THE WORLD'S £1:¥IDEO GAME MAGAZINE

gameinformer

m

BATTLEFIELD 3

1 ARMED WITH A NEW ENGINE, DICE SETS ITS SIGHTS ON CALL OF DUTY



Reahns\gj ”chrgfelation

—

/ADVENTURE ACROSS MULTIPLE WORLDS!

Adventure across multiple worlds and battle fantastic monsters!
Travel back and forth between the Real World and a mysterious
other world on your quest to save the land from evil.
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Will you become a Martial Artist, a Warrior or
maybe a Merchant? Chanse vocations as many times
as you like, and customize your characters to your
heart's content. Dragon Quest V1 features a
unique assortment of interesting classes

to L'?ILJO:'-L’ from, including

Gadabout, Monster Master
and Gladiator.

In Dragon Quest V1, monsters aren’t just your enemies anymore.
Former foes like Slime, Slime Knight and even Hackasaurus
can join your party and fight enemies at your hero’s side.
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Open Letter to
Activision

B efore | proceed togomment on why letting

contents

Bizarre Creationa s ugh your fingers

is one of the most things | have ever
heard, | am going to grease the Is & bit with
some general love.

Alittle over a year ago, | had the opportunity
to sit down and chat with Activision CEO Bobby
Kofick (issue 202). He told me captivating stories
of Aztivision's past and his vision of its future. |
found him o be surprisingly charming, and | loved
his passion for big, riple-A products in a time
when some publishers seemad to be turning their
gaze a litthe too intently loward social meda

Yes, he is the CEQ and can't help but love when'
agame like Call of Duty rakes in a cool billionjwho
wouldn't love that? You can presume he loves
mongy maore than the game, but that's beside the,
point. In speaking with him | could hear his cons
viction about making products that gamers love,

For the most part, | think Activision doss a
job of delivering on that promise. That's a big
reason why it is the number one publisher in the
world. However, the way his company goes about
its business tends to put people on the offensive.

You can now add Bizarre Creations to a long
list of Activision faux pas along with the Infinity
Ward divorce, over-exploitation of Guitar Hero,
and running Tony Hawk into the ground, Activision
would have you believe the mistake was acquiring
Bizamre, but going after the James Bond license
is the real mistake here. Bond just doesn't have
the draw he once did, and that isn't Bizarre's fault
The sacrificial Bmb should be the business man-
ager who picked the franchise (mistake one) and
merged it with Bzarre Creations (mistake two), not
the studio. f

Bizarre Creations isn't the first or last casualty in
game publishing. But there is a lesson here that
every video game publisher in the world needs to
learn — talent & the most important asset in this
industry. People that make great games don't
make them accidentally, but they need support.
They need good marketing "cough’ Singularity
‘cough®. They need to be teamed up with the right
license or coneept. They need a publisher to back
them when things don't go exactly as planned.

This is a cautionary tale. We watched Electronic
Arts drive away talent en masse in the past, but
nowt the company is doing everything it can to
sirengthen its relationship with its partners. The
company discovened the hard way that creators
and visionaries come from a finite pool.

If you want to stay on top, Activision, your pas-
sion for games that gamers love is crucial. And
don't think just anyone ¢an capture gamers’
imaginations = it takes something special. Bizame
Creations is/was/forever-will-be an amazing devel

opsr, and once it's gone, it's difficult to get backs



B6 Reviews 100 Game Over

by Annette Gonzalez

contents 3




4 cortents

games index

Jud Birthiay, Tha
Body and Brai Conmacinn
Bodyomml

(e Ex: Huiman Ressolution

(L0

Drisadea 012 Fnal Fantasy

e Qusesst vt Flisiims of Rovekaton

Fantashc Pats

Hormatront

Kawghis Contract

Loed of Ascsina

W League fasetall 2K11. ..

Wtk Sparts Mix

Ieanved ve. Capoom 3 Fate of Two Words

Mifjack

MLE 11: The Shomy

MWA Sugeomacy . ..

Cogimidisn

Puokitmon Black /Wi

Radfiant Hetonim. .

Tty Aftack Ex-atiol

Shogue: Total Wi 2

Spare Farts

Stackng

Tactis O Let (8 Clag Together

Test ive Linkmitiad 2

Thow: Gaord off Thumsdey

Tigger Woueds PGA Tow 12- The Masters

Top Sgan 4

Trty: Souls of il 07

T Wioeleks 1

Rl

L

E

m

a1

. B8

. o8

[+

i

.04

o8

76

.. 88

a0

L

.8

a3

L TR

o B8

a8

s 1l

a8



Sprint

The Now Network

RTE EVO Shift™ 4G
=g

sprintcom/evo
1-800-SPRINT-T (1-800-7 7 7-4681)

(8% ® Radioshack Bli



Contact Us

leedbackegameinformer.cam

gameinformer.

A New Lara
‘When my wile handed me the January 2011
tesue of Garme Informer | was instanthy captivaled
by the cover. It cdn’ take me but a mere second
to redlize that the brilliant art work depicted Lara
Croft, But what was different about her? She
looked scared, broken, and scamed. | instantly
tumed to the story and disappeared into a new
world, | &am so impressed by the story and new
direction they are going with Lara, With all the:
rebools of characters gong on lately, it looks ke
we wil be gelling one that s desening of a new
look and story.
Tim Rosser
Hurlburt Field, FL

I'm aesthetically displeased by Tomb Raider's

recent transtommation. I'm a Twenty- wo year

old female with a 34DD-24-34 physique. | won

A year's supply of martinis for my Lara Croft

Impression lash Halloween. How ami il o emu-

lata the small-chastad, wider-hipped rendition?

Crystal Dynamics’ desire to take the gama in a

new direction i one thing, but Grolt's Nigure had

nothing to do with the ranchisa's sagging saos.

Valerie

Tampa, FL

his month in Feedback
we discuss Lara’s new look, inform
a hooligan that M-rated games still
have rules, receive an award from
our most distinguished reader, and
save Christmas. That's right, we
saved Christmas. You're welcome.

| am exfremely mpressaed with the look of the
new Lara Croft. After seaing the new designs for
Jill Valenting and Clare Redficld in Resident Evi:
The Mercenaries 3D, | must say it's like walching
wo ships passing in the night. While Capoom is
apparenily Irying to make my favorite Resident
Evil ladies more appealing to a broader male:
audience by Lpdating them with pulfy ips and
deavage-exposing costumes, Orystal Dynamics
i5 transtorming the original male-lantasy heroine
of video games Nto someona who looks not jst
atlractive, bul downeight befievable and practical
as well. | truthiully hope to see more video game
heroines in the future who dress to succeed
rather than st dressing 1o impress

Nic Holroyd

Via Email

Based on the majority of responses we've
recelved from our readers, Tomb Ralder
fans are excited for a more realistic and
vulnerable Lara. As for Valerie's lamenta-
tion, something tells us the judges of your
contest probably won't mind if your cos-
tume next year doesn't accurately reflect
Lara’s new look. If they do, there are plenty
of other buxom video game babes that can
keep you flowing in free booze.

Question Of The Month:

What is the most disappointing game you have ever bought, and why?




The Ultimate Showdown

In issue 213 we asked readers who would
win in a fight between Kevin Butler and
Chuck Norris. We received many compeliing
argurnernts, but ultimately a response from
one of the potential contenders settled

the debate.

| think Kavin Buller would win, because he wolld
use his superion advertising skills to get Chuck
Morris on the PlayStation Move. Then, while
Chick Momis: s playing video games, Kevin
Butler would give him a roundhouse Kick 1o the
back of the head!

Jaime Barillas

Chiuck Nomis gave Kevin his last name to mark
him as a servant of Chuck Noris. As Chuck's
“Butler,” Chuck Norks would make Kevin kick his
T BS5.

Christopher D. Wernham

| was wondening this just the other day. | came
1o his conclusion: Although Chiuck Nors would
beal KB in aman-to-man fight, KB has a cult
following = he's the Charles Manson of the video
game worldl, One tweet from KB and it would
be ke Assassin's Cread: Brolherhood, enraged
gamers would descend on Chuck like a starved
pack of rabid badgers, while KB sits back and
i zoffes

MNick Oliver

Hey @gameniommer, please stop asking mea lo
fight Chuscke Noaris. Mo taught us not to fight in
our famity.

Kevin Butler (Via Twitter)

No Spin Zone

| enjoyed your interview with Sega's Alan
Pritchard [Charting A New Course For Sega,
issue 213, How refreshing 10 see a game indus-
try exaculive being so candid and self A |
hope that other executives and game developers
read it and come 1o redize thal honesty, even
about your company's falures, earms the frust
and respect of fans to rhetorically spin
falures into sUccesses comes off as phony,
complacent, and arogant, and most readers
can spot it from a mile away. Cheers to Pritchard
for 1aking the high road

Brian Howe
Durham, NC

You're right, Brian; honesty is always
refreshing, and a company can't fix some-
thing if it won't admit it's broken. Kind of
like that old saying: An error is only a mis-
take if...actually, we can't remember the
rest. Probably because we're too cool to
have ever made a mistake.

Asking For It

Ok I N Those riciculous letters you guys
gal aoul prinling something wrong in your
mag). Well, | daresay, it's my turnl In his Scnic
Colors DS review inissue 213, Tim Turi made
a big mistake. He said his favorite power-up
“ransforms Sonic into an all- consuming black
hade, which allows him 10 vacuum up endamies
and coins..." Cons? Coins? This is nol Mario.
It's Sonic. | demand you fix this baelore | cancel
iy subscripltion, Not ra I'm st miaking lun
of The readers who complain and threaten you
Please poke fun at me. It would ba like gatiing
your signed autogragph,

Chris
Merced, CA

Okay Chris, here we go: If you really care
that much - wait a minute. Did Tim really
call them coins? Who mixes up rings and
coins? We really need to fire that guy...

Play Nice

As of last night | foure cul theal my player card

in Black Ops s under Investigation because it
could be saxusally explicil. Usually | wouldn't care,
bl | fead that Trevarch has been censoring 0o
miich of what is happening within Black Ops
compared 1o Modern Warlare 2. In an aflort 1o
cover 1heir bulls thay have san 1o cater 1o
12-year-olds and their parer iho did not have
enough sense 10 not buy ther underage children
the game in tha Tirst place. 1Lis high time theso
companies a stand, grow some by and
back up he r malure gaming audiencs,
instead of making resiiclions thal compleloy
take away from the fun of the game = becausa
nobody kes 1olog on o lind that new things
had 10 be restriclod because Some mom
decided she needad 1o complain

Steve
East Lansing, MI

If you're looking for sympathy over having
an Immature or offensive profile banned,
you've come to the wrong place. While
Black Ops may be an M-rated game, that
doesn’t mean the adults who play it want to
be subjected to idiocy. Treyarch isn't trying
to cater to children or disgruntied moms -
it's attempting to pull the reputation of
online gaming out of the gutter and create a
respectful atmosphere where adult gamers
can focus on what's really fun: competing
with other players.

Best. Award. Ever.

The prestighous “Tom Barrett Best Cover of
the Year Award” goes 1o Game Inlormer tor
the Cal Bal covar of issue 208, Seplambern
2010. Congratulations.

Tom Barrett
St. Petersburg FL

Bt e

gameinformer

A bit of background information: Back in
February 2006, we named then 75-year-old
retired Navy photographer Tom Barrett
Game Informer's coolest reader ever, for
putting a whiny, self-proclaimed hardcore
gamer In his place. Tom: After five years,
it's good to see that you're still enjoylng
the magazinel

Short Answers to
Readers” Burning
“Is it just me or does the new Lara
Croft look an awdul lot ke the

Kaiate Kid, Ralph Macchio? And &
it shange that | find this erotic?”

HNo. And YES.

| must confess | am addicted to
the Endless Ocean sares. | just
can't stop until | heve peted every
Fsh in the ocean. Should | be
embanassed?”

As long as it stops at

petting, you should be
okay.

= *In the kama song here’sa
part about an orange skying a
rake, how does the orange sty
the rake?”

With its good looks?

Best Worst
Compliment:

| b your magazine so mudh
fhat | sometimes read it even
when | armnol 1aking a dump.”

Arianda L. Hicks

Worst Opening
Lines To Feedback
Letters:

“This i gonna be a long

rant $o you might want to

get some snacks.”

“First off, & mid
you s ot e
piece of crap.”

“ARE YOU FRICKIN KIDDIN MED

nger toall
Aling this

[Left) MLE 2K11's Sean
Ba'ley prepares fo hit
one:oul of the park, while
Access Commi
rian Roundy w
(Center] Capcom’s Melody
Pleiffer and GameDally's EIG
Libe Goad hang ol at this
wear's CES (Right) Also in
attendance were High Road's
Al Ryan and Pugged In's
president, Heather Sorensen
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WLetes ning MESpeilings:
8 TherWeord “Whener” §%

{Left) Dan gets strapped
info a chalr at Rockstar to
Ty out He iinpressase face
capiure system being wsed
in LA Nore (Inset) The
resulls are imgressive lo say
e least We can’t wal o
fun him over [Right) Yet
anather developer meetng
ends with Ben ciying in e
fetal posTion, as 505's
Nick Goldsworthy, Reverb's
Casey Lymch, and Kung Fu
Factory's Ricci Rukavina
happily wail on him

nued onpage 10
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A Whole New World
I.am very mpressed with your “Persian Market”
article in issue 213, My father is from Iran
(though be has ived in the U.S. for over 20
wears) 50 this article immediately caught my
aye. | am agamer's wile, and do not play many
games. However, | do read my husband's Game
Informer avidly. Mot only do | absolutely love the
ESRA rating scale as a mom, Bt | never knaw
ran was a part of the gaming world until now.
The only time | have ever connected Iran to video
games was with the recent release of Prince of
Perdia, So | am very excited 1o leamn sbout Iran's
strices in this fiekd.

Christiana Sayyah

‘Terre Haute, IN

I'would fike 1o thank you for the very informative
article on Iran's game ratings board that rann
ssue 213, Not only was it nteresting and nsight-
ful, | would also like to commend you for keeping
it respeciul, cuflurally sensilive, and unbiased
which, as an American bom to lranian parents,
5 somathing you don't always coma across in
Amenican media about ran,

Michael M. Hojjatie

Via Email

Minecraft Review?
I'was very excited when | saw the “On Your
Mind” chart inissue 213 Feedback — Minecraft
is finally getting noticed! | quickdy flipped fhrough
he: magazine, Bul 1o my disappointment, | saw
e Minecratt review, I'm raally hoping lor a review
next issue. Be sure 1o mention the creepers!
Jacob Graber
Via Email

You'd better not hold your breath, Jacob.
Some games aren't conducive to covering
in a traditional review. In Minecraft's case,
the game has only recently entered beta,
and isn't really even a “game” yet. There's
no telling when or Iif wel ever see a final
version capable of being reviewed, but
here's the good news: It sounds like you're
already enjoying Minecraft as much as we
are, in which case you don't really need a
review to tell you that it's worth playing.
Also, creepers are terrifying.

Wrapping Up Christmas
It was Christmas day and I didn't have any wrapping paper left. |
had some DS stuff left to wrap for my daughter with only minutes
until she arrived. I began to panic. Suddenly, my eyes fell upon issue
213 of Game Informer. | couldnt think of a better way to wrap my
daughter’s games up than with the pages of your awesome magazine.
Thanks Game Informer, you saved my Christmas.
Lucas Johnson
Saint Paul, MN

Well, that’s a better use of our magazine than some improvisa-
tions we've heard of.
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Tiinued Fom page 8

[Left) Rener, Dan

Phil, and Tim try on thet
commernosative T-shirts
aller completing a
gruetfng Super Replay of
Overlilood for the welsle
Pipal [Right) Adam’s
anning to start his cen
cai - Tiggiting squad
wilh Sony Online’s Taina
Rodriguez, Ryan Pelers,
Chis Cao, John Shiphey,
and Mark Tultle
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[ts Next-Generation

Portable

Codenamed NGP,

it will be out by
the end of 2011

ag. Game |
he unit will cost !

Sony NGP Specs

CPUL ARM Cortex-A9 core
{4 core

GPU: SGXN543MPY+

External Dimensions:
Approx. 182.0% 186x
83.5mm (width x height x
depth) (tentative, exdudes
largest projection)

Sereen: 5 inches (168:9),

960 x 544 (touch streen).
Approx. 16 million colors,
OLED. Muiti-touch screen
{capacitive type)

Rear touch pad: Multi-
touch pad {capacitive type)

Cameras: Front camera,
Rear camera

Sound: Built-in
stereo speakers.
Built-in microphone

Sensors: Sixaxis molion
sensing system (three-axis
gy escope, three-axis ac-
ceerometer). Three-axis
ectronic compass

Location: Buit-in GPS. Wi-
Fi location service support

Keys/Switches: PS
button. Power button,
Directional buttons (Up'
DownvRight/Left). Action
buttons (Triangle/Cirde!
Cross'Square). Shoulder
buttons (Right/Left). Right
stick, Left stick. START
button, SELECT buiton.
Volume buttons (+/-)

Wireless Communica-
tions: Mobile network
connectivity 36, Wi-Fi
{802.11b/gfn fer Infra-
structure and ad-hoc),
Bluetooth 2.1

connact 13



Sony stopped short of
announcing its other oft-
rumored portable gaming
initiative - the PlayStation
phone - but it did talk
about mobile gaming. The
company's PlayStation
Suite digital platform

will deliver PlayStation
cantent to Android-based
devices (including an
Android-enabled PlaySta-
tion Store) and help game
developers. A PlaySta-
tion Certified licensing
program will also enable
PlayStation 2-quality
titles for Android this year
Finally, Sony says that any
PlayStation Suite-devel-
oped titles can be ported
aver to the NGR

Although the PlayStation
phone wasn't announced,
tech site Engadget has
revealed the name of the
upcoming Sorry Ericsson
phone: Xperia Play. The
unit has a four-inch muiti-
touch LCD screen and an
nternal chipset capable
of speeds up lo 1GHz.
More on the Xperia Play is
expected shortly.

| months, bul
L M apart from impressive footage
-party lithes like Uncharted, the
NGP's detwil was light on third-party
demos. Howewer, that doesn't mean
that plenty of Compani
ing the lkes of Activision (which is
mising a Call of Duty for the NGF),
tar, Capoom, and Ubisolt aren't
1 aouil the unit {Soe sidebar),
ad NGP ver:
HleBigPlar
Rasistance, and Wipeoul, and a dutch
of third-party developers took [o the
stage al the event to falk up the new
unil. Ore of tha main points stressed
by rutiple developers was that It was
very easy to port PS3 games to the
unit. Konami's Hideo Kojima showaed
ofl Melal Gear Solid 4 lesl mages that
almost looked a5 good as the regl thing
ontha PS3, and Epic's Tim Swoonaey
showed off PSN tille Dungeon
Defenders (which uses Unreal Engine 3)
which he sakd was ported to the NGP
inless than a week, Overall, Sweanay

roughly four
360 ON previ-

Saga's Toshihiro Nagoshi sald, “this
5 hardwara wilh No excuses” whila
showing ofl ported Yakura footage.

Becironic Arls — usualy a solid
soitware contributor 1o all the consola
manufaciurers and their platfomms -
was absent from the event and Sory's
of sapporting developers, but a
spokesporson told us: “We are dis-
cussing he ssue with Sony, but there
ara no announcements o make teday.
EA has a greal relalionship with Sorny.”

W got our hands on a faw NGP
games, and were Impressed the
unil's feal and gamaeplay Iunclional-
ity. Thee back touch pad, front touch
soreen, and gyroscope were put 1o
good use in Uncharted, allowing you
o swing o stealth kil enemies

i, and larg

{with & ta youIr rifle,
respacivady. These new input methods
are opliona, 50 you lill play the

game like you always have. However,
it's unbkinown i sy of the gamepley ele-
ments in Uncharted nequire these

naw confrols ke the origina Uncharted
onthe P33, which usad the Sixaxds to
allow Mathan Drake to balanoa as be
crossad logs.

Meanwhile, Litle Deviants' glorified
tech demo used the back touch pad o
create hils for the cute little blobs to roll
down, 11 also shawed off the soreens’
muti-louch luncl
pinch together your
the word togeths
ard sending the Deviants lying

The NGF's cameras were put to
effective usa in bolh Uncharted and
the Hol Shots Goll-like Goll Naxt.
Uncharted has a camera modea that
puts you i first-person perspective and
has you mowve around the NGP unit 1o
scan the ervironment and take in-game
pictures. Similarly, Golf Next lets you
rotate fhe gamy
by rotaling the

Neither Sony nor its partne
which of these games, or olhars
be availabie stermn launches
before the end

Horth America
Activision Ing.
Capybara Garm &3
Derniurge: Studios
Epic Games

Far Sight Studics
Frima

High Voitage Software
Kung Fu Factory

Paramount Digital
Entertainment

PopCap Games
Powerhead Games

Tresudy Enlertainment
Ubisaft

Weamer Bros, Interattive

Entertainment

2K Games

2K Sports

Japan

Acquire

Alvion

AD Inderaclive

Arc System Works:
Arika Co.

Artdink Corparation

Ascii Media Warks Gerki Level-5

Aflus Grasshopper Manufacture Marvelous Entertainmaent
Capeom GungHa Onling Entartan- Meda5

Chun Soft et Nameo Bandai Games
Codemasters Gust Nihon Falcom

Crafts & Meister Hamster Nippon Ichi Software
CyberConnect? Hudson Soft Nowproduclion

03 Publisher Iea Factary 0 Entertanment

Dimps Corporation Irem Software Sega Corporation

Edia Kadokawa Games SN Playmare Corporation
Entirbeain Kadakawa Shoten Spike

From Software Konami Digital Sruare Enix

Gameloft Entertainment SystemSoft Apha

Teemakoei Gameloft

TOMY Company Gusto Games

TOSE Home Entartainment
Ubisoft Suppliers

Yuke's Ca Impromptu Software
Europe/PAL Rebedlion

Avalanche Studios Rockstar Games
Climax Studios Sidhe Inferactive
Codemasiers Sumo Digital
Eurocom Team 17 Softwere:
Eutechnyx Ubsaft

Exient Zen Studios
Framint



Cardboard Box (Metal Gear series)

This classic disguise has been a long-standing part of
Solid Snake’s repertoire. Despite all of the advances in
enemy Al in the last decade, we're glad that guards still
aren’t smart enough to question a conspicuous cardboard
box sitting in the middle of a top secret base. And why
should they? After all, it's just a box.

Santa (Hitrman)

Santa suits are easily
purchased arcind the holf
days, but Agent 47 lakes
a Grinch-fer approach to
his costume. By strangling
a drunk quy diessed as
Santa ata swank party,
the hitman secures his
ptace on the “naughty” fist
That's right — Agent 47
Kills Chiristimias.

Mascot (Bully)

Mo one ever suspeds the mascot! While the jocks
are busy prepping for the big game, Jmmy Hopkins
ks misdvel diessed as the beloved Bullworth
boull, Exploctng foathalls, tainted sparts drink, and
mearkies on the field are s hlarious handiwork,

Road Crew (Psychonauts)

A good disquise doesn’t need a kot of effort to be
successful, To get past a road blockade in the mind
af the Milkman, Faz just grabs a stolen stop sign
and asseats, “l am on the road cevw.” If he says it
then i must be e,

by Joe Juba

Sheik (Ocarina of Time)

Here's a piece of advice: If you're
trying 1o disquise yourself, you mey
want to try it in a series that has
mioee than three recurring characters.
Whi could the mystenious Sk
reslly ber? Well, “he” is obvousty not
L'nk or Ganon, so that leaves...

A Girl (Final Fantasy VIl

In one of the most hall-laked scans
i RPG history, the FEVI Gew
decides heal dressing up Cloud in

A dress and giving him piglaiks s

a good plan. However, since Cloud
kil of hooks ke a gl akeady, this
crackpot idea works Fke a charm.

Silver Ear (Freddy Pharkas:
Frontier Pharmacist)

As the only one-eared pharma-

cit ina small Old West fown

Fresdidy Phiarkas stands oul. To
anonymoushy resume his former life
4% @ gunlighier, he aafts himsell a
rivilal repiacement ear, becoming the
“Siher-Eared Stranger.” Scored

Pint-Sized Slasher
(Fallout 3)

Virtwours Falloul 3 players woukl
never see this sequence, which
s your character donning the
sigmature mask of the maniacal
clovin calied the Pint-Sized
Slashes. Stonming trough
Tranguility Lane veouldn't be the
s withoad thal crazy grn,

The Gray Cowl (Oblivion)

Are you sick of being stopped by the tova guards
for various minor infractions? This cowl alkevs
ol Lo cormmit your heinous acts as the Gray

s — without damaging your cwmn reputation, “t
wasn't me, officer. That storekzeper must have
murdered himsel?”

Ogre Suit (World of Warcrafl)

‘Yeah, the whola “dress up as a quard to feal elher
quards” ting happens a lot in video games. What
makes s simikar deception n Dire Maul so
special? Just /dance!

connact 15



WORDS W
ORC NAL

I used to call myself “The
Original Gamer” in the maga-
zine in tribute to Ice-T's 1991

album 0.G. Original Gangster,
so0 I was excited to find out,
via his many postings on
YouTube and Twitter, that the
gangster rap legend and actor
is a devoted gamer. I recently
got a chance to speak to Ice-T
about his lifelong gaming
habit, and he proved to be
every bit as perceptive and
entertaining as I hoped.
Whenever we talk to athletes, they
all seem to game. Is it like that in

hip-hop now?
What pecple don't understand ks that the video

game indusiny broke right akon > the hip-hop
indlstry. Video games, hip-hop, skateboards; all
hat kind of brokee during the . | had every-

thing = the Ataris, the Sagas. We grew up withiit.
3 aiher 1hing they ferget is that alot of musi-
Slans spend heir days on tour buses. I you've
aver baan on a tour bus, there's nothing much

1o do. In the back of the tour bus, they'll have

4 vickeo game syslem. You starl 10 leam o play
the games. |'va seen cats slart a tour whera they
don't really game, and by the end, they're trying
lo get you o play them. You get hooked

Obviously, it’s a lot different now,

games were perceived as more of a
nerdy thing.

1 don't think so, though. | guess intha nerd
world, it was considerad that. But there's alot

of mistakes [people maka] with hip-hop. People
watch us and they might pick up ﬂ‘l"lcm-rlllil_u
and all theat, but they miss I‘Iwhlmur '
kids; we're just ke y'al. - drumrs Wi
il do pr all
make-up. S0, we ok at It as nerdy,
wii look al s as something 10 do. Go intoa

crack house, and they might have a video gamed

There's nothing I" ve Tound that rr\dl\.- b
liker vidkaor games i
games in the prlu)n :s_,:ts[ll n, cals wolld
of jail and be like, "Hold up, | gotta go finish this
level.” [Laughs] So, I'm here to say thal it's an

absolute misconcaption that gaming s nerchy.
I'vier ben e dangerous goddamn spols
and thera’s be onsola there.

Da you go back to the Atari 2600 and
arcade days?
Absolutely. My fir
and | had a Nint
ey, il you se

st game systermn was an Atar,

Iy episode of MTV Qribs, |

had the actua video arcade games in my house.

| had 1he first Mortal Kombat, the fisst Virtua

s a part of our

ke, When | lirst started making

r, the first NBA Jam. | boughl the arcade
gan causse | found a placa in LA, where |
could buy them., They wera like £5,000, but | had
tham dowe in my Siudio in my housa.

But back to the nerd siuff, | think there ks a
narcd sice 10 It when you gat 1oo deap into it
O thing they o now, I've noticed, is thay
thase plafform wars, like “Xbox is batie
PlayStation.” 5 nerdy fo me. What the {--- is
th rmetlar wilh you?

The weird thing i people are defending
these huge corporations.

They could give a I--- abaut youl [Lacghs)
That's nerdy to me. Also, people get too deep

| ames. | have a clan on Call of Duty,
and when you start telling me your kill/death
ratio - | don't give a f---. You reall ng 1o pick
up a b---- by taling her your kilYdeath ratio?
That doesn't really matter, | think thera’s a nerd
ahement Where yol ¢ et too deep into it that
o one cares. BUL you can gel nerdy with cars;
you could start telling me the cubic displace-
ment of an engine, At any point, you can go




inte the nerd werdd if you want to go deep. One
of he kewy things aboul nerds is that hey ke
to comect you. They get off on corecting you.
That's the part fhat we kinda fall back off of =
wa just want 1o play the games, we don'l need
the heawy detalls. How many ounces is the
controller? Who gives a f---7 [Laughs]

Po you play with other rappers you
know online?

