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30 Glasses Go Out of 
Focus in the Home 

J ames 0-ame<on"sAvatar. IOve ii 0t hate it. is 
a movie whose success will revert,e(ate for 
years to come. Its impact is geater than I 

expected. as oow """'Y technology manufacturer 
under the sun is d<ling anything and eve,ything it 
can to bring 3D from the big screen to your livng 
room. 

The ccnsumer electronics indust,y wants you to 
buy a 30 telel,;sion, s/ty ~ and al. Nintendo 
wants you to car,y 3D in your PQCl<et, and game 
Clevelope,'s want to create the software hit that 
redefines video games lkeAvnlsr did for the movie 
theater. I thn< the road is rruch longer. and I clare 
10 5'S'/ it may even be mPQSst)le as the technology 
stands tOday. 1 concede that in time, 3D entertan­
rnenl coold be a standafd pa11 of our IM!s. 8'.Jt as 
IOng as that tectnology requres SP8Cial glasses 
or other periphe<als, tt wl have a hard time l'nding 
mass appeal. 

My reasons are simple. The first is CQSI. I'm the 
fi'st person n fne to buy new gadgees, monaors. 
and televisions- but a large rurber of Americans 
have recently upgraded to an expensive HDlY. 
No\v 3D manufacturers expect them 10 pony <,I) 
another s, ,500fora301Y. $500 lor a 3D-ready 
Bfu•ray player, and $80 a pop for lour pais of 30 
glasses? lha!'s a hefty investment that many fami­
lies may no1 be willing or able to make amidst a 
recession. especialfy given the lack of softwa-e that 
takes advantage of the tectnology. 

I'll also add that no software will """' be so great 
that I will want to wear~ on top of my vision· 
co,recwe glasses. The indust,y can state over 
and over how !hey made it possi,fe for 3D glasses 
to 6t over: the fra-nes of the world's,-. and fa-­
sighted. but that doesn't change the fact that tt's 
uncomlort.lllle over IOng perlO<ls of time. A ~vo­
and-a-half hour movie is one thing; marathon ses­
sions that reach into the tO•plus hours ol playing a 
game make this ootJlion unacceptable (1/nual 8oy 
anyone?). Ltrl8Ssr.eMhcareCOO'l)8rieS .. ound 
the world are gong to start paying lor prescr.,tion 
3D glasses. I know myself and many other vision­
impaired people wl not exchange hea<laetoeS and 
double 93SS8S for the sake of -Wow, look at that 
thing POP out ol the screen!· moments. 

F',naly, U1ere is the l'udle ol corwerience. -
playing a 30 game. your phone mgs. and you pick 
~ ..., and the screen is a bluny mess because, oh 
yeah, I have these stupid glasses on my head. Or 
pemaps tt's scrneching as sin--.,18 as M/ screen in 
the room that isn't 30 wa,ping and clster1ing at the 
expense of another. I often play games and watch 
sports on another mooilor at the same time, so mtJ­
titasi<ing, the ski that defines today's media·hungry 
consumer. becomes encunbered. 

There is a IOI at Slake with 3D. Companies ll<e 
Sony stand to make money off software and hard· 
ware. While I feel the 3D glasses expenence wil 
define ShCr1 experiences in the movie theater for the 
foreseeable future. tts outlool< al home lor gamers 
is bleak l.llll someone pUShes the technolOgy oft 
my head and into an exper'oenoe that anyone in the 
living room can e,-.,y free of oosance. 

Enjoy the issue. 

50 Infamous 2 
Take a guided tour 
through Infamous 2's 
distinct New Orleans­
inspired setting - and 
main character Cole's 
redesign - in this exclu· 
SNe first look at Sucker 
Punch's upcoming 
sandbox epic. 
by Joe Juba 
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6 Feedbaclc 
This iSsue's letters incb:le 
reac1,cns 10 our 8ule1StOITT1 
OOvef Slory (and the main 
Character's hair), hOPe for 
the ESRB's AO rating, and a 
btoad spectrum of respons­
es 10 last month's fflitaoon 
lo<reade<sto,vei<;!linon 
finc.,g "true gamers" 

12 Connect 
AA eg,1-page explora-
hon of video games' place 
,n the art world IS the 
capstone of a manmolh 
Connect sec;tion that also 
inclJdes a letter to gamers 
lrom BioShock c,eator Ken 
L8\lllle and the origi'I story 
of Borderlands' belo"8d 
mascot Clap Trap 

60 Previews 
2K revisits an old franchise 
with XCOM. Starkdle< 

returns in The Force 
UnleaShed II. KillZone 3 
puts the PS3 throvgh 
its paces. we·ve got the 
sooop on all this and more 

84 Reviews 
Obsicf,an challenged itsell 
10 create an original IP 
w,th spy thlille< RPG Alpha 
Protocol. How did ,1 11,m 
out after all those delays? 

by Joe Juba 

100 Game Over 
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FIRS IS FAST. 

F- IS GENEROUS, SHARING 
INTERNET WITH UP TO EIGHT 
WI-Fl ENABLED DEVICES AT ONCE. 

ALWAYS BRINGS SOMETHING 
NEW TO THE PARTY, LIKE FRONT AND 
REAR-FACING CAMERAS. 

STREAMS LIVE VIDEO 
TO THE WEB. 

IS 4G1 BUT PLAYS NICE 
WITH 3G AS WELL. 

ISN1T LATER, IT'S NOW. 

WHAT WILL YOU DO FIRST WITH 
THE FIRST 4G PHONE? 

Sprint . 
The Now Network· 

hTC EV0"4G 

1-800-SPRINT-1 
sprint.com/firsts 
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Preemptive Strike 
I know~~ a llld early. bot I'd like 10 nominate 
Graysoo Hunt as a candidate for ya11 "'Top 10 
Do<1<s of 2010· ~r-end list. His faoo should 
easiy put h'm h the lop eight, and when )'(l\l 
throw in the golden cow-skull crolch·doorl<nob. 
he rates top three at least. If ~ine and Jet 
Brody mated. we ,V<l<J<l have Grayson H.-,1. 

Thomas Fischer Jr. 
via email 

I typically do not play first-person ShOOlers. bot 
aft8' reacfng )'(l\lr article on BtAletstonn. all I can 
sa-t is ·Ahh! I can't wall!" Excellent ;:,t:> going 
through the mer ,vor1ongs or a sure-fire dasSic 
(fM> years ~om now. maybe). Bulelstonn blew 
my mind. and I just keep re-reading the article 
t>ecause it seems so rad. ff ortt I didn't have 10 
,va~ untl 20 11 for this dam game! 

Nate Nease 
La.$ Vegas, NV 

Okay, so Grayson Hunt looks like he jumped 
straight out the box art for an earty Super 
Nintendo game. However, the protagonist'S 
•OOs•coof flair contributes to the overall 
gonzo vibe of Bulletstorm; the gameplay ls 
about ridiculous combos and blockbuster 
action, not a profound narrative. In that con• 
text, Grayson Hunt fits right in. After all, you 
can't pull off the " believable and relatable 
hero" schtick when you're getting points for 
electro-whipping dudes In the crotch. 

: T.s month in Feedback 

readers show their devotion to 

gaming, gripe about Farmville, 

rip on Activision, and we look at 

whether the AO rating is holding 

the industry back. 



"COULD CMANGE TME 
WAY EVERYONE VIEWS 
MOVIE-BASED GAMES." 

- AOL GAME DAILY 

" ... REWARD[SJ 
EXPERIMENTATION AND 
EXPLORATION IN WAYS 
RARELY SEEN IN FAMILY 
GAMES. FRANKLY, IT'S 

ABOUT TIME." 
- GAME INFORMER MAGAZINE, 

MAV 2 0 10 



NenUst 
Correc:llons 

• -Many comic fans wrote 
us 10 correct a ccuple of 

errors in our feature on 
Marv<al vs. GapcOfn 3. So. 

in an a11~1 to regain 
scme of our Sllameft.lly 
forfeiled ne,(I Ctedibilily, 
we apologize for calling 

OeadpOOI a mutant. and 
fOf referring to Captain 
Ametica as a founding 

member of the Avengers 

Short~ toj 
Headen'~ 

Qaestlons 
• WhO has the t,;ghest 

Gamerscore at GI? 
Reiner 

• Where was 
GI ()oicl last seen? 

Classified 

• Which GI staffer 
wants to go one-on-one 
wilh me .r1cl get owned? 

Dan 

• WI they make 
Bip$hock3? 
(BipShock?) 

More Than Mature 

The M:) mtir,g is basically a cleath sentence in 
the a>duslry. The fact that moS1 i:iaceS won·1 
sell M:) games means that they are bei'Q 
unfaitty teStricled, leading lo them bei'Q eciled 
and watered clown. Games aten'1 just lo, l«ls 
81l)ffl()fe. people! There is a whole generation 
of grown~up game,s r¥YN, and we can handle 
an array of malUfe themes and situations. 1 can 
gua,antee lha1 a game wilh an M:) ra~ wWcl 
have a real audience. I want lo see tis happen. 
and rm positive rm nol lhe Od:f one. Ne there 
arr-t big clevelopets out there ,.,;u, the guts 10 
face the controversy and make a game r.ke 111s? 

Jess Wasson 
via email 

You seem to be under the impression that 
developers' artistic ambitions are being sti­
fled as they are forced to pander to a philis­
tine audience, and the reality doesn't match 
up to that perception. The ESRB's AO label 
has only been applied to games featuring 
extreme sadistic violence or graphic depic­
tions of sex. An M rating still allows devel­
opers to incorporate sophisticated elements 
that accommodate an entire spectrum of 
storytelling possibilities. Furthennore, most 
.. mature themes and situations" can be 
conveyed under the M rating without fear 
of censorship; ask any gamer if they feel 
like Heavy Rain or BioShock were artisti­
cally hampered by being .. limited" to an M. 
Mature gaming doesn't need to be defined 
by excess adutts-onty material - unless 
you're specifically advocating games with 
pervasive, sexualty explicit content. .. in 
whJch case, gross. 

Do It Yourself 
Why c:to mo,e c1eve1opers not pUt in a map edit­
ing 100!? HalO'S Fo,ge IOOI is where I Speo(I most 
ol mf time on Halo. playing awesome ,acing 
maPS and inlection variants. Far Cry 2's map 
bu'lcler is the only reason I stl own the game. 
and moot of Li111e8igf'1anel's con1en1 is builcing 
your own levels ancl oownlOa<ling others', and it 
is very well receivecl, Map builcing 100ls ~ 
extencl the replay value and ii c1oesn·1 seem Ike 
it ,,ou1c1 be 100 har<I to pU1 in. so why c1on·1 mo,e 
oo,e!opers <lo ii? 

Hank Morrison 
Chattanooga, TN 

A Community 
Responds 

Last month, we printed a letter 

from Collin McFerrin, a reader 

asking U he was the only gamer 

who cared about the future of 

the Industry, Unsurprisingly, 

many of you had an answer to 

this question. These are just a 

few of the responses, ranging 

from outraged to welcoming. 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 
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You're right. Creation tools are a lot of fun 
when they're handled well. That's easier 
said than done, though; developers not 
only need to give players all of the pieces 
to make content, they also need to make 
sure that the interface is intuitive and easy­
to-use. Check out page 39 to see our top 
10 console games that do user-created 
content right. 

Collin. whelher ij be your area°' your a11i1ucle. 
you haven't 11'\Ay mel this gamng C()(MlUnity. 
The enti.,siasm and cledicalion of ijs fans haS 
kepi the business af!Vll ancl constantly !)t'Olv• 
ing since the arcaoo (lays. These- -
myself i~ - are infatuated with gaming. 
Irs not just you. There are mlions of garnets 
out lhenl. ancl allow me lo welcome you as 
you take your first steps OU! of your isolalJon 
and into our large oo,nmunity. 

Giovanni Calderon 
Bridgeport. CT 

In n,sponse to Colin McFemn. rm absd.Jlely 
sure that there ate marr-t people who love 
games just as much. °' -, mo,e so than 
you <lo. I myself love vicleo games. but we al 
have ou, ways of shov,ing tt. 1. 100. swscribe 
10 magaz;nes and watch online vl<leos. Mote 
importantly. I buy games with my had-earned 
money. I may not cleCencl big game p<t,IIShers 
°' 1,y to make gamers OU! of mf non-gaming 
friends. but that c1oesn·1 mean I oon·1 care 
abovl lhe Ml.re of the inclustry. In fact. I love ii 
ancl look f()(IVa,d I0 it 

Sonya Chambers 
via email 

Ball. this kid is an icliol. Does Colfin hOOeSlly 
111nk that people oon·1 care abovl lhe fulue 
of gaming? ·1 suoocri)e 10 gamng maga, 
zhls. • Yes. but oo you actually ,eac1 them? 
Then you ,YO<A<:t see tons of people are juSt as 
into gaming - ff not mo,e - than you are. 

Maggie Kaminski 
Evanston, Winois 

(Left) Wsoffs Ml/ Salek 
and Shaun White Sl<ateboard· 
klgcreatNedirec«irNN:k 
Ha<pe, cozy t4l 10 tile Prince 
in tile GI lobby (Right) Mlle, 
and Ben hang wiln Kane & 
Lyrdl 2 multi~ direcl(t 
Kin Krogh and 5ardJox Stlars 
Rob Fleischet. ""° has been 
hillirg lhe l1'IOUS1aCM wax in 
a majcX ,.,,,, (Inset! Meagan 
parties dol,n oith Oesuuc• 
~-• Chad Qincelmo 

GISPY 
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!Left) Std<er Puncrrs Man 
Larges! ~ar left) ard Ctris 
Zimmerman (second from 

rlghQ smile ,·,111 aen ..-.1 Joe 
as Infamous 2 game d'<eCIOr 

Na:e Fox tries 10 eat Dan's 
hea(j !Right) If )W ,,ear 30 

gJasses in real Ide. which is 
a/react, in 30, do iw see in 

40??? CWy Meagan ard Ray­
cntJ Moore know Ille answer 

Don't Worry 
One oompany has me scaroo crapless aboo1 Ille 
fulure of the gaming induslry; AelMsion. Every 
lillle tring lhey do just seems mot8 evi lhan 
lhe lasl. Sure lhis is hypert)ole, bul after hear· 
ing aboot me 1erminalion of Ille heaOS of tnffnily 
\Nard and seeing dozens 01 Some!~ Hero 
games, ii iuSI feels like Ille oompany is bleeding 
Ille induSlry dry. 

Evan Painter 
Savannah, GA 

Activision is a popular target for ire these 
days, for au the reasons Evan cited and 
more. Before you get too seared, however, 
remember this: Times change. Five years 
ago, people were saying the same things 
about Electronic Arts. Long before that. 
Atari was the name to beat in home video 
games. The company leading the market 
today won't hold that position forever ... and 
you can take comfort in that the next time a 
Something Hero gets you down . 

Brave New World 
t was rather dislurbe<I by the commen1s 
made by Jessie Schetl in the inl8'\'iew 
·eon1emplaling lheGamePOC<}lyl)Se." His view 
of a future in which an individual"s &.te<y activ· 
ily is monilored Met awarded bonus pcinls 
is O,wellian. However. O1\VEII and Huxley's 
writings were warnings. not goalS. Maybe Mr . 
Schell should gel off his compu1er for a while 
and "in1egra1e· wilh people lhe old-fashioned 
way. In any evenl. I can guarantee I won't be 
enriching him hxther by buying and reading his 
1rash or buying his games . 

Jeff Howell 
Pelham. NH 

The idea of your every action being moni­
tored and quanti1ied with points may be 
unsettling, but you don't need to shoot the 
messenger. In the interview, Schell the-c,.. 
rized that curref'lt trends are going in thi.s 
direction, but he wasn .. discussing it as an 
Ideal to be attained. The phrase "game­
pccalypse" hardly conjures up Positive 
images; it's important to see the distinction 
between recognizing the potential for an 
Orwellian future and actively working to 
bring it to pass. 
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I 
t's hard to imagne Bongie's Mure with· 
out Halo. but the studio has been slowly 
moving away from the successtul first· 
person ShOOler franclise ever since it SPiit 
from Microsolt three yea,s ago. Now. the 

Kirldand. Wasti<lgton·based studio is emboo<i1g 
on a (ifferent pa!h wi!h new partner Activision. 

Bongie and Activision have signed a 10-year 
deal that allows the studio 10 retain the rights 
to the IP it <:reates in ret1Xn for gM,g Activision 
the exclusive rights to l)lAJlish and distnbute 
those titles worldwide. Harold Ryan. president of 
Bongie. said that the deal has been in the wO<l<s 
fo, nine monthS. and that, to him. Activision 
was the best choice. ·we chose to partner with 
AclMsion on oor nex, IP because of their global 
reach. mctti-pfatfo,m expenence. and mat1<8ting 
expertise." he said. ·11 is dear that Activision sup­
ports our commitment to gMng our fans the best 
~ gaming experiences.. 

Bongie hasn't amoor,oed its.- project. but 
the studio is trying to repicate its suocess with 
Halo by o,eating a compelling <riverse for its new 
IP !hat Bongie envisions will host rruf1il)le ti1les. 
The developer's aspirations are sure to receive a 
boost by reaching more gamers: this is the first 
time the studio is <:reating a multi-ptatfo,m oon­
sofe game. Wedbush Morgan industry analyst 
Michael Pachter befiell8s that putting Its games 
out on other pfatfO<ms could pay off big. ·11 Mure 
Bongie games are as poptJar as Halo. they could 
sel as many as 15 milion trits on Xbox 360 and 
PS3 combined." 

MMy \\/8'8 surprised Bungle chose Aclivision 
as the partner with \W'lich it wants to grow this 
ambitious preperty, given the publisher's current 
legal entanglement with Call of Duty: Modern 
wartate 2 developer lnfnly Watd and its two 
fo,mer creative leaders. AlthO\ql 8ongie oom­
munity directO< Brian Jarrard regrets the poo, 
timing of the anncxrocement, he doesn't befeve 
AclMision wl interfere with Bungle and the 
games it 11tendS to make. ·Honestly. the reality 
is it doesn't change anytnng for us. We ha"8 a 
pretty amazil1g deal with all the important points 
lo, us !hat really S8l us UP fo, success and hepe­
n,y kick some ass in the.- decade." 

Bongie doesn't seem like a C0<1'4)8ll)' that 
wants to forfEit the independence it ganed after 
separating from Microsoft in 2007. The two had 
enjoyed considerable success with the Halo 
franchise since Microsoft acqui'ed the company 
in 2000. When the pair spl'~. it was a seemi1gly 
peacefu breakup. with Micrcooft keepi,g the 
Halo btand and a minonty share in Bongie. The 
developer became a privately held (X)(t';'.)My. and 
set itself up to won< on non-Halo games. It's long 
ooen rumored lh&t there was friction be~veen 
Mierosolt and Bur,gie <be to the latter's ..-.'liing­
ness to blend into Microsolt's oo,porate structu'e 
and culture, as w<!II as an increasing des,e to 
v.'0<1< on ano!her franchise. 

