofs, the ca-op multiplayer is
tastic new feature.
!rt.'snafmg when going solo, but bringing a
few friends along makes it a significantly more
manageable and fun experience.
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Things You Didn’t
Know About.

Tharks 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?

[

+ Surely you've had a long
and {llustrious career. Where
u work before Sony?

+ Sony is a proud and pow-
erful company. How did you
end up werking there, and
what has that experience
been like?

+ Seems like you wear a lot
of different hats at Sony. How
many job titles do you actu-
ally have? How big is your
business card?

+ It would seem that a busy
guy like yourself would need
to start the day out right with

+ You've unlocked the
secrets of space and time and
traveled to the future. What's
that like? Got any tips for
prospective time travelers?

+ Do you have any heroes?
Who does Kevin Butler
admire most?

+ When you inevitably get
around to writing your auto-
biography, what will you
call it?

+ Last but not least. what is
your favorite sandwich?
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