Absolutely. Snoop and them ane big Madden
fans. Warren G Is inmy clan. A lot of football,
Eaty hip-hoppers mostly stick 1o the sports
games. | never redly went lor the sports games
becalss, early on, you couldn't play them online.
That required you to have people at your house
all the time. I'm not really the type of person that
wants a bunch of dudes on iy couch drinking
beers and playing Madden. That's too much
male bonding for me. But when the ‘net came
oul and you could play with people online, that
revolutionized the game. | play with Lord Jamar
from Brand Nubian = he's in SMG. Xzbit isin
SMG. Warren G is in SMG, Thera's different
pecple from al over the world, The laader of my
clan, he's named Coleman, he's from Liverpod,
England. | got some kids from Boston — white
kicts, black kids, it doesn't matter. My son plays.
My son lives in LA, and we get to bond. |
wouldn't be on the phone with him &l day, but |
can be on the game with him for five hours. It's
really oool.

SMG is your clan, right?
Yeah, “Sex, Money, and Guns.” That's what
makes the world go ‘round,

You're a huge Call of Duty fan, is that
the main game you play now?

Its the orly game I've been able (o get inte
and actually feel & skil curve on it. A lot of the
games I've played - Battiefield or Medal of
Honor — have greal sngle-player, but when
you get mto: the multiplayer | personally don't
feel like I'm gatting better. Gall of Duty, the way
it's sel up, you can actudly get better. The
game that really got me hooked was Resident
Evil back in the day. | was always into Mortal
Kombat and s--- like that, but once | got nto
Resident Evil | really got hooked — survival
horror, all that s---, Then | got into all the single-
player adventure-type games. | love the Max
Payne games. | loved to play by myself and
challange mysell,

Are you playing any single-player games
right now?

The last one | realy got into was me and Coco
played Ammy of Two. My gir loves playing
games, She has a theory of games, a one-
senfence comment: “At least you know where
they ara.” [Laughs] You wanna b---- about your
man sitting in the house, but thera's alol of s--
he could be doing. Have him put that controller
down and | bet he hits the door! She started
learning how to play with me. | used (o play
MNaad for Speed: Most Wanted. 1'd have her
watch the map, so | wouldn't have to take my
ayes off the action. So, she'd be like, "Laltl Laftl
Rigiit] Turel Turbol™ Also, sometimeas, i \m
stuck I'll be like, “Coeo grab the cheat bookl™
and sha'll give me little clues. Being married, we
als0 have coda words thatl let me knowits time
tostop. Sha'll go, "Okay, I'm going upstars
That's where our bedroom is, so I'milike, *Okay,
last game.™ [Laughs]

You have to have priorities.

| think thal's whera guys lose it with their gids.
Find a time when she's reading a book or doing
something else and get into it. Don't let it over-
ricke realily, o you'nd gonna pick your game over
your girl and that's gonna be a bad move. Then,
youlll have full-time to be {---in" gamer nerd.
You'll be talking aboul your kill'death rafio with
wour buddies, F--- that.

You've also appeared in several games -
San Andreas, for one.

Yeah, | was the last guy. Mad Dog | think his
name was. |'was in Dal Jam: Fight for NY. | was
In Scarface and San Andreas. Recently, | was in
Gears of War 3.

How did the Gears of War 3

thing happen?

F---ing with Jace Hall. Jace Hall has a web series
called tho Jace Hall Show. He's a brothar, kind of
a big guy. A long time ago, he did a video game
and | did the volceovers, it was caled Sanity.
That was back in the day. So, he cames back to
ma and had this show, He sald, “lce, | want to
intenview you, people don'l know you're a real
video gamern.” He did this show al my apariment
whera ha interviewad me and Coco, During the
show, he told me that ha was in Gears of War,
and | was ke, “Bull----, how you get in Gears

of War?" He sald, “l know the owner; | know
Ciffy.”™ | said, “Call Cllly, tell hirn | should ba in the
game.” S0, on the show wa did this thing whera
1 told Ciiffy, “Why the f--- Is Jace in the game, no
O knows who the [--- he IS, use me inslaad.”
So, Clil says, "You never know, mayba in Goars
3.7 Now, this was just a skit = this was bulls-=-,
we were just ---in’ with it. But sure enough.

the game came around and |goet a cal saying
“would you be interested in doing voloe work?
S0, a joke lumed into reality

Is doing voiceovers different than deoing
things like Law & Order?

Not really, because I'm a musician. I'm used to
being in a studio and taking direction. These
ouys are masters at what they do, so first you
soe the script and say ‘read it ke this.” Then, the
gLy will say, “No, mora angry.” Right'? And 1l say
it again, then they'll say. “No, you're --—-in" mad
right now!” They direct you, and then they'l say,
“That's the tone, now ---in' freestyde it” and you
go in. My character probably swears more than
aryona in the history of video games; Griffinis a
biad motherf---er, Cliffy B and all the guys from
Epic were first-class.

Push comes to shove, what's your favor-
ite game of all time?

Honestly, | have to say that I've spent the
most time playing the Call of Duty games,

| dlicin't really like World at War, but | loved
Modern Warfare and the new one. |I've spent
the most time playing those. But, from a clas-
sic perspective, | think the first Resident Evil
in the mansion. That was the coolest $--— aver
because it was new. | play the new Resident
Ewil, but it's not the same. [But] the ©.G.
Resident Evil - I've never been blown away by
anything like that, That's a classic game.

Formarpon ive- T g3t his offel sile it oot com/
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by Ben Reeves
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Guns, set pieces, and multiplayer maps
are not the only factors contributing to
the success of a modern first-person
shooter. Many critical systems are at
work behind the barrage of firefights
and explosions that control your target-
ing reticle. Designing a useful aiming
system for consoles is an intricate sci-
ence that many gamers take for granted
because they don’t even know that they
are being assisted. Halo: Combat Evolved
was an innovator in the field of console
shooters, and introduced several aim-
ing systems that are still used today.
Bungie design lead Jaime Griesemer
remembers spending many long
hours tuning Halo’s aiming code, and
we got a chance to talk with him
about how all these invisible sys-
tems work together to make us feel

like we can't misgs. !!
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help you aim

FAST FALT

The code Bungie
designed to control
EER GV

is 5o versatile that
Ensemble Studios used
it in the ay title
Halo Wars to help play-
ers select targets on
the battlefield.

Halo's aiming code
hasn't changed much
throughout the years.
= z N “We did such an ex-
MAGNETISM haustive job with Halo's
. aiming system that we

haven't felt the need to
update it since the first
game,” says Griesemer.

SNAPPINIG

ty to make o

FRICTION

1 friction i the first Hal

5 wivy | think no
done il !

auto aim o
Wi & half.

L




VIBED
Bink Video

Appearing on 14 platforms and inover
5,000 games, Bink Video ks a video codec
created by RAD Game Tools to compress
audio and video files in games,

CRIWARE

CRIware

Dver 2,000 games utilize CRI

Middeware's streaming audio and
video technol ogy. Games using CRiware
include Bayonetta, Strest Fighter IV, and
Soul Calibur IV

feature |

You know the developers who make your favorite games, but a game is
rarely made entirely in-house. Developers often license other technologies
to assist with a game’s creation. Most times when you fire up a game,

you see the logos for these middleware companies alongside the primary
developer and publishers. Have you ever wondered what these logos
mean? The list below provides clarification for many of the top middle-

A guide to understanding middleware and development tools

CryEngine

German developer Crytek created the
CryEngine game development engine
in parallel with its first game, Far Cry.
CryEngine 3 was used to create Sniper:
Ghost Werrior, and Crytek's upcoming
Crysis 2 and Codename: Kingdoms.

ware companies and development tools featured in today's video games.

@ DEMONWARE

Demonware

Although Demonware is a wholly
owned subsidiary of Activision
Blizzard, its networking software and
services has been used by many
publishers, including Ubisoft for Ghost
Recon EndWar and THQ for WWE
SmackDown vs. Raw.

Dolby

Specializing n surround sound, Dolby
15 a data and audio compression tech-
nology created by Dolby Laboratories

dts

DTS Digital Entertainment
Like Dolby, DTS provides audio
technologies and high-guality sur-
round sound for video games and all
entertainment mediums.

Euphoria

Euphoria is an animation engine
that generates mation on the fiy by
simulating body, musde, and maotor
nervous systems. Euphoria was used
to create the |ifelike motions in Red
Dead Redemption, Grand Theft Auto
IV, Star Wars: The Force Unleashed
and Backbreaker.

FacelK

FaceFX is OC3 Entertainment's lip-
synehronization and facial animation
technology featured in a wide selection
of games, induding Assassin's Creed:
Brotherhood, Halo Reach, Red Dead
Redemption, and Rock Band 3.

F G

Facegen

Singular Inversions’ Facegen midde-
ware technolody specializes in the
modeling of human shaped faces for
video games such as The Elder Scrolls
IV: Oblivien, Top Spin 3, and the aptly
named Facebr eaker.

Frosthite

The Frostbite engine is ICE's pro-
prietary game engine and was used
to create Battlefiedd: Bad Company
1and 2, and Battiefield 1943, It
was also used for Medal of Honor's
multiplayer component.

Gamebryo

Created by Emergent Game
Technologies, Gamebryo s 8 cross-
platform game development engine
and toolset, Gamebryo has been used
to develop over 200 games, including
Chvilization IV, Fallout 3, and Dark Age
of Camelat.

akd

RAGE

Rockstar Advanced Game Engine
({RAGE) is 2 game engine created

by the RAGE Technology Group at
Aockstar San Diega. This engine wis
used to develop Grand Theft Auto IV,
Red Dead Redemption, Midnight Club:
Los Angeles, and the forthcoming
Max Payne 3.

20

Havok

Developers use Havok middleware

for A, animaticn, behavicr, cloth,
destruction, and physics solutions.
Havok appears in most Halo games
a5 well as Assassin's Creed, BioShock,
and Red Faction: Guerrilla. Outside of
games, tha Moving Picture Comparny
uses Havok for metion picture special
effects, The Matrixand Watchmen bath
s Havok,

SpeedTree

SpeedTies is a middleware toolset
that allows developers to create foli-
ape in games. Bethesda Softworks
used Speedires to create the lush
forests in The Elder Scrolls IV: Cblivion.
Spesdiiee was also used by ILM in the
film Awvarar.

h
Often referred to as the "Doom
engine," id Tech is a proprietary game
engine created by id Software and
programmer John Carmack. Doom 3,
Prey, Wolfenstein, and the uptaming
Brink are built with id Tech 4. Later this
year, id Tech 5 wil make its debut in id
Software's Rage.

THX

THH

LucasFilm developed this audio qual-
ity assurance system 1o make sure
theaters propesly optimized their

speaker systems, THX is now used for

all forms of entertainment, including
video games

Infernal Engine

Built by Terminal Reality, the infernal
Engine is a cross-platform capable
game development engine used in
games like Def Jam Rapstar, Guity
Party, and Sega's upcoming Wi ver-
sions of Thor and Captain America.

umbra

Umbra Software

Many developers use Umbra
Software's octlusion system and
rendering optimization middieware to
enhance their games and spesd up
the development cyde. Umbra's clients
incude BioWare, Remedy, and Sory
Online Entertainment.

Phys it

oy NVIDIA

PhyzK

PhysX is a realtime piysics engine and
development environment deployed by
Nvidia, and used in games ke Mimor's
Edge, Batmen: Arkham Asylum, Deady
Premanition, and Mafia Il

Unreal Engine

Epic Bames' Unreal Engine s this gen-
eration's most used game development
engine. Most developers use Unreal
Engine 3, and Epic is hard at work to
bring Urreal 4 to the market. Gears

of War, Batmar: Arkham Asylum, and
Borderiands are just a few of the suc-
cess storles created with Unreal tech.



Vaive promised that the PS3 version of Portal 2 would be awesome, and it looks
ke it will be thanks to its Steam support, The P53 version of the game gets cross-
platform play with PG and Mac users, a code for a free downlcad of the PC and
Mat versions, the ability to start playing on a PG'Mac and finish on the PS3 (or vice
versa), and mare, The game comes out on April 21

Read it and =
weep — for joy.

Duke Nukem

Ferever has a

release date: May

3201

Activision ks pulling the plug on Blur developer Bizarre Creations after it eouldn't find any
buyers. The publisher bought the company in 2007 and commissioned 2010°s Blur and James

Former Harmonix parent company Vacom sold the Reck Band developer
te & holding company in what essentially amounts to Harmaonix once again
becoming an independent studio. Terms of the deal weren't disdosed, but
Harmanix assumes all of its debt as well as the rights to its Rock Band and
Dance Central franchises:

Band 007: Blood Stone. The games didn't do as well as Activision hoped, so it unsuccessfully Awvatars are getting Kinect support thanks to a free update

attermpted to sell the Liverpool developer late last year,

{for Xbow Live Gold mermbers) sometime this spring. When it

I ather news, Disney hes dosed Propaganda Games after it released Tron: Evailtion. Ths jaunches, player will be able to chat with friends using the
comes on the heels of the publisher already canceling the studio's other project — the once- Kinect peripheral and have their avatars emote for them.

promising Prates of the Caribbean: Armada of the Damned.

Hacking and piracy keeps conscle manufacturers up a8 night, and the recent hacking
of the PS3's root keys has Sony's lawyers and engineers working overtime. A rumor
i circulating that Sony's scared enough of piracy that it's considering requiring
ganmens 1o input a sena code like n PC games that would verify your lagitimate copy
with Sony's servers. For the sake of convenience, let's hope this stays a dirty rumar.

Can the Kinect detect embarrassed blushing?

Activision's legal battle with ex-Infinity Ward heads Jason West and Vince

Zampeila continues. Now the publisher has named Electronic Arts as a defen-

dant in the $400 million lawsLit because it allegedy tampered with ‘West and

Zampedla by encouraging then to break their contracts with Activision and

sabotage the redease schedule for Modern Warfare 2 map packs. EA vice

president of corporate communications Jeff Brown responded by saying,
This is a PR play filed with pettiness and deliberate misdirection.”

news
with a
sarcastic
spin

“I just think
Nintendo's
blown it... So
it's over — I
don't think
they can ever
recover.”

Michagl Pachter, analyst

at Wedbush Morgan, fells
Industry Gamers that the
company strewed up by not

releasing a Wi successor
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Developers have vanyng degrees of suctess
wilh rerwenting a popular series, Call of Duty:
hodern Warlare marked a drastic departure
for the brand, and was mel with masshe com-
mercial and critical acdaim. On the olher hand,
Silant Hil's recent rebranding with Siend Hill:
Homecoming garmered a lukewan receplion.
The Sonic serles' spotty renvention record is
often the butt of jokas, despite Sega's attempt to
rarow the Iranchise’s locus in recent releases.,
The line between allenation of fans and advance-
ment of IP is thin, making the praciice of ileration
over nnovalion alring

Inspirad by our recant cover detaling the
upcoming reboot of the Tomb Raider brand,
wi v laken a ook at the Noreasingly Gommon
practica of hitting the resat button on popular
franchises. Rather than relying on supericial
changes between releases, a handiul of devel-
opers are ambracing tha idea of a resh start
Speaking to several of these prominent gama
makers, we attempl 1o nail down the amor-
phous definition of “rebool,” as well as assess
the risks and rewards of gambling with one's
brand capital

The common
denominator

The term “rebool” is often used cardessly =
more 50 by fans than by developers who
icentify the trend with therr work. Regardiess.
the concepl itsall is #l-defined, What's the dilfer-
ence belween a reboot and a reimagning? Do
long-awaited sequels constitute reboots when
massive lechnological mprovements resull in a
different esprerience by defaull? Does a rebool
recpire a tonal change or a gameplay overhaul?
A new development team with a lresh perspec-
tive? Is an ongin tale mandatony, with estabiished
canon Kicked to the curb?

One common thread that fues the rebool
flame is the ditching of sublext for slicker,
streamined tiles. Tormb Raider leads the pack
as he most recent example, but olher estab-
lished franchises have set the precedent — Morlal
Wormbat (2011), Twisted Metal (2011), Dev
May Cry (TBA), Madal of Honor (2010), Bionic
Commando (2009, and Prince of Persia (2008)
established the trend. A simple name isn't &l it
takes, tha common lactor seems to ba a desre

The fine line between
n and in:

oted

by Meagan Marie

for & fresh start, but the actual implementation is
unigue to each developer,

“Cerlain ideas, characiers, situations, and
scenarios are fimeless,” explains David Jaffe,
co-creator of the Twisted Matd franchise. "To
ma, a reboot 18 a conscious affort to retain and
amplily the stil-relevant core idea while updat-
ing or rethinking the faled andfor dated aspects
of the idea’s last iteration. This can be done in
Ty WaS: NEwW [lay, new 18arm, new 1one, new
slory. The important thing ks, even with &l the
new window dressng, is the spirit that defines
The property still Aive and kicking?”

Using the newly announced Devil May Cry as
an axampla, Jalfe furthers his point. Whila nat
Sobd on hi new look ol protagonist Dante, asa
fan of tha ranchiss he is more conoermed about
oore character expression = namely that Dante
reains his “cocky, brash, siylish, and badass”
nalure through cinemalics and gameglay, To tha
vateran developer, tone and mood are vastly
more important than maintainng the established
physical presentalion. In this regard, Jalle con-
siders Twisted Matal: Black a reboot, rather than
201 1's Twisted Metal

“Twisted Matal: Black was a conscious elfort




The video game industry is far from its infancy, with enough history to be

cataloged in decades — and for early franchises to have hit both high points

and low. While some intellectual properties flourish, others grow stagnant, and

the idea of reinvention becomes a tempting prospect. Rebooting a long-running

franchise is risky, but can have substantial rewards if handled properly.

1o reirvent the franchise after a few poory
reviewed sequels had tarnished the brand
name,” explains Jaffe. “The new Twisted Metal
sn'Lan intentional rebool. IS real mash Lp
af the wordd from Black (inr e 10 the dark
and sinister mood and certain character designs)
mied with more of the lun and imagination of
Twistod Matal 2."

Acknowledging how 201 1's Twisted Meta
could be percoived a5 rebool, he clarlies that
he and co-creator Scoll Campbeall instead think
they' wing the best execution for the idea
thal's Deen SWimming in Iheir joint conscious-
ness since 1995, “Twisted 1 and 2 were a bit oo
fight and cartoony. Black was too serous and
wanna-be bad ass, This new ona lecls like il's
hitting the sweal spot betwoeen those two ideas,”
continues Jafle. “it's aware of how absurd and
over the top 1Lis, but at the same time, it stil
takes isell and s world very serioush.”

Also lluminating an oft-debated subjec
global brand drector at Grystal Dynami
Stewart ~ touched on the Tomb Ralder &
prioe to ther e

erer

Armiversary, nor Undenword were rebools of

the Tomb Raider ranchisa,” shares Stewart,

*In 2004, when Crystal Dynamics was given

y lor developing the IR the story of
w0 Tormnb Ralder continued pratty
much dlong the same path, Minus a lew small
altaraticns, Lara's background didn't change
and the lone and canon remained similar 1o previ-
ous communications. | hink pecple percaived

It as a reboot becalse we created a look and
lecl 1o the Iranchise hat was inherently defined
by Crystal Dynamics, and much frasher than the
previous Tomb Raider tiles developed by Gore
Drexsigrs. | hink wihien you look at what we've
presented of lale you car Ihat there's a very
dear definition n our eyes of what a ‘reboot’
wilhin a lranchise moeans,

" suppose a frue reboot would be to start
Trom the beginning as if none of the previous
versions ever exdsted,” says Ed Boon, Mortal
Kombal co-craator and Greative director at
MatherRealm Studios. “Tha r Mortal Kombat
is ot considered a reboot by the team. The
tracklion with Morlal Kombal games, and why
we'va felt the gar s maintained its popular
ity, 16 that we've alweays been willing 10 try new
things and change things around. This game

story begins at the end of Morlal Kombat:
Armageddon, It then does a (sort of) time traved
back 1o the avants of the first Mortal Kombat
game and we do a retaling of the events of
Mortal Kombat, Morta Kombat 2, and Mortal
Kombat 3. This timea, however, we are teling that
story wilh all of the new tlechnology avaialle

g Thal the new dires-
tion dlows for a nostalgc returm 1o the original
gameas with a fresh twist, as wall as offering a
point of entry 1o the lrandchise 1or naw players,
Fetum might be a better word to than
reboot. Our last game was T-rated, had a ‘what-
iI" storyline, and a tul 30 highting plane. This new
Maortal Kombal relurms to an M-rated presenta-
tien, the 20 fighling plane, the original story of
thes Mirst three lilles, and lons of sacrets.”
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Trendsetters

While not all the developers
were available to comment

on the subject in an official
capacity, we fed safe in saying
that these games helped usher
in the trend of drastic new
directions for established fran-
chises, Have all of these new
approaches been suctessfl?
Not necessarily, but at least
they are taking risks.

To reboot, or not to
reboot?

A rebxool 91 so much a concrola concepl as
rclopted mantra. Even i our developers dor't
all brand heir most recent projects as raboots
Ty seom o come o the consensus thal dras-
tic change was neaded within their franchises.
Wiy would a studio undertake such a change
Does opling 1o rebool or reevaluata mean that
a franchise has fallen out of favor with critics?
Does it indicate changing cons.
15 a drastic overhaul the same &
defeat, of i1 a preemplive atternp!t to forecast a
changing markat?

"W believe the latler,” Says Stewarl.
COrsLmeans change quite requiary and
e 5 we interact and play with need o
focl In rc redevant. Coming from the retal
incusiny, I've seen firsthand how consumens
develop 1 5 lor new Things several times
aach year and how mindsets chamge in
aninstant. Successiul communication of any
IP in today's market means you have to be
culturally relevant.”

“It depeands on the game,” clames Jaffe
Sometin you do a reboot out of business
necessily, such as losng a key drealivie [rom
a project of if & team quits and the new one
doesn’t vibe with the old shde, Other time
because the franchise needs a shot of r
keap 1t Irash, or becauss what you Iried last 1
failed and you want to try a cliffereni approach,”

Lo’ hink 1here iS & point where Someons
deamns a reboot necassary, and by no means do
| consider it throwing in the towel,” says Boon.
For Mortal Komibat, wihan you think about i, it
had baeaon six years since wa'd leaturad 1ha ork
nal style of fatalities (Morlal Kombat: Deception),

ar

Tour vaars snoee wo'd had Morlal Kombat-style
blood (Mortal Kombal: Armageddon) and over
15 years since we'd been in the 2D fighting
pane (UIlimate Mo Kombal 3). Also, Mortal
Kombat vs. DC Universe was such a dramatic
daparture from the Mortal Komibat formula that it
really sol he stage lor Morlal Kombal 1o make a
big return in all those categoric

Even aller the dacision b
change — visual, contexiual, or mechanica - 1o
an astablished franchise must be carafully cone
shdered, In some cases, lans garnered theough
decades of con 505 are on [haline.
Despite the risl wre are alluring rowards to
gning a franchise a fresh twist.

Origin stories have a parliodar acvantage in
thits redard, If £ 3 | ram afler y
iteration, fans may be ready for somett
tic. Something new. A retelling of a che
ofigin has the polentia to reignile fans
ment and provide a point of entry 1o the <
for new players. This ks especially helpful when
early enlries in the series don't hold up without
the rose led ol nostalgia, Castlevania
Lords of Shadow is a perfect example in this
regard, provicing a lauded balance of lan service
and freshness, aswell asapointof access to a
franchise established over 20 years ago.

e patient

2 and enter-
tain," says Jaffe. “Usually i the reboot works it
means you're comeclly reading the te 3
of ihe day and have brought the core ideainto
medern times by making it relevant again to the
currant audienca, Il's a graa’ i) DGl se
means the cone idea is strong and can suri
for a new generation.

The biggest concems are if you have
guessed wrong, your sudience s on you and

thinks you're anidiot for messing with a world!

of Shadow
Releass: | Release; elease:
05.19.09 12.02.08 10.05.10
Publisher: Publisher: i Publisher:
Capcom Ubisoft R Konami
Deveboper: Develo Devaloper:
GRMN Ll)stdtwr_ Mercury
Ll Wontredl Steam, Kojima
Productions

characler and leel - rightly 5o -
ST AT IS wies Jalle, “That said,
in 28 il o ane looking o make some

Senous ¢hanges 1o a franchise, is boecause the
ol ways wera no longer working.”

1051 ca

example, Jalle
are upsal at i

campaign. While he appre
on the issue, he also recognizes that the old
model - repetitive campalgns for 1010 12 char-
act all boasting Fash-shle comic endings
that amount to i
wiouldn't fly now. “It worked great in 1995, It
Rind of worked in 2001, But today? We'd ralher
roll The dice bocause we feal the old way s no
longer relevant,

“Twisted Metal Black was a success in many
15, 0ot Ihe best reviews
1Metal game. Bul it aso sold the
least. That eiiher means the audience was tell-
ing us The core idea — despile a super codl new
coat of paint —was just no longer relevant. Or it
means we chose the wrong new coat of paint.
Baun | thirk if we had not changed the seres up,
it would have: died from rdlevar e lack of
interast. We had 1o do something.

Nol every developer is willing 1o make the
waer, however, and old ideas repackaged in
rew box art are a testament to this fact. But
withoun he risk, there is no reward,

Whatever terminclogy one chooseas, reboot-
ing, reirventing, or rebranding a franchise isn't
the answer for evary long-established IP On tha
other hand, the wilingness of developers 1o go
out on a limb and take a chance = lo recognize
the nead for change within a maluring industry -
i something we can dl appreciate, &

R FRolease: Release:
101210 04.19.11
Publisher: Publisher:
Electronic Arts ‘Warner Bros.
Deve 3 Interacte

d EALes Angeles Developer:
Netherfealm
Studios



Release:
TBA

Publisher:
Capcom

Daveloper:
Ninja Theary

Release:
TBA
Publisher:
Sopare Enix
LM

Crystal
Dymamics

Release:
2011

Publisher:
Sony Computer
Entertainment
Amernca

Developer:
Eat Sleep Play

A Clean Slate

While same IP haldars are being proactive in thalr attempls 1o innovate, others are in
dire need of a fresh start. Some of the franchises below have been resting on their
brand names instead of atempting innovation, Ofers have failed to mature with the
audience they once captivated. Others still are franchises we're dying o see make a
return, that would do better with a clean sfate rather than a direct sequed, Check out
Game Infarmer's reboot wish list balow,

Monster Hunter

"The Monster Hunter series has maintained popularity in Japan, but there's a reason
it failled to take off in Morth America. | understand that Capcom s going for a balance
of rigk and reward, but I'd give anything for 2 'Westernzed' console Monster Hunter
game with more responsive conftrols, faster action, and accessible online multiplayer, ™

- Phil Kellar

The Legend of Zelda

“The Legend of Zelda s one of my favorite series and | lock forward to every new in-
stallment, but it never strays from the same classic formula - no spoken dialogue, the
princess is always in peril, and surprise, surprise, you have a boomerang. | wiouldn't
mind seeing a different take on this mythology, where we finally get to hear Link talk
and engage in a different scenark. Perhaps outside of Hyrule."

= Andrew Reiner

Pokémon

“Game Freak has taken an ‘if it ain't broke' approach to the Pokémon series by
maintaining the fundamental mechanics that made catching "em all o addicting in
its 10-plus years of existence, Even though incremental Improvements with each new
installment show growth, it's safe to say that after five generations of tiles it may be
time for a reboot, and the 305 presents an ideal opportunity for change. With features
lke glasses-free 30 and augmented reality, this can revolutionize the way we locate
and capture wild Pokémon and engage in battles with friends. Pius it's about time we
find better use of the system's dual screens outside of menu navigation.”

= Annetle Gonzalez

Metroid

“If anmything, Metroid needs to be de-booted. When was the series most acclaimed?
During its ofiginal, natural 2D times. With Nintendo's recent resurgence of 2D platform-
ers in Mario, Dorkey Kong, and Kirby, why wouldn't it give Samus the same deservesd
treatment on Wii or 3052*

= Bryan Vore

Madden

"EA has been steadily improving Madkden over the past few years, but fans are sick of
evolution. It's time to deliver a revalution with a brand new franchise mode, revamped
superstar maode, and a physics-based animation system that ditches canned anima-
tions for more varied tackling, blocking, running, and receiving. Football dominates
Amesican sports, and its video game counterpart should do the same.”