It remains to be seen ff Bungie CM make 
lightning strike twice with back·to•back 
blOcl<buster franchises. but it seems that the 
de"8toper trusts Activision to give them every 
chance to succeed. 
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Unlikely 
Allies? 

There are plenty 
of ways to skin 
a cat, and this 

recent partnership 
between Activision 

and Bungie isn't the 
first time seemingly 

unlikely partners 
have teamed up. 

Here's a quick look 
at some recent and 
sometimes surpris-

ing bedfellows. 
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Bungie's Next Game 
The CfevelOl)el' hasn't announced ,vhat it is currently ,,o,1<ing 
on, but whatever it is, Bungie is already making progress. ·1rs 
something that Jason Jones. lhe co-founder of Bungie - who 
is the same guy who came up with Marathon, Myth, and the 
!rst Halo - it's something that he's been ,YO<l<ing on bel>nd 
the scenes tor a number ot years now S:nce 2007. • explailed 
design director Joseph S1a1en. ·Atter OOST, me and some of the 
other core creatives on that team spent some tune working with 
Jasoo. I've actually been lul·time on this project since the end ot 
ODST. This abSOlulely has gotten some focus from me (7ol8( the 
last year or so: 

Bungie has had plenty on ~s plate with the Halo franchise, and 
this has come at lhe expense of expanding into new proper• 
lies. We knOw the company has had one SUCh project - which 
was not an FPS - in the hopper for many years. This concept 
could be the genesis for the stud'<>'s new project. The studio cur• 
renlly has iob listings that WOUid indicate it's making an action/ 
RPG: Bungie is IOOl<i>g for writers to craft a UfoMlfse featuring a 
"branching or nooli,-narrative experience." as well as a "player 
investment designer' to "give ptaye,s long-term goals to invest 
them in the \vond and their character.· 

BloWare& 
Electronic Alts 
Ahtlough EA bought f!irNlare P.w,. 
demic in 2007, theo' r~atiOOSlip is 
seemirgy more ol a pa,tnersflc>, leav· 
ing Mass Effect devel:ll)er SioWa,-e 
ml!I a lair amomt ol treeoom. ~ 
move has paid olf. This is a markoo 
Change from the days ,men EA "°"Id 
buy ar'(I subsume ClevelCl)ers Std> as 
Westwood Sludios. Wipping !hem of 
1t,e;, name, ldenlty, and laler1t. 

Bethesda & Id Software 
Doom's id Software was a long·lin'e partne< of 
Activision, but In 2008, John carmack and company 
sro:l<ed the ir(tUSlfy by aM0tJOCing a flOOll$hirQ deal 
IOI Rage v,lh Activision rival Eleclronic Alts. Silce 1001, 
- · Bethesda Softworks aoqured id ar'(I the Rage 
rights tranSlerred 10 the Elder SOIOIIS f)OOIIShef. 
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T hough next year·s Pirates of the Caribbean game uses the same 
title as the popular movie series. Armada of the Damnetfs sto,y 
isn't based on scripts from 8IIY of the recent lrns. but instead 

alows players to create their own adllooture. 
Annada of the Damned .-.tcodUC<lS RPG elements. giving piaye,S 

greater choice ;,, the type of pirate they wish to become. Oependng 
on your actions you can become a fearless Legendary pirate°' a 
teaisome Oraaded pirate, ei1hec' of l'lhi<:h wl affect the sto,y, envi· 
rorvnent. character interactions. appearanoe. and combat abities. 
Playefs can also play the role of Gaptain. which allol'ls them to cus• 
tOflliz.e snip and CteW. Onoe preparations are made they can then 
raise anchO< to exp!O<e the games w011<1. 

o..ring a recent demo. the crew arrived at an island inhalxted by 
cursed vlllagets who ha"8 mutated into savage e<abs. You are p,e­
sented w;th the CllOioe to rescue them. and ultimately their fate is up 
to you. We'I find out the outoome of these islanders and mo.-e v.tien 
Disney Interactive and delleloper Propaganda Garnes release Pirates of 
the Caribbean: Annada of the Damned on )(l)()x 360. PlayStation 3, and 
PC next~. 
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How does such an 

anomaly exist In 

this harsh environ­

ment? We asked 

ClapTrap's creator, 

Lorin Wood, about 

the character's 

origin and his role 

In the wasteland. 

ClapTrap is baaed on a sketch of yours. 
Have you had this character In your 
head for a while, or was he a spur of 
the moment creation? 
WfA. I had to fulill a personal need to a-aw the 
most generic robot I 00\Ad thirl< ol. As I was 
,VOO<ing on llo<der1Mds. Brian Martel recaled 
the sketch (it was posted as a gag in an assgn· 
ment for a completely offerent pro)ecO and had 
me eta,, ~ ba<:k to the sU'faoe. The deSign direc­
tion the game was taki'G, we agreed he'd make 
a nice addition to the game, for both technical 
and artistic reasons. 

What was the Inspiration for this 
character? 
WfA. there are several obvious SOU't8S that I 
aew from- everything from R2·02 to WAl.l•E. 
He's clt\nately an hOmage to these characws 
with our own spin, 

Was ClapTtap created a:a a counter to 
the gloomy post-apocalyptic setting? 
He was. The tone of the game is pretty bleak 
when yoo get past the eye-candy. The main 
characters, not to mention the bandits and .­
the other etealures that p()f)U81e the world, are 
no4 necessa,iy prone to cudcting. I thirl< we 
pretty much naiad the aggressive nature we 
were pursung: tits environment is hostile. Okay, 
now how do we balance this equation? Humor 
is aN1ayS the best ~ to c!eflate ~ unoomfOrt• 
able Muation. Clap Trap was created as a form 
of tension ,_ and as a resut look on many 
of the hcmanizing characteristics that the other 
characters were tacking., .i'ltentionally. tn a way 
he became the voice of reason for the player 
(which explains why Yo<Jr first reaction is to try 
and shoot him). 

How did ClapTrap evolve from 9lcetch to 
in-game model? Were there any aigniff­
cant tweaks? 
lncioentaly, there were very few changes made 
to the characte,- <lesign. There were more ad<li· 
lions than anyth'r9 elSe. 

The sketch was res,.,rected. and from there 
I went throogh a PI008SS of ideation with Brian 
where I p1aye<1 around ,vi1h vaooos forms of 
locomotion, facial details. some minor propor· 
tional alterations, and appendages. but fl the 
end we returned to the orighaJ Sketch and pro­
portions. The elements that he'$ cornposed ol 
are very noo-threatening proportionally. 

We needed si,ecif,c elements that WO\Jd 
OOffl&f a great deal of personarrty withfl a limited 
bracket ol geometry. It's a good exercise that 
helps hone yoor des9l SkilS. t Sketehed OUI 
some more re1ined <lesigns before taking that 
to Brent Hollon, the modeler. B<ent suggested 
some superficial detals which firrrly SOiidified 
Clap Trap i'lto this world. Hes very capable at his 
job. and his contributions broug,1 some rruch 
needed reality that I didn't consider. 

I kept the oos;g,, fairly Siml)fe for b01h aes­
thetic and modeling purposes, but a 2D draww,g 
doesn't always translate into three dimensions fl 
~ way that'$ satislactory. More detail win he\> 
sfA dimensionality when ij moves in space. 11 
was necessary to make him more believable. 

Did you ever toy around with the icka 
of a robot voice? Or did you always ... 
him havfng a goofy. human•Uke tone? 
There were some ntial ~lions al)Out the 
voice (and SOUlds in general). Part of me vat;pi.y 
erMSione<I him with a lmied vocabuary and lots 
ol techno-gn,nts, but when Dav'o took the reins 
he went off fl a completely cf'rfferenl di'eclion 
t~ I WO\Jd have imagined. In my mind's eye I 
saw a !l'<JS8 ol sorts. more akin 10 WAl.l•E w~h 
a lew off-color limericks tossed in there. I think 
David saw that too as he forcibly sholled me out 
ol the reoorcf' ng room and Slammed the door 
with mariacal laughter. 

Does David speak In his normal voice 
any more? Or has he tran•formed into 
ClapTrap? 
He does walk around the offtce dancing ll<e 
Clap Trap trying 10 ~• his groove on .. Xs actually 
pretty sad. 

/ 

Did you apply an effect to his voice? 
Nope. That'$ al David Ecld'~ !Gearbox's \lice 
president ol busiless e1evoopmen1 and licens­
ing). It really is difficult 10 keep a straight face 
when you're aro<m mn. 

Yes. His voice was altered considerably. 11'$ 
diffict.tt to e,,en recognize it as his, David is basi­
c,il,y gone. His performance is the or/If~ to 
identify him. 

Claptrap Is obviously popular with 
Borderlands fans. WIii we ever learn of 
his origin atofy? Why do all claptraps 
have the same voice and attitude? 
Ah, good question. wg1, on that SlAJject I'm a 
man ol few ,V()(dS .... 

Throughout Borderlands' DLC, we see 
several variation• of Clap'T\o'ap, many in 
outfite. In the original Bordertands con­
tent, you stuck with color swaps. Was 
this something that came up after the 
initial relea.ff? 
No, lhal was.- premecilaled. The environ· 
menl and theme or the individual Dl.Cs die· 
lated the color Schemes ol lhe Clap Traps, We 
were accustomed to the standard yellow hero 
Clap Trap. ,ve figured why rm~ ourselves wih 
that? Let's have some f\>l ,vi1h him. The or/If 
11-.,g that needed to be consistent was the past 
effect and texture woo<. We estabished that 
des9'1 language on the original game, so ii we 
cculd ~t &way ,.,;u, somell-.,g, ~ had to a<t,ere 
to those rues. 

Any chance we'll see other robob like 
Claptrap In futul'6 Bo-rfands ltera• 
tlons ... perhaps an antagonist? 
Well, again, I'm a man of lew ,voros .... 
!Grins! • "'"-~-""'-
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LittleBigPlanet (PS3) 

Banjo Kazooie: NulS and BollS ()(box 360) 
Nuts aoo Bolts ottess a unique approach 10 use<-crealed 0001en, 
i)of ,~ l)layers 10 maJ<e lheir °'"' cars.boats. aoo airplanes 10 
complete veticle·based missionS Vellide llluei>'illlS a1e also inculed 
kr the crealively dlallenged, IJIJI the rrosl enlef1ailing aspect ol lhe 
g.wne IS crealilg your °"" mecllanieal monSlfooily 10 tenor'rze Ille 
g.wne·s cuteSy inhabilants. 

WarioWare D.I.Y. 
(NinlendO OS) 

L1tl1eBigPlanet's deep toolset gives armchair developers free 
dom to create then own levels, costumes, and programmable 
obJects, while rema1mng simple enough for non designers 

One ol lhe most ooml)lete 
sysiems rcr crealirg user­
made conlenl belongs IO 
Nintendo's i1all(bld. Wari­
oWare O.LY. allOwS J)laye,s 10 
create eve,y "'l)eCt ol their 
°"" micro game: they can 
<lraw CUSlom an ., Ille image 
edllOI. oompose a tJliQue 
rrosiCal soore. and program 
an ol the game~ oblec1ives 
and imetaebonS, lhen Sllare 
them with lrierx:Js via Wi•fi. 

to use. With over two million user created levels available 
onhne, LBP has one of the most prolific commumties of any 
game to date 

ModNation Racers 
(PS3) 
~ second game release<J 
IJ'(Jer Sony's Play, Create, 

~ """""· ModNalioo 
Racers al)ltles LBP's style 
ol content crea1ion 10 Ille 
tired kart rac:ng ge,ve. user­
lriendliness is again Ille key, 
wllll MOO'lalion~ IOOlsel al· 
!Owing Players 10 eHorlleSSly 
make llleir °"" racers. cars. 
andl/aeks. 

TimeSplitters: Future Perfect 
(PS2, X1ll,x, GameCute) 
An early atten'C)I a1 M FPS editor on oonscles, 
Future Perteet allO-,'IS you 10 lay Q.( pre-lab rocrns 
on a set ~ 10 crea:e tllique Ms. You can also 
set CUSlom lighling, cr~ enemies and set their 
,;pawn behavior. and create custom oojec1i,es for 
your leYelS. llllorrunately, there is no easy way to 
sllare )'OUI maps with other Players. 

22 

WWE Smackdown 
vs. Raw 201 O (PS3, 
Xbox 360, PS2, WiO 
The 2010 inslallmenl ol Ille 
lrardllse 1a1<es Chatacler 
custorrila1ic:n 10 a ,•,tlOle new 
ie.et. rot only allO',•nng you 10 
create your°"" wrestle<. IJut 
aiso cran custom tirishers. 
dlo'OO!J"llh tlliQue en11ance 
anmallons. and e,enMte 
your own SIOCj1llleS. 

Blast Worl<s: Build, Trade, Destroy (WiQ 
Blast WOr1<S is a cream ccrne true for fans or side· 
scrollingshool•em-ups. Thegame'sediloralows 
J)layers 10 crea:e M °'"' sllps, enem',es, ie,eis, 
Md even custom bullet 1)0tterns.Aside lrom Ille ini­
tial hassle ol en~ your Friend Code. lrans1erring 
'"1Y ol lhe 9,000+ user•made files from Ille game's 
1•,ebsite is a IYeeie. 

Skate 3 (PS3, XIJox 360) 

Halo 3 ()(box 360) 
Wlile Halo 3's Fcroe ed11cr 
only aJIOwS you IO ll10Ye 

obiec1S i1 a map and 1101 
ctmge Ille 1errain ilself. 
later map packs rmsed i),/ 
Bungle roctuded a variety ol 
buildilg llloel<S desi!,led to 
let J)la).,s create their°"" 
SlfUCM~ Net only Is Ferge 
easy 10 use. IJut ii also al· 
lows pla\"5 10 piay together 
on Ille map Mille they erfa ii 
in real t,ne, 

Forza Motorsport 3 ()(box 360) 
The Tony Ham franchise laid Ille fOt.<'<lation rcr 
creai.g your°'"' custom sl<ate pa,i<s, blJl recently 
Ille Skate series has been doing all the lmova1ing. 
Nol. or'ly do Skate 3~ toots allow you 10 effortlessly 
create )'OUI °'''" custom pa,1<s ,~tl'in the city of 
Pat Gaiverton, blJl the game rewards you for shar• 
ing your creations ,,.Ill other l)laye,s and Skating 
lllem together. 

Fem may 1101 Ile Ille first game 10 feature a 
laye,·based liYely editor, but lhaf1l<s to Ille ability to 
rate and sen cust.om paln1jobs rcr In-game credit 
via Ille auclioo house, It has beOome one ol lhe 
IOOSI popular choices fcr a,1islic gamers. Fcm·s 
websae allows you 10 browse pictures of over 
lWO mllion custom ®S created i),/ Ille game·s 
ded'JC8ted comnu'ity. 



As I wrote in my lost column, my wife and I OJe reluctant to push video 
games onto our kids Thars not to say they're not fascinated when they see 
me playing something. When we do let my oldest son play games, how­

Portal 
Power 

ever, it's usually on our computer. He has an easier time With 
the keyboard/mouse interface than on a gamepad, and there 
OJe also plenty of bite-sized activities for him to explore. The 
fact that the games OJe free doesn't hurt, either. 

Here are a couple of indispensable websites that feature 
browser games appropriate for little ones. /'II be back in a 
few months With a look at some great places for older kids, 
so this intentionally skews veiy young. 

SesameStreet,org 
One of !he best sites Ive found for )'O<M19ef kids is also perhaps one 
of the most well known. Sesame Street's onlne presence is a fantas· 
lie <8SO<J'ce for kids and parents alike, exper11y merg;,g educalional 
content with entertainment. 

The games on the site are gene,aly quite~. but they're 
perfectly appropriate for their aucf.~. One of the games starts 
with ElmO talking abOut using the potty, From there, players see 
an anmated sequence with Zoe as she realizes she has to use the 
bathroom. A IIOice tels the player 10 press arrt key on the keyboard 
to keep !he Slocy going. It's baJely a game, but it's a great wey to 
get chldren acclmated to !he idea of pressing buttons on the key· 
board - a concept we aclJlts may take for granted. 

Many of the games on the site are acoornparied by tips for par­
ents that tie into the ideas that the games are trying to gel across. 
Mer leamng about patterns w,1h Cookie Monster at the checkout 
r.ne, fore~. parents are urged to give thei' kids oome pennies 
to hep pay for ~ems next tiTle 1hey're at the grocery Slore, 

For parents of young kids, I can't recommend Sesame.street.org 
enough. A PlaySafe mode lets parents IOcl< thei' lltowse< so that Chi• 
do'en can't accidentally navigate away from the site, which is invalu· 
able when you nood lo step aw"( from the comput«. Everything on 
1he site is free, but paronts can register toaeate customized pages 
with 81JSf acoess to favonte games and \/ideos. K )'?<Jr kidS are i1to 
Sesame Street, they're boond to Ind a lot of them. 

PBSKids,org 
PSSKids.org is another site that households with little ones shotAd 
know about. The intorface isn't qu~e as 8/JSf for kids to navigate, but 
the content is rock SOiid. P8S Kids is hOme 10 a lot of farnfiar faces. 
such as Olfford the Big Red Dog and Ctxious George. The games 
are sirrl)le but interes~. and 1hey do a geat job of mrromg each 
Character's \llsual Slyle. 

AS with moSI of 1heSe sites. the games are tit or miss - lhrlugh 
when 1hey tit they're <µle good. One of the more n ter~ ones 
has players Choose ,,ro win receive a gft from Ctxlous George. 
From there. George draws a picture of a gift and players have to 
dedx:e what he was t,yi,g to scroble. Then 1hey enter an arcade­
style mlnigame and go to the appropriate store aisle while 8\'0kling 
felolv shlppers. Kids vmo are learning their letters ar>d r,,,mbers 
have plenty of ways to test their sl<ills, too. In a Super ~-themed 
bingo game. kids dick on letters as they're called out. revealng 
hid<len piccures. 

The beS1 11\ng that parents can do is to visit the sites ahead of lime 
and check them out for themselves. AS I siro. some al the games 
can be pretty weak and It's great 10 know what stinkers 10 a,oid 
beforehand. They're abOOkrtety rot a replacement for Slorytime, 
ctawing. or other forms of play. but my wife and I have found these 
sites 10 be a fun supplement to our son's reg,w actMties. 

Now. W 00\'he'd lly 10 errdatemewhen I clean \4) lhey&-d,.. ~ 
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Alan Wake 
Very rarely does a game leave you longing for answers. Alan Wake is designed to mess with 
your mind and make you question reality. We talked to Alan Wake writer and longtime Remedy 
employee Sam Lake about bringing such an ambitious project to life. 