= Matt Bertz

Legacy of Kain

“Long before the industry began to embrace violent anti-heroes in games like God of
War or Assassin's Creed, Silicon Knights' Legacy of Kain franchise introduced us to the
troubled Kain and Raziel. The last entry, Legacy of Kain: Defiance, was unsatisfying,
but 50 much could be done with the haunted world of Nosgoth on today's powerful
consoles. Pius, in an industry overloadad with zombies, it's time for these fascinating
vampires to reclaim their turf."

= Matt Helgeson

Chrono Trigger

“Chrano Trigger is one of the most revered RPGs of all time, but Square Enix has let

it lay dormant. A new entry could reach out fo a new audience while drawing in the
dd-schocl fans, Who cares if the last game, Chrono Cross, came out almast 10 years
ago? The series is al about alternate timelines and dimensions; it would be easy to
capture the Chrono essence without being chained down by the events of the previous
two titles.”

-Jae Juba

Resident Evil

“Capcom has become too comfortable with over-the-top action. | think the series
neads 1o rediscover what made it exceptional: fear. That's hard to evoke when you're
delivering haymakers to gigantic boulders in the midde of valcano while your former
boss turns into a meat tormada.”

= Thm Tuerd
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Prepare for
hydration.

\w}

Square Enix has anncunced a spin-
off for Final Fantasy Xl called Final

Fantasy XllI-2. The game is cur-
rently scheduled to appear for the

- - PlayStation 3 and Xbox 360 some-
time in the winter of next year {and
:[-]_ ‘ S ]-Ce in 2011 in Japan). Whether “winter"

refers 1o early 2012 or holiday 2012

FF XIII-2 Slated for 2012 i e 2 crest souel o P

Xl and stars Lightning, More than a
just a new story, FF XIII-2 (directed
by FF Xlli's Motomu Toriyama) also
features tweaks to FF XIII's lauded
battle system as well as other addi-
tions that Toriyama says have been
culled from fan feedback to FF Xl
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Who The Heck Is
Ben Heck?

Ten years ago, Ben Heckendorn was just a
graphic designer from Verona, Wisconsin, who
dreamed of building a portable Atari 2600

gaming system. This was before $20 retro

plug-and-play systems started cropping on

We Chat
With The Prolific
Hardware Modder

retail shelves, so Heckendorn's portable Atari earned im a lot of attention online.
Assuming the pseudonym Ben Heck, this self-taught engineer built an Internet

empire, filling orders for everything from Xbox 360 laptops to one-handed guitar

controllers. Two years before Sony had even announced the PSP, Ben Heck had

created a portable PSone that he dubbed the PlayStation Portable (or PSp). In the

last decade, Ben Heck published a book entitled Hacking Video Game Consoles,

assisted Infinity Ward with the development of Modern Warfare 2, and started The

Ben Heck Show - a popular mod show sponsored by modding community Element

Seems like your hands are pretty full
with all the gaming mods you do for your
site and the show. How did you first get
invelved in all of this?

| used to be a graphic arfist way back in the
olden days, and | just started doing this stulf
as a hotbyy, In 2004, | got a book deal wilth
Wiley Publishing, so | thought it was a good
time: 1o quiit rmy job. | was sick of it anyway, but |
never got around 1o working for the man again.
So since 2004, I've been doing prototyping. |
dic't starve or anything, but the first couple
years were a lillle lean,

So you've always been into tinkering
around with hardware?

14. Through it all, Heckendorn has remained an avid gamer. We sat down to chat

with the Internet celebrity about gaming, mods, pinball, and Bill Paxton.

interview by Ben Reeves

About 10 years ago, | got it into rmy head that
Iwanted to build a portable Atari 2600 gaming
system because | didn't think anyone cared
about Atar arymore, | was wrong, obwicushy
A few months after | finished the portable Atari,
I created a GeoGitl ite and posted it up
here pest for fun, There was this phendomenal
interest. | was getting hundreds of emails a
day about it. So, | built another one, and then
another one, and the whale thing just sorl of
snowballed on mea. The PS2 was just coming
out at the time, 50 1 made a PSona porabla,
and then | pust kept building more and more
stuff. As it got nto the laler part of the decade,
I started working on stull lke tumning Xbox
360s and Wis into laptop form. Since I'm




sell-taught, | stil manage 1o destroy plenty
of stuff.

What do you do with all this stuff when
you're done bullding t? Do you sell it
all or do you hang on to some of it?

| get asked that question a lot, which | find
kind of inferesting. | don't have a Cilizen
Kang, Xanady-lke mansion whore | can
keep all this stuff, so it &l goes out the
door when it's done. | ke buiding it, but |
don't necessarly like keeping it. | do have
my onigingd Aan portable stll, and a lew
other things that Pve buit for mysell like the
pinkall machine.

You built a pinball machine?

Yeah, | built a Bll Paxton pinball machine
earfier in the year. Thal was just a custom
unit for myself; it wasn't for resale, because
that would have been a licensing nightmare.
Mow 'm dong a Lost-themed maching
for my friend, and then I'm going to do
a Tesla vs. Edison steampunk, Victoran
era-themed machine. | know pinball seems
primitive, but it's actually an incedibly com-
plicated Kind of machine.

What made you want to do that?

| hadl just bt a NeoGeo arcade cabinet [or
rmysall, which was a syslem that Hoved, bul
after | got that done | thought that | should
build a pinball machine next, That was my
rationae. Why not? | thoughl | should base
it off of Bil Paxton, becausa he's got a kot
of great quotes, and a weird theme
that will make people scratch ther haads.
Bl Paxton himsall had nothing to do with
I, | think a lo1 of gesks would have done
Brues Campiall or Tricia Heller pinball, but
| wanted 1o do something welrd.

How do you decide what project you
will work on next?

Alot of the time people send me requests,
50 1 just choose the ones that | Tind 1o be
interesting and worth the timea. Sometimas
| get interesting requests. Back in 2008,
one of the guys at Infinity Ward contacied
me wanling a latency monitor so they
could test the latency in Modern Warelare
2. The problem with games s thal when
you push the buttons on a conlroller 1t has
1o go through the wires in your system and
through all the game's coda belore hilling
your TV, By the time your characier umps
or shoots on screen it could be up 1o 50

milliseconds laler — o an entire hal-second
if you're talking Kinect. Infinity VWard wanted
something o measure the lag in Modern
Warfare 2 so they could mprove it. | built a
device for them, and because of that proj-
ect |'ve probably built 15 or 16 other units
for different sludios around the country. So
alot of the fime | don't even come up with
these projects, my customers do, but then
that sont of piggybacks or snowballs into
olher customers. Back in the old days,
I used 10 think of something | wanted to
buildd and then | would build that thing and
peost it onfine, and then someone would
contact me saying they wanted to buy it.
MNow | just sil around and read Facebook
until someone sends me an email.

So Infinity Ward contacted you out of
the blue?

Yeah, | even got credit for that in the game,
which was awesome. Al the end of Modern
Warfare 2, | think I'm right above the Nawy
SEALs, so apparently | was more useiul
than the Nawy SEALs.

Do you have a lot of projects that you
don't end up putting on the site?

1 did something lor a quadiplegic. He
wanted 1o make a sip and pull controller
50 he could play video games with his
mieuth. | naver put that on the site, bacause
I thirk he wanted to patent it | don't know
whalever happened with him. | aclually do
accassbiity controllers quita a bit — take an
Xbox confroller and modify it so it can be
used wilh one hand. 1 seems like | builld
one of those at least every other week.
There are a ot of motoreycle accidents,

Last year you made a Portal shirt, which
seemed to earn you a fair amount of
attention. What gave you that idea?

Waell, obwiowsly, | was originally inspired
by the game, because it's a great game,
I aclually had thal idea a lew years ago.
I was lika, "Wow, | could make a Portal
shirt for Halloween,” But then | thought,
“Actualy, thal's kind of expensive to ustily.”
But then when we started doing the onling
show | was like, "Hey look, | can do this
for the show.” I've done thal a lew limes,
where I've always wanted to build some
thing and now the show aflords ma the
opporiunity 1o actually do it. For instanca,
I've always wanled to make a - don't
laiigh — portable Sega CD game system,

50 hopelully we'll be locking
at dong that in one of the
LRCOMINgG shows.

What's been your favorite
project to work on?

| don't know. The Xbox 360
laplop has been pretty popu

lar, 50 I've enjoyed that, There
are cerlainly projects thal |'ve
worked on that | hated. The
NG4 s the flakias! system
ever buill, You lake it apart
and it seff-destructs. It's ridic

ulous. It's just terrible,

One thing that tends to set
your work apart from other
modders is that yours
often looks more aestheti-
cally pleasing. What's the
main reason for that? Do
you feel llke something
Isn't really done untll it
looks good?

O course, the aesthefics
are the most impoant part,
That's what sots hose proj
acts apart. My art background
probably helps with that, But
iU's all advertising. IS all aboul
making something look good
and shiry.

What are you playing right now?

Wedl, | just completed Fallout: New Bug
Viagas. | think il only ook aboul 13 crashos
o get through it Than the palch came out,
20 it was perlect timing. My Iriends and |
Mayed enliraly too much Batllelied: Bad
Compary 2, so | guess I've thoroughly
stretched that 50, | also enjoyed Grand
Thefl Horse - Thatl was un. There are so
mary games that come out every yoar. You
lmowe, back in "83 fhere was that gaming
crash where [hang were 100 many crappy
gamas to play. Wall now we have 100 many
good games 1o play. How many £50 mil-
lion games can they releasa in a year? You
can only consume so much, And what s
it? Elder's Scrolis V and Uncharted 3 are
supposad 1o come oul within a week of
aach other. 11's ke, "Come onl™ I'm actualy
jealous of the people that only have one
consola, becausa there has got 1o be a lot
less temptation in ther Tves. &
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Tera

The Other Action-Oriented MMO

En Masse hopes explosive action and end The first impression Tera
game player-driven politics propel this Korean

gives is of another me-too
Korean MMO import.

developed MMORPG to Western success. OUI  peveloper Blue Hole is set-

30 connect

hands-on experience shows promise.  ting its sights higher than

aping the brightly colored
free-to-play grindfests that come to mind when many Western gamers
think of Asian MMORPGs. The combat is closer to DC Universe’s controller-
driven brawling than traditional WoW-style auto-attacking, and it empha-
sizes positioning and facing to a greater extent than older MMORPG combat
models. While the questing and dungeon runs are built on familiar tem-
plates, the developers hope that Tera's unusual political system will keep
players around for the long haul.

by Adam Riessener

Battles in Tera are hectic, nteractive allars,
The two encountars | was abla 1o jump inle
felt dosar to Diablo than BverQuest, as the
lank frantically mashed a variaty of area-allect
shuns and knockdowns whilla | triad 1o line

up optmal paths for my fiery doeom to spray
ong, Siluational awareness plays a big

role, par y inhe soripted two-players
scenarko | played. Monsters charged in from
Al dvections, and ry tark biddy and | wera
both seramibling to round them up and knock:
‘em down before they chewed on our quest
NP or the next wave spawned, Between
laying down ground-targeted abilities, satting
up cone-shaped areas of effect, managing
enargy bars, and trying 1o roll disabling effects
liker stuns and roots on enemies, we had our
hands full —in a good way, Tera should launch
with several smaller-scale nstanced scenanios
liker this: for singla players or duos.

The five-person dungeon nun | tagged
along on hewed closer to MMO traditions as
we methodically pulled groups of monsters
and focus-fred them down on our way to
the boss. That three-story final encounter
challenged each of us in difierent ways like a
good group encounter should, forcing every
member of the party to think on their feet and
use all thair skis 1o cvercome aach phasa.
What | saw here didn't top Cataclysm's excel
lent dungeon design, but it did showcase a
solid foundation for the developers to build on.

Blue Hole s creatng Teea's world with
a focus on group content. On top of the
instanced group dungeons, the
lans on having lots of coopera
five: zones where the questiines are meant to
be tackied with iriends. Player-versus-playes
bategrounds come in Sv5, 100, and 15v15
varieties, and you queue for them through
the LIl and play across multiple sonvees. More
importantly, sLccess in the highest lier of Pyl
combal fies into the endgame polifical system
that the developers have such high hopes for.

This player-criven, senver-wide political
v Al ramifications, but we only
s of a few. The first is ot
cHang rights. Who st going to be
proud towork with ther guitd and take over
the world's high offices? Second, and more
importantly, being eected the Vanarch of a
province gves you unigue mounts and build-
ings that announce your status 1o the server
at large. Your guild will also sel and collact
texes on that provinocs — but I you blead play-
ers oy with orippling laxes you'll have a hard
fime hodding your oflice in the next aection.

En hassa hasn't given out any furiber
detais of Tera's political structure, but it would
b a missed opponunity for Vanarchs 1o not
compele for alarger prize. We know that
quitds will vie lor paliical power of some kind
in rated PyP battegrounds, Bul notl how pow
erful those boons will be.

Having played Tera, I'm not concermed
aboul he morment-to-moment gameplay
breing fun. That's alreacy there and it's not
even in proper beta yel. The larger cuestion
is whelher these vague promises of a lar
reaching player-driven paiical endgame ever
coalescs Into a solid, engaging systam that wil
keep players subsaibing over the long lerm. €
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THE Topr 5 WoW GUiLos

ARCRAFT

PoarRAGON
FinLano « HOROE
Notable Achievements:

Though Paragon didn't hit its pace-
setting stride until the middle of
Wrath of the Lich King, the guild
owns most of the Cataclysm heroic
raid world firsts. At the time of this
writing they are the only guild in the

world to have defeated Nefarian in
heroic mode.

-uulun-ﬂ"-

ETHOO
F « ALLIANCI
Notable Achievements:
Was the first to defeat the hardest
encounter of Wrath of the Lich King
at the time: Sartharion with all three
drakes left alive in 10-player mode.

Method owns two heroic Cataclysm
waorld firsts as well.




feature.
Garmers can be as ethnocentric as the next demaographic, but the stats don’t lie.
The best of the best World of Warcraft guilds come from all over the globe.
Depending on the day of the week, you won't see a single U.S. guild in the
tap five on raid progression tracking site wowpragress.com, from which these
rmrkrigf were {;m!sz. 17 y Adam Biessener

i —

EURGPE + HORQE (aUH)
Notable Achievements:

These hardcore Germans had the
world-first kill of heroic Cho'gall, one
of the hardest Cataclysm bosses.
For the Horde has been just behind
Paragon and Method on several
Cataclysm boss kills.

" tulﬂ'“"nl

SHORS

Taiwan - HOROE
Notable Achievements:

Stars had the world-first Alone in

the Darkness achievement for killing
Yogg-Saron in Ulduar with no assis-
tance from the Keepers, and is just
barely edging out fellow Taiwanese
guild 840 as well as .S -based
guilds vodka and Premonition for the
#5 spot, despite having the same
number of heroic bosses down as of
press time.

."n"l‘"“'"

Ensioin
EUROPE - HHOROE

Notable Achievements:
The worldwide top guild for much
of Wrath of the Lich King, boasting
world firsts on some of the tough-
est fights of that expansion like
" Algalon and Mimiron's hard mode.
Ensidia also has world firsts for three
Cataclysm heroic raid bosses.
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Atari gets serious about downloads, and updated impressions of some of

=T [you're not a PC gamer, you probably
con't know miuch about Terchlight,
Thal's about 1o change as the cul game
makes ay to XBLA In just a low
weeks, The loot- grabbing, monster-
e SlAYING CONCERT INVIles COmpansons 1o
Diabio, and tha leam at Runic Games embraces
the smilarities. Runic has crafted a bewilching
mix of leveling and treasure collection that is
hiardd 10 resist, | asked producer Brook Jones
about how the game is changing for consoles,
parficularly with PC-specific features ke mouse-
largeted powers, "W i a lot of control
g on aset that really felt
i ight,” Jones explains. “Targeted skils were
an area hal we imvested a lot of effort. The exact
way that 'placed’ skills ke the Vanguisher's traps
behave is depencent on whal button you mag
them to. If you map a trap skl to one of the con-
Iroller's standard digital buttens, the rap will be
thrown a set distance in front of your character.
If, however, you map the trap kil to one of the
controller’s two analog triggers, you can control
the distance you throw with how far you pull the
Irigger.” Bayond targeting adiustments, there are
also some minor tweaks 1o combat difficulty, as

well a5 a new Ul and inventory. In addition, look
for three sweet naw armaor Sets exchusive 1o The
360, one lor each dass. Sadly, Torchiight s stil
anly a sngle-player game, but there will be some
spedcial n-game unlocks lor inviting other players
12 try he game — a devious way 10 recruil new
players into the mi, if you ask me.

If | had 1o name the downloadable games I'm
most excited about in 2011, Bastlon would be
right L there al the top of ry list, A few months
back, | wrote about my first time playing this
debut tille from Supergiant Games. The leam
senl along an updaled build this month, and my
mprassions are only mproving as | see more of
the project. Bastion is a visually stunning action
game with RPG overtones. Players explore a
shattered world thal comes inte being as the
main character moves through it. The rich fan-
lesy backdrop is alforded an equally compelling
story thanks to the Namator, a character who
describes the onscreen action as it ocorsina
warm, sonorous baritona, The effectisone of a
kind. The Kid, as the protagonist is called,
out o reassemble his broken land by journeying
ol Nl s rermnants after some awliul calamity,
The early levels | played were short and action-

packed, and each had something that set it
apart, In one, the land was lalling apart arcund
e, In another, | had 1o escape as swams of
anamies continualy crowded the stage. After
aach level, | retumned to the Bastion, where my
aflorts hdped to remake the old world, Role-
playing dynamics enter the piciure thanks 1o a
number of upradeable weapons and powers,
and your character levels as you explore. The
folks al Supergiant tel me thal we'll &l ba able 1o
play the complete game sometime this summer,
It's lkedy to hit one console first, as the develop-
ars wanl to locus their elfors, but 1h
hopes that PS and PC can ge
treatment eventusaly.

] wou haven't played the cull dassic lavorite
Beyond Good & Evil, the best chance you're
aver going 1o have is on the way. The newly
remada version, called Beyond Good & Bvil
HD, is about to hit Xbox Live. It's been years
snce | played through the original, but as 1 dug
back nlo this visually enhanced Sion, | was
reminded of just how fun it really is. Great char-
acters and a remarkably ongina setting headine
e &C1, DUl there's plenty maore 1o love, Heroine
Jade is tasked with snapping pictures dong the

learn
e full




2011’s coolest upcoming titles by uarr miller

advenlure, and the photo collection mechanic

15 engagng and fun, A well-paced story mixes
combat and exploration in ogqual measure, and
some simple puezzes are peppered dong the
way. My fime with the game revealed an in-game
camera thal i an artifact of its era, and some of
the animation fecls a little stilf by today's stan-
darcis. Beyond that, the graphical makeover is
gorgeous. It may be that Ubisoft is putting the

game oul now o test the waters for the sequel.
Alar is in the midst of a big push on new

downloacdable games, | had the chance 1o check

out three of those fities this month. | was able

fo play several hours of the first of them, entitled

Ghostbusters: Sanctum of Slime. A5 ho

game ks stil in pre-alpha, 1t's hard 1o speak to

its quality one way or anolher, but | did get a

qood sense of where they're going with the title.

The lour-player cooperative adveniure casis
the players as now Ghosibusters who join up
alter the days of Venkman and Spangler, though
the ol Tellows are Il relerenced n e S1on,.
There's even some Tolow-up onovenls rom
Ghostbusters 2, if you'd belleva it. A top-down
acticn game, the main focus is on blasting
hordes of phantass that come pouring in frem
envary direction. Dual-stick controls ane easy to
grasp, e whole thing les pretly arcade-like.
The big gameplay kink is the need 1o dhange
weapons to match particulany colored ghosts
COmNg your way. Incidentaly, the whole cross-
ing streams thing? Thal's been corwveniently left
behired, I'm al for a ltte co-op shenanikans -
hera's hoping he linal version does pstice to the
weall-loved propenty.

Cme of Alarl's oldest games is finally gatting
a makaover, andd my early senge of the new
direction is posilive. I you were born after 1980
you probably don't have much recollaction of
the best-seling Yar's Revenge, one of the
rmiore complex and unususl games that released
on the 2600. The new gamea recasts Yar as a
badass girl na mechanized combat suit, Yar's
Revengs plays &s aral shoolor in the stie of
Space Harrler, Panzer Dragoon, of Star Fox 64,
bt it uses the twin-stick shooter mechanic found
in the recent Sin & Punishment 2. The on-rails
action s inspred by Hayao Miyaraki's animation,
and the gamepday nciudes weapon and armor
upgradas and branching level paths. There ane
evan two differant endings thal daetermine the
fate of Yar's homesworid. The game inclikies drop
IVidrop OUl CO-00 0N ailher your own conscle or
onling = a leaiure that I've never haard anyone
complain about in my history with video games,
I'v yat to play a lick of it, but I've: got to admit to
a lar bil of exciternent aboud ths e, which is
said to release early this sring.

It’s no secret around the office that I'm a big fan
of dassic lablelop games. So |l be nerested
to see | Dungeons & Dragons: Daggerdale
fums out to be a good time. The game is a
hack-anc-slash exiravaganza thal has players
buiiding a character, questing, and exploring the
Dalelancs. The Forgotien Realms world in which
the game 1s sel i The same thal's been tapped
by dassics ke Baldur's Gale and Mevenwinter
Mights, though this new affair seems decidedy
more action-orented than those previous efforts,
The game will be solo-able, but four-player
onling co-op and two-player local co-op are both
options, Of interest is the fact thal Atlan plans the
game 1o be epsodic i nature, 50 we could be
seeing expansions in the fulure that connect up
1o this first release. Cross your fingers for a fun
fantasy dungeon crawler to emerge upon release
later this spring. €
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Independent

INDEPENDENT
‘GAMES FESTIVAL

nother new year marks the ratum

of the: perennial Game Developers

Conference, and subsequently the

premiere festival celebrating the best

games and the brightest minds in

ndependent gaming. The 13th annual
Independent Games Festival Awards heralds the
corvergence of indie icons and luminaries in San
Francisco, where an alile few will walk away with a
sizabla cash prize — and perhaps more significantly,
he eyes of the industry upon ther work.

The awards are broken down into categories
acknowledging excellence in design, art, awudo,
technical prowess, and more, Leading the pack of
nominees are Frictional Games' Amnesia: The Dark
Descent and Markus “Notch" Persson's sancbox
phenomenon Minearalt, each gamering a irio of
nodcs. Other prominent inclia titles are up for acco-
lades, ncduding Supergiant’s slunning debut tille
Bastion and Gaijin Garmes' colorul Bit. Trip Runner.
In the true spirit of the show, nominees ranage from
one-person stariups 1o established studios, &l uniled
under the indie banner,

Compedition was particularty stilf this year, with
over 400 games submilled for consideration by the
IGF, topping the record-breaking 306 entries cata-
louged in 2008, The 2011 festhvities also welcome
Ihe Best Mobile Game award 10 the fold, marking a
cormvergence of two previously segregated confer-
ence racks. The decision seems partioulary relevant
Ihis year, as 2000 Seumas McNaly Grand Prize
winner Erik Svedang's nesvest venture, Shot Shot
Shoot, was developed and nominated for the Pad.

pIrit

Meagan Marie

The infiux of enfries merited an even mora sirin-
gent evauation process this year. & pool of over 150
hxdges tock on the daunting task of playing and eval-
uating each submission before nominating ther top
choices for a given category |disclosure: | was a part
of this initifial poal]. From thera, tha nominatikns wera
passed onto smaller junes within discipline-specific
fieldks, comprised of working professionals who could
speak to an area of expertise = audio, technical, art,
or olhenwize, This pool & responsible for the final list
of nominess, and the ultimate winners will be chosen
by an even mora select jury of experts.

Mearly $50,000 & on 1he line, with the win-
ners slated to be announcad on the evening of
harch 2 immediately preceding the 2011 Game
Developer Cholce Awards, The ceremony is the
culmination of the Independent Games Sum mit,
which packs lechures, presentations, and inteligent
ndie dscourse into the two days prior to the main
conference kickoff,

Reguarly comparad 1o the Sundance Fim Festival,
the altention garnered from an IGF nod is slagger-
ing for an indie developer, and often a launching
point for a successhul carser. The developers of
Darwinia, Braid, Workd of Goo, and mare recently
Limixo avoided potential cbscurity when the IGF
recognized ther phenomenal work, and we expect
lo 566 more indie heavyweights borm from this most
recent showcase,

a5 weall 35 3 e

2011 Independent Games Festival Finalists and the nominees are. ..

Seamas MeNally Grand Prize:
« Amnesia: The Dark Descent

{Frictional Games)
« SpyParty (Chris Hecker)
Desktop Dungeons (QCF Design)
« Minecraft (Mojang Specifications)
Nidhogg (Messhof)

» Heholkum (Honeyslug &
Hichard Hoog)

Excellence In Visual Art
Bastion (Supergliant Games)
The Dream Maching (Cockreach)
« Cave Story (2010 Edition) (Nicalis)
Bit. Trip Runner (Gaijin Games)

Technical Excellence

= Minecrat (Mojang Specifications)
Confetti Gamnival (SpikySnail Games)
Arrmesiac The Dark Descent
(Frictional Games)
Neverdaunt:88it (Robot Loves Kitty)
Miegakure (Marc Ten Bosch)

Excellence In Design

» Desktop Dungeons (QGF Design)
» Super Crate Box (Mambesr)

» Nidhogg (Messhof)

« Faraway (Steph Thirion)

= Minecraft (Mojang Specifications)  {Frictional Games)

H A N N U A L

€ The Top 5 Contenders

Desktop Dungeons

Desktop Dungeons takes the heart of the
RPG subgenre roguelike and distills it into a
short-and-sweet coffes break excursion. The
finely tuned batance of superficial fun and
surprising depth makes each playthrough
unempectedly fulfilling.

Every adventure starts the player as a level
one character that must explore vast dun-
geons, best foes, gain experience, scavenge
loot, purchase equipment, maintain faver
of the gods, and ultimately take on a level
fen boss.

Exploring new tarritery within a dungeon is
valuzble, as uncovering new ground via adja-
cent tiles renews both the player’s health and
mana reserves. In this regard, exploration isan
art form. One must navigate about uncovered
territory to attack monsters within their skill
range, level up, heal through uncovering more
files, and then begin the process of boosting
their XP once again. The process feels almost
like a puzzle at times, training you to explore
and take on enemies in a formulaic, but
undoubtedly fun, order.

Depth is added through ailments and status
changes, potions and spells, equipment and
upgrades, and so on. Desktop Dungeons
derives longevity from the comprehensive race
and class systems, all of which boast unique
skills and unlockable challenges to further
encourage replaying. If you're like me, little
encouragement will be needed to dedicate
hours upen hours to Desktop Dungeons.

- Developer OCF Design
Platform Windows
Release fyaizle Now
Price Free

Excellence In Audio
Bastion (Supergiant Games)
Retro City Rampage
{Vblank Entertainment)
Amnesia: The Dark Descent

[Bit. Trip Beat (Galjin Games)
Cobalt (Oxneye Game Studia)
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The Seumas McNally Grand Prize is awarded each year to a title that most exemplifies independent development. With
520,000 on the line, a nomination isn't to be taken lightly. Read on for a peek at the IGF's top five contenders.

Minecraft
If there's been a single Cinderella story of
2010, the distinction goes to Mojang Speci-
fications’ Minecraft. Creator Markus “Motch”
Persson first conceptualized the game in May
of 2008 and it quickly gamered attention

from the press and a rabid following of fans,
nabbing hundreds of thousands in sales while
still in alpha.

Built upon a foundation of tedium, the highly
addictive and rewarding sandbox tithe is more
2 ool for one's imagination than an explicit
game. The core funclionalily tasks players
with constructing environments and objects
out of textured cubes harvested in a simplistic
3D world. As the name implies, mining is
paramount to crafting ever more complex
items. Perhaps the most impressive aspect
of Minecraft, however, is the ingenuity of its
fans. Some of the most dedicated players have
gone so far as torecreate BioShock's Rapture,
Portal's Aperture Science facilities, and even a
scale model of the U.S.8. Enterprise.

Having met such massive success through
Minecraft, Persson founded Mojang Specifica-
tions in Stockholm, and now employs a hand-
ful of staffers who suppert both Minecralt and
the development of a yet-to-be-announced
second game, As of January 12, Minecraft has
passad one million sales.