When you wrote thi$ story did you more plamed and ,-.,.Jd vety rru:h Alan Wake has a more sophi$-- Thecoflee lllermOSeSarea i.,of u,e 
orlginalty pen a definitive conch,- like to do l'nOf&. The name of the fl'St ticated soundtrack than most hat to Twin Pooks wnere they <t"'11< 
sion, Of" did yoo atways intend to OLC pack is "The Siglal." and is free game$. Was each song hand- erdess amounts of coffee and 
leave it open to interpretation? to al that P<..-chased the game. jOnly selected to complement the pk>t? talked a.bou1 it a lot. 'We dri~ a 101 
The od8a of hO\v U,egame ,-.,.Jd ""'v copies. - Ed.I Very mvch so. Al,:lo and especiafly of cofleeaswefl. espeootyv.tienwe 
Md was in place for a lOOQ ,..,., mus,; are very po.vemJ S10!\'lellf19 90 OU1 in tile \\S)OO$ ., nig'II. 
\-.tile we wo,ked oo Mv1 WaM. How big of a challenge wu It to tools. especialy in • 9"1'8 lil<e Alan 
oot hO\v lhal eooing ,-.,.Jd Ile told tekt,graph major plot points on Wake. v.11e<e the mood and the Alan Wake offers difficutty set• 
shfted around a fe,.v times. The the menu.script pages without atmoophete rJaY a big PM- Woth a tings for normal. hard, and night• 
most ffl()()ft8n1 thing was 10 create spoiling the suspon$8 of the rigl>t song yc,, can add a lot of (lepth mare. Is there e re41son why easy 
m emouona1y satisfying and r.tting ac:tual moment? tothesto,y. wos not included for ca$U81 play-
oonctusion 10 the Slo,y. Something The eoo>c:t W8f,/ 10 dO • toc:I< some ers more interested in the story 
thal ,-.,.Jd stay with yc,, and make ,YOl'k tO Md. The key is 08V8r' l0 The "Lady of the Light'' song was than the challenge? 
yc,, think., ,"1ile stn giving a feew,g teveal too much of a funxe situation, created to move the plot forward. When playing tho game USl'19 the 
ol having succeeoed 11 yc,,r goals. just enoug, to five a glimpse Md What was It like crofting a song normal dfflcuty ~- tho game 
Th$ is a psychol09<:"' tlv,ller, and to eteate ~ expectation. a fut...-e for use in narrative? aciualy has"" ooto-adj.Jsting cit· 
as sucn we wanted an eodlng tha1 cilffhanger as 11 were. lha: way yQ<J We had already WQrked with Poets fic"1y setting. wt-ieh ,,_., 1h31 tor 
would be SClfrl8\\'hal subjective and 

-·· '"""' Spool anything but oM/ 
ol the FM guys- the men l>ding a casual gamer, the game is "8Sf. 

have a a-eamlike feet to it I'm very add to tho suspense and tension. bel1ind Old Gods of Asgard in AIM W$ re:#y want everyone who's r'ltEW'• 
h8PP'f to i- that the eooing has Wake - when ,YO<klng on Max Payne ested 11 the s,o,y to be able top,,/ 
spatked ge81 conversation, You \WI The 90me begins with a Stephen 2 and the end credit song there, the g,rne throug> and experience 
fl'ld OUt 01X iiterpreiation when the King quote that end.s up being the "Ullo Goodb)'e. • l outined the his· the s,.o,y from the bajrri,g to the 
Slo,y of AIM \Mn cont"'8S. perfect thesis for the entire game. to,y of OGoA to them, and the s,o,y end. The game monitors hO\v yQ<J 

Was this quote a happy coinci• c:on~ent we wMted to ~e are dQng and ._ the sett"9S 10 
Since Alan Wake is a story about dence, or was it used as a funda• to the~• """ the song. They help yc,, OU1 4 yQ<J are having troul:18. 
writing, how dlfflcutt was It to tell mental pltilosophy for the sto,y? created "The Poet and the Muse" 
this tale? I f<Xl'ld the q.,ote quite late ii the based oo that 8ro ,-.e went ttYough What re-mnants from the original-
trs true that en one level you ca,'\ pojeot. II frt so perlec;tly that I knew a ~• of rounds of ~eration toge, ly proposed open world design 
IOCk a, the sto,y of the game as we;.,sthad1ouset1. all the de1als rigl>t. They are vety carried over into the linear, story-
a metaphor of a lOOQ and difficut talented mUSi'::i!W'ls. It was a plea.siJe driven final game? 
wri;ing projec1, As a writer. the Vlftf How much time went into worldng ,.vilh them. and I'm Y8(I/ The 9"1'8 engine S<.W()r!S largo 
thal \vaks is very tarrilat to me. designing the lighting engine and h8PP'f "11h the res,,lt. I wwctl't Ile areas and vistas. Some of the loca• 
wt,et_,, the 90"19901 tor.,g, atong honing it for the experience? surprised W there would Ile more tions in the g,wre are stl Q.ite large. 
the way for one reason or the other, It toc:1< a 1:,t of work, years of ,""'1(. OGoA songs in the M\Jre Alan w.l<e and the 5911s are spec;tactkr, Ifs 
the main character·s professiOn and Sut we had a \'i:SIOrl aid we kne\v games.1 1-there·stllea,Jyafan ha«! to St1f W there would Ile 8/TY 
writing as a theme .... -ere the tOUci"I• lhal thoS was tho area we really $110 dedi::ated 10 the ban(!. "8hide gameptay in the game with-
stones we'd retum to. wanted to focus oo. Ftst to get the out the oor1y SMdtlox prototypQS. 

engine and the tools done. and then Is Alex Casey s.uppos.ed to be 
How will the planned DLC fit into ext~ prototypi'lg to find the Max Payne? Is there any chanee Alan Wake 
Alan's story? looks - and most importantly. the ~v that you mention it. Alan will show up in different media 
1 d0n·1 '"'"" 10 $l)OI anything here, gameptayrnechark$and llow- to Wake'$ past S'UCOeSS as a ,vriter ot other than the Bright Falls 
001 the a.c wil take ptace after the make~ fun 10 ptay. -,:,,me fiction 00\Adwell Ile videos? 
e,en,s of Alan Wr!J«I. AIM Wake Is ilt8'l)(eted 10 rr,rro, Remodyl, past We are actively looking into oppo<• 
a story-dri,en experience, and as The Dart< Presence Is manifested sucooss and tho games we haYe tunit ... of doing something lil<e that. 
such. al the a.c con1ent wil Ile in the form of a tornado. How did worked on. Ft1my thing, that We feel that AIM Wal<e could well 
s,o,y.,t;,en. too. we see the a.c you decide on the final fonn? Ile transported into other rnedoJms. 
as a special '8alure of a 1V series, we wanted ii 10 be a lorce of nature, Collecting manuscript pages fit We have plamed Alan Wake (,om 
someth,ng that builds a brk:Jge sometlw'Q large. something that into Alan Wake's world and story, the bQ9m,ng as something bigger 
bet-ween one season and the next 8'Y8r)'Ofl8 ,\IOOk:f f8COgize and know but the coffee thermo&&S seem thM just. or,e game. Let'S 008 hO\v ~ 
~ in this case the first game and the to Ile po.""1ul. something scary in out of place. Can you explain goes. Time will tell. ~ 
po;ential SOQJel. If the gamers Ike tha.1 \~. why thls collecteble was Included 
Alan Wake Md want more. we have in the game? 







Sometimes games don ' t function as designed . Most console games today see tens of thousands of bugs fixed before ever enter­ing a living room. This process keeps some of the strangest glitches from ever seeing the light of day. While you've probably seen dead enemies twitch about or fall through an invisible crack in the floor, that was just the tip of the iceberg. Here are some stories about the best bugs in history, before they got squashed out of existence . 

The Elder Scrolls IV: Oblivion 
"On-g ObM:ln, OJI,_ Raciar1l /lj - - whl:h lei al !he NPCs Ill the worid 

1hnl< and 1C1 on 11'9 °""' -loO 10 some of lhebesl bugs. My--·~ 
where you had to UII< to a prisaw in ,ii. 
Somellnes.....tlenl)lay18SfM10, weWO<Jcl 1ind ,.,, - ., ""eel. dead. - .- us 
-IOligl#eOUIINffl, T"""'out. .. 
gt.GOS Ill 1he J:,j COUid l\lll QUI o/ 1ood and 
gee tuvy. Thoy""""' """'go down and 
kl .. pnoorw 10-t. l0od. This II 1-
poned- lhe r»Jtt wasn't tt.e. Id 
donl mmember hOw we f,gured 4 out. But 
1he IOOIJOn was easy rrora ~ food. 

-- ~ ----
.,.....act27 
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Uncharted 2: Among Thieves 
"Leading 1-l) to the E3 p,ess confereoce we had a 
texture streaming bug in Uncharted 2 that wo,Jd 
strike withOut wa,ning. turning every texture on 
screen into a purpish mess. It was one of those 
insidious kind of bugs that happened rarely enough 
tllat it was very diff",cult to track down, but hap­
pened frequently enough that the idea of giving a 
live demo on stage in front of thousands of people 
had me scared s---less, We d'Jd eve,ything we could 
to fix the bug before the big day, but si~ crud 
not guarantee tllat ii had been eliminated. Since the 
demonstration had to be live. we needed some sort 
of baekup plan. While t was playing the game Ive on 
stage. we had our producer from Sony playing along 
back stage keeping perfect pace with my p,ogress. 
tt the bug struck. we were going to switCh me screen 
on stage to his feed so tllal the demo could continue 
without the corrupted textures. ThankM!y the demo 
,vent off without a hitch and we c:f(ln't need to P<,11 
the trigger on the backup plan.· 

- Evan Wells, co-presiden~ Naughty Dog 

Star Trek Online 
"It was a little frustrating, beciMe in our game Y0<I 
Character can be botll a Ship and a captain, but there 
were times when, under great stress. the COde wotld 
get confused and it wasn't sure When you were Sl.1)­
POOed to be Y0<I Ship and when you were SUPPOOed 
to be your captain. People would i:-n out into si:,ace 
thinking that they we're going to their starshp Md 
they'd end..., as a (Ship.sized) person floating around 
in si:,ace. Sometimes the OPP()$1e wOUld happen, 
too- they'd be a shp and i:-n down to a si:,ace sta­
tion only to find that they were stil a person-sized shp 
llying around the station." 

Dead to Rights: Retribution 
·1n Dead to Rights; Reui:xrtion. ammo is at a p,emo,,m. and ij'S not 
unoommon fOI' Jack to run out. Fortunately. Shadow. Jacks />J dog 
l)uddy, can SPOI when this happens and help oot Unfortunately, eany 
on he was so eager to help that he wood run and fetd'l ive grenadeS 
and place them obediently at Y0<I feet. Another bug often occured 
wn le Jack and Shadow -e f,ghting enemies on a wooden walkway 
above Ille streets. ~ ttiis section, Shadow wotld ran<Jomy sink 
into the~ in a way that lell only his ears Md snout visible. As 
enemies wotld come after Jack, Shadow wood take tllem down, pell, 
ing tllem halfway through Ille walkway. Because of Ille random sinking 
and the vicious way he wotld pull enemies into the walkway surface as 
they thrashed about, Shadow reserrbled a shark - - his ears being 
the dorsal fin." 



•During MUA 2. we saw al SO<IS of bugS, though we foond visual 
bogs "'"'" often the 1\lnriesl. Lale in the game, we discov"'8cl 
that the Thing's facial structure and voice were gelling mappe(I 
to othec chara<:te<s ~ing conversations. The most memorable 
instance of this happering was when Ms. Marvel began chan· 
neling the Thing. and her b<ow. nose and mouth stretched out to 
lhe shape of the Thing's. Coupled with the Thing's voice, ii made 
t0< an unnerving experience!'" 

-Dan T1nguay,gamed-, \flcariclasVlstGns 

Flower 
"Al one pdnt. the flower that grows at the encl of ea<:h level was affectecl by 
the number of petals that you cotleclecl dunng the level. Of cou,se, befo<e the 
game was balanced, when we were ,-,st tasting out mechanics. we'd create 
such large swarms of petals that the final flower grew 10 epic p,oporoons. We 
ended up calwlg tt the Flower Motheranp. It looked Ike tt ,'l<l<Ad inhale the 
entire var,,y, and It cracl<ecl me up every time: 

- Kellee Santiago, co-founder and presiden~ Thatgamecompany 

-Way back in the day when Vicanous VISiOns was~ the PC 
game Term.-..s. we ran into some VfJtY S1tange bugs. In one case. every 
time you Irle(! to ft,e a missile, yoor spacesl>i) ,VO\.ld spontaneoosiy blOw 
up. We had W!lf1<ed to model the game wtth incredible OOCU80/. and we 
Just COUid not f,gcre ovt ,>1,y the ShiPS we,e expio(jr,g. It IOOk a long time 
to f,gure ovt the root cause- it h,ned ovt that the dameter Ol lhe mis· 
site was slightly larger than the weapons bay port tt was getting Shot ovt 
~om. so every time it hit the port, It e)<l)loded and IOOk the player's ship 
with tt. Also in Terminus. we had a pa,1,wa, Ship that WOUid fty out of the 
space cloCI< and inmediately al the controts 1voold go clea<I. The joystick 
1YOUlctl't wOlk, no keyboarcl inpu1, etc. It !t,necl ovt that we had mocl· 
ele<l inefficienl 1'8clialion Shielding on the Shi). So lhe momenl the ship 
IOOI< off, the radiation~ the engine's core would kil the pilOt." 

- David Ndlanielsz, executive 
producer, Vicarious Visions 

·One of au- achievements hinged on the player teed'ng the Maw every 
single creature in the game. As we got cio.e to the encl of delleiopmenl , 
it seemed Ike we ,ver-e running into al lhese cases \\lhef'e we COIJdn·t 
find the last creal\Xe o, two in a teYEI even thOUgh we \/isttecl all their 
locations. It soon became apparent that the Yums were disappe<ving 
somehow. We were at a loss. Finally, by chance, one of us happened 
to be passi'Q by one Ol the terntcriaJ Gastros as tt defended its zone 
against a Yum. It grabbed lhe fun in tts mouth, shook it vigorously, 
and tossed It at a mountain. The fun hit tt and lhen suddenly went 
rocketing into the ar Ike a Smash Bros. character. It tumed ovt that n a 
c,eal\Xe was small enoogh and got Shoved too far into an ildentaoon in 
the terrain, au- physics lib<a,y helprully resolved the situation by firing the 
creat"'8 into the a'K at near•infin'rte vetoctty. I thOUght ~-d be fine to ,-,st 
tell players lo wail a couple days for 1l1e Y<'OS lo fal back lo 1l1e grouid, 
but the designers made us fix the bug instead." 

- Mike Hen,y, tead prognimmer, Twisted Pixel Games 
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S 
cott Pilgrin may nol be a name 
famHiar to eve,y ga,ne, out there, 
but that 1111 all Change wt,en the 
cult hit grapllic ncml series hijs the 
big screen in this summer's Scott 

Pilgrim vs. the Wo,ld. To accompany the m<wie, 
Ubisoft has delivered an awesome variation on 
the tracfrtional mOllie lie·in game. This 
Old schOOI. pix'lated b<av.ter tells 
the sto,y of Scott, Ramona. 
and her seven evil exes that 
mus, be fought to win her 
hand, The game's l)(8miering 
Ofl PlayStation Netwof1<. but 
we woulc:h't be surprised 10 see 
some Olhef platto,m announce­
ments in the coming months. 
I got to play a big chunk of the 
game this ITIOflth, and was blown 
away by the hilarious art style, 
frantic fights. and fa'thfthlss 
to the SO<xce matet',al. 

Scott Pilgrim vs. the World 
is a straight '-" brawler in the classic style, inclucl· 
ing the OPfio,l to have tour ~ each COfltrOI 
a ctwacter in = C0-¢1> multiplayer, Scott is 
joi1ed by his Sex Bob·omb bandmates Kim 
Pi',e and Stephen SIiis, alo<>g with his gi1friend, 
Amazon.ca S\lbSpace ni,ia cleiNe<ygirt Ramona 
Flowe<S. Ubisoft promises several adct~ionaf 

u,lockable characters to be revealed <Ne< the 
coming months. 

Our lvSt look at the game begal'I with a level 
set in To,onto's "Lee's Palace" rightckJb. as Scott 
and his friends aim to take Clown the band The 
Clash At Demonheacl and cfefeat vegan-powered 

ex-boyfriend Toclcl lrgMl. The visuals 
"" are a coostant treat, 1wh de1ailecl 
W movements and actions crafted 

by iltemet phenom PalA 
Robertson, who we pro• 

filed in last month's issue. 
The Ooutile Dragon-

style - has named 
enemies IU'Yling OU1 10 
greet us: the« life barS 

gradually cfecrease as we 
beat them clown, just li<e in 
the Old an:acfe titles. As they 

fall, coins scatter at thei- feet. 
rnirronng some of the defeated 

enemies in the comic. Money can 
be gathered and used at srops to 

pu-chase food and accessones, as well as to 
,wacfe o,,e of four prina,y attributes - defense. 
speed, l'Rpolver, and strength. In a(l(lition, 
defeatilg enemies rewards a character with XP. 
wl1ich gees towards - • \.1)$ that pro\/ide new 
combat moves. 

The brawling mechanic is easy to grasp but 

deep in its il1l)tementation. There are a bu1ch 
of~ designed sc:,ecial moves, many of 
1,hich appear to be lri,qt,e 10 ~ Char· 
acters. Scott has his trademark uppercut while 
Kim has a fantaSlic repeated slap attack that 
P\JIS bad guys in their place. US8able items ike 
eve,ywhere, from red keg C\.l)S to ninja s1YO<ds. 
You car, even pick'-" enemies and use them to 
,,hack their bu(l(lies. The boos battle at the end 
of the level was everything I hoped ij would be. 
Tood's booming bass is a devastating weapon, 
but even PS)'Chic vegan POWe<S weren't enough 
to hOld us baek. 

We also got a glirT-.,se of the folowing level. 
1,t,en Scott takes on Roxie. Ramona's o,,e evl 
ex-gr1friend, Fi,st in a bOooeing tramway railcar. 
and eventually through a martial arts-infused 
dojo, the gang chases the half•nirja towards a 
final U..-owdown. 

It orly took those two levels to COflVince me on 
this o,,e. I'm sold Ofl the concept, and I love the 
retro v,be that Ubisoft has brought to the pro. 
ceeongs, from bkX:ky menus to a blaring Chip­
trne soundtrack. If Scott Pllgrin wasn't already 
°" your radar, you should get it on there pronto. 
M<J ff you can't wait for the August reiease of 
both the game and the movie. get a start by 
checking OU1 the 11ade paperback$ of the orjgilal 
sto,y -you won't be disappc>nteo. 