Developer Moy Speciications
Platiorm Java

Release Beta Auailable Now
Price 1999

Best Mobile Game
Shot Shat Shoot (Erik Svedang)
Colorbind (Nonverbal)
Hesing's Fire {Ratloop)
Solipskier (Mkengren)
Halcyon (Stf)

SpyParty

While SpyParty is more of a protalype than
afully realized game, the unique concepl's
potential is immediately apparent. A skill-
based espionage game, winning is contingent
on one's power of coservation and ability to
catalogue subtle human behavior,

Unfolding during a high society cocktail
party, the player takes on the role of a sniper
or a spy. Attendess conversa casually, sip
drinks, gaze at scenery, and examing art. As
2 spy amongst the throng of efite, you must
practice these behaviors and move with
confidence in order to survive long enough
to complete four goals, Each goal has an as-
sociated tell, and a pair of eyes are always on
the lookout for such standout behavior, As the

sniper, the player must cbserve the partygoers,

identify the spy, and eliminate him or her once
confident in their intuition,

Experience is key to playing SpyParty suc-
cesslully. Creator Chiis Hecker has been quite
transparent about his “depth-first, accessibility
fater” development model, making known that
deplth and replayability are prioritized over ac-
cessibility in this early stage. If you've played
even a handful more rounds than your op-
ponent, chances are you will best them in this
skill-driven game. All of Spy Party's art, audio,
and interfaces are placeholder assets for the
time being, so the game isn't much to look
at. That being said, the unique emphasis on
behavior, perception, and ultimately deception
makes it a standout title worthy of recognition.

Developer Chiis Hacker
Platiorm FC
Release TEA

Amnesia: The Dark Descent
A first-person survival horror title with an
emphasis on atmesphere, Amnesia: The Dark
Decent is the brainchild of Penumbra creators
Frictional Games.

Amnesia places you in the shoes of Daniel,
a protagonist suffering from a case of self-
inflicted memary loss. Wandering aimlessly
through a dilapidated Prussian castle, letters
penned by his own hand indicate that some
things are perhaps best left forgotten. Daniel's
past salf assures him through written instruc-
tions that finding a man deep within the castle
named Alexander, and subsequently murdering
him, will set everything right,

0dd happenings occur around every comer
and vastly effect the way the game is played. If
Daniel spends too long in the dark he will be-
gin to lose his mind. When his mental faculty
dips into dangerous territory, the floor begins
to waver, walls pulse, and his head spins. The
effect is disorienting and makes it even more
difficult to discemn between what is real and
what is a result of Daniel's fevered frenzy.
Lurking enemies make exploration unnerving,
a5 one never knows what sort of horror waits
in the darkness.

Extremely polished for an indie title,
Frictional powers its games with proprietary
technology created by a studio of around five
full-time staffers.

- Developer Frictionsl Games

= |Phatform Windows, Mac, Lin
Redease Avaiabie Now

- Price $19.99

% The Nuovo Award and the nominees are. ..

Created to honor " abstract, shortform, and unconventional
game developrment that advances the medium and the way
we think about games,” a Nuovo Award nomination is one
of the utmast IGF honors. Aspecial jury of judges comprised
of "the top thinkers on the future of art and the video game
medium” cherry-picked the eight nominees below, including
the likes of Jason Rohrer {Between), Padlo Pedercini (Every
Day the Same Dream), lan Bogost (A Slow Year), and Daniel

Benmergui (Today | Dig).

Bohm (Menobanda)

Nidhagg (Messhof)
Dinner Date (Stout Games)

L A W A R D S

Nidhogg

Nidhogg appears to be a simple pick-up-and-
play game, but it boasts a surprising amaount
of strateqy. Branded as a fencing game with
light platforming elements, two individu-

als challenge each cther as they vie to gain
ground on their side of the screen, A quick
jal to the torso will render your enemy a pile
of pixels, and in the few moments between
respawns ground is yours to gain. The ultimate
o2l is to make it to the furthest reaches of
your side of the screen, where a cheering
crowd celebrates your victory.

There is an inherent chacs to play, as
combinations of moving, ducking, running,
jabbing, sliding, and even throwing your
weapon results in a constant ebb and flow.
You may have the advantage at one moment,
but be desperately on the defensive the next.
Ashort match could last a mere minute, but
seems an etemity.

According to developer Messhof, single-
player and networked multiplayer are
currently in development, in addition to more
diverse levels. With intentionally simple
graphics, somelimes jarring color combina-
tions, and trance-inducing music, Nidhogg
is a fast, frantic, and ultimately quirky title
worth watching. &

Developer Messhol
Platform PC
Release TEA

A House In California (Car dboard Computer)

Loop Raccord (Nicolai Troshinsky)

The Cat and the Coup (Peter Brinson and Kurosh ValaNejad)
Brutally Unfair Tactics Totally OK Now (B.UTT.ON)
{Copenhagen Game Collective)

Hezard: The Journey of Life (Demruth)
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The Father of the Game

Industzy Relums to

interview by Matt Helgeson

Before Pong, you created Computer Space,
based on Steve Russell's Space War. It's
still one of the most gorgeous arcade
cabinets ever made, Talk about how that
project started.

| played Space War in collage. | was probably
the only guy that put himsall tvough college
managing 1he games dopartiment of an amuse
ment park. | managed two relativaly expanshie
arcades. It was what | considered to be an obwi-
Ous Thing: il you could take this mulimillicn dol
lar computer and put it in an amusament park,
people would play this game like crazy. When

| graduated, | gurad oul a way 10 cosl-reducs
it 1 ot forth 1o do that game in a public, coin-
operated lormat, The cabinet was sefendipity.

| sat down with a bunch of modeiing day and
aclually scupled an 18-nch mada of it on ny
kitchen tabie.

Computer Space ultimately wasn't very
successful.

| thought it was a margingl product, but we did
end up doing about $3 millon, The royalties
from it did allow me to do Fong. We llcensed
Computer Space 1o a company called Mutting
Associates. They had two important effects,

The first was that it could not have been a more
sorewed up company. One thing about working
for & screwed up compary is thal il gives you
confidence. You say, “1 don't know much, but |
know | won't screw things up as much as these
guiys." [Laughs]

| interviewed Ralph Baer a few years ago,
and he's still very adamant that Poang was
based on his ping-peng game for the
Odyssey, which he claims you saw at a
demonstration he did. How do you respond
to that?

Well, he's absolutely right in that | saw his
Ochyssey game and, candidy, | thought it was
crap. But it oid provide the genesis. What Ralph
doesn't like to tell you is that the very first game
ever madle, by Wally Higgenbotham, was a
ping-pong game. It was caled Ternis for Two
on the osciloscope. Also, during the same fime
Steve Russells Space War was going around
on the PDP-1s. There were a whole bunch

of other games we programmed for PDE-1. |
played a ping-pong game in the computer labs
in 1964, But, the Odyssey game retiggered it at
the same fime that | hired Al Alcorm. Tput Al on
the project of 1uming the ping-pong game into

1, Wolan Bushnell

a good one. Ralph's product definitely riggered
thal decision Tor me.

The legend is that when you put Pong inte
a bar, you got a call because they thought
it was broken, but it turmed out that it had
filled up with guarters,

That's an absolutaly tree story, by the way.

When did you know you had a phenom-
anen on your hands?

The day we opened it and gl the quarters came
fumbling out. | remember the comnversation with
Aloom. He said, “How do we know if this s suc
cessiul or not?” | said, “Well, a good coin oper-
sted game will make $10 a day, a phenomenon
will do about $20 a day. Pong was doing $35 to
$40 a day” It was outside the realm of anything
I'd experienced in the ream of the amusement
park or the coin-op business. These were the
days when you coukd buy a pinball machine

for $700 and it would do $10 a week and you
oouid make a lot of money.

Apple founder Steve Jobs worked for you
at Atarl. What ara your memories and
impressions of him?

lHoved Steve, and | stil do. He s a prickdy, bril-
liant man. 1 had this attitude that, if you were
good, and didn't fit - that was (he problem of
the company, not the indiidual. People come
in & bunch of different sizes. So | saved Jobs
freen being fred a couple of times, because he
was & little difficult, Ultimatedy, | got him 1o work
on Breakout! on the night shift. The engineering
department didn’l have a night shiflt, but | put
him on one just 5o he wouldn't piss everyone
ofit [Laughs]

Looking back at that era, with guys like
you, Jobs, Alcorn, Steve Woznlak, even

Bill Gates and Steve Ballmer, there was a
generation of people who fundamentally
changed the way we live with technology.
What was it about those days that allowed
people like you to do what you did?

In some ways, it was youth. When | started
Alar, | was in iy late hwenties, No one had ever
had a CEO in ther twenties n the technology
business. It was dominated by IBM and Hewlett
Packard. You really didn't gel any kind of man-
agement position unll you had gray har. | was
the first guy that came along, and kept trying

10 hire & president, bul every time | did they'd

Atari

serew it up worsa than | did, so 1'd lire hirn and
take it over again. Pretty soon, 1t gol 1o the dea
that knowing your product and knowing tha
technclogy was more mportant than gray hair
because things worne changing o fast that you
were throwing away that 20 years of experlence
avery day, That's what changed the world, It
really alowod the world 1o tum nto a real meri
tocracy of dynamic change.

Atari was always purported to have a real
crazy, party atmosphere. Was it that wild,
or Is that exaggerated?

It was much wilder than you coukd possibly
mmagne, AL Alan, we had an average age of

21 or 22, Al the exeaulives were in ther late
tweniles or early thirtles. Al Aloorn, when he: did

Porg, was 26 years old. We found that bonuses

ard things like: that weren't nearly as eflective
as having a party. S0 we would say, “Hit these
quolas and we will have a kegoer on the back
dock.” It was one of those things where it had
areally interesting corporate culture. We wene
all friends, we all loved to party together, and
we were really locked together in this thing to
change the world, We had a lot of fun. It was
pre-AlDS, and everyona was seeping with
everyone else. |t was insane,

Things took a very differant turn once you
gsold the company to Warner Bros. Do you
regret that decision?

| regrat i every day of my life.

Why did you feel you had to sell the com-
pany at that point?

Well, we had what looked like a monster prod-
uct, which turmed out to be tnae - the 2600,

It was very clear that we needed a massive
amount of capital to bring that to market in the
right way. We were trying to take the company
public 1o raise capital. | had never taken a com-
pary public and | distrusted Wall Streat. | gota
call from the underariter saying, “The market's
laken a hit; we're not going 1o be able to rase
as much money as we thought.” Scared the
s--- out of me. What | didn't realize & that they
make that cal 10 everybody! [Laughs]

So, | thought that | would either do a faceplant
Inying to bring this product to markel without
aencugh capital o | need to get a big pariner,
Steve Hoss, who was the head of Warner
Communications at the time, was one of the

continuad on page 40 »
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slickest talking sales guys around. He convinced me That
averyihing would e the same, that thay Tl (hair manage
ment alona. They'd put the maney in and basically it would
pist be a bigger sandbox for us to play in. That was, of
coursa, tolal buls---. Bul he cominced us 10 lake some
money and we put in a bonus program so that we could
all get rich. More than that, the amount of mor hay
wiere ollering was more money than | ever envisioned beay
ing. So | sad, "Hel, why not?"

Ultimately, things changed at Atarl. Depending on
what you read, you were either forced out or left the
company. What is the truth?

‘Wall, it was one of thosa things where the Iirst year was
okay and the second year got very difficull for me. | started
beng ared { pan in the ass. Laughs] || fook] this
atlitucke of "1 don't care i | get llt‘tl ' going 1o continue
to fight for what | think is nght.” SES showdown
in New York — “F--- you, Nolan, l,():ll(‘|ll‘(1| and “f

wou, | quitl” [Lawghs]

It must have been painful to leave the company that
had been your baby.

It was, bt undarstand that, 1he vear before, | had pur
chased Chuck £, Cheese from Atan because they didn't
want to o it. So | was doing that on the side and it was
doing the equivalent of Pong | was making more money
than anyone had ever figured. So | thought | could spend
myy time at Chuck E. Cheesa and let these jokers do ther
thing ther way. |Iu3y were going 1o do thal amyway, 50 |
thought it would be a lol less headache

After you left, there was the great crash of the video
game industry in 1983. Looking back, was there any-
thing that could have been done to prevent that?

| knowy albsolutedy that 1 wouldn't have happenaed under
my walch, On the day we shipped the first VCS systems,

| sid, “Okay, that's done, now we have o get a product
thal will replace it,” Warner had just bought the company,
and 1hey were homified, They said, € Y kxkin; me?
But we had made so many tradects in making i
nology ~ the VOGS only had 128 bytes of memony
nothing. W did it because of cost, Bul, from the time we
did the final engineering unlil the time it came oul, memory
had dropped in cost by a factor of ten. So let's do the next
wersion [of the Atari] with more memory. We didn'l have
quarter-nch pixels because we thought that was cocl
|Laughs] We were tndng to hit a price point under $200.
We could have hil that with the nexdt generation consola,
My view was that you always wanted to make yourset
obsolate with the new stufl, Because - If you didn't do it
somebody else wil. | balfieve that the melldown in '82-°83
W ictty because they tried to push another 15 million
2S/2600 units into & market that was already saturatad.

I we: hadd taken the early adopters — the guys thal had
bought units in 1977 - and upgraded them, we could have
avoiched all that,

After a few years, Nintendo stepped in and did that,
which revitallzed the home console industry. As an
outsider, what's your view of Nintendo as a com-
pany?
| think theyve been briliant with a lot of things that thay've
done, The thing that's nleresting about Nintendo is that it
basicaly ermulated a lot of what Atari did, just yesrs later. In
those days, Japan was an soated markat, When we Tried
1o sall the Wi Japan, | wasvl a tarnill bamrior, it was a
business prac samier. A product that could be bought
at Sears for $17 woul tried o by it in a [Tokyo] depant
ment store, you'd have 1o pay the equivalent of over $400
Thera was the whe > importer and the jobbar
and The stocking ncdo oiid a Breakoul clone
and sold it 1o he corsumer markal. That's whal fured
thair abiity to make the Nintendo Enteriainment System.

You've sald some things over the years that sug-
gest you take a dim view of what the modern game
industry has become. For one, you said in 2007,
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“Videogames today are a race to the bottom. They
are pure, unadulterated trash and I'm sad for that.,"
More recently you described social gaming as “sit-
ting in a dark room in your underpants talking to
thousands of people... it's not cool.” How do you feel
about the industry?

What I 'was concermned about at that point in time was that
lhe game business had runcated down 1o about 18 millien
v Alar was in full bloeom, about 40 parcant
answered positvaly 1o he quastion, “Ha
ac & video game in e last week 7" That was
100 mi ion people. What was happening was that the
games got complex, That lost the casual player, They {;.)T
viclent, and that lost he women, Tha market didn't notic
because they were making so much money on the Morta
Kombats and things ke that. It was all viclence based. |
Tl il was unnecessany’ thing 10 dienate thatl much of The
markelplace. The socid games at that time were pratty
In rmy estimation.

W

What games specifically?

I clon't want 1o rash any game toe much, But | always took
adim view ol Grand Thall Aulo bece it wasn'l socially
redoarming. You don'l wanl 1o gloly anti-social behevior,
and | felt it wasn't goed lor sociaty. It sounds really guaint
right now, bt Atari had a prohibition against crealing
vidlancs against another human being. If you nolice, In

the early days, we never had something whese you vould
shoot a humanoid character. Any game thal had that

from someot 3. 1 wasn't unt Ate “B0s until,
3 d(]dl'rh| people was acceplable:

IJ||1 wou can'l shoot a FJHM.I:I
blood spatter oul of his head

lert .-iluu: rld‘.l‘lg;

In the last few years, some of the new mobile and
soclal platforms and companies like PopCap have
brought back a lot of games that hark back to the
simple style of games that you were making in the
19803, Is that interesting to you?

Absolutely, and you're seeing participation go up o the lev
als it was in the early days of / It's good. If you
look al the: casud games space now, il's growing by leaps
and bounds. Some of the companies n that space are
doing exdremely well. We put Astercids online as a casual
garme and il's done wonderlully - surprisingly wondesfully,

Do you still play games as a hobby?

Yes. Hecently, I've been diving into some of the Facebook
games and trying to understand some of the metrics. |
think there's some Driliant stuff there. You'll have to
some of the stuff that Alari has coming, it will knock your
socks off.

As you just mentioned, you have come full circle and
are now back with Atari again.

It's fun. It's like being a grandiather instead of a father,
Irstead of nnning the comparny, you advise

How did you end up coming back to the company?
Wel, Alari has aways been nleresting lo ma. | achu

ally tried 1o buy Alari last year. | had writlen up a plan, A
couple of things happenad and the company was sud
denly nolonger for sale, They said, “We like some of your
ideas, why don’t you come back and join he board.” That
seemed ke a good idea.

‘What Is your role as at Atari now?

| know the deep, extensive cataiog of Aarni products - not
st when | was there, 've always kept up and played
averything they've done. | fed like I'm a keeper of the his
tory. Al the same Time, | know that Alar stood Tor nnova
fion and roally qo()(l sound products. | sitinon a lol of the
areanlight me s with cur devdopers and talk about
ways Ihat we can make sure we mainian the legacy of
Atari while pushing itinto the lulwe.

Things haven't gone well for Atari in the last few
years, What do you see as the vision for the com-
pany moving forward? Is it In the casual space? Will
you still be making games for the home console
market?

The home console business is whare really good stulf hap
pens. The casual space is fun and interesting and wa'll
be doing a lol of things ke Asteroids Online. But we stil
belave that the Xbox, PlayStation, and the of
stil have a presence in the marketplace that w
be a partal.

The cost of development of triple-A games for the
current consoles is extremely high, and a lot of com-
panies are struggling with that. Do you feel you can
still make big bets in the console space?

Wi Ted wier Can mske good bets, smart bels, "Big" s in he
aye of the beholdar, and we foal that thes good way of
walking that tighirope. We're not going to bet the compary,
bBul we thirk wae can bring high production values 1o good
products. Doas that mean we're going 1o ty 1o do the
Avatar of games? Frobably not, but at 1he same time thera
are some damn good sland-up singles that can bring a

good retum on mvestment re: irying 1o be pragmatic
You mentioned Asterolds Online. Are you planning to
bring other old franchises to new platforms?

Yeaah, one of my favoriles i Yar's Revenge. ..also

Star Raicers. | could tell you soma more bult | won't.
Comparing olc teroids o Aslercids Online will give you
anidea of what we're Irying 1o do with some of our old IR
You have 1o admil Tempest was a tfremendous game, Al
the way from Paperboy 1o some of these others, hese ae
wonderiul game dynamics. The fact that they were done in
&-bit graphics doesn't mean that you can’t do Some wWon:
derful things through upgrading

Looking back at your career, what's the one thing
that you would do differently if you could do it over
again?

Well, | wouldn't have sold Adari when | did. That's one
thing. Also, when | sold Chuck E. Cheese, | would have
gotten back into the game software business, which |
cidn't o at the fime. There were a ot of interesting oppor
tunilies, So being back with Alari is really fun

What would you llke your legacy to be?

I'm the father of eight wonderful chidren. | have five

sons, al of whom are involved In games 1o one degree of
anodher. A couple of them have game companies that ane
fledging and moving foeward, I3 fun 1o mentoe Al of a
audden, instasd of your "Dad, | don't wart lo
knows about thatl”, “Dad, how did you
i7" | st tell
stiment bankers are scum
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Razer

Switchblade

by Ben Reeves

L OLLLNG I ALEE

Traveling is fun, but PC games get
neglected in the process. While you're
away from home, your PC games are
alone in the dark calling your name.

It might not stay that way for long, however. Razer wants to revolutionize PC
gaming by making it easier for travelers to play high-end PC titles in coffee
shops and hotel rooms across the country.

Razer's Switchblade uses Intel's Atom
processor to provide desktop-level gam-
ing on a laptop the size of a tablet. Razer
has replaced the traditional mouse-and-
keyboard interface with an ultra-sensitive
multi-touch screen and dynamic tactile key-
board. Every key on the Switchblade func-
tions like a tiny LED. Based on game content
and user requirements, the Switchblade's
intelligent interface reconfigures key layouts
on the fly to fit any computing need.

Feeling the urge to scratch that StarCraft
II itch? The Switchblade will give you the

perfect gaming layout. Want to send out a
few emails? The Switchblade’s keys morph
into a keyboard. Need a media PC? The
Switchblade has you covered with a variety
of playback keys.

The only problem with the Switchblade
is that it's just a concept design and Razer
has made no promises regarding release
or price, Still, if the unit works as well as
advertised, Razer could reinvent portable
PC gaming.
razerzone.com/switchblade
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The Greenhouse Effect:

The Importance of Atmosphere Over Aesthetics

In a generation where individual pores can be seen on a character's face in Heavy Rain and a
suspect’s eyebrows can furrow guiltily in L.A. Noire, some would argue we've hit a graphical
plateau in video games. These advancements have been achieved within a single console
generation, a remarkable feat. Despite what posts on comments sections and forums may
want you to believe, great visuals do not make a great game — modern video game excellence

lies in the atmosphere.

Don't get me wrong, graphics will no doubt
Improve in coming console cycles. However,
the impact of seeing higher resolution character
models won't likely pack the same punch as
when you first saw Solid Snake transform from
a blurry PSone character model to his fully artic-
ulated PS2 salf. The way to keap an experience
on agamer's mind this generation is crafting
balievable environments that ive and breathe
the game's essence. The most highly antici-
pated modern games would be much lesser
journeys without their respective backdrops.

Take away the claustrophobic, shadow-laden
comidors of the fshimura and Visceral Games'
Dead Space would be a shell of a game
sporting Resident Evil 4 gunplay and a vapid
protagonist. With Dead Space 2, the studio
perfected designing scary locales to the point
that the bright, colorful, smiley-faced walls of a
nursery elicit deep seated dread. Few gamers
I've talked to recall a specific mind-blowing
story twist or set piece moment in the Dead
Space series asxe from the infamous eleva-
tor scene. Instead, each horror enthusiast
elaborately describes the game's suspenseful,
harrowing air

Sure, Dead Space would be devoid of thrills
without its moody halls, but it would still be
playable. Such is not the case with cult classic
Deadly Premonition. Ignition's bizame detective
tale featwres horendous gunplay. a sicken-
ing interface, and repulsive driving segmants.
Many of these missteps have been forgiven
by patient gamers who made a home out of
Greenvale, a place that hosts quirky personali-
ties, a strange vibe, and a dark past. Gamers
find worth in ignition's open world adventure
because of its unique Twin Peaks-esque atmo-

sphere. Agent York can spy on suspects during
thewr daily routines and follow them around the
sleepy town from dusk ‘til dawn, resulting in a
setting that fosters personable characters.

Then there are games like Rockstar's block-
buster title Red Dead Redemption. The game
doesn't feature the greatest quest variety or
maest innovative gunplay in the world, but # suc-
ceads in defivering a video game Wastern that
actually feals like the Wild West. None of the
game's individual components such as cacti,
shrubbery, and trees are graphically aston-
ishing, but Rockstar paints them across the
frontier with the same loving stroke Bob Ross
gave his "happy litthe trees." The developer's
skills become even mare impressive when you
consider the Undead Nightrmare DLC, which
morphs the aura of the game from a gun-
slinging adveniure to an oppressive jaunt across
a zombified continent, By implementing drearier
weather, a melancholy musical score, and shift-
ing color palates, Rockstar dramatically mutates
the same exact game world inte something
mew. The company's ability to make a familiar
world feal alien is testament to the influence of
masterful atmospheric craftsmanship.

While many gamers have ridden the dusty
trails of Red Dead Redemption, far fewer have
traversed the terrifying passages of Amnesia:
The Dark Descent, a game that owes all its
success 1o atmosphere. Frictional Games” first-
person horror title encourages brave gamers
to do nothing but explore a castle cozing with

by Tim Tun
associate editor,
Game Informer

Castle slowly instills a feeling
of unease with supernatural
occurrences like constricting
walls and echoing footstaps.
Word of mouth and YouTube
videos of screaming players
communicated Amnesia's
uniguely immersive creepi-
ness to the world, and the
upstart Frictional gained
strong enough footing to pro-
duce more games - all due to
an engrossing environment,

Conversely, there ane
examples of visually stunning
games that lack a memo-
rable world and suffer for it.
Guerrilla Games continues
to impress with its visual
advancements in the Killzone
series, but even after playing
and enjoying all of Killzone
2, | can't recount cne criti-
cal location from the game.
Final Fantasy Xl sperts the
best graphics and arguably
the most interesting combat
system the series has seen
inyears, but the linear world
feals sterile and contrived.
Even as a longtime fan of the
legendary APG series, | feel no connection to
Lightning's world, completing removing the
story's impact. Crysis is a technical powes-
house still used as a benchmark test for PCs.
Shiny nancsuit and tight gunplay aside, few I've
talked to can mention one place in the game
that evoked any emation or feeling.

A quick look to the horizon reveals a plethora
of upcoming video games shawcasing unique
settings and moods, the creators of which all
boast their game's world before characters and
gameplay. The original BioShock stands as a
poster child for rich gaming atmosphere, and
fans are dying to explore the floating, fiercely
patrictic city of Colombia in BioShock Infinite.
The Elder Scrolls V. Skynm promises a rugged,
fully traversable world players are ready to get
lest in. Silent Hill: Downpeour developer Vatra
Games came right out saying that the iconic
town is the main character of the senies, and
that focus has so fer resulted in grim, unset-
tling locations which have stuck with me since |
wrote last month's feature on the . These
examples and the buzz circulating arcund them
has me convinced that gamers are hungry like
never before for rich scenery to chew on.

Games today are gorgeous. It's gelting harder
to point 2t any one triple-A game as graphically
head and shoulders above the competition.
Each developer may have its own unique art
styls, but when everyone aims for hyperreal
iem, the most identifiable stamp that can sat a

game apart is atmosphere.

mystery. Pre-game instructions insist pl
make sure they're wearing headphones and are
alone in the dark before they begin. What may
sound like a glorified haunted house simulator
becomes an exercise in terror as Brennenburg
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oyaity is fleeting in game develop-
ment, Nowhere is this more evident
than the ever-shifting center of power
in the highly competitive military
shooter genre.

Medal of Honor was widely regarded as the
pinnacle franchise in the early 2000s, wowing
gamers with cutting edge tech that abandoned
corrider shooting for jaw-dropping battle sce-
narios like storming the beaches of Normandy. Its
stay at the top would not last, as EA lost the trust
of the creative team and they fled to form Infin-
ity Ward. It's been downbhill for Medal of Honor
ever since, with underwhelming entries that
never recaptured the excitement of Allied Assault
and Frontline.

In it place rose Call of Duty, the next project
from Allied Assault creators Jason West and
Vince Zampella, Each title gradually built on the
core concept of full-scale warfare, and the series
reached its apex in 2007 with Call of Duty 4:
Modern Warfare. The blockbuster shattered our
expectations for first-person shooters with smart
pacing, water cooler-worthy set pleces, and an
addictive multiplayer progression system that
hooked hardcore shooter fans and extended the
brand’s reach into the mainstream.

Again, a tumultucus relationship turned sour
and ruined the good thing Infinity Ward had
going. A bitter and litigious fallout between
Activision and Call of Duty figureheads West and
Zampella in March 2010 led to their firing and
a high-level talent exodus from the studio. By
racking up over a billion dellars of revenue last
November, the Treyarch-developed Elack Ops
proved that Call of Duty can still decimate sales
records like Godzilla rampaging through Tokyo,
but future success is by no means a guarantee.
New creative minds are taking ownership of the
franchise, and only time will tell if they can keep
the machine running on all cylinders, While
Activision launches its contingency plan to main-
tain Call of Duty’s dominance in the FPS genre,
another studio halfway across the world has kept
its noge to the grinder, churning out one critically
lauded shooter after another.

Since the multiplayer-focused PC title Battle-
field 1942 launched in 2002, Swedish developer
DICE has delivered 15 Battlefield games and
expansions, averaging an 82 Metacritic score
across the titles and selling over 30 million cop-
ies in the process. The team has gradually fine-
tuned its signature vehicle and infantry-based
multiplayer combat, adapted to a console-driven
market, and learned how to craft single-player
campaigns without sacrificing quality on the
multiplayer side. When Battlefield: Bad Com-
~ pany 2 launched last March, DICE solidified its
standing on the console market, selling over six

several months. Unlike the Medal of Honor and
Call of Duty teams, the core development team
from Battlefield 1942 and Battlefield 2 is still
largely intact.

“Even though we're up in the cold north and it
can sound tempting to move to a sunnier place
with palm trees and surfing to create games,
most people choose to stay here or come back
gince we do what we love,” says creative director
and lead multiplayer designer Lars Gustavsson,
who's been with the team since Codename Eagle,
the spiritual predecessor to the Battlefield series.
“It's the same studio, and many of the same peo-
ple who created 1942 or even Codename Eagle
are still here. If you remember the faces of those
soldiers [from the early games] you can probably
walk through the studio and find at least three,
four, five of our faces.”

When you've worked with the same people over
several years, a valuable chemistry develops.
Team members share an unconscious under-
standing of the studie’s goals, and their sense of
unity can't help but influence new team members
who join projects. Given the low turnover at the
studio, DICE is in a perfect position to capital-
ize on the leadership vacuum in the military
shooter genre,

Armed with the new Frostbite 2 engine, a bold
new approach to single-player, and grandiose
ideas on how to advance its already stellar mul-
tiplayer philosophy, DICE is preparing to stake
its claim as the pre-eminent military shooter de-
veloper with Battlefield 3. Now is as good a time
as any to make a move, In 2008, the first-person
shooter genre accounted for a mere 10 percent of
U.5. console and PC sales. In just two years, the
number has jumped to 20 percent. Shooters are
hotter than ever.

This isn't just another new Battlefield game,
either. It's the long-awaited true successor of
the legendary PC exclugive that players still
enjoy today. The lovable Bad Company charac-
ters Sweestwater, Haggard, Marlowe, and Sarge
are being left on the sidelines as DICE returns
to the large-scale warfare that put the studio on
the map.

EA and DICE are so confident in the game
that, for the first time in its history, Battlefield iz
joining the frenzied year-end release window.
Instead of launching from the comforts of the less
competitive spring and summer seasons, Battle-
field 3 is going toe to toe with heavy hitters like
Gears of War 3, Elder Scrolls V: Skyrim, Batman:
Arkham City, and, if the previous six years are
any indication, the unannounced annnal Call of
Duty installment.



STAYING FROSTY

In it

Bad Company 2 featured dynamic lighting, but
the process for getting everything correctly lit
and shaded was time consuming. Frostbite 2
comes equipped with powertul new features
like deterred lighting, real-time radiosity, and
dynamie shadowing that allow the arl team to use
pre-calculations o get the lighting up and renning
m a fraction of the time. The lett mage highlights
e light sources - the sun bouncing info the alley
and the fluorescent light, The middle image shows
the hght probes that control how light affects
dynamic objects such as vehicles and characters
rvoving through the alley. One probe containg more
lighting information than an entire level from Bad
Company 2. The right image shows the fmished
emiaronment that realistically blands all light
sources tegether in real time.



Bad Company was the first Battlefiedd game to mtroduce destructible walls and objects, and Bad
Company 2 upped the ante with tully collapsing housas, Given the feature’s popularity, DICE wanted
destructibility in Battiefield 3, but with dense wban environments, it needed (o deliver real -tima devas-
fation on a much larger scale.

With the Frostbite 2 engine, nothing on the battlefield is safe from destruction. In the demos we
wilched, an earthquake ripped aparl the cily streets, and a seven-story struclure collapsed in a plume
of dust particles and milsbile. When an RPG is fired at a building, the force of the explosion calses rip-
Ming splash damage as it would in real life, breaking windows throughout the blast radius and tearing
the fagade into hundreds of pleces. In theory, DICE could use the engine to destroy a replica of the Burj
Khalifa in downtown Dubai, the largest building in the wodd.

“We're only starting to scratch the surface of what we can do with the engine,” says art director
Guistav Tillelry.

The power of the destruction is awe mspiring, but don't expect Battlefield 3 to play like the shooter
equivalent to the natural disaster racing game Split‘Second. “It needs to be believable,” stresses execu-
tive producer Patrick Bach. “You can't have earthquakes all aver the place while you're running and
gunning. We want 1o hawve set pieces that Tt the map. Sel pheces can be more than big explosions and
big animations, We have some cool things up our sleeves.”
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Like the lighting {echnigues, the character animaions looked pelievable in Bad
Gompany 2, but involved a laborious process on the developers' part. Afte
finishing the project, DICE entertained middlewars solutions from companie
ke Heok and Natural Motion before: digcovering the ANT technology that
powe ames like FIFA. The system wasn bt for war games, bul
. with a series of plug-ins that anyone at EA can cf

and use. { the physicality and believability of the
in Battiefield 3, DICE integrated the system into Frosthite and stared atding its
owm variances 1o adapt the technalogy to the combat Zoneé

Using the rapid prototyping afforded by the ANT angine, DICE is greating o
separate sets of animations for Al characters and multiplaye for the first time.
The Al characters now maove and act with a more profound ¢ nge of purpose,
and the devalopers & rapidly condition thelr behavior with 2 convenient
waypoint technology that issues directives depending on the charactar's loce
fion and the actions happening in the wichnt & ANT technology also enables
DICE to ditch the ugly gliding soldier an that plague every multiplayer
game on the market. Soldiers still have the responsivensss required in onling
fragfests, but they now move with a degree of realism, turning their heads and
guns before their bodies ransitipning aQores ely inte and out of cover, and
plending animations spamlessly between sprinting and dropping o the .
)] of & sudden 'S about what we vant rather than ‘can we build it?" S
\zad animator Tobias Danl.
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Bad Company 2 came out of the gates quickly, placing in the top three on Xbox Live for sev-
eral months, Then you went six monthe without delivering new maps and the community
fell off drastically, Do you plan on taking a different approach with Battiefield 37

We have a big focus on sustaming the game. To be honest, Bad Company 2 was a bigger
success than we anticipated. We did not account for that. We sold a lot of copies and don't feel
bad about where we were, but looking back, we should have released more, bigger content
earlier, The challenge is 1o build a game, and then have more people coming on before the
project is done to start building extra content because it takes a lot of time to get stuff out.
Even if you're done with something it takes another one to two months to get it on the net, so
tor speak. We've learmed our lesson now, and have a lot of really interesting plans for how to
keep the atiention of the players. We can do better in that area.

One of the things | felt went hand-in-hand with the lack of new maps was that, anecdot-
ally, a lot of people stopped playing around level 25 because there was no longer a carrot
dangling in front of them in terms of unlockables. Why did you decide on that approach,
and do you plan on altering the progression in Battlefield 37

It falls back on what | said earlier —we were much more successiul with our approach than
we anticipated. We didn't think most people would hit level 22 10 be honest, and especially
not so fast. Our calculafions on how much people would play fo hit level 20, 25, 50 were com-
pletely wrong. We thought people wouldn't play that much. We're looking into the numbers of

WHAT WE TALK ABOUT WHEN WE TALK ABOUT

MULTIPLAYER

Though we didn't see any multiplayer in action during the Batllefiald 3 derno, that didn't stop us
Tfrom prying some revealing answers from DICE in our O8A with executive producer Patrick Bach.

Batefied: B Company 2is a
best-sounding v ready one of the

audio ambitions Keep growing, For Battlefield 3, audio

during a Swedish military exercise Teatvring infantry
:g::hat.limks, and heficoplers. With bullets whistling
55 the: hot zone, Strandberg's team collected audio
2 Samples from various distances tg miake sure their
p wf.r;sso:ly:ﬁ true to real fife,
Lihe sheer force of the we: 1S, it's inti
wire!: you're there," Strandberg r:np:mberz.l"n;:::;#”g
that imo your speaker is g challenge, but we've 60|ng
be\:jre nn;ie We've improved on it I
hen they 0ot back 1o the stugi,
mnm_ad its findings and created a rg:\um gm’s‘utfam
Battiefield 3. Rather than striving for a cinematic audip
experience, the team decided to treat the sound as if it
Im_ye e soundivack 1o a documentary,

Bal_neﬁerd 3 sounds much cieaner” Strand
Dl‘ﬂc[all'i.ls, “It'sa bn‘ghterswndl‘ng Bame. It's less noi
:::L aas;er_fur the player to locate stuff ang hearwha;’s:
e wa.'?hd i actually a much MOe accunate porrait

By recording tig choppers, tanks, and s up close
and m@ml, DICE is making it easier for players to
use audio cues to aid MEirdeolsiun—makilm Players
will have a better sense of immediate l11mals Hhrank:

1o the way the team is mixing the game, For instar 5
footsteps of a nearty soldier in the same house wrl?eble
more au_!lhle than e shats being volleyed between
Era}ufdlefs outside your window. It's also Easier to

e difference betwgen when a vehicle is facing
you_a:n when it's moving in another direction, Sub
audio cues tip you off when your tank iﬁs‘h‘ugéliﬂg roa
climb a sieep hill, and rather than Qiving you a visual

indicator, sound effects |
m ] echTorm]roumrenagmiseimm

how we scale up, what we give away, how we give it away, with the understanding that some
paople put a lob of time into the game There will B a lob more to unlock, not only weapons and
ather treats, but we have more things that you can unlock than in Bad Campany 2. We're also
making sure that there is a reason for you to reach the top rank. [t doesn’t just end. There will
be a lot of focus on persistence and how we present stuff to the player.

One of the things that helps persistence is when you give the player an identity. For
Instance, you can carve your initials into your gun in Black Ops, and Rainbow Six Vegas

let you customize your outfit. What are the challenges to this.appreach, and do yousee
Battlefield 3 going in this direction?

The more variation you hawve [in the characiers] the less vanation you can have in the restof
the world. | think it alsohas to dowith the way you play more professionally. You don't want
people to look completely different. It's team A versus team B, It's always a challenge — how
do you personalize a uniform? Giving the pink rabbit hat to someone would make it fun, but it
you're running around and you don't know what you're shooting.at you don't take the profes-
sional gaming seriously in my book. So theresa challenge between personalizing and keeping
itunitorm. We will do more in that area, making swethal you can get your characler to be
more personalized both in a visual way and more specifically in the way you gear up. We-did a
good job | would argue in Bad Company 2 with specialzations, different scopes, and different
weapons — you can kind of fmd your way of playing the game, which broadens the game for

cover story 51




more people. The deeper you get nto that the more you unravel
Tiguring new things out every day. That was kind of the seed o
whal we're Building now. We now know more than we've ever
ko abiouit how 1o personalze a unifomn team, Your friends
will get very happy when they can see what they can do with
thear soldiers.,

When | think about Battlefield 2, | always come back to the
Commander position and the game within the game that
arose from having Special Forces objectives. Are those
returning in the proper sequel?

We could implement it, but the question is “How do you get the
threshold lowes 2" That's not by making it more complicated.
Our challenge is to make sure that anyone that just jumps into
the game will get it. One of the biggest probdems with Com-
mander was that only two people could use it Some people
liked it but most people didn't care. They just cared that some-
one gave them an order or that their squad could play together
having fun on their own more or less, Then the more hardcore

52

people went into the Commander mode and learned how to
use thal. You could argue it was a great feature, but looking at
the numbers you could also say thal no one uses it. We tried in
Bad Company 2 to giee thal to the layes, o you could issue
orders to your squad, and you could use gadgets like the LAY
that only the commander could use earlier - giving the power
back 1o the players o everyone could uss it. That made a big
difference. More people could enjoy the game. We lowered the
threshold for everyone because we gave it fo everyone. We
now know where the boundaries are for keeping the strategic
depth and complexity while lowering the threshold to get in.

Since Battlefield 2 you've loyed with the amount of classes —
that garme had seven classes, Battlefield 1943 had only three,
and Bad Company 2 had four, Do you think you've found the
sweet spot?

Yas, | think the sweet spot is four. Looking at what we'va done
s far, we see the classes as a starting point. Classes are kind
of “Who am 1? Well, I'm this Kind of person, | want to help out

or play in this way." As you go along you will find different nu-
ances of thal class. If you look at the amount of dasses you ac-
tually have in Bad Company 2 with all of the diflerent loadouts,
it's probably a couple thousand, comparad o 1942, which was
quite stafic. So the sweet spot for entry is around four, Then it's
about how much you branch it. It"s a never-ending discussion
thal's a matter of what kind of toys you want the player to have
and how you balance it out. The rock, paper, scissors theory

i st the foundation of every Battlefield game. A lot of people
come up to me and say, *You should increase the power of

that gun,” or “You should make this gun better,” or “You should
add nukes." The easy response to that is, “How is that fun for
the person getting shot al?" Because that needs to be the
balance — if there's no counter to a weapon, then we won't put
it in the game. There should always be a way of countering, so
then you get this circle of death where if you have the means
to Kill me, | can switch gear and find means to get back at

you. There shouldn't be an Gber class or (ber weapons. Some
games have perks where you kill the game by using i, and you



do it over and over again, That's no fun, that's a game braaker,
I someons gets really good at fiying a chopper, then people
say the chopper is overpowered. No, you just haven't learned
how to counter if, because there is a counter. Thal's the kind
of depth you want in a Battlefield game. It achially takes time
wiritil sormeone Tigures it out, We often compars ourselves o
sports. You have a game with a set of rules, but there are a
million ways of playing that game still, even though the nle
sel is very solid and it hasn't changed for 100 years. Every
game is completely new, There is always a way to counter the
oppanent, Like football, or basketball, or soccer, the game is
always evolving, yet the niles are the same. People adapt and
find new ways.

How was hardcore mode received? Was there a

broad adoption?

I think it goes in waves, and it also about your daily form,
Howr are you playing? How do you feel today? How fast are
you? | think the hardcore game mode is a brilliant idea, and

‘we could probably turm i up a noleh to make it even more
hardcore in the future because people are willing to try it oul.
It's the same game, but you fum it up to 11....You want that
layer of complexity that you can just add on top of whatever
game mode you have. 115 a good way of seeing the same game
through & new angle,

It was great to be able to squad up in the pre-game lobby,
but limiting it to the four people in one squad was trouble-
some for larger groups who wanted to play tegether. Are you
changing your approach for Battlefield 37

Well, yes. I1"s actually a very crucial part of the game. Wa're
thinking a lot about squads and team play — making that even
more accessible, Like you said, squads are really easy to set
up, but how can you take that further? We have some really
cool things that we'll show later when it comes to dictating
howe you play with friends.

CGall of Duty and Halo both hawe it, but with the crazy things

that happen in Battlefield matches, no game is better suited
to having a theater mode. What are your thoughts on that?
We have functionality on our end that can capture movies. The
hard part of course is our dedication to creating non-cheatable
games contradicts the whole idea of doing that because

we are unning dedicated servers on everything and that
actually makes it harder. We're definitely looking into ways of
delivering our version of this functionality, but | can’t give away
any details.

What are your plans for co-op? Will you be able to play
though the campaign with friends?

We will have a co-op mode. | won't go into exact details about
it it's going to be connecled to this or that, but we will have a
co-op mode in the box.

During the summer you releasad the one-off Onslaught made
for Bad Company 2 How did you feel it was received?
Okay. Only okay. Onslaught was an experiment on our side o
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dhat we could do with our technology on existing code,

more or less, There was very litile code change to the game
be a little quirky

hrough the building,

ols that are desigr
can honestly say that w nnow do whatever we
de lor the game are
we ha

in Battiefield 3. How are you dealing
ith the maps to give them room to maneuver?
We're Then again, th
about fun, 0 |1y
you would

at we want rather than wh the probdem of pr f
are a lot of ways of countering that.
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shult like that. And of
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make them work. Prone is fun for the person proning. How
fun is it to not see someone shooting you? it's not fun at all.
That's our challenge. That's our job to design around that and
find ways to counter that,

One of the more controversial additions to Bad Company 2

was the killcam ipers cially whined about it Are

you keeping it for Battlefield 37 it can't be Mach 2 so there's a

We still think that some Kind of giveaway camera, no matter with map s fight, and speed of veh

what it is, is something that yeu should be able fo have. And willl achually fit. Md of course t should also be a way of
you should have the opportunity to tum it off and play a game ~ Countering something.

without it. | think it's not all bad. And again, if you look at

how we reason we build a game there should always Prone is coming back as well. Why the change of heart

from Bad Company 2, for which you defended your




Want to fight i the dassic 64-player matches made famous by
Battlefield 27 Start building a new gaming rig.
Far 106 aften these days, PC gamers gel the butt-end of the stick.

Many developers focus on consoles to the detriment of the PC
experience, and when they do get around to releasing the game for
Windows {usually months after the console release), there's no guar-
antes it will play as well as the other versions. Not Battlefisdd 3.

A PC developer at heart, DICE recognizes that Battlefield still has
a huge tan base rocking the keyboard and mouse. As such, they are
using the PC as the lead platiorm i developing the sequel 1o the PC
exclusive Batilefield 2. “We won't make it for console and port it to
PC - that’s not how we do things," says executive producer Patrick
Bach, “We're focusing on PC first, and then we fiddle with it to ft it
onto consoles.”

Being the lead platform has its advantages, none more convincing
than the return of 64-player malches — a PC exclusive. Why only PC?
“The: PG audience has been the one complaiming,” Bach says. "We
achually haven't heand any complaints from the console awdience.
We are letting the PC audience make use of the very expensive
hardwar e that they just bought so they can lick all the boxes and go
for the 64- player fights."

If you have a rig packed to the gills with cutting-edge technol-
oy, you have access to the ultimate Battlefield 3 expenience, with
superion malion blur effects and advanced anti-aliasing that won't
be possitie on consoles. Thal said, the console version i1s no slouch,
“We do care about the PC audience, and we will have a lot ol extra
goodies for the PC while also making sure consoles players won'l be
Ieft out,” Bach promises. “They will be part of this whole grandiose
scheme thal we hiawe when it comes to playing our game.”

The only bad news is that modders may not have the kind of ac-
cess 1o the tools they had before. The Frostbite 2 engine is very ad-
vanced, and DICE claims it takes a lot of knowledge and manpower
T deliver on that patform, Instead of shipping the SDK, the shudio is
exploring other ofitions,

“We will not deliver mod tools in the way that we delivered them
for Battlefield 2" Bach admits. “Creatng mad tools today — dumbing
therm down - takes a lol of energy and what we are discussing more
every day is, "Where do we put our focus? Right now our focus is
o creale the best possible multiplayer, single-player, and co-op
game —the core game of Batilefield 3. We're still discussing how we
handle modifications of any Kind.”
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TREADING
NEW
GROUND

WE PREPARE FOR THE IMMINENT
305 LAUNCH BY SPENDING

A DAY WITH NNTENDO’S
GAME-CHANGER



With a long history
of dominating
- - - -
putable gaming, Mintendo could have stayed on
top by sticking with the tried-
and-true Game Boy series. Even
as the incarnations of the Game
Baoy Advance were fiying off the
shelves, the company wasn't
content to rest on its laurals. In
2004, Nintendo announced the DS
to mixed reactions. Some thought
that the two screens were more of
a gimmick than a way to enhance
gameplay. As we know now, these
reservations were unnecessary,
the DS is a runaway success with
an amazing library of games. Just
last year, doubters were given new
ammunition with the announcement
of the 3DS - Nintendo's apparent
atternpt to cash in on the 3D craze.
Claims of gimmick-based gaming
resurfaced, but E3 2010 made
believers out of aimost everyone who
got their hands on the system. With
the March 27 launch of the 308 on
the horizon, we will soon find cut if
the positive buzz will transtate inte
commercial success, We learned that
the technology worked at E3, but
attended a Nintendo press event for
some extended hands-on time with
the 3DS to see how far the unit and
the games have come,

by Dan Ryckert
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What's ——

' At $249.99, the 3DS is the most expensive
| |_] t h E) D O X = portable device Nintendo has ever released.
However, it also comes with a more robust
collection of applications and features than we've seen in previ-
ous units. Here's what you'll be getting right out of the box.

You can lechnically track your gaming time with the Wi's
message board system, but it involves laboriously leafing
through messages with a calculator. The 308 simpliies this
process by Iracking your gaming habits and placing them in
n - - an easly readable nterface. Loading this app
p1 |ll'\.l'r | (Y gves §'L’EI avarety of stats and e_p:ujls SO oLl
LO ~ can sea exaclly how much time you're spend

;| NG with each tille,

This wacky {and questionably
named) title has you shoot
g down waves of your own
lace by using the 3DS's buil
n gyroscope. Once you've
taken a picture of yourself, the
game pastes it over tons ol
fiving enamies that will creeply
wink, grimace, and scream at
wiol as they attack, They enfer
tha game space by breaking
through the real world that the
camera $e6s, leaving behind
whial appaars to be ouler spacs
where a lve image used (o be.
I's hard to not
look arazy when
you're  spinning
around frantically
and pointing your
30E at nothing, but it still
managed to get a laugh out
of everyone | saw playing it

sd3divy
JIovd

PEDOMETER

Mintendo has tried to get gamers off the
couch with the Pokéwaker and Wi Fit,
but its attempts have never been tied

to the system itself until now. As you
walk around during an average day, the
peclometer tracks your steps and rewards
you with coins to use in particular games
| asked about specific examples regard-
ing the implementation of these coins,
but Mintendo was unable to provide any
cetails as of press time. Lets hope the
system’s software actually utilizes this
feature at some point.

STREETPASS

IBI%TOE".EQEA Regagie Fis J'\.il]lll! promisad an

enhanced version of the DSi's
Internet browser during his presentation, but
further detals are unknown al this lime.
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PHOTO EDITING o ...

While StreetPass
transfers data
locally between
units, SpotPass
connects to the
Internet to wire-
lessly update leaderboard
informaticn, game data, and
updates (like Wii Connect
24/7).This feature reguires
the 3DS to be within range

of a wi-fi connection

SPOTPASS

Mii MAKER b=

O top of o hucked apps and leatures, the DS
also comes | aged with a coupla of tangible
accessoies e 1

aclle th:

4

This parade of Miis resem

bles its Wii equivalent, but

will be populated by pecple

you've encountered in

persen rather than over the

Internet. If you're in public

with StreetPass active, your Plaza is populated by the

Miis of any nearby 3OS owners. In addition to their Bae-
nesses, you'll also get data like

STR E ETPAS S their name and place of origin
Mii PLAZA

o080
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The 3DS could have all the features in the

G a | | | e S world, but it would sink faster than the

Nomad if it didn’t have a healthy game
library to back the technology. Here's a look at what will be
popping out of your system’s screen in the near future.”

THE LEGEND
 OF ZELDA:
- OCARINA OF

Ut to

= TIME 3D

RIDGE

wager matches.

Its not & console launch

RACER without  Ridge

right? This long-running

3D series makes its 3D debut
n familiar form, offer

ing Grand Prix races and a Time Attack mode
as you earn ponts to buy upgrades. You can
ke one-me purchases ke ocked starts oF a
full mitro gauge, o pul your points on the fne in




*20 images shown of 305 garmes

This first-party offering started as a

tech demo for the oniginal DS, and it's ASPHALT 3D
been transformed into a full-fledged
title for the 3DS. Cne mode still feels
like a tech demo, as you look down
the sights of a periscope while turning
your body around and maoving the 30S
to aim. The gyroscope perfoms this
task admirably, but repeatedly diving
and shooting missiles at enemy ships
started to get old after only a couple of
minutes. Campaign mode was pain-
fully slow, and required little more than
adjusting your submaring’s spead and direction
while shooting missiles at obstacles. The most
exciting thing | saw involved holding my stylus
over a leak on the touchscreen — and that’s
reason for concern.

RESIDENT EVIL: . ......

game in Resident Evil 4

and 5 was a fan favor-
ite. This 3D edition turns
that experience into its

own standalone product.
Capcom is assembling a dream team of characters from the entire series' timeline, each of which
comes with his or her own loadout, The demo | played featured Chiis, Claire, Hunk, and Krauser, |
blasted zombies (sorry, not-zombies) left and right with shotguns, pistols, and grenade launchers.
Thanks to the touch screen, switching weapons and using healing items is easier than ever before. Both
environments | saw (the vilage and shanty town) came from
Resiclent Evil 4 or §, but product manager Ryan McDougall telis
me that he “wouldn't rule anything out” in terms of locales from
eariier games. If you enjoyed teaming up with a buddy during
the console versions of Mercenaries, you can do the same here
thanks to its online co-op feature. The game played well, and
the 30 was used to great effect. Locking down a sniper scope
produced a very distinct separation between my scope and the
target | was aiming at. Even with the standard weapons, the view
while aiming shifts to an almost first-person perspective, giving
you an up-close and personal view of that axe-wielding vilager.

#

STEEL DIVER

MIA?

E3 saw the 305 debuts of Metal Gear Solid 3, Starfox 64, Paper Mario,
and Resident Evil: Revelations, but they were nowhere to be seen at this
event. They're all still slated for release, but their absence makes 1s
think they won't appear anywhere near the 305 |aunch window,
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If you're the type of sports gamer that loves micromanaging your team
throughout years of franchise mode, this probably isn't the installment for
you. Resembiling the Wil version more than anything, this Macdiden offers
GameFlow and arcade mode if you don't want to spend too much time
fipping through playbooks. Franchise mode may be

absent, but you can still make basic trades throughout E E

the year in the season mode.

Mary of tha best-looking 3DS games fealure
bright, vivid colors, making LEGO Star Wars Il a
pertect fit for the systern. With its simple art style
and approachable gameaplay, il should be a great
fitle for younger 308 owners. It didn't fead any dif-
Terent than previous entries N the senes; | swapped
batwean Obi-Wan,

Ankin, and R2-D2 LEGO STAR
while taking out

iosusaws WARS 11l THE
LEGO puzdes with ]

== GLONE WARS

tion. LEGD Star Wars |l ran smoothly in 2D, but its framerate noliceably dropped once | tumed the
30 up. Thiss was an early build of the game, 50 things could change before release. Let's just hope
that sacrificing framerate for 3D visuals doesn't become something we have to accept on the 3DS.

Mmost every game | played controlled identically whether 30 was turned on or off, with one excep-

THE COST OF 3D?



3D EDITION

SUPER STREET FIGHTER IV

PILOTWINGS
RESORT

D images shown of 308 games

DEAD OR ALIVE;

The orlginal DS was the king of pick-up

and-play liles, but it never had a great fight-

g gama in ils libeary, Super Strest Fighter

M 3D Edition wil keep the 3DS from the

same late, as it matches the console ver-

sion feature-for-feature. All of the bonus

rounds, training challenges, online compelilion, culscenes,
special moves, and characters are making their way o the
308, and it plays almost identically to its console big broth

ers. One new feature is the abiity 1o map special/super/
ultra moves 1o four paneds on the touch screen, meaning
you can pull off even the most complex maneuvers without
aven touching the circle pad, For the hardeora crowd that
would scoll al such a concepl, you can filter out potential
aniine opponents If they're using touch screen moves. The
30 effect was subtler than in other games al the show, but
it sl looked gorgeous. A “Dynamic View" over-the-shoulder
option is available, but it's definitely an awkward shift in per-
spective for those accustomed 1o 2D fighting. No matter how
you look at it, Super Street Fighter IV, 3D Edition was one of
the most Impressive games at the evenl.

DIMENSIONS

Most fig
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COMBAT OF GIANTS:

Without a doubl, this DlNOSAURS SD

was the worst game

at the event. This ille has you seect a dinosaur and walk afound
until you fing another dinosawr to fight. Fighting dinosaurs are
almost Aways awesome in theory, bul this game managed 1o
make it unbearable. If the idea of customizing a dinosaur with
equipment ke i was a Call of Duty soldier doesn't sound stupid
enolgh to you, Ust wait untl you plry it
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Each retelling brings new embellishments. In one, Hawke is a headstrong, power-hungry female mage, decimating whole
legions of Darkspawn in a single battle. In another, Hawke is a mysterious male rogue with questionable intentions. Each =
person seems to have a version of Hawke's tale. I'm five hours into Dragon Age Il, and this is the story of my Hawke.