Two other great games came my way this 
month. Both a,e from EA. and r81)(8S8!11 the 
COfll'MY'S more daring ll<lnttKeS into the down­
loadable space. Shank is a brilianl action/ 
platform rnte w!h highly styf,zed art and an;ma, 
t;on that tooks like something straight out of a 
late-night cartoon. The main character is a seri­
ous tough guy, bristfr,g wih weapons and more 
than ,·/ling to get uP ctooo to gut an enemy. I 
played a lewl where I went careening Uvough 
a facl,ty filled with enemy solCHl!S, hacking 
and Shooling an the way with b<utat rea5s<n 
as Mered through the gM1e's t.riQue llisuals. 
Straightforward navigatoo sequences had me 
running along walls and leal)ing <:Mer flesh-grind• 
ers to reaCh a final encoonter with a deranged 
butcher and his meat hook. Shank controls like 
a dream. and ijs fast-paced fights ne,e,r cease 
to entertain. 

Despite the rhyme, DeathSpank has nothing 
to do with the previous ga,ne except a shared 
P<Jblisher. Hothead Games. with the help of 
Morl<ey Island c,eato, Ron Gilbert. has made 

an action/RPG that blends humor w~ Diablo· 
style (1J8Sting through a sarcastically generic 
fantasy WO<ld. OeathSpank is a hero on a quest 
to UllCO\lllf "the artitact known~ as ... The 
Artffact: accoroing to the oame's intro. TtYough 
fetCh quests and monster hunts. 1 si,ent rny first 
hoo' w!h the 98m8 gathering equipment and 
ginding levels. Despite the amusing presenta· 
t;on, the game is i-.,ge, with a Sl)rawfng map 
and a higl'ly cuslomzable Chatacter with n>JI· 
tple 8(Jipmen1 body slots and abiiies. I got a 
kick out OI the "justice meter" that 61$ \JP to al!olv 
fOf an unholy burSt of attack speed and power. I 
can·t wat to play more. 

'IITTCh8ller side of the myme you're into. 
they're bOth ooming this summer to Xl3lA and 
PSN. ~h Shari< also availallle on PC. 

f01rnoreM~oames,ma,.esv,eaflt/Clw:kout 
~fXmet.tmVrnag /()(wtdtlf ~CSM 1Yhaflc«firfJ 
next.Andtlr;:)fllefrop.l{J(J9.folrhisis.SJJltkxwfullr~d 
PSN~MO.-onecllho __ ,,,,,.,,,"1/11,vn 

--illmcnthS. 
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rAvToTHE WADE McGILBERRN Wade 

McGilberry 
Handle 

Quick Draw 42 

Age 
23 

Hometown 
Semmes. Alabama 

Maiotle_agu_e_B_as.eb_all 2K10"-----
on the eve of Major League Baseball 2K lO's release. 2K Sports announced that it would reward $ I million in 

cold hard cash to the first player to pitch a perfect game. While the company didn't announce a winner for 

months alter MLB 2KlO's release, Alabama resident Wade McGilberry pitched a perfect game on the first day 

it was out. interview by Andrew Reiner 

Ha\/8 you pla;oo the MLB 2K seoes bef01e? 
No. 

v,,,,e,, od )'OU pick up lhe garre? 
I picked It l,l) al the midniglt launch. 

Did you ~ISi Jump riglt onto the one 1111 ,on 
dollar chalenge. 0< dod )'OU play other modes 
first? 
Since the ml(,n dolar Challenge d'Jdn'I go live 
unti midn~ pacific trne. and I 1\/e in the central 
time zone. I first decided to go to -.,. (Laughs! 
After thal, I jumped into lhe mirlOO dollar Chai· 
lenge as soon as I got off of ,\'0!1<. It tool< me 
six or seven games to pitch the pec1ect game. 
My wile told me 10 go for it and not to stop untl 
I got it. 

How'd thoSef rst fove0<s,xgamesgo? Did 
you ha,-e a feeing that )'OU could 8118nlually 
p,tch a pe,fect game, 0< were )'OU thonlong 
ycu'd never do ii? 
They weren·t gong too well. I was only making it 
to the fifth o, sixth inning at best. The last tine it 
just worked out. I was happy it worl<ed out e011y. 

What team did )'OU end up us,ng f01 lhe chal­
lenge? 
There was only one game available to choose 
from that day. You can only choose from actual 
ganes that are played that day. It was lhe 
Braves \/8rsUS Mets. I chose the Atlan1a Braves. 

Wtrf lhe 8ra\/8S OV€f the Mets? I would 
have p,cked the Mets µSt to pot ch as Johan 
Sant'"'8. 
I'm from Alabama. The Braves a,e kind of°"" 
team. 

Who did you end up sending to the mound? 
It was Kenshin Kawakami. [Editor's note: N. the 
time of this writing, Kawakami's 2010 ,m-loss 
rec0<d iS 0-5 wah a 5.47 ERA. His career rec0<d 
iS 7 • t 7 with a respec1able 4.09 ERA. Long story 
short, he isn't an ideal pec1ect game candidate.I 

What potd,es ,'IOrl<ed? Did ycu get mostly 
stnkeouls. 0< d<d ,t just WOik out thr~ sheer 
luck that all balS were t,,t to your flEliders? 
I only got four o, five striksOuts in the enti'8 
game. It wasn't a lo4 of strikeouts. My strategy 
was tlYowing the ball low in the zone. and ,'JO<k­
ing the batters· hot and COid zooes. and working 
the outside corners. I d<tl't try to 011erpower arrf 
Of the pitches - yoo knoW, biOIV"9 it by the bat· 
ters. My strategy was actually throwing • ,\/8alW, 
so that they ~t actuat,, swing at the pitch. 
/lro because I was throwing • out of the zone. 
that didn't make fo, good contact. That led to a 
lot of grocnd bal outs. 

Were there a,ry close caws? Did you thnk you 
perfect game was blown at any pci1t? 
There were a ton of close cals in the game, It 
started out ,..,,h the firSI batter I faced. He hit 
ij right llP the mdete and hit n"f pitchEr. My 
shortstop barely got to • in time to ttrow out the 
runner. There were some other dose calls. like in 
the eighth iming there was a ball hit to the wa,n­
rg track that <eally gave me a scare. 

What did you do when th<> f=I out was 
recorded? 
I jumped op arid gave a shout of joy. It was 
probably a little low key lor moot people, but it 
was pretty high fO< me. [latqls] 

At wllat po,nt dod ,1 s,nk n tt,at you J<JS1 won a 
m, ,on dollars? 
I thirl< os 511 sinkilg in. Its just urveaJ righ1 now. 

What ate )'OU 90"'9 to e,'ld up doing w,th the 
money? 
The ftSt thing ,.., are go.-.g to Clo is end w 
pay'ng off the mortgage on our hoose. And 
then we were 90',ng 10 start a fanily '"""""""' 
our r.na,,ces got in o,der. So now they are, and 
,11e·re gong to try. 

Are you stM playing the game? 
I'm stUI playing ij, I'm actualy playing My Player 
mode. arid following the ca,eer of just one 
person. 

What posit,on IS your My Player Character? 
Centerfield. 

You S3Kl thJS IS yc,.,r firSl trne playing the MLB 
2K series. Oid you play any other b8Seball 
games prior to thiS one? 
I've played several ll1rou(t,out the years. The 
last one I played was All-Star Baseball on the 
Nintendo 64. Prior to thal e;ecythlng else was 
just completely different. This game is so mUCh 
bolter than any other lbasebal] game I've played 
in the pa$1. 

Whal kl'ld of gamer are ycu. per se? 
Lately It's just been first.person shooters or 
l)UZ2le games. I haven1 played spo,ts games in 
a while: I've just gotten - ~om them. 





34 



Redefining Video Games 
~---~· the co-rounder and creative director of That Game Company. is one or the most interesting artists cur­
rently making games. The Shanghai native has won critical acclaim for his oflbeat original games like Cloud. flow. 
and £'lower. Here. Chen tells us about his journey into games and his philosophy of game development 

You grew up in China. What was the video 
game scene in China like in the '80s and 
'90s? 
ama·s gamers are maWy PC garners, pri­
mariy because computer games are easy to 
pirate. If Cl1inese people in \he '90s wanted 
to play a game at AmeticM p,ioes, there was 
no Wl!tf they coud buy it The 0«'/ games they 
could afford were pirated games. I rernernbe< 
bringing a whOle set of 12 thlee-inch discs 
to copy the early L!tina games. When I was 
a teenage,, my classmates had Sega Saturn 
o, PtayStation. It was like a dream when they 
invited me to their hO<ne to play the consoles. 

At !he time, I coue1n·t aff0<d a conSOle, so I 
would go buy these magazines. They had cx,m, 
plete walkthroughs of these rQle,pilaying games. 
The people that wrote them wrote them ;, a 
very creative way. They would write as if they 
were experiencing the game ;, first person. 
It felt I~ reao:Jng a novel. Thars hOlv I knew 
Silent HW, -.1 Evl, Md f inal Fantasy. 
My f>rSl experience was reading the5e playth­
roughs. The first console we purehaSed, which 
was actualy a copycat version of the NES that 
played NES games. was years later. 

Were you interested in computer program• 
ming as a kid? 
[Laug11SI This is actually not true, because 
my dad ,vcr1<s in the software industry. So. 
at a very yoong age, he wanted me to study 
computers. I had to learn computers against 
my wiU. He soot me to after•school classes. I 
hated it because they forced me 10 go, Initially. 
I didn"t want to go, but then - before class - I 
woold see all the kids pilaying games on Apple 
II computers. I got hOOked. I ld<ed going to 
daSs SO I COUid pilay games. 

You went through the USC Interactive 
Media program. How did that experience 
shape you as an artist? 
ll completely Changed my course of life. 
When I graduated from college I was not sure 
about where I wanted to go. I was dreaming 
abovt one day wo,king at Plxa, o, on visual 
effects mcvies. The moSl important thing the 
USC p,og.-am exposed me to was the G8Jne 
Developers Conference. That is when I saw the 
lnclepeooMt Games Festival Md all the finalists 
in the student showcase. 

I had two big impressions. The first was. 
"There are so many people here from an 
aroond the ,ll()<ld that are wO<king in the video 
game industry.· Whatewr talk I attended, I felt 
like lhe room was med with enthusiasm Md 
a lot Of tove for what they were dOing. The 
seoond impression was I went to the Sludent 
showcase. Befo,e I came to the U.S .. I heard 
these tegenda,y stories alXl<rt John Csrmack, 

Rieha<d Garriott, and Will Wright - these 
people vmo w,ire already geat when they were 
teenagers. So I assurned that American kids 
must be gen,.,ses, W!1en I went 10 the student 
showcase. I was clisappoilted because none 
of the games tool<ed near1y as good as the 
games I made in college " Ctlina. So lhat bu'II 
my confidence, it made me thinl< I at feast 
had the Skis to COfll)ete at IGF with other 
Students. 

You did the game Cloud as a student proj­
ect there. How did that idea come about? 
One clay. I was walking from my apartment to 
sehool, and I was tool<ing a1 the ctovds in the 
Sky. They were beautiful ClOuds; I never saw 
ClOuds like that in Shan\j>ai because it"s always 
qui1e poHuled and r,ay. So I wondered ff I 
COUd make a game 8b0ut ClOuds. What would 
that game be? 

My first reaction was some soct of game like 
Destroy All Humans, where you have an alien 
whO has the technology 10 manipulate Clouds 
Md cause natural disasters. The idea was 
p,etty conventional. But as we started ,vcr1<, 
i>g, we started thinki>g abovt doing something 
different. What tt the man Character iS not an 
alien. but just a little boy flying in the sky? From 
that f)Oint on, it became much more persoc>aJ. 
I was trying to combine !he boy"S SlO<y with 
my own childhood memories. I had to go to 
the hOsf)ital a IOI and had asthma every year 
a,oono OctOber because it was so polluted. I 
pUt my personal experience into the character. 
Md made this game alXl<rt using the cl<lu<ls 
Md rain 10 Clean !he 1!ir Md Clean the land. 

Were you confident in the quality of the 
game? 
Honestly. after ,\/()<king on the game fo, a year, 
we didn't know hOw good it was. We iust had 
to finish it. Mer we put it online. G4"sAttack 
of the Show featured the game. That was the 
magical moment. A IOI of people tried to down­
load it. au, server etashed about four times. 
We actually got abovt a $2,000 fne because 
of the traff,c that wer,t over oor balldwidlh. We 
moved the game to the school's server. The 
sehool's seNtlf crashed and the whole school's 
websl\e was down. Eventualy, we asked for 
EA·s ~ and put it on EA·s commercial server 
to acccnvnodate the traff,c. 

The most inportant thing about Ctood was 
not really hOw it was made but the reaction 
tt 901. We got many emails lro,n people that 
were garners and non-garners who played the 
game. We had 50-year•ofd men and women 
writing in abOut hOw \VOOderl\A the game was. 
One rnan fro,n Japan said he almost cried 
because of the game. That is a V{/("f strong 
reinforoeinent fOf \'Jhat we did. We decided 

•kltet\'fewt,yMartHelge$(Jn 

that we ShOul(I try to l)Ush to make games Ike 
this in the cornmereial realm. 

Is violence something you avoid as a 
designer? 
Irs mo,e that when we made Cloud we wanted 
to make something that was the opposite of 
what was out there. That was the yea, that 
Grand Theft Auto: San Andreas got rnany 
rnedia attackS - talk of hOw games made 
chil(lren violent and cOMeCling Columbine to 
video games. Al that time, I wanted to Change 
peopte·s imp,essions. So, violenoe was some­
thing I wanted to avoid intantionally. There's no 
violence _, Ctoud. 

Is there a message you are trying to convey 
in your games? Or are you just trying to 
convey feelings? Or is it a mixture of both? 
It's mixture of both. In art. people use a specif,c 
arrangement of elements to co,r.,ey a sense 
o, a feeling o, a message. A message is mo,e 
rational. I feel that I am too yoong to be able to 
make any judgments abovl violence o, whether 
environmentalism is good. rm more i'lterested 
;, commur>cating a feefng. Of course. the feel• 
"9 in Ctovd is a child IOOking at the Sky Md 
daydreaming abovt being able to fly, I mixed 
that with these feelings I had as a kid. hoping 
that my disease could be cured and the pot~­
tion ,VOlJd go away. Thars different than Sl!tf· 
i>g. "Industrialization Md pollution is bad." Of 
coorse, a game is very powerful, you can sway 
peopte·s opinion. but I wasn·t tryi>g 10 make a 
game directly abovt a cause. 

Fo, example. a IOI of people, when !hey played 
an early \'8fsion of FIOwer said. "Oh I get tt. the 
game iS abov1 c,eati>g electricity because you 
blOw these windmiis." I then reaiZed I didn"t 
want the game to be focused on whether 
we ShOuld have green energy. I i>tentionally 
Changed the deSign to make it mo,e vague. 

Do you play more mainstream, action 
games in your private life? 
Oh yes, my private life is all about violent video 
games. I like f,ghli,g games. I've wasted so 
many hours on Street Fighter N. I was a very 
good Counter-Strike player. I pilay StarC<aft. t 
always pilay competitively. That ctoesn1 mean 
that this industry needs mo,e oompe@ve 
games. E>,efybody is making good COfll)eli• 
live games. Most of them a,e about ronpeti­
tion. 8fll)Owerment. and violence. tt"s a very 
small f)()rtion of the emotional Sl)8CIJum. If 
you IOOk at llOOkS o, movies, \here are many 
mo,e gerves. and they are based on f~. 
LOOk at ro,nantiO comedy movies. There are 
no romantie games. There are dating simula• 
tions but they don't feel ro,nantiO. We need 
to expand and oover the entire SPectnm of 
emotion. ~ 

111klni◄ 
1990 COMPUTER ED 

Chen's f-O-lllC, 10,ces Chon 10 
take ruw1«h00l compc.nor 
classes TM1c. ho gets 
°"posed 10 gaming 

199$ 8-81T KNOCKOFF 

Chen get:S bts h1S1. console. 
a Otlneoe knockoff of the 
Jltntendo l:ntertamment 
S)'$'OO> that played ll&S 
caruldgeo 

2003 STATESIDE 

Aftel gro<JuaM<i «ll1"g<l m 
ClM• Clli>n mo-«>$ 10 I, A 
to Plll8U8: tJ tlUOOI m ltte 
dlgnat rues He ,s acceJ)(.e<S 
to !)lo prosug- USC 
tnte,acnve Moo,a Prog,an, 

2004 A LIFE CHANGING 
EXPERIENCE 

USC takes its lnteiaciJVe 
Mocha muden1s 10 the Gamo 
!Jo,;eiope,t Conle,e,,ee. 
Hc,o, Cl"'" 1.$ e,(JJ()oOd 10 
ihc game jnd\Jstty 

2005 FIBST ACCLAIM 

Che:!) .and a sn.xte1lt 1oom 
r,toduce 111¢ !llll'M l>f<i,h11. 
Tho g•m• rs p,cl<od 10 llo 
a part 01 the lndepen<Jent 
Games !'esttvat 

2005 ABOVE THE 
CLOUD 

Cheu bel]Jn.s hi• """' 
p1oject, the d1eamlike title 
Cloud Afte; exPQ$1.11e on 
C41V. (,iO\Jd beoomeS 1111 
tnie1ne1 sensa1t0n 

2006 FLOWING 

Chen 1~ ~notnei 011e 
l'tol~ 

2006 THE 8USINESS 

flow graduated lrorn USC 
and vr.tmng fo1 a publliS)ung 
dool. Chen tal<es a JOb at t;A 
,v<ll'1<mg on Spoie fo, OS 

2006 ABSENCE 

·nm Garno Company bcqfns 
WOik on do\'elop<ng flow fol 
PSJI wrthout Cllen 

2001 INDIE AGAJN 

Chon if?a\'OS CA and ICj(liM 
11,at GJroC Compony 10 
beglll f10Wlll 

2001 FIRST HIT 

1'1<,\v IS 1elcased fi>l PSN 

2009 A MASTERPIECE 

FloY .. rsoornpletodand 
released for PSN Tho game 
J«'el\'ei 1av& tevtei.·.is 
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Casio Exilim FHlOO 
Casio mixes high­

speed and HD 
video with solid 

photo features 

When you think of innovation, Casio probably isn't 

the first company on your list. But the company that 

was made famous by indestructible watches is also a 

reliable source for point-and-shoot cameras that hit 

a solid mix of quality and affordability. When digital cameras first burst onto the electronic 

scene. that's all they were: cameras. Today, we're seeing convergence in the devices with 

video and more. Casio has released a new line of Exilim cameras that step things up even 

further: high-speed video. Now consumers can record their cats jumping in 1,000 glorious 

frames per second. 

We recently spent time with one of Casio's latest in the line: the FH 100. Priced at $349.99. 

the PHIOO took great photos. crisp HD video, and provided endless entertainment with the 

high-speed video. While the speed can range all the way up to 1,000 frames per second. 

image quality and light requirements take significant hits at that blazing recording rate. 