Beroic Beginnings

Haw

city of Kir

Dragon Fge moves from tactical to tactile
* fugess from

Eram the moment we w Dragen Age e Bligh all 15 now home |8
it hat BioWara wasn't content wi 2 Yol Qunari
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Alter | wips

Darkspawn, the
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Heot all of the fighting takes plaoe in the

dungeons. Many quests and combat
weill happen wathin the huge aty of

Dragon Age W features cameos
from numerous characters
from the first game and its

15, but one of the mast
stand-out examples — and gne
of the few who will actually
Hawke's party as a playable
charactar — is Anders, the sar-
caslic apostale from Awaken-
ing. Having already abandoned
the Circle of Magi and branding
himgelf as an outlaw in the

also left the Grey Wardens by
the time Hawke meets ham in
Dragon Age Il.
ot S
Taking up residence inthe
poorest part of the poverty-
stricken city of xurmair

Hawke first seeks Andars oul
in an attempl fo procure a map
of the Deep Roads from the
fo Grey Warden. Anders
agrees to hand it over only
if Hawke helps him rescue a -
friend who | 3

T

the cover of nig

discovers that his friend has
been turmed infoa ranquil~
an emationiess shell who has
been cut off from magic.

fronted by the Templar
1o did this, Anders goes
His eyes gl:r.v blue, his

opposite f a de
Dragon Age world, It's uncer-
tain what this spirit of justic
wants with Anders or if it's the:
irneyed
with Anders and the Wardan
Commander in Awakening, but
clearly BioWare is setting the
mage up for some interesing
developments as the game
cornfines,
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” il b
Al o the common enemies in Drgon Age I have
been redegigned, mduding Ogres and Hurlocks

One of Hawke's first goaks in Kirkwall i to build up
anBugh Money 1o 6 an axpaedition to the Dak Roeads

Wikt avaits him there® A wholi 1ot ¢ Dakspawn, 1or ane

battles ;nm,- be fastar.‘but. thiey’ r; still difficult

LEVELING UP
LEVELS UP

s part of the affort to
amling and improve the
feel of Dragon Age I, BioWare
redesigned the Ul around
leveling up and choosing new
skills. Abilities are now laid o
it i branching tr ather

with |1-ns ible upgrad

lighted in blue as you le

Each new upgrade also has a
!er ||r|par'1 on battles than

noticed for each cla
ARAIOR

iant's Reach - This passive
ability allows your
SWings with two-hand
weapons to hit multiple
enemies.

r|t| ing rowarl:l enemies. For
ular opponents, it's a great
1, and weak foes will
tly explode into a pulf

Evade — This stylish backilip
makes any enemy trying o kill
you retarget. When upgraded,”
it al s has the potential to
stun opponents.

Finning Shot — Anchery-

A rogues need to keep
their distance, which is why
they'll want this great skill to,
push enemiesback or stick
them inplace.

MAGE
Winter's Grasp — This spell
dowm enemy attacks

llowing you
to avoid powerful swipes by
bigger creaturas.

‘Walking Bomb— Thls fan

damage over fime, if anen- *
emy is Killadwihile still under
the effect, il causes them fo
exploda and inpure other bad-
dies i § ‘-‘ i
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Deus Ex; Human Revolution

Real choices make a real difference

@'ve tracked the progress of Deus Ex:

Hurman Revalutien for many months

now, eager to see how Eidos Montreal
handles one of the most talked about series of
the last decade. The first Deus Ex game dem-
onstrated how choice could shape a gameplay
experience. Over 10 years have passed since
its release, and many of Deus Ex's design ele-
ments have spread across the gaming land-
scape. Can Human Revolution bring the seriss
into a new era? We played the first couple of
hours to find out.

Human Revelution takes place in the year
2027, aquarter century before the previous
games n the series. Nanotechnalogy is not yet
amajor part of the human experience, but body
augmentation is beginning to rase ethical, politi-
cal, and military questions. Serif Industnes is
leading the augmentation initiative and is often
the focus of these conversations.

Players assume the role of Adam Jensen, the
chief secunty officer for this pioneenng but ethi-
cally questicnable corporation. The game beging
at the company’s home cffice, which features
hundreds of futunstic details - appropriate to a
cyberpunk story set 16 years in the future. Here |
maet Megan Reed, the company’s chief scientist
and former flame of the soft-talking protagonist.
As she walks me through the lab, scientists
bustle nervously about. The new augmentation
tech is about to be presented to Cengress, and
everyone's on edge. After separating from Dr.
Reed, | meet the company's head, David Sesif.
Adam has doubts about his boss, which ha
keeps to himself. This opening sequence does
agreat job of setting all the pins into place, from
character relationzships to potantial conflicts,
which will undoubtedly be knocked down later
in the story.

Sure encugh, disaster sirikes. A squad of

highly augmented soldiers suddenly invades the
company complex. and Adam jumps into action,
Gun in hand, | rush through the labs dropping
attackers. First-person combat is one of the
core gameplay tenets in Human Revolution, but
as with the previcus games stealth is an equally
viable option. At ane peoint, | bypass a room of
invading attackers without firing a shot. Things
go well until Adem runs into some of the more
powerful augmented invaders. Adam's purely
hurnan genetics aren't equipped to battle super-
strength and nvisibility. Our hero is taken down
and beft for dead as his ex-love is hauled away.

Cut 1o s1¢ months later. Adam Jensen survives,
but enly threugh extensive body augmentation.
Returning to the job, he's already got ancther
crigis to handle. A pro-human group has hijacked
one of the company plants, and Adam nesds to
deal with the problem.

Before departing, | have plenty of time to




wander around Serif HQ and get the lay of the
land, Conversations often have multiple dialogue
paths. When two men strike up a conversation
regarding their doubts about Adam being back
on the job, | can esther ignore the exchange or
cenfront them. The role-playing elements take
over in this area, as nearly every character in the
HC) has something unigue to tell me, expand-
ing the storyline and character development.
Unfortunately, | spend so long exploring the
building that my boss angrily informs me over
the ntercom that the situation at the plant has
gotten worsa, It seems 'm making choices even
when not dong so consciously.

Asriving at the plant, | take a minute to explore
the body augmentation options. A plethora of
cool upgrades are available n broad catego-
ries that tie to individual body parts like the
eyes, skin, torso, or cranium. | opt for the quiet
and deadly assassin vibe, selecting a stealth
enhances for Adam's cranium that displays
enemy vision cones, tracks them at a distance,
and shows their |ast known locations. An eye
upgrade lets me see through walls to track bad
guys, cameras, and turrets. | reund out my arse-
nal with a cloaking system that turns Adam invis-
ible for a short period of time and a stun gun for
close encolinters,

Moving through the level, nearly every situation
allows for multiple solutions. You could sneak
through an air duct to bypass a turet, hack a
door to open it up, find the keycode in anearby
room, kill all the guards, or sneak past with no
one the wiser. This early level has lots of ancil-
lary content to explore, from datapads left cut
on tables to lockers filled with eguipment and
food, Cenfrontations with the enemies are fierce,
fast, and deadly. Adam won't survive long in a
straight up firefight, as right now the gunfights
are extremely challengng. Limited ammo, highly
intelhgent enemies who communicate with one
ancther. and limited power usage make for chal-
lenging and sometimes frustrating experiences,
Using cover and managing abilities judiciously
are the keys to success.

Whether or not you appreciate the higher level
of difficulty, it's harder to find fault with Human
Revolution's deep sense of choice and conse-
quence. In this way more than any other, the

game channels its predecessors. After a couple
of hours playing, | felt | had only scratched the
surface. | suspect the final game will fall in line
with traditional role-playing games in terms of
length and complexity.

If the team can use these final months to nail
that sweet spot batween fun combat and stealth
interactions, Deus Ex: Human Revolution has
the potential to imprass n the same way its first
instaliment did a decade ago. » Matt Miller
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MLB 11: The Show

After a banner year Sony introduces

n!snﬂ"

a whole new ballgame

graces the cover of MLB: The Show for
the second conseculive year, Mauer's
appoarance may imply thal can we axpect moro
of the same for Sony’s game, but his endorse-
et 15 o0 of few things unchanged from
last Soason,

The biggest change is to the core gameplay
mecharics, Gesture-based analog controls have
been implemented for pitching, bitting, and Neld-
ing. Hitting uses a stride and swing mechanic.
When the pitcher’s anm is al its apex, the batter
will want 1o slart his stride [performed by pulliing
down on tha right analog stick), If the batter is
100 early of late in planting his back loot, he'll
necoive a8 massie penaly to power and contact
when ha applies his swing (performed by push-
ing the right analeg stick up). Tming 't the
only challenge. Il a bal is broaking 1o the lelt o
right, the batter will be tasked to angle the swing
wilh the break 1o put good wood on it

Chick swings are @so possible, but the sue-
cass of holding up a swing is based on the bal-
ter's eye rating, which is displayed Through three
animalions (going 1oo la, holding up right at the
halbway pont, and only a quarter of a swing).
Hitters can stil guess pitch location, and a new
Conlact swing opfion joins Power and Mormal,
Contact swing usualy dlows the batter 1o put
the ball into play, If a man s on second or third
and you just want 1o advance him, thi Contact
swing s tha way logo.

Pitching follows a similar gesture-basad
systern. After choosing the pitah's location,
pulling down on the andog stick will start the
pitcher's windup and shift his weight, starting
ameter, If you pull back too far or not enough,
spead, break, and accuracy will be affected. The

M nnesola Twins calcher Joe Mauer

Tallow-hrough motion s equally as mportant. |1

you spotted a pitch in the upper left hand cormer,

o lwant 1o angle the analeg movenment up
and 1o tha loll. Mess up the gesture and the ball
won't travel to its desired spot, possibly resulting
na Rodrigo Lopez-ike meatball,

Frdcling now uses an analog hrowing system
similar 1o The Show's traditional face button
confrals, Holding the right stick toward your
targel base's position on the diamond chargoes
ameter. The release point determines the
throw’s strength and accuracy. The analog
condral system is comploete with a lake throw
command, which you can usa 1o try and lure a
player off of a bag,

Thesa minor lielding confrol changes pae in
comparison to the addition of custom anima-
thors Tor gold glove fielders like Troy Tulowitzki
and Carl Crawlord. These dlite players” impact
on tha field is made obwvious by their range
and skill. I you're not controling the fielders,

the Al now Teatures heightened reaction logic.
Ouitfielders will react differently whean balls are hit
over their heads, as well as in those smbarrass-
ng maoments when thoy drop a ball,

The waight of winning a game doesn't have
to rest on just your shoukders, Sony has added
Co-op play. You and a fiend can leam up to
play against two other players, one player, or the
CPU. Friends can assign roles, such as alfer-
naling pitching duties sach inning, o infisld or
ouffield dufies.

Given the short development cydes of sports
games, we raraly see developers Laking a risk
by complately overhauling a mode, Cver the last
twe console genarations, Sony Improved upon
Road 1o he Show, a moda that racks a ficlional
rookia {likely modeled afler you) from riding pine
in the minas to a Hal of Fame career in the
majers. Rathar than adding 1o this mode again,
Sony has gone back o the drawing board to
reinvent this experience, The new vision even
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Homefront

Atmosphere is king in Kaos
Studios’ new shooter

lar framework of a tradifional shooter and

setling it uncomiortably dosa 1o home,
In case you've missed he selup, dl you really
need to know s that it takes place Ina hosrific
version of the United States in 2027, Norlh
Korea has ocapied the LS, after rising fusl
prices destabilized and ullimately crippled the
nation. Under the regime, lige s brutal. For
poople who dara fight back, i°s also short.

I s re epecting & prolanced riff con lhe
“Russians invade the suburbs™ section of Call
of Duty: Modern Warlare 2, you're in for a sur-
e, You'ra nol a part of an dite fighting foroe,
Our hero, a fomer pilot named Conner, faces
enamies who are batter armed and equipped
than his loosely organized band of resistance
fighters, and the vibe is more Hall-Lile 2 than
militany shooter, Your friencs are outgunned and
outrurmbered, and they know it.

While watching armed Grealer Korean
Repubic soldiers patrol the strests of Montrosa,
Colorado, might be jarming, the streets them-
sedves are eeriy familiar. The locations in the
opening few levels of Homefront resemile what
e might fired I ary sl Wown, with some
unsetfiing twists. In this dystopian fulure, artifacts
of our ordinary lives have been repurposed and
modfied for combal. Sometimes the resistance
is the regponsible party, lik wen | dimbed atop
a tree house and used it as an iImprovised sniper
perch, Other times, the opposing milltary is
manpuating the envirenments 1o suit its needs

I saw an example of this eary on in a night-
time raid. | was in asmall group working its
way through the suburbs toward an elementary
schodl, led by a hothead named Boone Carlson.
Some of our comrades were using the buiding
as a drop point for equipment, and we needed
fo rearm before breaking into a nearty detention

K aos Studios' Homelronl 1s laking the Tarmil-

Things were working out all right untll W came
upon a baseball dhamond, Center fisld was
swarming wilh scidiers, so the plan was to slick

1o the perimaeler, working our way around by
hicling behind the bleachers, Than we realizad
what was happening, A bulldozer was working
near Fomie pate, dropping bodes into an open
grave. At that point, Carlson | SCreaming
at the soldiers and fring indscriminately. We still
wiorked through the back route, bat with the
added complication of having everyone within
range on high alert.

After that, | facod an extended soquencs
fe =alring a raid on a big-box elecronics retaier
tumned fuel depot. Outside the bulding. we
ambushed soldiers with help from our six-
wheeled, semi-automated vehicle called Goliath
The vehide rolled around and targeted soldiers
automatically with its 50 callber machine gun,
but it needed our help when it came 1o firing
rockets. To do that, | held a reticle over Grealer
Korean Repubiic vehicles or soldiers until the
larget was locked, and fred away: Goliath's
was surprisingly ineffective on its own, so it to(:k
a far amount of intervention o survive the open-
ing batlle. It didn’'t hadp mallers thal soldiers 1ok
occasiond shots with EMP rockets, temporarity
disabiing the vehicie and laaving it vinerabla.

Onee wa were naide the slore, my team had
fo scout out more information about the ene-

hard to shake the strange lesling
i such a familiar place. Even though
hknq cover behind a boulder or a checkout |5
might be funclicnally similar, | found the garr
seiting to be efflectvaly unnerving fime and fime
agan. Homelront doesn't seem 1o offer much
new intermns of garmepiay, bul it makes up for
ST shghlly musty mechanics with some
ncredicle atmosphene,

I'm definitely sold on Homefront's premise
and selting, and | can say wilh confidence that
Homefront 1s one of the most atmosphernc
I.-iyw.l in some lme, | haven't
uol ten my hands on the multiplayer yet, but if
1 played of the cam-
pakgn, shooter fans have somelhing to look
foraard 1o this March » Jeff Cork
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Total War: Shogun 2

The future of historical warfare

reative Assembly has eamed equal
C amounts of praise lor Tola Wear's ambi-

fious: design and criticism for its significant
bugs and lackiuster Al over the franchise's
lifetime:. Shogun 2 addressas both sides of the
Total War coin while retuming the series to its
mecheval Japanesea roots. Tha cona design is
being streamlined across the board, while a
massive expansion of onling options is where
the developers are exploring new teritory this
time around.

The developers are attacking the game's
somelimes ovenwhelming complesity on two
fronts: cleaning up the relationships betwean unit
types in the massive RTS battles and presenting
The campaign map information players are bom-
barded with in more digestile dwnks. The come
pany has finally hired a full-time user nterlace
artist, and the encmous difference betwean the
cldder tilles” cluttered U and Shogun 2's dagant
nterlace makes playing the game a much friend-
lier expenience. The lamiliar paliical chess game
al the hearl of the campalgn is presanted beller,
asking players 10 manage everything from nter-
clan diplomacy 1o the desires of ther own noble
family mambears.

Empire: Total War had over 300 unit hypes,
bt Shogun 2 has roughly A0, Sikeenth confury
Japanese warlare may not be as wildly diverso
as 14th century European confiicts, but oppor-
unifies for lactical crealivity present themselves
nonelhaless. The difarences balween poasants
and proper samural, katana and no-dachi, and
mounted and ranged units are ferile ground lor
lactical innovation.

Sleges In particular promise 1o be better
than ever, Forfresses have ve possibla levels
of consiruction, muliple chakepoints and kil
zones, and secondary cbjectives like defensive
Towvers That can be capiured by the allackers.
Thay are silualed atop maouniains, along coasts,
or inopen flelds as tha terrain dictales. It's not
urnusal 10 have running battles moving through
soclions of aloriross as the delenders relroal 1o
interior positions as the outer fortifications ara

showly overwhelmed, Losing hall of your castie
to the enemy while bleeding the opposing troops
enough to ward off a final push for your keep is
enlirely possile,

Shogun 2's online is greally expanded. The
addition of co-op campaigns with shared vic-
tory conditions i great, but the new avatar and
dan syslems are the standout features. When
YO UM into & standalone online battle, you
see a brief description of your epponent and his
tendencies so you can talor your ammy 1o the
situation and your enamies. Win thesa batiles
ard complete mulliplayer
achiovaments 1o eam new
redainers and armor for your
avatar, who is ds0 your in-
garme genaral. Your expei-
ance also propas you along
lour skil trees that mprove
wour combat abilily and lead-
arship, In addition 1o working
WOUr wary up the ladiders Tor
1v1 through dvd land, sea,
and siege batties, your victo-
ries ua your clan's allempl al
dominating 1he map.

Clans don't play traditional
Total War grand campaigns
afainst each othar. Instead,
each tarritory on thamap s
controlled by whichever dan
has won the most viclores in
batiles set thera. Controlling
& province might give you
access o a spedific unit for
fulre battles or a poweriul
redainer for your personal
quard. More Importantly,
leagues ara won and lost
each season (which could be
4 low woeks o a Tew months
long: the developers haven't
firaized the numbers yval)
bBasod on taritory contrdl,
Top dans get promoted to

highier tiers, while poorly performing clans are
refegated 1o weaker leagues,

Even if the ambitious mulliplayer plans flop,
Shogun 2 has encugh improvements to the base
gameplay that it'll mmedialely replace Empre in
many strategy rotations unless it's a disastrously
buggy mess al launch, Crealive Assembly has
mouthed the usual platitudes about working hard
on stability and Al, but Empire and Napoleon
both had enough ssues 1o rase concerms. Either
way, we don'l hawve long o wait, as Shogun 2
drops March 15, » Adam Biessener




Dirt 3

Gymkhana in action

irt 3 is promising a lot of content. Mot only
D is rally racing back in a big way (making

up around G0 percent of the entire experi-
enca), but other offroad races from Dirt 2 are
nciuded (such as Landrash, Traibiazer, and
Rallycross). Dirt 3 dso introduces Gymkhana
avants designed 1o test your racing skill and
ofler varialy 1o the overall caresar strociure, | ool
my hands on an early copy of the game, and
could feel some of the power under the hood.

| eropped nle one of e thiee areas in he

Compound — an area around London's old
Battersea power station thal serves as a fraining
ground, venue for Gyrmkhana events, and a free
roaming area filed with plenty of random objects
designed to challenge your driving and drifing

. | had a blast finking together whatever drifl-

g runs and umps | could siring logether, train-
g both iy imagination and my reflexes.

Apart from this free-form practice, the
Compound also gives you a chance to tackle
75 DG missions, which are achievements such

as drifting under two adacent semi tralors or
other in-environment challenges. These done
should goad gamers into spending lots of time

in the Compound parfecting their skils and nal-
NG some seemingly mpossible leats with a car
funed by Gyrmkhana master Ken Block. Any four-
whesl feats you pul off in the Compound or any-
where else I the game can be easily caplured
and put upon YouTube,

The game's carser mode takes you through
four years of races, including full-cn nudti-stage
rally races, vanous offroad disciplines, and the
change-of-pace Gymkhana events (in venues
such as Monaco and LA). This schedule is
managed by a group of managers, including
your agent, and it allows you to break up the
normal race-after-race grind by peppering in
things like Gymkhana speed nuns, which are
sequences of staged tricks, Dirt 3's classic rally
cars also figure in 1o your career events as well,
These cars aren't just ye olde jalopies of yore,
but ass-kicking rally machines that wil deliver all

the power you need,

Dirl 2 expanded the franchise's online compo-
nent considerably, and Dirt 3 1akes the series’
muitiplayer another step forward by offering fwo-
player offine split-screen, Gymikhana evenis for
online play, and Party games ncluding Culbreak
and Transport. The former is &l about spreading
an irlection 1o ofher Players, while 1he laller pits
two teams in a caplure-the-flag style game with
cars. Online play wil also fealure a system thal
compensates for players Lsing diving assisls
{their cars will be gightly sower wilh each assist
used) and a hardcore setting that removes the
HUD and locks the player into the first-person
cockpit cam.

There once was a time when the Dirt
franchise was seen as a sideshow 10
Codemaster's olher big racer: Grid. Mow, Dirt
3 iz blowing out its feature set and demon-
strating plenty of reasons why this series is
charting its own path. » Matthew Kato
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Tiger Woods PGA
asters

Tour 12: The M

Making a smoother swing

UTe:S Mew COATSos and
y to chakoe up on the

each Tiger Woods game has been split.

Was the franchise a season simulator like
other EA Sporls games such as Madden, con-
cerned with replicating the PGA schedule? Cr
was it about doing your own thing and beating
the EA-created local pros (and ultimately Tiger
hirmsel) in the Tiger Challenges? You were sup-
posed to move your goler between the two,
but | personaly shways concenliraled solely on
the latter. Tiger 12 is now making ihe smart
move of combing the two different experiences
more deflty, uniting the enlire game around one
of gaif's most lamaous courses — Augusta

You'll work your way to the top by starting out

al the beginner-level EA Tour and continue on
hrough the real-life Amateur tour, Nalionwide

\ raditionally, the career mode locus lor

Tour fwhich you can skip if you're good enough),

Q-Schod, and finally the PGA Tour. Along the
way, you can partake in Training and Sponsor
Challenges, which effectively replace the old
Tiger Challenges. Earning the right to play the
Masters at Augusta is an achievernent in amy-
ona's canper, and you can even get an exemp-
lion into the legendary tournament il you beat
the game's Masters Moments: nine of the best
holes or shots in Masters' history.

The pro career foous of Tiger 12 ks mirrorec
n the prominence of equipment sponsorships.,
Instead of signing on with sponsors simply for
more dough, having a geod relationship with
a club manutacturer is how you open up and
earn different equipment through the garme.
While In past years, you bought new equipment
and outfits for your galfer, now it's all about the
four sponsorship levels, Sponsorship levels are
uniocked as you meot cerlain criterda such as
meaking cerlain shols o winning tounnaments.
Opening up fiers geis you new equipment,
nchuding high-end protolype gear, You're
ancouragad 1o stay with a sponsorship long
fiarm, as you lose some of the objectives you've
dready completad il you switch companios,

Similar 1o Madden NFL 11, the developers
behind Tiger 12 are looking to streamiine the
golling experience and get you to the meat of
the garme quikcker. The main way they've done
1his, apart from dropping you immediately into
phaying the Game as S00N as you load itup,

Is to Indude caddies. Similar to the Madden's
GameFlow feature that chose plays for yol,
your caddie will prasent you with pre-selected
shots of vanying difficuty and strategy Tor you to
choosa from belore you sirike the ball. Some =
[k & powver shol over a bank of Trees or a lade
around a bend - will bo riskler than othors,

and you'll see that indicated in the color of the
ball arc:, Of coursa, you can still ine up all your
o shols ke you wsed 1o, bul using the new
cackdie system seems like a no-braner. Your
cackdie’s skill at reading shots (which factor in
Thex wind, club selection, course elevalion, elc.)
also Improves as the two of you revisit courses
TheouUgh your Career.

This vear's Tiger 'l overbauling its
gameplay mechanics, but its move toward
streamilining and refining the overall experience
s cortainly walcome. Gollers, of all peopla,
should know that there's always room for
mprovemant inyour game, = Matthew Kato
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The 3rd Birthday

Brea returns witt

n Chrisimas Eve 2012, pedesirians siroll
around the streets of Tmes Square when
rolling blackouls ensua, The ground
begins to rumble as a tentacled monster
ssive burid

of a giant tentacle. The Statue of Liberty has
the torch ripped from her hand as the mas
sive beast called the Babel erwvelops the once
majestic icon. These tragic events mark what

will be known as the rifice 3L,

The 5rd Birthdlay celebrates the refurn of
NYPD officer tirned special agent Aya Brea in
this PSP gpinoll thal 1akes place mae than 10
years afler the evenls of Parasite Euve ll. The
portable il viates from the series’ sunive
Frorrar rools 1o make room 1o an action-ofented
exparience. Tha story kicks off on Christmas Eve
2013, one year alter the Sacrifice. The rasponsa
tearmn, CT1, convenas in its headguarnans whane
Ered's mission is made dear: Take down the
Babel. Because of advanced mitochondria,
Brea's the most restitent to take on the tasik
She hops into an Overdive maching that dalivers
her mind back to the day of the Sacrilice while
har Bocly remains in the GT building. Upon her
arrival, she takas over he body of a stationed
National Guard soldier anc begins tearing apart

W ik

1 a slew of killer moves

grotesque enemies relarred to as the Twisted.

Even though Brea is amed with standard
frearms such a5 machine guns and pistols, she
has an arsenal of special abiities that alow ber
to swiftly wasie enemies that flood the sireets of
New York. When allies are within range during a
combal scenanio, Brea canuse her Overdive abil
ity 1o hop between host bod ssLming both
their posilicn and fireanmis. This makes gelling
around batlegrounds a breeze and can quickly
get the player out of potentislly sticky situations.

Another helphul ability i Crossfire, which is irig
gered when Brea locks on o an enermy, wail
for a gauge to fil prompting o lake on
the same Targel, and then unleashes a swanm
of bullets from 4l sides. Once enemies are
waakened, a triangle will appear prompling the
player 10 deliver an Overdive Kl that launches
Brea toward the targeted enemy causing them
o implode. If that's not encugh, she can also
urdaash her Literation move hal i x5 b
spead and causes her waapons 1o deliver axplo
S15,

The 3rd Birthday's controls are tight, and
combal sequences are smoolh and satislying
once you gal the hang of the PSP controls. From
whal wa've sean 5o lar, this last, Trenalic, action
oriented appraach 1o Brea's tiumphant relum is
antirely welcome, » Annette Gonzalez
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Meet the Pros
Top Spin 4 features an
imprezgive list of 25 prog
from today and yesterday.
Alzo, 2K iz planming a pre-
order bors character - the
vintage be-mulleted ‘805 era
Andre Agassi!

* Andre Agass

« Bjern Borg

* Roger Federar

+ Jim Courier

* Rafoe! Nadal

* Boris Bocker

* Serena Williams

* Patrick Reafter

* Michae! Charng

+ Dinara Safina

* Andy Murray

« Novak Diokovic

+ Andy Roddick
+ James Blake

* Bernard Tomie
* Eugenie Bouchard

e das Werwrinke
+ Vera Zvonareva
+ Jelena Jankovic

B2 previews

Top Spin attempts to bring hardcore depth to a mass audience

he Top Spin series has been one of most

quietly consistent franchises in all of sports.

While tennis doesn't have: the mass appeal
of sports ke football, baseball, and Dasketbal,
it's always ranslated well into the video game
realm, whether in lighter fare like Mario Tennis or
Top Spin's hardoore, sim-onented shie.

Top Spin 3 won praise for its deep and
demanding gameplay, but developer 2K Czech
{which includes mary members of the PAM
Development team thal created the earlier itera-
tions of Top Spin) felt that the game's complex

contral mechanics might have scared off Some
gamers. To that end, Top Spin 4 ks being con-
cered as a more approachable title — ona that
hopes to balance the needs of its core audience
and more casual fans.

The core of this phiosophy is represented
by the sireamiined conltral scheme. Instead of
the complex Irigger modifiers of Top Spin 3, al
shots ane performed with a traditional, four-but-
Ton system. Each lace button is assigned a lype
of shot - flat, slice, top spin, and lob. However,
by altering the timing of your shots you can gel
e deplh of control, When changing a power
ghot, you'll see a rad target meter bagn to il
To get a full power winner, you'll have to release
al the perect tme. However, il you nead 1o hil
asafe, controlled shot, a brief tap on the bution
will sufice. Serves are parformed the same way,
although you do have he oplion of performing
an advanced serve with the right anaeg.
So far, the game feels great. The shot

maechanics are fairly typical of the gerre, but
you have to develop a good sense of timing to
succeed, The mproved animation (these are
owiar 4,000 mare animations than thare wirs in
Top Spin 3) means that each step your player
takes feels accurate. If you overrun a shot, don't
expeact lo magically um on a dime and get back
in posttion. As a resull, court positioning feels
like the chess game at the heart of the match.
The tearn has also improved the presentation
to amudate he TV viewng experience, You'll
see and hear the more anmated crowds, which

Meullot-o

react approprigtely 1o the action on the court
(ihe: sound effects were recorded at actual
malches). You'll see the pros coming oul of

the tunned before the match to the roar of the
arowd, lending the proceedings a sense of
drama. As for the in-game pros, it's the most
complete roster we've soen ina tennis game
1o dlate, baancing cument day sensations lke
Federer and Nadal with old-school legends

like Pate Sampras and Blorm Borg (see sidebar
foor fudl list), The leam insists &l of the pros play
exactly the styie of their real-life counterparts. In
fact, its biggest point of reference is the fight
ing gerve, whera you sea how the combatant's
attributes match up against each other. It will be
nleresting to see how a serve-and-volley player
of the past stancls up against the power base-
line: style of a modern player like Nadal.

Top Spin 4 lets these past and present pros
square off in a large number of venues, both
red and fictiona. You'll play events like the
ATP Finals in London's O2 Arena and the BNP
Parabas Open, Three of the four Grand Slam
Events are represented (the LLS., Ausiralian,
and French Opens), though unfortunately
Wimtiledon remains absent. Either way, 2K
promises that this will be the most comprehen-
siver tennis game to date, especially in the online
fealure, which it is not commenting on al press
firme. As a fan of the sport, both n real ife and
viceo games, Top Spin 4 has definitely pigued
iy nlerest. » Matt Helgeson
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ed Martial Arts ts popular, and it already
M has two dedicaled video game sefies
UFC and MMA, Even inlight of its s
has it reached the point where the 5
15 thrae vided garmas silting next 1o each
olher on store shelvas? Kung Fu Facltory is
hoping that its new fighter will be unique encugh
o carve oul its own niche within the market
Lirdige its compatilons, you won't see alol
of sponsor brands or television announcers in
Supremacy MA, Kung Fu Factory has chosen
1o Tocus on the rue-to-life Brotality of the spon
as well as its undearground past. The aclion
remains last and wWcious, leatunng combos more
in line wilh traditional 30 Tighiing games like
Virtua Fighter.
In the undierground rings of Supremacy, light

Supremacy MMA

g the gruesome underbelly of MMA

eis do whatever it takes to ruin thalr opponent
S0 They can cdimity up the ranks toward the pro
spotlight. With no res to hold the fighters back
bloodied mats and broken lmbs happen often
in these cage maldies. The aenas anen't Tancy
WENUes N Viegas, thay' e non-reguiation gs
that highlight the dangerous and ilicit nature of
the bouls. Don't be suprised il vou sea people
bralling on a cocklight Balone your Big match,
However, shie means little if you can't badk
it L with actual skill, which is why Kung Fu
Faciory has lapped lormer URG champion Jens
Pulver to serve as combat and story consultant.
Pulver 15 abso lending his personal story 1o the
game. MMA Tans may dready be aware of the
hard-eamied mage Pulver bullt for himsall. As a
Tighter, Pulver competed above his weight class

Thor; God of Thunder

The mightiest Avenger strikes out on his ow

t seems like ihe Groek gods get all the atten

ticry, bt Marvel has mined Norse mytholodgy's

rich legacy for decades, publishing Thor
comics snce 1962, As Kennath Branagh's
movie adaplalion builds steam toward its
sumimer redease, it seems like the god of thun
der is more popular than aver. Sega has boeen
reductant to reveal the game adaptation, but the
publisher was kind enough to siop by the office
and show us game in action.

Wihile this summer's im focuses on Thor's
banishment to Midgard (which we mese mortals
know as Earth), the game covers the events
surounding the maovie and also lakes place all
across the nine worlds of Norse mythaogy. In

1

the movie and game universe, Thor and the rest
of the Asgardians aren'l actual gods, but rather
ain advanced alien race whose fantastic tech
nology makes them appear godlike. While this
Iiberal nterpratation may b some comic fans
the g way, Sega is slaying true to the prop
erty in many other ways. Eisner Award-winning
comic author Matl Fre N 5 Sening as a slory
corsutant, and Thor will face off against many
of his most fearsome comic foes, such as Ulik,
¥, and SurlLr,

We witnessed a point in the game where Thor
entered Muspalheim, the land of the Tre demons.
Murspeihern & a black land, filed
rocks and law

for yaars until the UFC finally created a light
wisight dlass appropriate lor his size, Allenwards

Puhver continuad to dominate 1he Hald by win
ning three UFC champlonship tilles, so his
should provide an inleresting backbonea for
Supramacy's aclion. Kung Fu Faclony dso plans:
o tell several other fight storkes through a
shylistic, Guy Ritchie-ir s, but the com
pany sl roady o mention any other fighters st
this time.

Does Supremadcy MMA bring enough innova
tkon Il the ring 1o hald its own against gianls
liker THC and EA? We'll have 1o wait until we can
put the game up against the ropes aursely
find sorme of 1hose answers. « Ben Reeves

mines of the fire demons, blazing embers we
through the sky like a late fall snow, Many of
landl's nhabitants tower over Thor, but some
enemies make a mad dash for the god and
explode ke suicide bombers i he lels them gel
too closa.

Thor's prirmany weapon is his tnusty hamimer,
Micinir. In addition to a variely of combos, Thor
can throw his hammer at distant enamies, or
swing the malat aggressively in front of him to
k al his engmies,
ssically the god of storms, be
can aso tap inlo several elemental powers. Thor
can call vicious lightning starmms down on groups
of enemies, send his loes twirling through the air
in tornados, or make the earth beneath a giants
leet quake by thumping his hammer against the
ground. Each power has its own unice proper
s and uses. For example, Thor's wind powers
exira damage to llame demons since it
s oul therr fire, but wind is dso uselul for
mists of Niffleheim that wil

block his path,
Unlortunately, Sega doesn't have a very good

track record when it comes to licensed Marvel
games, Both ron Man fitkes and the mos!t recent
Incredible Hulk game faled to live up to the hype
generated by ther fims. Hc Sega wE
Uik 10 point ot thal Thor has been in develop
ment much longer than any of those littes, so
wi're hopeful that Thor's stormy winds will be
the only thing that Bloves this summer,
Ben Reeves
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Thei Bochyoount tisam Knows shootors, the
stisdio i composed of talenl teal has waorked
on both Elack and Eattlefield: Bad Company

Platform

Codemasters hopes Bodycount wall have an “80s
action vilss, S0 explogions will cause enemies o
blast back in somewhat cxaggerabed ways
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Augmented reality brings exotic creatures into your home

Kinect, having already brought The

Biggest Leser Ullimate Workout to the
fitness-minced at the peripheral’s launch. Now
the team s headad in a different direction,
aming loward a much younger audience with
its upcoming release, Fantasiic Pets. Less
Tike Kinactimals and more like Sony's EyePet,
Fantastic Pets uses augmented reality to bring
auser's likeness into the game world to cus
tomize, care lof, and play simple minigames
with a variety of cuddly creatures,

Users can choose between ponies, izards,

dogs, and cats, and while you only star with one
animal, you can eventualy adopd up 1o four. Onca

B litz Games Studios is no stranger 1o

an animal is selected you, your pet, and your play
space will appear on screen for real-time nterac-
fion. Here yourlll have the option to nurture it (pet,
feed, wash), deiver volce commands of hand
gestures o leach il icks, or open Lp he toy box
menu fo engage in 12 unlockable minigames.
These games indude popping onscreen bublbiles,
playing letch 1o get the animal 10 1ip over blocks,
and knocking around a priata, Wilh the simplistic
nafure of these games, children and parents can
join in the festivities n order 1o collect the gems
neaded to urleok more games and pet customi-
zafion eptions,

Customization allows you o Transiorm
Fantastic Pels’ rostar of everyday animals into

Dissidia 012 Final Fantasy

More fighting with your favorites

f the first Dissidia did one thing right, it was
giving hardeore Fnal Fartasy fans an oppor-
tunity 1o see tha series’ slars oross swords in
fast-paced, ridiculous combat. Square Enix sn't
changing much aboul that core concept tor the
sequd, Dissidia 012, instead focusing on refin
g the mechanics and adding new characters
to the roster.

After some hands-on tima with tha follow up,
| can say that fans of the oniginal entry will fed
right at home on the battiefield. Fights ae stil
about depleling your opponent’s bravery and hit
paints through an assorment of shylish attacks,
but the addition of assist moves adds a new
layer. These maneuvers are performed by first

&

M

At

A little/dis

liling up your assist gauge with brave altacks,
allowing you to call in a companion character for
a quick atlack of 1o shield you from damage.
Despite the addiion of assist moves, most of
my time was stil spent nunning on walks, whip-
ping arournd magic spells, and using the char
aclars’ signature allacks. Al of the combatants
from the last game retum, but they're joined by
some new laces ke Kain from FF IV, Laguna
from FF VI and Lighining from FF XL Each new
character seems fo fil a unique niche in the roster
with moves thal suil them well. For example, Kain
has some ool lance allacks, and Lighining can
swilch between fhvee diferent paradigms.
Another wise move s the inclusion of a more:

axolic creations. Acdd a hom and a pair of wings
1o a pory, and you've gol yoursell a fiying uni-
oon. Customize a lizard's skin for a fery finish,
atd a few horns, increass ts size, and you've gol
afierce, fire-breathing cdragon, You can even outlit
adogwith a neon blue ight pattern that locks ke
something straight out of Tron. With the breadth
of customization options, Lsers can let their
imaginations rnun wild

With colorful, cutesy visuals and an easy-lo-use
interface, Fantastic Pets s shaping up lobea
good fit for parents looking for a kid-friendy title
that exercises both body and creativity,
+ Annette Gonzalez

fradifional overword 1o the story mode, While
wodt stil have to shuffle trrough grids and chain
encounters together, these slages ae separated
by sections of exploring a 30 world map. In
these areas, you can find treasure, make pur-
chases at shops, and chat with your fellow party
mambers — a welcome change from the drab
presentation of the original.

Dissicia 012 1sn't & rervention of the formmiula,
Al its roots, it feels ke more of the same frenatic
combal, but with exira characters and a few
tweaks. For those who loved the origingl, that's
neal & bad thing at al. » Joe Juba
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Tactics Ogre: Let Us Cling Tbga'ther

[HE SCORING ¢

Cusatanding Aty alite title thet i neady perfect in aveny
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wry. This 500 15 given aut mwsly and mdesmes a gane

fhast cmnnet be missed.

Superh, Just shy of graming ninc, this scors is: high
racommandition becousa ths gome reviewed i hisad-

and-shoulders above its campatition.
Very Good. Innavative, but parhaps net the Aght choica for

everyons. This acors indsemten tat thers are many good

things to be hiad, but irguibly 5o,

Moverage. The game's fetures miny work, but are nothang
thest even casued plieyers howen't seen before. A decent

garma Trorm baginning to end.

Limited Appeal. Although there may be fans of gmes
racaving this scone, many will be left yeaming for & more

rewrding game experience.
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88 Marvel vs. Capcom 3: Fate of Two Worlds

Capcom's beloved fighter rises from its grave with a bounty of iconic characters and an art style that

will make comic and video game fans purr. This tag-team clash replaces the overly complex controls of
its predecessor with a new silky interface. Don't fear whether Capcom has once again created anather
fighting gem; worry instead about the time you'll lose honing your craft for hours to come.

Flewad, 11 muy be obwnous that the game has lots of
protentisl, bt s most engaging litures sould be
deniabdy flawed or not i nto the L

Bad Whils sema things work i plimned the muyanty of
this tithe aithar moifunctions or it s so dull that the gome
i ahon a8 o whele,

Painful, If thers is anything that's redeenming in a game of
this caliber, it's buned beneath agonizing gameplay and
uneven axscution in its features or theme.

Broken Bascally unplayable. This game s 8o insuficent

i execution thit any velue would be derved in extremely
small quaniiies, if 2 al

Fipooooo!

.m Auwwrded to games
that aoons Datwsen

pLATl NUM BF5and 10
P Awcwded to gumes
o) Pt soor patwoon

Band9.5

-m Awvrtled to gimes
that scone batwsen

SILVER it oore b
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B Concept

Give fighting fans the game
they've been waiting 10
years for, and make it more
accessible to newcomers

¥ Graphics

Thiek shading, colorful
backdrops, and detailed
character models do both
Uriverses justice

» Sound

From dlassic Capcom tunes to
familiar superhero one-liners,
evarything is authentic

» B

Playing with a cm:o]]er feels
great, but using an arcade
stick 15 heavenly. Make the
investment

» Entectainument
Grappling with the rich
combo system and Aghting
triends will keep you busy for
dozens of hours

# Replay Valus
High

Marvel vs. Capcom 3:

genre has risen from the ashes. Capoom

. is leading the fiery rebirth, inding suc-
cess with Streat Fighter IV by distiling tha 20
fighting experience toils essentials, making it
pretty, and hosting terific online play. Since
its announcement last April, hungry fighting
fanes have waited impatiently for Marvel vs.
Capcom 3, hoping the comparty can hit it out
of the park Aagain. You can slop wornying The
long-awaited sequel will keep d-pads warm and

L ke the X-Men's Jean Gray the fighting

Fate of Two Worlds

"IN-TH.IN AMERICR

Style 1 or 2-Player Fighting |2-Flayer Online) Publisher Capcom Developet Capoom

arcade sticks clacking for monihs 10 come.
Thiss entry continues: the tradition of pitting
stacks of memorable characters against one
arother, Capoom shaved 1he am
Fighlers down in favor of newcomers like Arthur
from Ghests ‘n Goblins and Amaterasu from
Ckami. The Marvel crew is the best assorlment
yet, wilth lan-favorite Phoenix entering the fray
and ocdballs ke M.O.D.OK. add
Fars upsal that Marvel vs. Gapoon
onty 36 characters (20 less than MvC 2 should

can ceate up to three custom “reserve™
Tams 1o speed up pre-match solection

Release February 15 ESRBT

redax, E‘l.'l?i}l characler has unigue, robust move
a far cry from the previous game's glorified
palette swaps. The game features a cormucopia
of over-ihe-top mayherm — Nathan Spencer
grabs loes from across the ‘1‘|'-![]f‘ with his bionic
amm while yelling “get over here,” Deadpod yells
“bang bang” ¢ :
guniire, and Arthur s hilariol
boxer shors.

The basic three-on-Three 1ag team formal from
Marvel vs. Capcom 2 is ntact, bul the develop-
ars gave it much-needed rencyvation. Capoom
rimmed MG 2's ulira-namow inpul windows
down o more enjoyable SF IV levels, and the
resulting gameplay is smooth as butter whether
WO piek up a controller o an arcade stick, |
had no problem transposng skils |leamead in
Super Street Fighter IV into MvC 3, removing the
Sleep leaming arve thal acoompanies sema
All aeridl launches and character
& now executed with a single
button, .-nd the changa makes learning the
ropes of aenal combal a quick and salisiying
process. Even if you're new to the series, this
gama offers rewarcing training and simple mode,
acorvenient, streamlined conlrd scheme that
miaps key combos and speckd moves 10 single
buttons, Accidentally wrecking your friends: by
button mashing is fun, but ke training wheels,
simple mode must eventually be ditched in
order 1o contend with the big boys using radi-
tional controls.

by stripped to his




The Complete
Character List:

Maxvel
Cantain Amarics

unlockable)

A

LEVEL _

Despile being riotously enterlaining, a few
=] hoid MG 3 back. Character endings
consist of art stills with fext overlays, a buge dis-
apponiment considerng Supar Streal Fighter |V
ated concusions (and
Fans expecting the
FATpAnyIng Super

the basics like ranked and player malches
austom lobbies 1o recreale the “winner stay
arcade expenence. SSF V's successiul touma-
ment made and mulliplayer team battles are
inexplicably absent, Why Capeom didn/t simply
borow everything from its fighting cousin is
2 mysle
Sl grip« you shouldn't miss b
vs. Capoorn ¥ VE EVEn a passing
a5l n Capeom, Marvel, 1he lighting genne, o
good games. This pugiistic prize mimics the
pofished, ssible relrvention of 51 Fig|||t|r1
IV, Torming another strong leq for the resurected
Tighting genre Lo stand on. = T

Turi
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PS3 « 360

» Concept

Create an aderable
downloadable adventure
game with old school puzzles

Graphies

The matryoshka dells may
not pack a lot of pelygons,
bt the hand-drawn ant
and Victorian-era aesthetic

are outstanding

Sound

The old timey soundtrack zells
the silent film-style cutscenss,
and the sound effects feaoe

a cormucopia of farts

Flapability

The controls feel stilted
and the camera can cause
problems in dose quarters,
bt they dor't speil the fun

Entestainment

‘The wide variety of puzzles
and their unorous solutions
make Stacking a great choice

for adventure fans

Replay Value
Moderate

Stackmg

den dolls make t

ith releases ke Brital Legend and
\/\/ Costuma Quest, Double Fine has

cemented its repulalion as a go-lo
developer for unigque gaming experiences, even
if the company’s offerings don’t always find an
audience, Stacking may be Double Fine's most
niche concept to date, but it's hard to imagne
a player who wolldn't anjoy 1he gamae's clever
puzdes and charming story.

You play as Charlie Blackmore, the innermost
doll and youngest child of the Blackmore farmily,
a Russian malryoshka set, After his shimgs a
kidnapped and lorced into child labor by the evi
Baron, it's up 1o Charlle 10 track thern down and
free them. Luckiy, Charlie has the ability 10 hop
nsicle larger dolls, each of which has a special
abiity. Some of these abilities are purely for
entertainment, bul many are vital 1o progressing
through each level

Despite this novel maechanic, the core
gameplay of Stacking is the same as any good
adventure game: realively solving unique and
humorous puzaes, Each level contains several
challenges Charlie must overcome, which in tum

Clsarlie 15 the cssic underdog, excopl [of the part whore
I jumps inko other characters and bends Mem 1o his will

90 reviews

A

¥

have several unigue solutions. Upon comple-
tion, a puzzle will nstantly reset, alowing you
to try it agan wilhout having o rdoad a save.
Thiss ngenious mechanic soives one of the most
common problems with the genre: searching for
an off-the-wall solution that only makes sense
to the developer. Instead, virtually everyone will
ba able to come up with at keast one solution
as usng a mechanic (o open a traversable
iafion duct) and continue with the story, but
dedicated gamers can wrack their brains for
more chscure solulions (such as larting no said
vent 1o dear out the adjoining room). An optional
fime-basad hint system reduces the puzdes
based fnustralion 1o neardy nonexaslent levels,
The: Baron's evil traps aren't the only prob-
lems you have fo overcome. Your character
5 aboul as responsive as you would expecl
awooden doll to be, and his suggish pace is
annoying, especialy on levels that require a lot
of backiracking. Camera ssues emenge in dose
quarters, and can make targefing dalls next to
walls a pain,
The sense of progression also falters; while you

One side mwmm complete family 5615

Style 1-Player Adventure Publisher THQ Developer Double Fine Release Fobruary & (PSN]. February 9 (KBLA} ESRE B10+

unlock the ability to stack with larger dolls as you
continue, it doesn’t add much to the gameplay.
The biggest changeup is the abiity to combine
characters' powers. This leads to some great
puzzles, but this mechanic shows up oo lale

n the game and sn'l used enough. A lew side
objectives such as finding complete doll sels or
peromming mischisvous acts add length to the
gameplay, but there's not much payoll for com-
pheting them beyond unlocking models at your
secrat base. Thanks 1o a litle eleventh hour vari-
ely, Stacking ends on a high note, bul he rest of
the game could have used more gameplay twists
ke thosa introduced in the final scenes.

Aside from crealive puzdes, a good adven-
ture game needs an engaging story, which in
Stacking's case is simple, yet chanming. Despite
orly the most primilive of animalions {mast
dolis can only move at ther midsection) the
charactors sre memorable, and the Blackmornn
lamiy is positively endearing. Humor plays an
equally important role, and Slacking ddivers in
this regard as well. Most of the laughs are pratty
adolescent, with no shorlage of dolls thal feature
farting as heir special abiity (with a surprising
variaty of sounds). If you're too shuffy for this
breed of humor, you can expect moee sophisti-
caled laughs as well. The Great Depression and
child labor are two topics that might not instanthy
Spirg 10 mird when il comes 1o comedy, but
Dowte Fine uses them o great effect.

Stacking is a bit rough around the edges, but
the purzes are clever, 1he humor hils the mark
more than it misses, and the characlers and
story are delightiul, leaving adveniure fans with
litthe miore: 1o ask for, » Jelf Marchiafava




Two Worlds I

This time we're laughing with Two Worlds instead of at it

11577

T T T,

ver since Jeff Cork and | fell in love with the

endearing-but-broken survival horror game

Deadly Premonition last year, we've dis-
cussed whether there is a place in our industry
for B-games - the interactive equivalent of low
budget, badly acted (but strangely enjoyable)
B-movies. Two Werlds || presents the latest
argument in faver of this new style of game.

Like its 2007 predecessor, this sequel has
significant problems. Though it features a new
and improved game engine, slowdown ooours
frequently, especially when you or enamies
stant slinging spells that put the in-game phys-
ics to work. The core story is generic, and the
sloppy writing sometimes fails to explain what's
gaoing on or why characters are acting a certain
way. Unlike the original, though, Two Werlds Il
is playable, with an improved user experience
that shows how Polish developer Reality Pumip
has .

After a well-paced series of tutorial missions.
that sat the stage for the story and introduce
the numerous systemns at work, players are
dropped onto an island that comprises a small
portion of the total game world but has tons of
quests. The goals have planty of variety, like “go
here, kil this" jobs, pickpocketing missions for
the thieves’ guild, and exploration quests that
take place in maze-like ancient tombs packed

with hidden treasure, Your guest log quickly
becomes overcrowded, but current objectives
are highlighted on the map and easy to navigate
tothanks to a teleportation stone.

Two Worlds I's various mechanics weave
togather in a complex but enjoyable pattern. If
you want to stick to cutting down enemies with
giant blades, you can. Gamers locking for more
depth can employ the crafting system, which
allows you to break down and build up almost
BVErY WEBDON Of piece of armor you receive.
The spell system is even better, as you level up
your various skills and collect spell cards, you
can build your own set of insane, overpowered
abilities. Reality Pump made the wise choice of
letting players break the game’s balance for the
sake of fun.

As | mentioned, the overall story isn't anything
naw — the big baddie from the first game is now
the empercr, and the main character must join a
resistance against him to try to rescue his sister -
but the tone of your interactions with NPCs is
surprisingly original. From subtle references
to the first game's poor quality to over-the-top
scenanios such as encountering a woman who
wants to feed you to her undead husband, the
game's self-aware, tongue-in-cheek attitude is
infectious.

The art design also impresses. Although

character models look rough, environments,
armor, and weapons feature enough detail that |
took time to look over my character whenever |
equipped something new, Where the original Two
Worlds was mostly based in generic medieval
fantasy motifs, the Two Worlds Il envircnments
draw from Middle Eastern, Egyptian, and Asian
influences. Even if the story and the process

of cutting down hundreds upon thousands of
beasts is the same old thing, at least you're
doing soin a lively African savannah instead of
bbering grasslands and forests.

If the huge single-player gama isn't encugh
for you, Two Werlds || also contains a handful
of co-op and competitive multiplayer modes.,
The co-op chapters in particular provide a nica
distraction, but it's frustrating that equipment
and levels don't carry over between single-player
and multiplayer. The other multiplayer options
are forgettable.

Like cther games that could fit under the
“B-game” label, not everyone will embrace the
elements | enjoyed in Two Werlds 1. If you're
Iooking for a lengthy and humorous (if somewhat
unpolished) hack-and-slash RPG to tide you over
while you wait for Dragon Age |1 or The Elder
Serolls V. Skyrim, it's worth giving Reality Pump
asecond chanca. » Phil Kollar

PS3 = 360« PC

# Concept

Take one of this generation’s
worst games and tamn it
around with a vastly mproved
sequel

Graphics

Envirorments and equipment
are beautiful - as long as you
don't loak too closely

Somd

The zoonar you lesmn to
ignere the terrible voice
acting, the sooner you can
enjoy the game’s quirky sense
of hamer

Playability

Quest objectives are laid out
in an easy-to-understand
manner. By the time you hit
level 15, you'll be taking
out hordes of enemies with
ne problem

Entertainment

A lengihy, occasionally
busted, and swrpnsingly fun
hack-and-slash RPG
Replay Value

Moderately High

reviews 91
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PS3 = 360

» Concept
Have car will ravel, [biza
and Oahu are yours for
the cruising

Graphies

Seeing the day-to-night cycle
come and go is a gorgeous
sigiht, and overall the game
locks great given the sheer
amount of comtent

Sound

You have two radio stations
in your cars = the electronic
Hariba Radio and Road Rock.
Tae bad you can’t import your
WL TUnes

Playability

You'll be able to notice

cars” different acceleration,
overall speed, and other
characteristics, go developing
a full garage is useful
Entertainment

It's as fun as a vacation on a
resort island should be
Replay Value

High

Test Drive Unlimited 2

"vig never bean 1o Ibiza or the Hawailan island

of Qahu, but the way they are presented in

this game is what I'd expect. Life on these
wo island paradises hall a world apart is laid
Back and yet [ull of lun diversions everywhers
you look. Still, you can take things al your own
pace. Wall aminute = isn't this supposed o
be aracing gamea? Whera's the race fTor first
place? Believa it of not, Test Drive Unlimited 2
encapsulates these two axtrames 1o difer-
ent degrees. The game's all-encompassing
approach salisfies vanying tastes and ends up
baing a versatile utlity vehicle,

Daveloper Eden Games sucosads in creal-
ing an open-world racing title that blends online
racing, sngle-player canser Compelitions, and
free fide axploration into ong cohoshe axpern-
ence. Games like Burnout Paradisa have done
this balore {and in some ways better), but wo
of the key Ihings that make TDU 2 stand out are
tha lecations and its various leveling categories
that are all linked together.

“ou gain XP in the Sockd, Discovery,
Competition, and Collection categories by

Racking up traffic wolations in front of cops in both
single- and multiplayer will mgger a chase mode:
¥ .
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doing relalad activities such as
miaking a community challenge
(Socid), compleling photography
assignments (Discovery), dafeat-
ing olher racers in competitions
), uying houses:
and much mora. In
rn, these four categorkes’ make
LR your overall rank inlhe game.

Although the lour calegories’
levels are soparated, thay feedinto
each other. For instance, crutsing
aroured and finding new roads and
manufacturer-specilic upgrade
shops s you Discovery points. Exploring the
rlands i5 how you Tind the vaous showreoms
It ey b reduired 1o compala in a race as
well as further your burgeoning car collection for
Collection points

If arything. the Discovery calegory ilsall s
aflad 1oo mportant. A few times | falt like the
game was pushing me o spend time free-riding
around the idands just to find an upgrade shop
of even a shirt | wanted. | also didn't feal | was
gatting enough Discovery ponils whan | was
staking out unchartad lerritory.

But every fime | got uplight about this struc-
e, | woatd find a wrecked car with my onboard
madal detector, spontancously challenge an
cnline player to a race, or even take on a pho-
tography mission, and I'd be having fun again,

The idands themsohves also prove 1o bea
greal fonkc for my Mot only are tha environ-
rments beautiid, but the varied terrain s greal
Tor racing. Hills, offroad switchbacks, light city
corners — thare's a lot to tackle. Furthermore,
the reall streats mean you have a little less widith
Lo work with (sometimes thene's even oncoming
traffic), and plenty of roadside objects ke signs

add a layer of danger. Even the time of day can
bBecomde a factorn | once kepl retndng a particilar
race s much that | had to race il from dusk until
dawn tha next day = and it was lar casier once
the sun was back out,

Urifortunataly, this cool ervironment s Tiled
with 1oo many races that lack difficulty. The roads
thenwelves are more of a challenge than the Al
racers. | could routinely beat the competition
while driving lesser cars, Even though you're
FACTY 2 w1 characters in the Solar Crown,
on tha Irack thay showad no personaity at all.
Apart from some occasionally cod modes like
an around-the-sand endurance race, Diow-

g through speed cameras in any ordor, o the
onlina Follow the Leader race (where only the
designated leader of the pack can sea where
e nesdt checkpoint is), mast of the Competition
races don't have any sizda.