However, the much lower 120 FPS is more than enough to slow down the real world and see 

how things really move. Switching back to the HD movie mode, users can shoot 720p videos 

that, with enough light, play back with 

surprisingly good quality. The only thing 

we didn't like was the lack of zooming 

while recording video. 

The FHIOO can also shoot uncompressed 

RAW photos that allow for much greater 

post-processing control in programs 

like Photoshop. This makes it a great 

stepping-stone for people not qwte ready 

to Jump up to a DSLR. The 10-megapixel 

image sensor perlonned a bit better than 

its big and little brothers in the camera 

senes, especially when we took 11 into 

manual exposure mode - another mce 

ability packed into its compact body. While 

some of the proceSSlllg was a bit slow, 11 

was nothing we aren't used to with other 

cameras in this price range. 

Overall. the Exilim PH 100 lS a feature­

packed little machine with a great price. If 

you're looking for something to fit Ill your 

pocket that can capture all aspects of your 

life, take a look at Cas1o's latest. 

$349.99 
caslo.com 



1 I Sony Dash 
Is iw alarm clcx:ka boring mess?\1/trt not go lor 
lhe goltl with lhe Sart Dash? 1lis bedsiCle'iolchen 
coooeccioo IO lhe nfoonaoon vA'.nl iS an:lChef S!EI) IO 
transf~)O.J(heuseinlOaluntlsdc~Oll'(I. 
TtE<earealreadyo,er 1.000-f(flhede-.ce. 
all bult 00 lhe Cl)el101urrb/ pialform. O,ecldng lhe 
Ira[~ oo IOO' route tooork Md S1reamirg a radio 
news troodCast "'1ile ealirg )OJ( brealdast has,.,.,.. 
been easier. ti' ma,jlle iOO juSl 1•.W 10 lal aSleep 
witn a Nelli~ l1'0lle rx Panooca rad'io. \\!lie 1Ns may 
be 01'"'1<1 lor some, lhe Dash Is a pertec, atXeSi,X'f 
lor tech nerds chasi1g the hOuse of lhe We. 
$199 
sonystyle.com 

z IT-Boy 7-lnch 
PIJl)e(l<l'jShavebeeon!pre(lbyexislirgprCl)erlies 
Ille n'<lYies rx -games untl rt>N, tlUt lhe tables 
have n,med. Fame(! paper ar1ist Stln Tnka has 
j.mped 00 lhe dNO-oclleclillle vinyl lf1/ train wilh 
1Ns 7 ·ml Yelsion ol his l •Bc\'. Thanks lo modem 
!or~ Play l~inalive (Tol<i!oki. Glooo1y 

l!eal}. ;ny1 colledrxs can 00.•1 gel INs more laflgible 
deSk accesscxy, 
$SO 
kidrobot.com 

• I Hori PlayStation 3 Wireless 
Fighting Stick 
Jap;W'3Sel)e(,ii',e(al~H<>1 hasbeenmaki'Q 
conuolie<s for a b'II lime, so i1 was a lit11e c1sap. 
pcinti'g v.toen we got cu hands oo !heir latesl '9>!· 
ing-andlle!lshcrtAgoodam.leSlickshcdd 
led heav/ and Slurdy, tlUt !he~ Slick is just 
t11e<l!)l)OSl1eamleElsa1moo1breal<al:le.Thelllldtli· 
l>!SS '8Sllts n ro~<tCI> in gamel)la,; preciSIJn, 
~ lha!am lhelacl<ol fechatgeal)le oonerles 
am 100 come OU! 1\lth something that's~ plail 
average. II jQJ'ie hardalre enav, IO drCI) a t:lulk 
ol dlarge oo a sli:I< in !he rrst place, iOO may want 
toconsider Olher Ol)l>OnS. 

$79.99 
shophoriusa.com 

• I Lego Minifigs 
\Ye klYe capsule lays; am ,.., klYe Lego. When Ille 
two were oombned. we natt.wa1y got QUile e>ciled. 
Lego nas smed a new hmited e<lilion Lego Mlllf,o 
series 1h31 11il be sold in the Classic myslery 
box st)le use<! Ir,; ~ QJrTent cdleaibles f;l<e 
Bearbricks and M\fflf F9,liles. The firSI series 
catails 16 differenl LOQUe r,pes r"'i)ing ~om a 
classic nqa ,.m, a golden swcrd I!) a ·sos era .,;.1; 
robOI and a ltd13 lllre ... es11er. Leg3 nas prO\<ld o,er 
and o,,y tlla! ,egar~ ol age. iesdesgns a1e an 
ageless attraclion. 
$3.99 
mlnlligure$.lego.com 

H»dO.YJftogarr,tirt(cro1tY.,~IOletJd~ 
awe,ageendll/ck\1"1Qonge,rm-

••• 

RED VS. BLUE: 
THE BLOOD GULCH 
CHRONICLES 

l.1$1en up, Halo fans. Red 
Vs Blue ,. taking all 100 
episodes from lhe first five 
seasons and packing them 
into one converoont box 
set. The SIX -{h$C sel IS aJOO 
packed With ions of extra 
bonus content. U you haven·, 
seen the senes. shame on 
yoo Now pick this up 

$S9.9S DVD. 
nowrideo.com 

EXTRA LIVES: WHY 
VIDEO GAMES MATTER 

After wnnng sewral 
aoctaimed novels, author Tom 
Bissell beoomes engrossed 
in lhe WOfld ol c.lJ1jltal 
emeuammen1 and bves 10 
tell abOOI ll in h1$ new bOOk 

$22.95 
randomhouse.com 

INVISIBLE CREATURE 

The two txothers lhal run 
lnviSlble Creatwe noc onJy 
make cooJ a11. but ha\'e atoo 
deS!gnO<I '°'no of tl10 COOICSl 
modem album oovc1s from 
bands llke roo f'lghters. The 
Dools. ~nnyWU!C. l'lnback 
an<I more Make sure yw 
hang ono OI lhe1r pnnt.S on 
your wall to, bonus tong Shu1. 

$5-55 
invis:iblccrcature.com 



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

(ABOVE) In what is no longer a trend, but almost a routine. Ubisoft has 
clelayed ano-game. This tine ifs Ghost Recon: Future Soldier. The 
title was orignally ~ to come out this hOliday season. but ,rs now 
slated for the "March cµirter· of 201 t. Ma/Ch is a month and not a qoar­
ler, so we bet dolars to donuts that in tts confusion. Ubisoft doesn't pu1 
out Future Soldier unli the summer. 

fABOVE) Developer Turbine is turring Lord of the Rings Online nto a free· 
to-play MMOAPG, ;,,st like the company has already sue<:essfuly done for 
CXJngeons & Dragons Online. The beta wl start shortly, and lhe re-lamch is 
tatgeted for the fall. Players currently paying to play will get premium content, 
Character bonuses. Turbine P<)ints for the game's store, and more. Free play­
ers. meanwf1ile, wl have access 10 the full story up 10 level 50. 

II.En") EA Sports' Online Pass program is 
making S!)OrtS gamers enter n a one-line 
code speci[,c for each Sl)()rtS game in order 
to play that title online. If you t.ry the game 
used and the coo,.-s already been entered, 
then you have to pay SIO to get online wtth 
that title. We can \IXlersland that Electrooic 
Arts thinks used games Sales lake e:.vay 
from new game sales (flt <flSClooue: Game 
Informer is owned bl' GameStOP), but in 
the end. EA Sports' OOde program victim­
izes those kids who simpty wanted to save 
a few bucks bl' buying a game used. we·• 
see hOw long it takeS for Otl1er dMsicOs of 
Elecironic Arts to adept ll>s program. 

If you think this is just a p,oblem for 
EA's SPOrts games, not so fast. Ubisoft 
says it is considering its own onlWle pass 
p,ogram, and THO's UFC Undisputed 
2010 also uses one. 



S 
ince Roger Ebert wro1e a POSt a few 
,-'<$ ago entilled -Vode<> Garnes 
Can Never be M." lhe game-o­
SPhere has~ abuZZ wi1h a 
llroad range of rebotlals. assents. 
leelh·g~. and spleen venting. 

Ebert SPe<ldS several lhousand ,voros making 
ij very dear lhal video games areni worth his 
time. Even lh8 ~ Ebert name checkS in 
his article (Kellee $anliago from lhalgamOOOm• 
P3f'Yl gets in on the act. The very first line Of her 
response proclaims "hltp://en.wikipe<ia.orglwikil 
Roger_eber1 ... a new walennail< in my ca,eer as 
a game maker - Roger Ebert wroie an article 
abOulme." 

Now excuse me fo, asl<ing. Kellee, bu1 you 
are an accomplished game -.,er. You are a 
USC"'"'°· You are feted by your peers and your 
fans. You are ooming off Flower. an ifrc)<eSSive 
telease lhal garnered lhe attenlion of lhe enti'e 
industry. You're giv<lg Sl)88Ches a1 TEO. You're 
a Siar. /WJ 00\Y you're telling me lhal 8 W8ler· 
matk in your ca,eer is lhal Roger ~igging Ebert 
Cleqled IO Slow down his Chariot IOng enough 
10 notiee you? /WJ not simply notiee. but vigc)r­
ously endea\/Or lo establish Iha! your ca-eer. 
your work, and your passion are essenlially 
beneath h's noliCe. 

I read 8110lher lhovghllul open loller 10 Mr. 
Ebert on a prominent gaming blOg lhal, befo,e 
getti",g aroonc:I to effectively saying, ·you sir, 
are a fi'n critic. not a game C!ilic. so piss oll!" 
SPendSS8"8ralpar.qaphsname-~ 
great filmmakers. as a 10 say. ·See. Ebert? I 
!<now f,m, so I'm worthy Of your respect Take 
me seriously!" 

Jesus, Mary, and M~to! How inse<:u-e are 
we as an industry lhal we rush 10 seek validaliOn 
not from wr own i-s. no1 even from"""''""" 
in olher f,elds, bu1 from critics in Olher fields. 10 
tel us a ,1111a1 we·re dOing is worlhyOI notiCe? 
Looi<. I was in high school once. I spenl lhe 
en1ire four years trying to mateh up with ,1111a1 
I lhOughl Olher people lhOughl was COOi and 
worthwhile. /WJ I was miserable because lh8 
lhings I IOVed were not deemed valuable. 

Dungeons and Dragons? Lame! 
VodeO games? Nerdyl 
Comic books? Palhelic! 
/WJ SO I hid my passions. I lried to F.1 in. I 

p1aye<l sport$ and ,vas terrible 81 lhem. I tried lO 
make friencls wilh a collection Of people whose 
Ody inlereslS in lh8 w0<1d am0<lrlled 10 Moly 
Halehel reco<dS and MarlXl<O LighlS. I lried lO 
make myself a part Ol lhings I didn't care abou1 
and OO<q)l lh8 app,ovaJ Of people whO IOoked 
dOwnonrne. 

/WJ I was miserable. The sad lrulh is lhal 

Irrational Thought 
KEN LEVINE SOUNDS OFF 

To: The Video Game Industry, 
Journalists, and Fans 

subject: Growing a Pair 
onoe a new fo,m of media snoots out of lh8 
womb, one Ol lhe first impolses tt seekS lO 
fuffill is validaliOn. Li<e me! Approve Of me! 
Respect me! 

Hey, I gel ,. I went lo Vassar. I 6ke a vigOrOuS 
round Of Socratic wankery as rruch as the next 
liberal arts undergao. But Whal I can't stand is 
lhe insecurity. Ive games ..-1? Wdl they become 
an? Whal stage of development a,e we in as an 
art fo,m? Ne they mo,e akin 10 George~­
A Voyage 10 the Moon°' Weles' Citizen Kane? 
Whal melhOdOIOgieS shOuld we in\/es1iga1e lO 
make a proper deteminalion between the state 
OI video games, ArislOlelian aesthetics, and 
Rot>er1 McKees definition of good writing? 

Here's my answer in three simple steps: 
~ lhe beret from lhe lOP of yovt head. 
Throw said beret 001 lhe wind<),,v. 
Light a fire. lnlo lhal fire loss yov, COf1'/ of 

Aristotle's Poetics. 
Cracl< o,ie,, a two (1er of Mountain Dew. Snap 

into a Sfm Jim. Proceed 10 XbOx Live and Shoot 
yOUr best rriencf il the head wi1h an M• 16. 

You're a gaming geek. Ele P<OUd Ol lhat. You 
c:fon'I need lh8 "by your IOO\-e" of Roger Ebert, 
yOUr loving parents, o, the Lillrary of Congress 10 
validate yov, passion. 

The W0<1(1 is changng. I've spent some tine 
around HollywooCI people lately. and I've even 
lhOughl Ol lr,lng my hand al SO'eenwriling again. 
(I was a flm scribe back in. Oh. 1871 o, so.) But 
many stuclo exec types have t()l(I me that their 
c;toom is 10 have some big flm (lr ec10, won< 
wilh me to make a video game. 

My response was, "Why on Earth ,YO<A(I I 
want to (lo !hat?" The notion is as ooicuous 
as me caning ,,p an establishe(I fikn director 
and saying, ·Hey pal. rve never drecled a film 
belore, but how abou1 I show up on set lomor• 
ro.v and lake you to sehool?" Do yOU really wan1 
two egos like me and some hOlshOI rim direc­
'°' butting heads over health staliOn reeharge 
ra1es o, ,.,mp heigh1s? Honestly, l'(I expect that 
10 minutes into lhe f<sl meeting lhey'(I start lO 
lool< Ike someboCly who reaizes they just mis· 
takenty got on lha wrong - and ve,y lenglhy ­
inter-con1inent,11 flight. 

Consider 1ast e3. when James Cameron 
SP()ke al lh8 Ubisoft event. Now, I love Jannes 
Cameron. He's the man along with Geo,ge 
Lucas whO really created 90 pe<Oenl Ol lhe 
methodologies for telling ner(ly stories in big 
bv(lgel movies. I C011$l,lrllly name Check hinl 
and reference his work in sto,y meetings at 
Irrational. You put him and lhe Coen brolhers il 
a room. an<l l'(I have trouble (leci(f:ng which one 
l'(I want to make 001 with f,rst. 

But wll'( was ha pttehilg lh8 Avalat game and 

not lh8 f1.M who actually built the (lamn thng? 
LOOI<. ~ a BioShock movie gels made. I'm sure 
!here might be some people whO wO<Jcl be 
illerested il What I have 10 say about ii. But Iha 
focus would rightly be on lh8 IOll<S ,..-.:, made 
lhefrw,gmovie. 
~ <loes lha rest of Iha media wond put 

lh8 gaming baby in a corner? Because 1he 
game indUSlty haS an inferiorily complex. We 
know lhal lha movie, television, book. and ever, 
comic guys 1oo1< a1 us like ,ve·re some kin(! of 
µ-.o, varsity version Ol lhemselveS, ·1-1ey, videO 
games! .Aien'l lhey cute? We shoud make us 
one Ol lhem!" 

/WJ why <lO lhey think of us this way? 
Because we encou-age lhem lo. "The New YOrl< 
r,mes ran a page 37 sto,y on GOC. SomeboCly 
can my parents!" ·Roger Ebert said we're no1 an. 
Get me my smellng saflsr 

Do games owe a (lef)t 10 POl)olar wture? 
Absolutely. I can say lhal I am lha biggest media 
Who,e ,..-.:, ever walked this green E'"1h. Bui 
popular cu1\Jl8 today is 9')ffiing cu11ure. The 
sociaJ nelWorkS and lo,ms Of inleraccion Of 1he 
Internet di<l'l 'l gestate at some university°' ltn 
stuclio. The language ol todays yOUlh wasn't 
C198led by lhe Beatles o, f'ldc Enemy. The 
ways people connect 10 each olher lhrOuf1l 
exten<le(I netwoll<s weren't C0n08ved by some 
genius at General Electric. 

No. Al of these lhingS sprang ~ the ne,(1-

o-scape. They grew up on USenel and tech 
blOgs. They SPl\"9 101>te along$ide headshots 
and tea-bagging. They evolved na1.,.a11y throvgl'l 
a g~ of lonely dOll<s IOOking fo, people,..-.:, 
share<l lhair ner(ly interests. 

We (l()n't o,ve anyUing 10 anybody. The Mure 
of entertannent is being envisioned not jUSl 
by the games incluslry. but by a confluence of 
<levelOP8fS and gamers ,..-.:,·ve interacted on 
B8Ses and the Nel since our hOtJby began. /WJ 
we're just gelling started. wai unll vre have 
ha(I lhe lime lO clevelOp lhat Nm and television 
had. We't either be ruling 1he worl<I, o, we'I be 
lh8 Eberts. \lll'ling (lismssive essays abOul lhe 
neweSl knd of meoo. whkh of course will be 
•relevant and ShallO\v. That is something we 
must not <lO, because lhal kin<l of thinking is lh8 
first s1ep on Iha path 10 inllfevance. 

Sul today is not lhal Clay. Today is our lime 
10 realize lha power of lh8 medum ,ve all love 
so much. 

To paraiJh'ase lh8 - LebowSki: The re,,otu. 
liOn is over. Mr. Ebert. The nerdS won, 

"The 

revolution 

is over, 

Mr. Ebert. 

The nerds 

won." 
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Video games are more than the sum o/ the~ parts, and the~ value as artistic objects emerges 
from that whole . Tu put it anothe r way, there are musical themes. visual images, and writ· 

ing within video games Ulat quality as art on their own. However. their ,ynthesiS creales a unique 
expeMnc:e that kS somelhing new. e>emplilied in an early classic like Super Marlo Bros. 

Thougn cll.lldlil:e m presentauon. SUper Mano Bros. has an elegance and aepm to Its gameplay 
that challenges human petceptions and senses. The music and visuals act in concert to support that 
gameplay 

The game u.se,; its ft"" l evel to estal;Jlish a vocabulary with the player - a !ir>t step ;n10 a wider 

uMer:stanrung. CMain sounilS equate w i!h g00<1 or l>M events. Run righl but donl run lelt. Jump 
up into blocks to breall them. Jump down onto enemies to dereat them. With this vocabulary estab­
lished, the game moves forward into ever more complicate<I oomllinations o1 these events. Tension 
and danger are vicariously e;,pertenced as lives dwindle and the threat of a Game Over screen 
becomes imminent. l'Ower-ups ttanere,I throughout the levels commun;ca1e a sense o! masrery and 
e,c,tement to the user. fantastic level <!e<.ign means that carelully placed platforms become belier 
understood with each playthrough - how and where to land aller a jump, how last one can move 
throogh an obstacle. OJ hidden passages in places the gamer didn't previously expect. Increased 
time with the game increases understanding of its intricacies. very 1;1<e spending rtme conlemplat­
mg a lme painting or a complex musical compositiOn. 

u11,mate1y. Super Mano Bros . is an arustic e,pertence because. like au good art. it aflects the one 
e,penencmq it emononally and empirtcally. Thal e,perienre varies from person to person, but there 
is always thouglll s\imulate<l and tmderstanding expanded . Even in its s imple presentation. the 
,;,1me sticceoeds m drawing in the user and engaging them on rnulOple le,e ls. Super Mario Bro,; 
""'"!' il> a testarnem to tl1e value ol gameplay itsetl as an artiSlic e,peMnte - an expenence that 
,·;·" t;c~r, omwatoo by oountless designers in the mteivening years. 

- MATT MILLER 
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Directing Scott Pilgrim 
Edgar Wright talks Scott Pilgrim vs. the World and gaming influences 

H-'s 1he movie coming along? 
It's good. We're getting Close 10 the finishing 
tOO<:heS. we·ve got anolller two moothS to go 
so there's still a lot of ,YO<k being done. There's 
a lot of tinkering. Ifs eas1y the most c:tetale<f and 
ambitious Uling rve """' done. n·s like a 11<,ge 
coloring book and, by lhe tme ij actually comes 
OUI in lheale,s, ij's going I0 be prelly much a 
yea, since we llniShed filming. I think ,v11en you 
see the film you·1 see a IOt of blOOd, sweat. and 
188/S on the screen. 

What got you interested in making a 
Scott Pilgrim movie? 
It was first given 10 me pretty much as soon as 
!he f'wsl IIOI-Jme was publiShed b3Ck in 2004. 
f was doicg 1)<8SS lor Sham of lh6 Dead and 
these two Pf'()duc8rs ,vere atea(!y IOOl<i',g into 
!he rights !or the first book and ~ ij into my 
hands and said, -You need to read tNs. This is 
perfect lo, you.· 'M>en I did read it (after the tou-J 
I was like, ·Qh yeah, t totally get ij: 

Did you work closely with creator Bryan 
Lee O'Malley? 
Yeah. he's been an amazrQ resource fo, us. To 
be honest, ff this ,vere a projecl where I had no 
oontac1 ,vllh him lor wt-.at""8r reason I P<Ob· 
ably wouldn't have done ~ a1 al. we reled on 
him a lot. especialy in l)<oduction. because a 
IOt o/ lhe localions in lhe Nm are based on real 
plaOOS in To,onto ,vtlich Bryan took pictures of as 
reletence - some of them famous but some ol 
them jusl a partiQJar house in lhe StAxJrbs. We 
tracke(I down the exact hOUS8S to Shoot in. so. 
in the film. Srns· hOUse is exactly the one that's in 
the books and Wrilace's apanment is exactly the 
do()( that's in the books. 

When we dd lhe first draft of the script. me 
and MichaEI Bacal. the first thing we did was go 
to canaoo and pick Bryan's btains about ,vha1 
he had in mind lor the rest ol the series. So by 
that time there was VOiume one and VOiume 
~YO was ,,,.illen and being fonished. Then he 
had notes for VOiume ll\'ee. IO<r. rive, and six, 1n 
some cases, he had to sit down and think about 
the notes because we ,vere asking. 

Director Edgar Wright rose to international acclaim with gore/action/com­

edy hits Shaun of the Dead and Hot Fuzz alongside longtime collaborator 

Simon Pegg. Between these two projects he scored the film rights to Bryan 

Lee O'Malley's Scott Pilgrim, an indie comic book series chock full of video 

game and rock culture. Releasing August 13, Michael Cera heads a large 

cast of established stars and up-and-coming young actors. We caught up 

with Wright in Toronto to get a taste of what's to come in both the movie 

and Ubisoft's tie-in game twhich you can read about in this month's 

Impulse section on page 28) intemew by Bryan Vore 

Obviously. the books are like canon as soon as 
they're DUbliShed, bvt ,vhars interest;ng is there 
are some elements in the film which,_ to old 
ideas o, just kind ol like cloocles and skelches. 
There were some P(Jints in the fikn whe<e I said. 
"That was your idea originaly, 8,yM. • He goes, 
·()h yea,, I guess tt was. It seems so IOng ago.· 
It's quite nice in thal sense that the film as M 
adaptation is sometimes incredbly Close to the 
books and sometimes ij <illefges ,vicjy, but is 
always in the same Sl)'rtt. 

Scott PIigrim Is full of video game refer­
ences. Were you pretty famlllar with a 
lot of those elements going in or did you 
have to brush up a little? 
I do try and keep up. bot what was kind of good 
,vit/l lllis is a IOI of the references are ac1ua1y ve,y 
retro. There aren't really a IOI ol 9'"'18 references 
in Scott Pigtim that are that recent. You know, 
older Mario. F'nal F.intasy. Zelda. Street Fq,ter, 
Tekken. And what~ inte<estir,g is beeause lhOSe 
classic designs have °"""' gone !Wirf tt doesn't 
even necessatily feel re1to - espooiaJly the Wirf 
Nintendo partioulatty is so great at koop;ng the 
older games alive. 

I had to maybe btush uP on some of my 
Nintendo stuff b<!cause rm from the U.K. and 
my first ~er was the ZX81 [released as the 
TS 1000 in the U.S. - Ed.]. When I was growing 
up the ZX81 and the ZX Si,ecwm - that was 
my adolescenCe basically, games fike Knight 
Lore tt anybody knows that. I was in college 
,Yllen the Sega Mega Drive htt and Sonic was 
huge 1or me. 1 have a =plicated relationship 
with games because it's almost like I'm a recov­
ering addict. In the 1V ser',es we cld. Spaced, 
there were a IOt ol PtayStation references. 
Me and Simon Pegg made It in the heyday o1 
Tomb Raider and Resident Evil and I IOSI whole 
moothS 10 lhOSe games. So people like 8,yM 
who are really O()(Omitled gamers. I don1 know 
how they do ij and gel ,VO<k done. It's t:ke 
having heroin in the hOUse. 

Have you tried out any recent zombie or 
honor games? 
Zombie games are probably the last lhing I'd 
want to play. People always say, "Have you 
played Left 4 Dead or Dead Rising?" The lhi,g 
is, 1 iove 2()frl)ie films and stuff, but after making 
Sham ol lhe Dead It was ll<e being a Ian ol 
chocolate cake. then making a big chocolate 
cake. and then °"""' wanling to have chocolate 
again. Pl'ob8IJly some non-zOO'bie games WOUid 
be oool - even tho<ql I am aware lhe<e ate 
Shaun ol lhe Dead references in Let1 • Dead 2. 

Ublsofl's worttlng on a Scott Pilgrim 
game to go along with the movie. What 
do you think of what you-Ve seen of it 
so far? 
I thinl< ttt perfect. ht such a lrip I0 see tt 
beCalS8 basicaly they started working on the 
game as we were shooling the fi'n. It's essen· 
tially based on lhe books. bot alOO ou- storv· 
boards since ,ve dktl't have anything to give 
them when they ,vere doing the artwork. I mean. 
it's 1'881. We're even trying to f,gcre out a Wirf 
to pUt some ol the grapllics in the fllm. I want to 
have a little sort of tie b3Ck to the game. 

Thct art is spot on. 
B,yan sad PaUI Robertson doing the game is like 
Nigel Godrich doing the music I"' the film [the 
p,o(iU()e( is sooting lhe movie and has secured 
trackS from Beel<. Metrie. and BrOken Social 
Scene -Ed.(. You ooUldn't have a belier person 
doing the ,vor1<. B,yan was rwer the moon 10 be 
dong stuff with Pau. He even did a little Pixel 
diecto,, a little Pixel me, v.flich rm ve,y flattered 
about. It was nice because I lhink lor people 
whO ~ lhe very liYe action nature OI lhe 
fdm - ,...rich I hOpe lhey \1/0n'l \'1,en lhey see it 
because I think they'I see how true we've_, 
10 the a!I\YOO< - bvl it's nice lhal lhe game is 
there as well beCalS8 the game is kind of ll<e 
\VSIChing an animated version ol lhe books. 

Oleck «A ,pmefrdof""'ccmlnt;tg for"" 1,1 tn,i,wev,w,p 
f®'>'Y~. lt>dvdifVr:ast~ Cf•~•f:,k•rr.tfl!fkJt 
t;,~.an<Jm:ire. 
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~ L be prOOd toprodlcea 
gaqie as ~ f\J as theonginal Infamous. 
Telng the sto,i of a regular person eoping 
~ ao,dina)y powers, me PS3-exclusive 
Utle ~ sold neaily 2 miion copies. A suite 
pf electt SU~ alows players 10 live 
1he hero fantasy 6y traversing a wi<le-¢pen 
city and reclaining tt from thugs and super· 
powered menaces. The team at &Jcker P\r1ch 
WOt1<ed for monlhs to hOne ar>d balance these 
elements, utimatety lorming the core ol what 
makes Infamous so satisfyi'lg. 

-on a sequel, you have new Challenges.· 
says producer Briar, Fleming, "A IOI of the 
structual problems are fixed. You're already 
b<,-ldng on a strong structu-e, so the problem 
beOOmeS - or me opportunity, rea1y - is cap;. 
talizing on what !hat structu-e presents.• 

With Infamous' powers•and•pa,1<our ~ 
a prown success, the teM>'s focus haS st'ifled. 
Game,s already know what Cole MacGrath 
car, do, and Infamous 2 brings you dooer to 
his god-Ike abil'~ies than eve<. "(Infamous] is 
a very solid game about acting out the role of 
a noonaJ g./'/ who gets superpowers,· says 
game dirllClor Nale Fox. "IM one thing that 1118 
rea1y want 10 nail and NI out of the park is have 
tt be more emotional, more personal. more 
physjcal, more \llscec'al. -'isl more Immediate 
to you as you·re ptayr>g ... ,ve juSI want to yank 
you through lhe saeen and ilto the 111orld. on 
al axes." 

Creating a more e,,grossing supemero 
experience isn't an easily quar,liliable goal. It is 
sornetnng that loons in lhe plajer's mind when 
mutiple facets ol gameplay and design inter­
sect: a new vision for Cole, increased emphasis on characters, streets 
packed with CMlans. and cinematic camera angles Iha.I put players in 
the middle of the action. 

Emancements like these may seem peripheral, but they are 
instn.menlal in creating a game that could break into the highest tier 
ol acctalmed titles. Uncharted 2. for example, re1ans most ol the 
basiic mechanics from the first game. Howeve<, devetoper N~ty 
Dog's attention to detail (and famJiarity wtth the PS3's tecmolog/) 
transformed a good thlrd•person action frarnewor1< into Game of the 
Year material. 

"Enlliraments, animations. f,ghtilg - al of thooe things matter for 
crawng people in,"~ explains. "The slogan I've been talkilg 
about since ,ve began is ·no stone unturned.' We have 10 make every­
thing better, and that's il service 10 the larger goal, ,llhich is 10 craw 
people closer and dooer to the experience al~ Cole MacGrath." 

Whle no single feature is responsible for ratchetilg w the intensity 
ol lOO>mOUS 2. you can tf\lC8 the cascading inprol,ements 10 one 
starting poot: an ow,whelming new adversary. 



Infamous 2isreceiwlg ~ across the boa-d, In! 
lhal includes main CharaC1er Cole Maclnth. Whrle l)layerS 
loved using Cole's allilities in the original Infamous. tt,ey-e 
less altadled lo Cole as a characler. To address the issue, 
Sucl<erl\,ld>llasredeS9>8dColelrrdl)()OlbOnedhimto 
become a more sympathetic tre<o. "The goal I have ts lo~ 
a more appealing, more aimpeling main characrer," says art 
- Mathias Lorenz. "We're tr)lng to get more oot or him:' 

Cole's ,-persona goos bejolldthe ob>iiolJs >lsuai 
""""3ll. "It's da9ng the tool\ but it's aisodMng a lol 
deeper into who the charaCter is,· anination feed 8ily Harper 
telts 1.$. ··0ne of the lhinos we toolred at rs what would an 
""'1eme sports star- like Travis Pastrana. Tony Hawlr, 0< Oris 
Sharma- what would they be lrl<e d they had Sll)Or powe,s?" 

The ll!am tsallie to rm,e,, its new ,1s1or1 for Cole~ 
sewrai avenues: a ,-voiceaclO<, little -00 lischarac• 
ter model. and more litelrke aninations as tre scaieS -nos 
and boo.rlds ~ the cily. ·-we wan1 to toous more on 1tre 
physicality of the claacter," LO<enz says. "We want hin lo be 
a little i,;tty, a little slreel, Wlllloul lhe gnrnpiness. • 

NEW BEGINNINGS 
Infamous 2 opens will> u1ter defeat. Whether you had saved 0< SUbju­
gated the citizens t)'f the end al lnlanous. Cole was the most powerful 
being in Empire City. That Changes with the arrival of the Beast, a mysteri• 
ous character wijh inmense pow<lt·. 

"Al lho end of lho first game. you had a vision of the Beast - this 
Atmageddon•slyle end-of-days foe that's going 10 come after you,· says 
Fox. 'We're going to. of C<lOffle, deliver that." 

Tue frst game's antagonist, Kessler. tr!Mlled back in lime to prepare 
Cole fo, his iOO\/itable battle with the Beast. As a result, all of the major 
events Cole en~ - obuming electrical J)O\ve<s, lho QJarantine of 
Empire City, and the death of hiS g·r1friend Trish - were oroheStraled 10 
harden him 10< the devastation the Beast would bmg. II wasn't enough. 
Cole and the Beast f,ght in Empire City, but desl)ie Kessler's sehe<ning, 
Cole can't contend 1vith such a foe: Kessler had coonted on Cole having a 
few more years lo hone his abitties. 
--did a l)(etty Shoddy job, I 9<)8$$. • Fox jokes. °Kessler tried IO 

P<<ll""• Cole, and he pulled 0u1 all the stops to oo it, but timefnes have 
schismed. Reality has changed as a result al Kessler tampemg with 

it." FO<Ced 10 conkonl lhe Beast eai1ier than anlici)aled, Cole barely 
escapes with his lfe, but he fom1\Jates a plan to ensure that his 
next encounter will> the Beast goes his wtr-f. 

-You're fO<Ced to leave the cily and look fo, Wtr-/S to mal<e 
Cole. ,vt>o is already a SOP0fhe<O, nto a S<Jpet S\.1)0fhero, • 
Fox says. n.. seardl takes players south lo lhe fi<:lional city 
al New Marais. a dangerous and"""""' area similar to New 
01eans. This is where the o,ganization called the F',rs1 Sons 
deYeloped the Ray Sphere, the OIJjeCt that ga11e Cole hiS 
J)O\""' in lnlamous. Afte, lleeng Emp;re City. Cole searches 
New Marais and the surrounc:f.ng ateas fo, o<her pieces of 
Rrst Sons technolOgy to augnen1 his electrical 8b11ties. 
LrlCOWring bits of his <mn backsto,y along the way. Putting 
together lhe pieces and learning more about lhe FitSI Sons 
iS inpo,talll, but Cde wo,,-1 igno,e what ll<ought hin to 
New Marais in the first plaoe. 

'The Beast is coming." Flerril1g says. "Thats the hear1· 
beat of the game: his tra"81s. wreaking havoc on the cities 
on his way south, and you preparing. He knows where you 

are and why you're there." 

SOUTHERN HOS.Pl'fALl'IY 
The change n location to New Marais provides a golden opportu-

nity lo, Sucl<er Punch 10 showcase tts oommttment to 1)(0\/iding an 
e,,en more entertanng supemero sandbox. It isn' t juSt about gMng you 
someplace re,v to expiofe; New Marais is praclicaiy a characte, itself, 
w~ tts own strange comet$ and dark alleys lhal you will l.flCOV&' °""' 
tme. emp;re c~ was large, but tt didn·1 convey the cutural (liv<)t-sily and 
atehtteclurai variety one wotJd l'r<I n a major metropolitan area. lnspred 
t)'f New Orleans (and other ctties in that region al North America), New 
Mata'~ is a richer backefrop IO< Cole·s exploits. 

'My father is from New Orleans: Fox tells us. ·1 grew up healing lheSe 
stories about this city that kind of has everything. It's got these sw-



filed with rnan-eatrg iulrds. l)lanta!xlnS, ab¢ve-9roond cemeteries, and OOOI architec­
ture. This is exactty the kind of place where you want a supe,hero gan,e to tal<e place. 
New Marais is the kind of city where you feel Ike you could get st~ at any time 
of day." 

As soon as Cole arriYes i'l New Marais, he's already n trotble. The city has been 
taken over by the Miitia, a violent and W911-equippecl group de\/Oted to the cause of 
human i;uity. Since the e-ents OI the first game, strange IHngs have been happenhg 
aaoss the count,y, and mo<e people seem to be deYelopi'lg powers - or abnormalities, 
at least. The explOsion in Empire City was not an isolated occurrence: the Militia, oode, 
the leadersllip of the well-bred and Charismatic Bei1rand. is detennined to keep New 
Marais sale from anyone whO extiibils 8f>f real or imagined non-human ctwacteristics. 
~-lhey don't tal<e well to an out-of-towner whO can shoot lightning. 

C\Jring the game demo. we see Cote IJ<eak in on a Militia rf#,f, b<JI a greup of n>Jtant 
bayo<l creatures ciashes the party, too. The streets a,e swam,1ng with Mf~ia OOldiers. 
panid<ed CMians. and freaks - €Nefy000 tryilg to SUNMl the chaos. Cole fights his Wfri 
tnroogh the mayhem in an attempt to reach Bertrand. n.ming aaoss ncmerous battles 
already in p,ogress. "The city is very alive,· Fox says. "One of the things we learned 
trom the f,st game is that it"S very interesting to come upon conlict. We Ike to ha.e 
problems: pedestrians getting attacked by the Mitia. freaks coming i'l from the swamp. 
Coming uPon existing battles makes the place feel really af.e." 

hereasi'lg the ambient action is another way that Infamous 2 is poised to raise the bar 
from its predecesso<. In our demo. we notioe a drastic inctease in the number of people 
and cars on the street at once, ,vllich '#-J8S player,; mo,e chances to affect the ,voricf 
around them. 

"There are two parts to it." explai'ls develol)fnent di'ector Chris Zimmerman. "Addng 
mo,e detal and interactivity in the environment, and having mo,e activity in the city. 
More ca,s. more people. more bad guys. more 8"8fYlhing. It juSt feets mo,e Ike a 
city. It's more energetic if you ha"8 100 guys on screen an the tine, and it makes the 
game mo,e fU'l becalJse we can just throw waves OI bad guys at you and it makes 
you feel more heroic.· The boltorn lne is that gamers can expect to interact witll a 
teeming, vbrant city- whether they're down on the streets or g-inding the powe, lines 
between rooftops. 

contilued on page 56 



The Electric Man 
Al one poi1t dunng our demo, we s,rw a tint 
lhat Cole's a,sero1 of powefS may extend 
beyond~ and into lhe realm~ lea 
While Sucker Puncll wooloo~ address lhe 
l)OSSilllity dirootly, lhat kind ~ expansion 
seems to be in line with the dfflfol>ment 
team's desire to increase the SCXlllO of 
lnfMlotJs2. 