Tast Drive Unlimited 2 might be lacking in soma
araas, bul his i ona inslance where the shoer
quantity of features prevais since ther struciure
is thoughtlul enough 1o make this game more
than just a lazy vacation. » Matthew Kato
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Mano Sports Mix

ve this minor

4.5 7))

Wii

# Concepl

Toes Mario and his buddies
into four different sports

that feel too simplistic to be
any fun

Graphics

If you've ever played a game
with the word "Mario® in the
tifle, you'll kmvow what thiz
looks like

Sound

Sea "Graphics” above, but
replace the word “looks”
with "sounds”

Playability

Yowll learn every nuance of
each sport’s control scheme
almost immediately
Entertainment

Thiese sports barely extend
beyend the complesty of a
typical Mario Party minigame
Replay Value

Low

Style 1 to 4-Player Sports (4-Flayer Online| Publisher Nintendo Developer Square Enix Release February 7 ESRBE

owner, Alfer enduring countless minigame

collections and shovelwara flilles, it was
rewarding to sit down with the stellar Super
Mario Galaxy 2, Donkey Kong Country Raturns,
and Kirby's Epic Yam. | was thrilled to see the
company making the most out of their iconkc
stable of characters, and hoped they'd continue
down This path in the Tuture. Fast forward 1o
early 2011, and I'm playing a waterad-down
callection of what amounts to glorified Mario
Party minigames. Ohvwell, 2010 was nioe while
it lasted,

Sports Mix technically contains four sports,
but don'l be fooled: Thess are by no means ull-
fladgad eperiences ke the early Mario Tennis
and Mario Goll titles. Basketbal and hockey
almost Ted ke the same game thanks (o noarly
identical contral schemes. Dodgeball s slow
and reqqires litthe 10 no sirategy, and vollayball is
repoedithee and goes onlor lar 100 long. Culsice
ol the stage-specilic gimmicks, you'll see virlu-
ally everything these sports have 1o offer by the
time the halltime buzzer sounds during your
first game.

If your're playing alone, it's entircly oo easy to
dominate the Al every single time. Throughoul
my time going through the Mushroom, Flower,
and Star Cups in baskelbal, | routinely beat my
opponants by 30 or 40 points, By the tima |
reachad the Star Cup, I'd get a 20-point lead at
the hall and win games without even teuching
the controller during the entire second half. I'd
set it on the couch next to me and walch as the
computer team ran around like chickens with

L ast year was my favorite year of being a Wi

their heads cut off, wildly flalling 1o sted a ball
10 leat away,

Adding human players does lillle to easo the
pain. One court (Bowser Jr. Blvd) features varl-
ous hotspots thal add or sublract from your next
shot's poinl value. Bothol our leams played
wel, but the score stil wound up being 53 1o
negative 8 at the hall thanks to the unbalancad
pront moedifiens.

Hockey proved to be similary broken, as we
discovered a way to lake oul the Al godie with-
ol Tal, By simply skaling from one side of he
goal to the other belore shooting, we wera able
10 Score an easy Point every time.

The gams Iries to gel by on Ninlando charm,
bt the character-specific specia moves aen't
dong it any favors. Luigi will use his vacuum
Trom Luigi's Mansion, Diddy Kong will lheow a
glant banana boomerang, and Warlo throws a
stink bomby across tha court, These moves don't
require the shightest modicumn of skill, reflexes, or
timing to pul off. Rather than forcing you to acti-
vate specids at specific times of n certain situa-
fions, all you have 1o do 1S jam A and B logether
when your leam has possession of the ball or
puck. After that, if's just a mafter of watching the
overpowenad move play oul and soore you some
effortless points.

Sports Mix's core sports are avallable in exhibl-
fion matches o tournarments, bul tha only real
wariaty you'll find revelves around The stages.
Luigi's Mansion leatures ghosts that can assist
you, Koopa Troopa Beach has shells and cons
that wash up onto the shore, and in Weslern
Junction & train barets down the court if you

don’t score intime. It may shake things up to a
minor degres, but these elements aren't neaty
anough o meke you lorgel about the repelition
and simplisiic gameplay.

Whien {nad if) you tire of the Towr sports, there
ar a handiul of party minigames 1o play with up
to four players. Tha cora sports may be glorified
Marke Party miniganmes, but these party games
are ndstinguishable from the ones found in that
saries. Running around to grab colored balls in
e To music, rving 1o push your opponents off
of a lloaling ook of lee, and throwing Truit inte
Peley Pranha's mouth will havie you even more
bored than the bare-bones sports offerings.

Mario and his pals starred in some greal
gpors tiles back in the Nintendo 64 days,
but gameplay like this ust doesn't aut itin
2011. There are plenty of $5 or $10 down-
loadable games that leafure more complax
gameplay than this full-priced rdease, and
ahandiul of parly games, some uniockable
Square Enix characters, and online play don't
do enoigh 10 justity a purchase of this hollow
axparionce. = Dan Ryckert
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» Concept

A well-crafted RPG that feels

like an unreleased classic

Ewven with a few 3D

trom 1985

Graphics

environmental details, the

wisuals have a charming

An excellent soundtrack, but

16-hit vibe

Sound

a little more variety would

have helped
Playability

‘The battle system is deep

without being complicated,
making it easy to learn

I'd recommend this to any fan
of old-school RFGs

94 reviews

Entertainmont

Replay
Moderate

Radiant Historia

Atlus tre

A

gamardomer
K

5 Dack 1O a golden age

Style 1-Player Role-Playing Publizher Atlus Developar Atlus Release February 22 ESRE E10+

caled over the years, They featurs lengihy

cinematics, emphasize player cholos,
and present gigantic workds (o explore. These
acvancements aren't bad, they hava ghven rise
1o some of the most compeling and success-
Tul tithas in the Industry. Even with these great
modern APGs, sometimes | wish | coud go
back to the gerre’s 16-bit era - a time whera
Tilless like Earihizound, Chrona Trigger, and Final
Fantasy reprasented everything | wanted from
avideo game. If you've ever lelt the same way,
you shiould play Racdiant Historla,

You contral Stocke, a momber of 4 secral
intelligence agency who i tha key to stopping
a brutal war balween TWwo poweriul nations.
Stocks Bt your typical plucky young hero
wading through a sea of fantasy clichés; he's
a competent and ellicient warrion who knows
that dumy luck and hope won't lead to viclory.
This refreshingly novel attitude suits the plot of
Radiant Histora well; events often lake a lumn
for the worsa, and rash decisions have dire con-
saclences. Expect 10 see the death of milticle
party memiers,

That may sound ke a spolar, but nothing 1s
sal in slone. By using a mysierious book called
The: Whita Chronicls, Stocke has the ability 1o
Traved fradly batweoen various key points in the
game's timeline. ou may see one companion
Tall i battle, but then retum 10 that momsant
lester with an e het will save his e, Adding
1o the complexty, the timeline spiits into two
parallel branches earty on, and the atemate
historias also alfect each other. This siruchure is
a brillant way to defiver the plot, steering away
Trom cookie-cutter moments and taking some
surprisingly dark tums. Radiant Hislora's story-
teling provides an innovative twist that defles the

P ole-playing games have bacome compli-

|

prediciabdity of raditional RPGs
As much as | enjoyed the story, the most enter-
taining part of the package s the battla system,
I Seems 10 lollow a worm patiem al first; you
have theea party mambers whio are queusd up in
a tum order and proceed to unleash attacks and
specil abiities. Your enermies aren't juslt stand-
g ina row, Though. They are aranged on a 3x3
grid, where those in the ront do more damage,
and thosa in the rear have higher defense. Since
mary of your characlers’ skills rvolve batting
foas around the grid, your battles are fun strate-
gic endeavors that have you dustenng enemies
onlo a single square o damage tham all at once.
This mechanic ts more than just arranging your
opponents, Thie luin order ISl stafic, so you're
froe to Swap one party mambar's ium for anoth-
ar's later diown the line. You can even switch with
an enamy, which Sounds crazy until you consider
Ihaal your damada Ncreases with each consecu-
tive ally attack. The result is a tactical systam that
has you priorilizing enemies, managng the lum
queus, and selling yoursall up lor massive altack
chains that lead to immaensely satishing victores.
The unique combal and story are supporied
by a traditional RPG framework theat any fan of
the gerra will recognize, Youl level up, learn new

abiilies, visit towns, and DLy new aouigment,
Side quests nequire you 1o hop around intime to
solva problems, and muliiple endings (most of
them resulting n Dormine lailung) give you a reason
to rovisit pravious decisions. Thase aspects -
along with 1he visual shyle = comprisa fhe game's
familiar core and make it leal ke an old-school
RPG at haarl.

Some genre conventions in Radiant Historia
have aged better than olhers. Relreading prev-
ously crossod arcas is dull, andyoudo it alol as
you move betwean timelines, | also would have
appreciated mone unigue enemies (instead of
paletie swaps), which could have added some
extra flavor to the combat. Lastly, | got sick of
sKipping through a bunch of
diigloquee every fime | umped
1o a different point in history.
These issues don't run the
gama, bul they ane anough
1o make small stratches more
annoying than entertaining.

A lop-down view and soma
sprites aren'l all it lakes 1o
capture the essence of a
classic RPG. Many tilles have
Iried to capitalize on gamers’
nostalgia for the 16-bit era,
but most end up fealing like
ol Nollow and archaic imitations

B Radiant Historia succeeds
whene those attempls
is an inventive role-playing
game that delivers the
sensalion of playing one
of your old favorites for the
first time. » Joe Juba




Pokemon Black/White

Game Freak revi

izes a belo

d franchise

ame Fraak has spent years building upon
amanay-making gameplay lormula that

1 involves engaging countless critters in
addicting rock-paper-scissors shie batlles
ona quest to calch ‘em all. Though the basic
mechanics of the franchise have been effective,
Pokémon fanatics have been clamoring for the
series 1o evolve for years, While the latest fran-
chise entries, Black and White, don't necessar-
iy make any major leaps in innovation, they do
lake steps in the right direction.

Professor Juniper kicks off the action by
sendng our matured protagonist on a lengtiny
adveniure 1o complete the Pokédex, battle
trainers across the expansive Unova region,
eam gym badges, and ullimately become fhe:
Pokémon champion — pretty much standard fare
‘While veteran trainers might be put off by some
of the explanations on how to catch and frain
Pokémon early on, the action quickly picks up
with the infreduction of Team Plasma, a group
bent on the liberation of Pokémon and releasing
them from the selfish demands of their irainers.

Tha Fire-tupa Pokémon
Tepia

Style | -Player Role-Playing [2-Player Online) Publisher Nintendo/The Pokéman Company

Regular encounters with the team while explor-
ing Unava urved that ther intentions of freeing
Pokémon are not &s benevolent as they seem.

Unowva is home 1o memorabie hot spots such
as the business district of Castelia and the center
of entertainment, Nimbasa City. Upon entering
each location, you see how far the sories has
ocome from a lechnica standpoint as sweeping
camera angles show off each city's amazing
detal and scale. Towns scattered across the
massive workd map are home 10 a number of
Iun diversions such as Pokémon musicas,
arena batlles, and the occasional NPC who lost
a Pokémon and needs your help, Thess tasks
break up The hours spent scouring patches of
grass for new caplures.

Jusst ke in any other Pokamon tills, you'll
spend a large amount of time engaged in battle
With the new Pokémon introduced in Black and
White, finding a fresh face and developing new
strategies basad on the unlamilisr opponent’s
strengihs and wesknesses is part of the fun. To
mix things up, 3v3 battles are introduced for the

Daveloper Game Frealk Relsase March 6 ESERE

first lime in the series, requiring a new level of
slrategy by determining which Pokémon 1o send
out while being mindiul of the elemental proper-
ties of your opponents. This addition injects a
much-neaded dose of vanety, bul you stil
spend the bulk of your experience in single
and double batiles, since 3v3 doesn't maka
an appearance unli much later, Stil, once
you put together a winning team, batlles
of any siza are just as addicling as
ever, and only get more satishing as
your Pokemon evolve.

Pokémon Black and White do a
greal job building upon already
solid features and taking them
to the next level. With new
Pokérnon, fun characters,
unforgetiabie locations, and
changes 1o the battle system,
Game Freak has given True
fars a reason to become a
traner again. » Annette Gonzalez

8.15 7

# Concepl

Pokémon enters the fifth
generation with new

critters to capture and train
in order to become the
ultimate champton

Graphics

The best-lookang Pokémon
RPG to date. Each city and the
respective gyms are gorgeous
and full of personality. Battle
sprites are more animated
than in previous enmies
Sound

Each town has its own
catchy nme. You'll also find
yourself humming along to
famibiar favorites

Playability

If you've played a DS
Pokémon gams in the past,
you'll be right at home
Entertainment

Plenty of new Pokémon

1o study and collect, plus
exciting locales filled with fun
diversions makes the Unova
region warth exploring

Replay Value
Moderate
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» Concept
Amaterasu's qule puppy teams
up with varnious kids for a
sprawling adventure

Graphies

While the wvisuals are
simplified from the original,
the watercolor art style
still impresses

Sound

Traditional Japanese tunes
blend with Charlis Brown
adult blabbing voices
Playablility

Drawing with the stylus is
hands-down the best way to
contrel the Celestial Brush

Entertainmont

The Zalda influence
continues here with an epic
journey hlled with loads of
exploration, huge bosses, and
plenty of puzzles

Replay Value
Moderate
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Okamiden

it

S0vER

hen Okami came on to the scene,
\/\f o one hiad ever seen anything ke 11,

Tha gorgeous an siyle and music, the
nnovative Celestial Brush technigue {where
players draw on the screen to altack enemies
and nteract with the environment), and the
sprawing quest all added up 10 gaming ninvana,
Ckamiden doesn't have that same shock value,
bt it creates its own identity within the frame-
work Laid by the original,

Velerans of the first game wil recognize many
emvironments and characters, and certain time
Iraveding sequences will get lanboys pumped,
However, Clami rookies shouldn't hesilate to
jump right into this sequel. It's completely acces-
sible, and the entire backslory is explaned right
at the beginning,

Ckamicien begins nine months after the original
when the land is cursed once again by demonic
forces. Guardian Sapling spinl Sakuya once
again summons Amaterasy, but gets her son,
Chibiterasu rwstead, lssun (Ihe sidelkdck from
Cheamni) s too busy with Celestial Ervoy duties,
50 Chibi has to recruit other pariners throughout
the quiest 1o halp battle the demons. The first
partner is & young boy named Kuni, who is the
s0n of Susano and Kushi from Okami. How they
concaied, birthed, and ralsed a child inthe span
of nine months is cne of the early mysteries

This pariner system alows Chibi to interact
with a variety of personalities instead of running
arourgd solehy with Issun, The rotaling cast works
wall as a fresh storyteling device, too. Chibi
serves as a wanderng helper to assist the part-
ners with their issues while still making progress
on the overall quest. For example, you help Kuni
Ive up 1o the legacy of his hero father, and assist
child aclor Kagu in dearing ber lamily's thealer
of demons. | also liked expermenting with ther

Styls 1-Player Attion Publishver Capeotn Developer Capoom Release March 15 ESRE E10+

unigue abiities to sea how they'd allect puzzes
and combat, The mermaid Manami, for exa e,
can Swim in dungeons whera Chibi can't and
can shoot blasts of waler if you draw aline from
her to your target

These powers figure heavily into Okamiden's
puzzles, most of which wlilize a new brush tech-
nicpie called Guidance that alows you to skelch
ol & reute for your partnes 10 walk, float, or
Swin, Some roules are more complicated than
others and require you to defend your partner
along the way. | never feft completely stumped
by a plzzhe, bul hey're nol cakewalks ailher,

Battles take place in small circular arenas
where you use a mix of maee and Celestial
Brush lechnicues 1o finish off enemies. For those
unfamiliar with the sefies, brushwork pauses
the action and changes the screen 1o a sepia
tone. Here you draw slashes on enemies 10 cut
them, sketch a bormb to blow them up, and
rmuch more. This system handes betler than
aver on the DS, finally alowing playvers o draw
onscreen rather than use analog sticks or
Wil rermote. The mibs of foes forces you
1o LIse Every DOER N your repartoire 1o
get through their defenses, and it's never
been easier to access them all so quickly.

The maost nriguing batlles are resernved
for Okamiden's many bosses. Most of the
fime you have to send your pariner off to
accomplish a task while Chibi's handing the
brunt of the atlacks and midng in the proper
brush techniques. These large, menacing foes
all present unique scenarios that are satisfying to
ficuure: cut, That said, combal overall is not par-
ticularty difficuit. The only time | died throughout
the entire quest was during a minigame.

While: Ckamiden makes several slrides
forward, it does run into a few limitations on

tha DS. Some of the larger ouldoor areas are
segmented inte separate chunks 1o make them
more managealble lor the system. Il's sirange
torsit theough a brief load after going theough a
fake: door outside. The framerate plummets in
acouple areas, and Ckamiden also commits
the sin of having only one save slol 0 you can't
share your cart with arwone or back up progress
from earlier in the game. Also, for all of the draw-
g inhis garme, why can't | skelch on the maps
tokeep track of freasure spols?

Ckamiden takes around 25 hours to com-
pete, 50 115 much shorter than the ofiginal
| felt like the jourmney was just about the right
length, with the only filer coming at the very
end. Flenty of items lo collect and sidequesls
to complete (nol 1o menfion a new game plus
option) will satiate those looking for an even
longer experience. Most exciting of all? The
end hints heavity at more enfries in this excel-
an Vore




Dragon Quest VI
Realms of Revelation

:]IT'IEJ

through fanta ntions at

1igh speed

Style 1-Player Role-Playing
Fublisher Nintendo Developer ArtePiazza
Ralsass February 14 ESRE T

» Concept

Firdsh off & trilegy of DS
Dragen Quest remakes with
this huge advenie
Graphics

A step down from last years
Dragen (eest [N, but stll a
good-leoking handheld title
Sound

Fang of the series will
recognize and appreciate the

craft a complex world with reams of backstory,
the Dragon Ques! games have always painled
i much broader strokes, dealing unashamedly in the
style of fetch quests that have become sterectypes
in the gerre. Realms of Revelation may be the single
most ambitious game ever to be stuck within this
triedi-and-trus formula,
Dragon Quest Vi doesn’t try anything | haven'l seen
belore. Whether you're haiping a prince through a
rilual to become king or rescuing a mountaintop fown

W hile some RPGs blow their budgets trying to

from a curse thal has frozen all of the villagers, virlually classic tunos

every scenario has been done in other games, whether Plagabilit

they came before or after this title’s oniginal Super O]d_smmym a fault. Expect

Famicom release. plenty of grinding and
What sats it spart, though, & the manic pace al which directionless exploration

these rote storylines are started and completad. You'll Entertainment

rarely spend more than an hour in one Town o dungeon An sbsad smount of

before you've helped tha locals and moved onlo your gameplay for thass willing

next objective. In fact, youll oflen spend more time aim- 10 put up with some aged

lesdly wanderng the word map to Tigure oul where you'reé mechandcs

supposed to go next. The game's enangy = during plot Replay Vefue

seuencas at least - kept me eagerly pushing fonward, Modemel]} High

oo breathless from the barrage of new places and events
o warmy much about thoir faniflarity.

Just bacause things move quickly doasn’t mean
Redms of Revelation s a remaotay shorl game, From an
carly point, players can explore Two massive world maps,
and numerous phot twists expand those land massas
even lurther. Discoverng avery secret in Ihis strange
world is addicting, espodially 85 you slart procunng
bizarre methods of transportation such as a moblle igand
and a magical Tying bed

Garmers whio played last year's Dragon Quest BOwil
notice the absence of certain upgradas in this entry,
Armor and weapons don't appear on your character
when equipped, and rustratingly frequent random
encounters are back, Surprisingly, |ound miyself
enjoying DQ WV more than its lechnically supenion
descandant. Maybe it's easier 10 lorghve dusty
design cholces knowing that this was originaly
a 16-bit game, o maybe it's because DOV
ambraces he mile-a-minula magination and senso
of adventure that made me tall in love with RPGs as
a kid. » Phil Kollar

Tactics Ogre:

Let Us CImg Together

for an old m

Style 1-Player Strategy/RPG

|Z Player Local] Puklisher Square Enix
Develope: Square Enix
Rolease February 15 ESRE.T

f every remake were ke this, we would hardly nead
nesw games, Every element of Tactics Ogre has been
pulled apart, examined, and reassembled with an eye
toward &l the ways game design has changed in the
nlervening hwo decades since ils ongind release. It's not
perect - this is stll a complex, hardeore games whoss
chanms require more than a litle work 1o fully enjoy.
Though it is less accessible than olher games in the
gerve, Tactics Ogre is a surprisingly adult look at war,
rebellion, and loyalty with as much rewarding strateqy as
any title out thera

Tactics Ogre lollows the comventions of the strategy’
RPG genre that it helped define in the “00s. Players are
throwm into & massive vanety of challenging batlles and
given a widly diverse toolbox to cut ther way out of their
problems. You'll mix and match dozens of dasses with a
huge rumber of passive and active skils to create a batlle
party suited to any crazy straleqy you can dream up.

As a rebelious orphan thiust ento the global stage by
croumsiances, players have significant conlral over how
the story plays out. Far from the banal cholces that many
lesser RPGS tout, these defining moments ask you 1o
choose honor or loyaly, Inends or lacdess aowds, and
even your couniry or humanity. Most impressive is how
these confiicts are presented ina mature, adult conlext.
Rather than beating you over the head with overbearing
mordity ke a Final Fantasy game, Taclics Ogre gives you
real opticns that have tangitle benafits and drawbacks,
lestting your meake your own choice,

The majority of the changes from the original are for the
best. Much of the tedium of grinding out levels has been
remmoved, and while characters can stil pemanaently die,
Training replacaments is much less paniul. Tha dialogue is
writlen as wall as any title | can think of, which is no smal
lask given the shaer valume of il In the axpanshe story.

The only knock against the game is that character pro-
gression and Rem upgrading = both integral systems that
playars spend a lol of time in = are needessly padded
with trivial cholces. Keeping your roster's equipment up
1o date i a lime-consuming bore, and each plece of
amnor is siuflad with (no jokd) up to 30 stats that only
a savant could ever properly assess. Smiardy, the tiny
incramental Bonuses you dhoose Detween wiile leveling
a0 Lninterosting.

Tactics Ogre iBn't as accessible or inviting as Final
Fanlasy Tactics or Disgaea, bul the rewards for pui-

Mgy up with its Nlaws far cutwaigh the cost. IF noth-
ing alse, it deserves recognition for being a shining
beacon of malurity in a sea of adolescant power
fantasies. » Adam Biessener

» Concept

Remake the cult dassic
precurser to Final Fantasy
Tactics with new graphics,
new progression. and
new dialogue

Graphics

This iz no Gears of War,
but the caisp sprites

and colorful effects
commuricate everything in a
coneise fashion

Somnd

Thie lack of veiced dialogue

15 a throwback to an earlier
time in gaming. The score and
battle effects are competent
enough, but muting the PSP
dossn’t make much difference
Playability

Evarything is as tight and
responsive as a good racdng
game. Even tum-based
strategy is improved by a lag-
free interface

Entertainment

Putting up with a bit of
tedium pays off big in story
and strategy

Replay Value

Moderately High
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2 | Lord of Arcana 6 | Rush’'N Attack Ex-Patriot
Plattorm PSP Rslease January 25 ESRE M Platform P53+ 360 Release March ESEE M

Originalty perceived as a Monster Hunter clons, Lords Rush’N Attack looks like a promising enlty in the
of Arcana carves its own identity. Battles take place in Metroidvania genre, but it comes up shorl. It's split info
contained spaces rather than large environinents, combat three uninspired levels of repetitive knife stabbing, sloppy
controls are tighter, the action Is more violen!, and the platforming, and switch kitling to drain out toxic sludge.
pace is faster than Capeoin's serfes. Howeaver, the rinse- Ttgere’s no rsesq {o explore since the only upgrades are
and-repeat gameplay is just as tedious. For patient inconsequential health boasts. The boss battles are
gamers and hardcore Monster Hunter fans, it’s worth the mos! enfertaining aspect, yet strangely the final
checking out. If you'rs loaking for a varied experisncs that encounter is the easiest of the three. — Bryan Vore
hits on more than one note, look elsewhere. — Dan Ryckert

5 | Body and Brain
Crarns Darte fala ot e e Ardim
6 | Spare Parts B.5 | Venetica Connection
Platform P83 » 360 Release January 19 ESRE E10+ Platform 360 Release January 18ESRB T Platiorm 360 Eelease Febmuary 8 ESREE

spare Parts is a cule game with Venetica offers plenty of Using your anms and legs to quickly
Iikeabie characters. That may be quests, looting, and reasons solve math problems puts you to
enough for a cool T-shirt or sticker, why role-playing fanatics work, and other challenges like
but EA Eright Light's game lacks should raise a curious brow, catehing pizzas while avolding their
substance where it matters most: but without any polish, the burnt counterparts fail to engage.
gameplay.. It all falls apart with only people who should play Coupled with a few motion detection
relentlessty one-dimensional combat it are fans of “so bad i's good” issues, these problems make Body
and mindless boss encounters that games. Think Syfy original and Brain Connection difficult fo
seem lo go on forever, — Jeff Cork movie. — Andrew Heiner recommend. — Annette Gonzalez

6 | Trinity: Souls of Zill O'l 8§ | Mindjacl

Platform P53 Release Pebruary SESRE T Platform P33 » 360 Release January 18 ESREM

The studio behind the Dynasty Warriors franchise, Omega Mindjack's hocking gimmick adds on [nteresting
Fores, dslivers an uninspiring hack-and-slash romp across wrinkle to the third-person shooter genre, and the
a generic fantasy world. Repetitive quests that require way it blurs single- and multiplayer gameplay
taking down specific enemies or fetching items in areas  isworthy of future exploration. However, its few
youT revisit multiple tirnes over becomes dull quickly, Innovations are vastly outweighed by old annoyances.
and though combat occasionally allows interesting use of Myriad control problems, brain dead A and a
dynamic environments, it’s not nearly enough to overcome cringe-worthy storyline make Mindjack a shooter
the tedium. — Annatte Gonzalez worth skipping. — Jeff Marchiafava
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Sonic the Hedgehog
20th Anniversary
Trivia Challenge

This year marks
Sonic the
Hedgehog’s 20th

birthday. Could there be any better way to honor the
Sega mascot than with a collection of obscure ques-
tions testing your deepest Sonic knowledge? Take
the quiz to find out if you’re as cool as Knuckles or

lame like Big the Cat.

1. What was Dr. Robotnik’s original
character design based on?

a. A walmus in suspenders

b. Teddy Roosevelt in pajamas

. A fat cat scientist

d. A mustachioed Humpty Dumpty

2. What short-lived Sega Genesis
character was derived from one of
Sonic’s original character concepts?
a. Pipo, the helpful robot
b. Awesome Possum, the environ-
mentally-friendly marsupial
©. Ristar, the shooting star with
stretchy anms
o Bubsy, the embarrassing bobcat

2. Which pop star is rumored
to have helped with Sonic 3's
soundbracik?

a. Michael Jackson

b Stitvgy

c. M.C. Hammer

. "Marky™ Mark Wahlberg

4. For which game did Smlﬂ twuhn
his sl gr yed

a. Sonic €D

b. Sonic 30 Blast

. Sonic The Hedgehog (2006)

. Sonic Adventure

5. What is the name of the sxtra
level unlocked after acquiring all
the hyper emeralds in Sonic 3 &
Enuclkles?

a. Scrambled Chaos Zone

b, Doomsday Zone

. Final Chase Zone
. Death Omelet Zone

6. Sonic had some offbeat
sidekicks n the Archie Comics

a. Bunnie Rabbot

b. Antoine D'Coolette
©. Cammie Chameleon
d. Princess Sally

7. Including cameos and releases
for multiple consoles acvoss mul-
tiple countries, how many games
has Sonic appeared in?

a. 20-50
b. 50-75
©. 75-100
d. 150+

8. What is the level select code for
the first Senic the Hedgehog?

a. Up. Down, Left, Right, Start + A
b. Plug the controller into slot 2 and
press start duning the ttle screen

©. Up. Down, Up. Down. Left, Left,
Raght, Right, C, B, A, Start

d. Play the game's releass date in
sound test (1,8, 9,2, L 1. 2, 4)

9. How many rvings do you tradition-
ally need to enter a bonus stage?

a. 25
b. 50
e 100
d.2

10. Despite popular belief, Sonic the
Hedgehog first released on the 8-bit
Bagnmw-.hﬂmw
Iy = d by the

the superior Genesis version.

a. True
b. False

AHSWERS:
1:b, 2-¢, 3-a_ d-d, 5-b, B¢,
7-d, B-a, 8-b, 10-b
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