-~ POwefS are the reasoo people 
want to play lhe game, and we want to give 
you more toys to play with," tints game 
direclor Nate Fox. "Why in lhe world would 
we~ let you e,perience more variety 
in powers?" 

How lnis ice powe,w<ll.ld be onteg,ated 
(and whether It could IJe(XJl!lbined wlln 
oltler elemenlal alli"lties) is slil a secret, 
l>JI It presents some inlrigt,ng 1)()$$1bohties 
for Cole's Mure. Oon'I worry aboul ~ 
getting looOUlof hand: Su:ker PIJncll(XJl!I• 
nuications direcl« Ken Schramm assures 
us, "Cole is Ille eleculc man. Yoo're ~ 
goilg to be ice man.· 

' . 



cootilued from page 54 

'll«E SUPER SUPEi'ilKEi'ilO 
The city iS ~ one hat of Infamous 2·s open-W0!1d supe,t>e<o equatiOn; the second hat is 
making you feel l:ke Cole "s extraordnary powe,s are right at your fingertips. Unll<e the origi· 
nal. this entry begins with Cole as a certifl0d supemero. so you won·t be forced to gadUaly 
reacq.ifflfamiaralliKties. 

"We want you to start out feeling like a ful-on supe,t>e<o and l"8fl1) l-1) from there.· Fox 
says. "'We lool<ed at all the powoo; from that vantage porn.· Cole may not have al of hiS allili• 
t;es from the last game in their exact same fom>. but the goal is to avoid making p1aye<s feel 
like 111ey·ve rn0lle<I baekwards. For instance. Cole's allility to gtind on power calJleS isn't a 
ski you nel0d to learn again- you can do that right from the stM. 

-You're C811ainly more powert>A at the beginning of this game than you were at the begin­
ning of the laSl game,· Fleming tels us. That ooesn't mean things wm be easy; because ol 
the threat posed by the Beast. smply t,e;ng powerful isn"t enough. Cole noods to beoome 
unbellevably p()l'IOOJI, 1Yhich means obtaining new abiit;es that COfl"l)lement the ones he 
al'eadyhaS. 

One of the highlights of Infamous was cruising around at high speed on power Ines and 
train tracks, and Cole's electrified mobiity iS significantly expanded in Infamous 2. We saw 
11110 ,_ p()IWl<S in actiOn, both related in ~t to the first game·s inclJctiOn grind. IJsing 
specially des'g>ated areas on the sides ol buildings, the incluction launch al ows Cole to 
l3lroch hrnself upward, mnediately taking to the sloes 10< easy access to the rooftops. If you 
don't want to go up. you can use MOther new ability to jet hOrizontaly across the fac<lS of 
buiclngs. 

A more agle, rnan8lMlrable Cole sounds rd<e fun, but you can't beat the Beast by out· 
Mning him. That's ,_e some new heavy firepower wl be usefl.l; one ol Cole's most 
devastating po,wirs {curantly called the iOnic \>Oltex) creates an elecltified tO<nadO that lifts 
enemieS. ,.,.. through the envircrment. and generally leaves ruins in Its wake. It's not~ a 
strong gust ol wind - we saw Cole use it to take cto,,,,n a helcopter in one shot. 

Another wrJ:of the team iS expanding Cole"s - iS by malong his melee oombat more 
satisfying by tying it to his powers. "We had melee rn Infamous), but 111e didn't have ij_- Fox 
admits. "It cld1't feel like you were really just oolcHxx:king people into next wool<." The sokJ· 
tion to the problem iS wl)riSi,W simple: Give Cole a huge metal pipe. 8ecaose Cole is 
oonstantly llo111ing with electricity, ij ITl8l<es sense to have hrn harness~ <Ming close oombat. 
By carrying around something like an O\'e!SQ!ed ~ loo<, Cole always has an electricaly 
Charged v,oopon handy to dole out some i:,unishment. During the Ml ltia ~ in New Marais, 
we sew Cole ,vreck at least a dozen enemieS with this 111eapon, and each ()O(nbo strike was 
accompanied by a camera effect to sell the impact. 

Cole's SUPernatu'al p()IV8<S "'rJ:of be fg,tring•based. llVt he also has a unique set of natu• 
raJ skis cnretated to his enoounter wi1h the RrJ:ot Sphere. He is an excellent cir'rber, having 
engaged in urban exploratiOn as a hobby for years. When combined with his superpowers. 
this degree of mobility and destructiOn iS what gives Infamous~ identity - an Identity that 
gets stronger in Infamous 2. You wil see fewer situatiOns -& it feels Ike Cole is ~ing l-1) 

the sides of buildings. and "'°'" where he is saMlbling to the top using a variety of objects 
In the environment, creating a more satisfying sense ol inp,QllisatiOn. 



·Cole getting 8'0Uld - lhe mamage of 1)1¥1<0ur and superpowe,s - creates this incre<lble 
jungle gym of molli.ly. • Fox says. "It beoomes this landscape of opportuntties when you can 
zip up a building, then find a wire Iha! goes ac,oss empty ,;pace. You're maJong It uP as you 
go, Md you're stringing together these cool moves that allow you to dominate lhe space 
in a way that orly Cole can do." 

BEYOND GOOD AND ElllL 
You CM list a t,e,o·s P()\ffiS Md weaknesses. but many modern sui:,erpowered 
characters aren't defined by thei' abilies: they're deMed by how they use them. 
Moraltty Is a signmcant aspec1 of hero myth$ - wt,ett,er heroes choooe to light fo, 
the greater good c, peroooaJ gain is a defoing characteristic. In the fast Infamous, 
players were faced with maJ<ing choices that wood establish Cole as either the 
scourge of Empire Ctty C, its guarcfian angel, bu1 many of these kamla m<:<nenlS w<J<& 
presented as black-and-white scenarios. Don't 8l<l)8CI Infamous 2 to lay out your path 
so cieaJ1y. 

"There are bigger conseqJ80C8S to ywr choices, Md a's not really oooous what's 
good and bad." Fox says. This sl1i1I in the aoo<oach to decision•making Isn't intended 
10 trick players ilto making choices they don't want - a just introduOes some ruances to 
the process. ldealy. players wil approach moral dilemmas in Infamous 2 on a case-by-case 
basis. rather Ulan just blindly achering to good o, ew. 

The team at &x:ker Punch is light-lipped when a e<:<nes to Clarifying how the game wl 
react to your choices. "Moraltty is certainly a big part of the product." Fox asstKes us. "And 
we are cc,nmitted to maJ<ing a ~•fut Md meanlngM, and ha'lll • be SO(J18lhing you feet 
Is responsive to how you're playing the game.• 

Your choices VII lead you toward one of two drastically different endngs- Md they won't 
be ll<e the o,iginal Infamous' end'"9S. ,,1,ere you just experienced a different shade of the 
same events. On a related note, v,helher o, not ywr karma o, decisions cany over frc,n the 
previous game is tneertain. thoufll Fox tells us: ·tt is, ph~. somethi1g that we 
don't ignore." 

Beyood that. all ol lhe S!)8Cifics of karma - P()\fflS associated wtth good and bad. 
how the ctty dynamic Changes, and how the sto,y branCheS - remain mysleries for the 
lime being. 

Z'eke is a familiar lace flan lhe first game, tu he'll be pla~ a 
!lightly-role il lnlMlous 2. Lasl time, he juSt sat on tis rooftop 
and caused ~O!Alle for Cole: """· he's more" a conlriluino P<Vlle< 
in Cole's endeavors. 

"He's really~ 10 mo,e lhings _,, and be a more produC1t,e 
member " lhe IAlem, • says game di'ecto< Nate ro~ "He helPS you out 
in lhe field and can build"'""" for you lhat hell> pump you 14>." 

Zeke's newfound desire 10 be usolul may be relaled 10 lhe tact lhat 
he be1ra)lld Cole In lhe 1as1 ~ . r,rty 10 swilch skies again in the 
final scenes. "They slit have Issues 10-1< w. as al lrieoos do." 
rox-. 

Like Cole, Z'eke has been re<Jesigned for lhe sequel, but his person­
alily remains the same: -=crass. and- lttil<8 Cole, 
,-, lhe team is pWmg to tiave lhe same wioe aclllr reprise thoS 
roleforlntamous2. 



STEPPING UP 
As players explore the s;ghts of New Marais. scurry· 
ing across ooldirQs and zapping the Militia. they may 
not immediately notice the final major irrc)rove,nent to 
Infamous 2. Sucker Punch's abiity to effectively use the 
technology of the PlayStation 3 isn't as flashy as fring off 
an electric tornado, but It has just as great an impact oo 
yo,x abiity to step into the ShOes of a S\.1)8fflero, 

W~h a clear idea of what defines Infamous as a Iran· 
Cllise, the team has dug into the PS3 ha,C,.vare and 
add'8SS8d sevE<al complaints from the first game that 
w..e rooted n the technology. For example. instead of 
rely,1g on comic book panel$ to tell the story. Infamous 2 
features o.i1scenes that highlight u,e characters· persoo­
alties and relalionsfljps The cornic·style intet1udes are 
still a part of the game. but they wl be used for larger 
secti:lns of exposition rather than detaling critical inter• 
actions behveen ctwacters. 

'We're-to have a rruch more empathetic narrative 
this time,· Zommerman says. "The characters are much 
more beievable. much more likeable a oM.y because the 
technology is there to 181 you do a cimera close-up on 
scmebo(ly. We COUl(tl't do 1hat in the last game. so we 
needed to keep the camera away for technical ieasons. 
llistime\\'8doo't." 

Better wsceries. cinematic camera angles. more 
destructible olljeejS. and swarms of Characters on­
screen a,e just a handful of ways the team is leveragl:'Q 
tts panr,ersnp with Sony to tap n to the w,ver of the 
hardware and deliver a S\.l)8fflero experience mat aims 
to impress on 811 fronts. Hilling the right beats in terms 
of fusing technology and gameplay doesn't just make 
this sequel better - tt establishes the strength of the 
Infamous name. After 811. the lnlamous 2 project ..-.·1 
just a sequel: it's the next step n what ooulcf potentialy 
be or,e of Sony's cornerstorie ~anchises. -we·re tryw,g 
to buld the IP." fleml:'Q says. 'We're trying to make It 
stronger. more civerse, more interesting. /llso, more 
refined. higher quality, because we're tr\'ing to invest in 
thel)<opertyi1self." 

"The space we're playing in- the th'rd·persoo action 
genre-is the Game of the Year space." Zimmerman 
obseNes. "You IOok around and It's Uncharted 2. h's 
Assassin's Qeed, tt·s God of wa,, It's all these geat 
games. and you have to be able to COOl)&t& on all axes 
with them. On lhe axes of charac\er and story and stuff, 
we·re much better set up this time so we can take a big. 
hard swing at tt: 

Sucker Punch is proud of its won< on the original 
lnfM>ous. but there is always room for irr()rOvement. 
W~h Infamous 2. the stucflO is seizing an opportunity to 
Sl>OW gamers what Cole MacGtath can truly accompish. 
"fk'lfamousl l\lnctioned well and felt good,· Fox says. ·1t 
was a S\.l)8fflero game that you COUid get into and have 
a good time. The seoond game. if we do our JotJs right. 
wil hopefully give you a heart attack.·♦ 
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Building A Future 
The origonal Infamous didn't have any51)8Cia1 ontinefmctions, 
but 8-premise cook! demilely Sl.l)l)0rl some COOi mlllil>laY«. 
When we asked about 8- potential lor taking Infamous 2 
ontine, gMle dreclor Nale F(I)( _ , ·1 can tell j<lU that tt,s 
Is a SUP$'·8'fcitlrlg time 1or u. PlaySlatlon 3, and tllere's a lot 
of COOi sttAf alool We're rd really divulgir'Qany-. but 
we're e,cited by all of Ille lraclion other produCts lla,e made to 
pro'llcle a fOundation lor us.· 

We don't l<roW exact!y """1 Ille learn has in sllJre. but we can 
spe,)IAale. It may be .,.._ng co-q) and competjb,e oplions, 
wllleh games like Crad<down and C)ard Theft~ IV have 
prownwork i,eat in an Qll8fl wortd. -. in terms of ont,ne 
experiences <rique to Ille PS3. games •ke Llttle8tgfmel MCI 
~ Racers come to mind - a IMlaliMg 1)()$$1bil,ty lhat 
cook! Ol)8f1 IC) -horizons for aspiring heroes. 
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» Releue 
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XCOM 
BioShock 2 developer looks to reinvigorate the classic PC franchise 

Talk to any X-OOM Ian and they'll prObably 
tell you that the franchise should ha"" 
ended in 1997. After a tnlogy of stellar 

tum-based strategy games. 1he only two fol. 
10\v-ups to the series were an t.n:tenvhelming 
space combat sim and a mincless first-person 
shOoter. Now after nearly a decade-long 
hiatus. a new XCOM is under development. 
unhyphenated and re-imagined by the talented 
developers at 2K Marin. And althOugh the 
newly announoed @e is returning to the FPS 
forroola. the team looks to bring back some of 
the game's strategic elements while capital• 
izing on their ability to create a rich ernbiance 
and suspenseful narrative. 

The new XCOM trades the futuristic sett.ng 
of the franchise for the idytlie Ameoica of the 
1950s. A retro art slyfe and slightly exaggerated 
chatacters are reminisoern of 2K Marin's recent 
actventure in Rapture. albeit with a IOOs <j-Oorny 
tone. Instead. thegamejuxteposesaleavelt 
To Beaver atmosphere with the hornfic nature of 
human•devourlng amorphous blobs and ullla• 
deStructive death rays. 

You play the role of WiNiam Carter. an agent 
1'IO(k,lg in the FBl's XCOM unt IOcated in a 

secret bunker beneath an ~IOOld u.s. />ii; 

Foroe base. Like the original trilogy. XCOM's 
mission is to identify and defend the planet from 
alien threats. Bot don't expect to be facing any 
Sectoids or Floate<s; the developers ha\/e stated 
they're ditching the franchise's estalllished 
species in orde< to surpcise playe<s with new 
aeations. Two ene,ny types ha\/e been revealed: 
a tar·lke blob creature that latches onto and 
engt.lfs ils victims, and a levitating ring structure 
capable of rainr,g down wideSpread deStrvction 
from above. So far It seems 2K Marin has made 
the right cal. The llOl'8l1y of encomtering and 
investigating new, te,ntyr,g life fOrms far out· 
weighs the nostalga of rehashing old ideas. 

Whle most games forget what the 'I' in FBI 

stands !or. investigation is your p,~ taSk in 
XCOM. Reports of strange phenomena fran 
across the count,y are ftn>eled into you, base, 
and lt'S <4l to you to decide 1,tich case to 
embaf1< on. These events can happen smultane­
ously, so while yoo're tracking down a lead in 
Kansas, an important piece of evidence in Maine 
mayd~. 

The missions themselves are equally open• 
ended. Upon entet'o,g one of the large maps, 
you and nYO agents ,'Iii oornb the area fOr dues 
that are relevant to you, in\/estigation. XCOM 
employs a photo mechanic s.mlar to BioShock's, 
and 8""I)' picture you snap of a menacing alien 
or disntegating co-wOfke, edges you towaros 
a solution for dealing w'ah your alien invadets. 



' . ... r. ' I 
111 gotng 10 1a.>:e more than a sbolgun 
to bnng down whatt1ror that thing a; 

'I 

01l>er evidence. as well as a valuallle af,en ele­
ment called Elerun. are also ripe to, lhe taking 
shoud you find them. But limitad resources and 
the urgency of Ille alien threat means the IOnge< 
you stay in a location. the lesS likely yoor chance 
of SUMVal. Youl have to decide whether tt's 
,=h it 10 stick aroond and see what else you 
can find, or nit's tine to flee Ille soeoe and retcrn 
to yoor base w~ yoor ◊-:led evidence - and 
hopefUly yoor febv agents. 

Like the early X-COM games, that evidence 
you collect is ilrportanl. Not only wil tt lllO\le the 

sto,y aloog and prOl/ide valuable information on 
lhe threat you're up against, tt"s also vttal for yoor 
r8S88fch team to aeate aflerH>ased weapons 
p()\V<lrl\JI enwgh to overcome your extratenes­
lrial adversaries. So far 2K has revealed two of 
these inventions, based on the oly blob species. 
The "Btobal()II' is designed 10 toreh the pesky 
enemies. in light of the fact that a Shotgun blast 
will only temporart,, separate them into smalle< 
pieces, allowing them to EMlOtually reform. The 
seoond invention takes adVantage ol lhis rejOin­
ing property. By trapping a small sice of one ol 
the blobs in a jar and conneciing It to an elec· 
troric oornpass, the <levice will lea.<l you to other 
creatures in the vicinity. Haw,g woopon and 
gadget designs based on yoor researoh bolsters 
the game's science fiction appeal, and given the 
orealivity bel1nd BioShock 2·s arsenal, we can't 
wait to see what else carter wll eventualy have 
al his disposal. 

We're also hOping your NPC cohorts can tap 
into the franchise's strategic depth, and 2K Marin 
has expcessed an interest in making lh8se sec­
ondary characters matter. 'M>ether that means 
you'll be managing lhei' resources and actions 
like the space !)IIJ1ts of Ille orignal series Is 
sometHng we'I have 10 wait 10 f.nd out, but so 
far the game's direction is pr~. 2K also 
isn't oornmenting on whether XCOM wil feature 
multiplayer yet, but the prospect ol teaming up 
wi1h a few felow tunans to fend ott an alen 
invasion is a tantalizing possibiity. 

Behveen the unusual mechanics, the 1950s 
setting, and the 00/V cast of alien species. this 
XCOM reboot may be unrecogrizable to long· 
time fans of the series at fltst glance. So far all 
the markings of a tMSe first-person ShOOter «e 
oorning together - let's hope a deeper look~ 
reveal a layer of strategy befitting the franchise's 
name. • Jett Marchiafava 
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,. Denloper 
Ei<SosMontreaJ 

The Deus Ex franchise 1sn·1 one 10 be usoo 
lightJy. 11 comes with the kind or baggage 
that accompanies my game that has 

reoe.ved critical aociafm wi'thout the recognition 
that comes with consistent releases. It's been 
10 years since the original Deus Ex arriYed on 
PC and redefined the first-person shooter for 
rnmy game,s. It's been seven years since the 
less-beloved sequel, Deus Ex: Invisible Wat. 
Eiclos Montreal, the brand new team behnd 
Deus Ex: H<Jnan ~ion. has a tough job 
ahead or them if they l"<)pe 10 live up to this 
legacy, and they know it. 

-we started out scared,· oomas creawe drec· 
tor Jean-Francois [Nga$. "'Then we got to work.· 
Wotk. in this case, began ttTee years ago by 
bringing together a Ql'Ol.l> of inrustry veterans -
albeit veterMS who were no1 inVOlved in e«her of 
the prevoos Deus Ex games - to carefully p;ck 
apart the first two releases and try to pi'l)Oin1 
what made them so beloved. "And then: Dugas 
says. ·we had to figure out how to bmg those 
elements into a modem game." 

As l:oclos Montreal sees it, the key 10 the 
Deus Ex series is options. Eve,y level in the 
game has multiple sovtions for completion, al 
of which CM be brOken down into four basic 
cl"<)ices: combat, hacking. social. and stealth. 
Need to break into a heavily guarded ware­
house? You could sneak in through some 
ventilation shafts. snap a security guard's 
neck. and steal the key Catd. Or, if you'd 
prefer, you could blasl your way through an 
atmy or goons. 

It's unclear row you can lalk yr,x way out 
of certain snuations, but Dugas promises 

that it is possible. He demonstrates the !)llme"s 
dialogoe system by shovnng a confrontation 
between protagmst Adam Jensen and a Ql'Uff 
bartendef. Options for dialogoe ate presented as 
emotions or moods rather than a ,._. sentence. 
For 8X8fl'1)1e. Jensen ocud try to be persuasw 
or friendly. or he could match the bartendef's 
su-1y att~ude wah an aggressive response. 

Choose what you say wisely, and you can 
proceed without violence. Mess up, and you'll 
clOoo off the social option and be forced to fro 
another way to finish yr,x mission. ff you're 
especially cl""8f with how you mix social. hack· 
ing. and stealth abities. It Should"""" be pos, 
- to llriiSh the game withOUI killng anyone 
(save, perhaps, for some boss encounters). 

Ano<her impo<1ant pan ol Deus Ex'$ legacy 
is the way it mixed RPG elements with the 
first-person shooter structure. (),,gas says the 
pnmary RPG mechanics in 1-unan Revolution 
come in the form of weapon customization and 
cybemetic augmentations. You can purmase 
new augmentations throug,out the game. but 
you can also !)llther XP and Sl)end it Upgtading 
the augmentations you've already ~t. 

'Mien I suggest that the RPG elements mgt,1 
be a bit downplayed from the previous !)llmeS. 
Dugas is quid< to step in with an ·1 don't tr.nk 
so.· He explains that the team started out with a 
skll system very reminiscent of the first Deus Ex. 
but as the !)llme"s plot became more focused 
on augmentations, they decided it made more 
senoo to place all the power within them. They 
didn"t remove any Skis from the !)llme entirely; 
they just tied them to augmentations. 

Aug·-ed abiities inclJCle smart vision to 

see through walls. an aiming stabilizer to lessen 
g<n reoo,1, an 1earus system that alows you to 
jurT1) to or fal from geat heights. and even a 
ctaymore-styte explosion that you can create with 
'PX hands. Each level-up IJ<O\lides new abi1ies 
related to the augmentation. "Strength lel/8I one 
m91t give more inventory space,· Dugas says. 
"'Then Strength level ~'° may fl/cW you to punch 
tlYoughwalls." 

One aspecl that may leave fans sl91tly disap· 
painted is the plot. The team SP8()ificaly chose 
to do a prequel - set 20 to 25 years belore the 
original !)llme - so tha1 they ocud approach 
it ll<e a new IP. "You wil not need any knoWI· 
edge ol the pre,,;ous games to enjOy Human 
RelldtJtion; Dugas promises, a strategy neces· 
sary to pull in new !)llmers but wih potential lo 
alienate fans. Then a!)llin. he also notes that the 
writer of the !rst "'° !)llm8S is working as a con­
Sl.ltant for the team to ensue that the story fits 
within the Deus Ex univ<lrse. 

If thefe's one thing I CM safely say about 
Deus Ex: Human Revolution already, ifs that 
the team Clearly has ambition on a scale that 
matcheS the previoos Deus Ex games. With 
it not due untiJ sometime next year. it'I be 
a while befor'e we know whether that vision 
pays off in another revolulionary eff0<1 from 
the ground-breaking franchise or a fizz1ed·out 
wannabe of a revival. • Phil Kollar 

Toste thefilsttrailallOtlJtus b:llt"1M~OI. 
visit mvw.rpmelnftxrne,.axnlmJg 
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True Crime 
A taste of the open world 

T his thl'd entry in the True Oime series has 
no111ing 10 dO wi1h 1he p,evious games 
outside ol playing an "1deroover oop 

taking dOwn a crime syndicate. You are Wei 
Shen thiS time, and you·re trying to take dOwn 
Triad faction Sun On Yee in Hoog Kong. You'll 
recogrlze new delleiOPe< I.Miled Front Games 
from ModNatiOn Racers. and many of lhe 
team iS compoood of ex-staffe<S from Radical 
Entertalrment, Black Box. and ROC1<$1ar. 

laSI time we tal<ed abou1 a"- warehOuse 
rescue mission. but now Activision has Shown 
us a taste ol what lies beyond. We begin in a 
miSsion to track dOwn and beat up a lowly drug 
dealer nM\ed Mng in a crOWded mar1<e1. Once 
we spot him, Ming 1al<es off and • becomes 
an on-foot Chase. Shen vatAls °'"" fences and 
Slides over boxes in hot pursut and~ 
runs into Mings~-

These clYJmps are no match fo, Shen as 
he l)(eaks a guy"S arm. throws anotner. and 
fo,ces one poor sap's face into an indJstrial fan. 
Environmental kls ll<e these are lrUCh easier 10 

ptA off tharl<s to 1he abili1y lo grab a foe and nx, 

tim over to a tempting area ll<e a Sl)al1<ing circuit 
bOad orally-infested ~ter. 

After handli>g M"9, Shen iS in the open 1YO!lcf, 

and before you know• hes cruising 1he streets 
IOoking fc, troullle. He picks cp a rar,oorn task 
that im,ollles wiping out a meddlesome motor­
cycle gang. An NPC takes the steering wheel 
allowing Shen 10 fire out the passenger side. He 
can ShoOt the Qt.-.s out of the bikers' handS, 
blow ther tires. o, iust straight up kil lhem. 
Befo,e officlaly finishing the miSsion. Shen hops 
out of the car and steals one of the fallen bikefS" 
rides. The crotch rocket has a lot of zip - 00Clllgl 
to catch some massive air after ramping off the 
front of an oncoming car. Once he's had hiS fill of 
1he bike, Shen performs a slo•mo jump off of • 
and shoots the gas tank in mid-air to blow up a 
'°"' of pa,l<ed cars juSI for fun. 

Next he runs <:Ne< to a CMlan and~ kid<s 
tim right in 1he back. Shen then stuffs tim in the 
trunk ol a neart>y car and drives off. He crashes 
into some oop cars. l)Cl)s open the trunk. and 
beats cp the unlucky gentleman right in front of 
the l)Oice. Once the cops get invoilled. Shen 
stealS one of their ~tiCl<s and beats them 
dOwn. 

These randOm acts of ""'8nce and ma)he<n 
certainly loOk fun. but they're not gong to help 
yoo, Face rating. ThiS social status indicator 
increases as you pul off fancy fighting moves, 
wear COOi Clothes. drlVe sweet cars. and rise in 

the Triad rari<s. Thete is orly one enang to the 
game, soyou·re free tobeasgoodo, bad as 
you feel at any given 1.-ne. tM it seems fike fol­
lowing the rues is 1he orly way to really boost 
yoo, Face. Wrth a higher rating you'll Lriock new 
miSsions and ,no-,es. and be able to date Class­
ier lades (this may include rival~ mernbera' 
giffriends). These hot dates range from karaol<e 
singilg to manhood-p,oving weet races. 

White True Orne iS stiU a 1"8yS off. we·re 
rer18'18Cf to see that the open world elemeots 
have the P01ential 10 offer plenty of opportuni­
ties to ten-oril:e the popuiaCe of a f,ct- Hoog 
Koog. Moc that with some pailful-looking combat 
and 1,g,1 gooplay, and United FIO<lt may have 
what it 18kes to turn around the series' Shady 
reputation. • Bryan Vore 



Kane & Lynch 2· Dog Days 
Taking IO's new multiplayer modes for a spin 

0 nr,ne deathmatch games a,e a drne a 
dozen, so it's always refreshing to see 
deWlopets 1,y something new with mul• 

tiplayer. Those who played the original Kane & 
Lynch onlne didn·t just shoot at other players; 
they played mild games with a group of fellow 
t~. In the S81'ies. Fragile Alliance mode, 
pla)$$ teamed ti) lo p<JII off a heist. and then 
either 1VO!l<ed as a unit to shoot t11rough an 
army of cops or backstabbed one another in 
a greedy play for extra cash. Of oourse, a your 
partners tuned on you in the process, you 904 
10 t,,,nt down your fOflTl0f allies as a <XJP. The 
original Fragile Aliance was our favorite part of 
the first Kane & Lynch, so we were eager to get 
OU' hands on version 2.0 in Kane & Lynch 2: 
Dog Days, but there is more than one way to 
play Fragle Alliance ttis time around. Below we 
b<eak down all ol 1he divergent modes. 

Fragile Alliance 
The basics for Fragile Alliance in Dog Days 
t,aven·t changed much. The whole team stl 
Shates its profts, but a t~or keeps eve,y1l1ing 
tor himself. This means tuning traitor can earn 
you extra cash, but It also means you·11 be run• 
ning lone ,volf. making it twder to gel out alive. 
Ar'f008 who betrays the group wl have to be 
crafty, since 1heyl be marl<ed with a traitor icon 
as soon as they tum on a colleague. Howeller, 
1ra.~ors who make It to the extraction point before 

anyooe else can offer to spilt their caSh with the 
aiver md make an early exit. 

tt you accidentally graze a friend dunng a 
ShOOtoul, but didn·t mean to turn t~or. the 
game·s Yellow Card system comes into play. 
M'fOOO who accidemally shoots a felow thief 
(ineaning you shoot at another player but dorft 
kil them) wll recei\>e a Yellow Card. This status 
only lasts for a few seconds, but dunng ttis time 
other Pla\$5 can seek revenge on you without 
penalty. However, ii another player continues to 
ShOOt at you after your Yellow Card expi-es, that 
player will get marked as a 11a1tor. This should 
help keep the alliance bellveen players as tenu­
ous as a we1 paper towel. 

Undercover Cop 
Lndercowr Cop rrig)l be oor favorite valiation 
on 1he Fragle Alliance concept. The mode starts 
like a normal FA match, but ,'lith one ex<>ll)tion. 
At the begrnng ol each match, the ocmputer 
secretly chooses one player to be the under• 
cover cop. n is this player's job to make sure that 
the thieves don't make It to their extroction poinl. 
LWl<e Fragle Aliance, the undercowr oop won't 
gel ma,ked as a trailor for kiling Olher lhieves, so 
a wisa cop wl wait unti the IOOl has been Cd· 
lected, and then take out stragglers while no one 
Is looking. Undercover Cop 100ks Ike It wll foster 
a teose Donnie Btllsco-1:ke sense of pa,anoia. 

Cops and Robbers 
Cops and Robbers buTips the player firm up to 
12, cfMding e-,eryon8 into two learns: oops and 
robber$. Urike Fragle Aroanoe, robbers respawn 
on the same team when they·re killed. Similar to 
single•llag CTF games, the robbers 1,y to take 
their money to the extraction point willin a time 
limit; a they do this. they win. Al the oops have 
to do is prevent the thieves from reaching their 
vans in time. 

Arcade Mode 
IO ten lhat Fragle Alliance was generally Wei 

received, but many players missed out on the 
expefience because they weren•t comected 
10 the tllernet. Arcade mode is the 80$\-10 
this problem. The premise OI this mode is the 
same as tt is online; grab four mlion dolars and 
escape in fou' mnutes. However, no.v fN8fy~ 
one else on your team is en Al bot. Each round 
gets a little harder, and the goal is to see how 
long you can last with a lmlted r..-nber of ill<ls. 
The compute< _, starts to tum on you if It 
doesrrt think you are pu1rng yr,,.rr \\-ei(flt. While 
this mode was designed tor offline play. those 
who are comected to the titerne, wit be able 
to aocess online leaderboardS and chalenge 
friends to beat thei' score. • Ben Reeves 

~rr,:,reSQ'MlSantJdetaNsCIOIJftimewi#tArc:4<kl Mode 
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Madden NFL 11 
Simpler and smarter 
H I twas the I\J<ewa,m reception of the cen­

tury," recalls Madden creative director tan 
C<inmings when one of the ~son 

his team came to him with an klea to radicaly 
change the way gamers have been calllg plays 
fo, decades. "I laughed him out of my office. 
'Thars just stupid.'" Despite this rocky start. the 
team at EA liburon didn't abandon what turned 
ilto one of this yea,'s most important new lea· 
tures. Madden's new Gameflow playcalling is 
designed to mal<e you a better footbal player, 

In Seplember of last ye:a,:, Cum,~ and the 
team had aeady created prototypes trying to 
irrc)n)"8 the way that player$ inter1ace with the 
game. Gamepmning - setting aside specific 
plays fO< situational clown and distance - was 
up and f\.Ming. but the l)<e<-snap HUD was as 
unwieldy as ever. That's when technical artist 
and desiglar. John Ta)1or. built a playcal1ing 
protOlype to show Qirmmgs row effective a 
new method of playcalling C<IUd be. n.s 8'Vly 
_, of Gameflow chose an old Ask Madden 
play fO< you without any ~ting O< button 
pressing, and ea11y playtesters- many hardCO<e 
Madden !Ms - found this new method of play 
caling so seamless I/lat they didn't even reaf,ze 
that they-·· caling th8 plays lhemselveS. 
Ths gave Cum,~ and Ta)1or th8 resolve to 
ffi0\18fO<Wa-d. 

New features were layered in as GameAow 
started to take shape, ll<e gameplanrir(l, auto­
maticaly showing the play art on the field. and 
au<fo chatter from COO<dinatO<S. GameAow isn't 
just fo, Madden newbies who want the CPU to 
pick plays fO< them: ~'s a tool to give you mo,e 
tine to play the actual game. Besides, ima9f>e w 
you l"IMi< got another delay of game penalty. o, 
had enotq, fme to actualy dive into Madden's 
extensive pre-snap strategy OPtions to bec<lme 
an audible master fl<e Peyton Manning. 

Gameflow is useless W th8 CPU picks a bad 
play lo, you -Oike we've all seen in Stl,etstar 
mode). so EA liburon is relying on team ten• 
dency inlo from NFL head coaches and ~s 
aocess to a comprehensive footage of every play 
run by every NFL team- the sa-ne system the 
teams themselves use - to get things rig,!. EA 
Tiburon is serious enough abovt ~ playbooks 
that Ws even dipped into the mysterious tJlack 

mar1<el where old NFL playbooks a-e sold. 
GameFlow also lets you set up uriQue game­
plans fo, yout team, so you're <rly fed the plays 
you like 10 use. These gamep1ans can atso be 
moved Oller 10 the aforementione<I Superstar 
mode, so you don1 have to put up with that 
mode's trad~ionaly bad playcalling, 

Atter croosing to use GameFlow ()'OU can 
also call a play the old fashioned way). a coor· 
dina10< will explain the play before you snap 
the ball. Cummings estimates that their writers 
came up with 300 to 400 Ines for offensive 
sets and •OO lines fo, defense. These aren't 
juSt generic pep talks. For one GarneAow play, 
the offensive coordinator reminded us to give 
one partieulat wide receive< enough lime for 
his deep route 10 develOP, FOIIOwing his aclvice 

easily added 10-plus yards to the reception. 
Some of the coordinator aucflO is specific to 
what's already happened in the game, adding 
some useful contex1. 

Honestty, It ,YOUCI be a miracle~ G.meAov, 
always gave you the perfect play (and ii that 
happens, oomP<Jters are about to taKe Oller l"8 
wood), but OU' tine w~h l let vs east, inagine 
usilg ~ on basic situations such as first and ten 

°' Short yardage ooenarios. Gamepianning °' 
the old manual playCaling mghl be reQlJied IO< 
tricky 111ircl-and·longs or when we want lo throw 
the other team off balanoo. The fact I/lat we're 
~ thirl<n;J of usef\A strategies ShOWS 1-.o-v 
Gameflow isn't just atxM simplfying the game. 
but it sho<Jd be a d,ange that downri9'1t irr(xoves 
the e)¢)8rienee for everyone. • Matthew Kato 

Coordination 
Between plays. )'0\111 get 
a prompt asking you if )'OU 

want to dloose between 
using Gamencr.v or lhe 
lull playbook (whlch also 
Ulciudes your gameplon 
playsJ. u you pJCI< Game­
now. the CPU will se1ec1 
your play and you'U heat 
lhe cootdinator aucbo and 
cext descnbing u dunng the 
pre-snap Madden NrL 11 
also uses prompcs on founh 
oowns and SJ)Cdal teams 
plays 10 make common 
acaons ltke PATS and pun1s 
easy to cau withOut having 
10 di\'& iJllO the playbOOk. 



-
NHL 11 
NHL celebrates its 20th anniversary 
with a huge innovation 

S ince introducing the analog stick-based 
control sdleme in 2006, the NHL series 
has blossomed from a struggling franchise 

into the most impressive performer n the EA 
SpO<ts stabl&; over the last foor years saies have 
su-ged an astounding 120 pe,cent. For NHL 11 , 
c1eve1oper EA Canada hopes to posh the bar 
.-, further with an entirely new physics engile. 

Hockey is a violent SP0<1 fined with bone· 
ratUing hits along the boards and wince-inducing 
open-ice ched<s. but <:Ner the past few years 
the~ in NHL has bec<lme too !)(edict• 
able. With the new real-time physics engine, 
howewr. every hit wil look and feel different. 
Dew!OPed internaly with the help of the F,ght 
Night team. the new engne gives realistic phy$­
cal properties to the sticks. pocks. and players, 
b<inging the game dooer to what we see every 
night on the ice. U<e Natural Motion's &4)h0rla 
technology. this procedural system generates 
animations on the fly, getting rid of the repetitive 
earned animations that plague so many SPOrts 
games. Whether you·re on open ice o, along the 
boards. every collision lool<s unique - players 

Trading Places 

can catch the bucl<les along the benches. get 
their skates tied <4>, o, even keep their balance 
if the checker Ody gets a small pieoe of him. 
Players rebotr,d viciously from the glass after 
getting checked into the boards. and if you hit 
your vict.rn hald enough he may drOP his stick 
o, suffer a gruesome inµ-y. 

The new del<e system serves as the equaizer 
to the new checking system. In NHL 1 t. PUCi< 
11anc11ers have mo,e inventive ways of beating 
defende<s than ever before. The right analog 
stick is packed with new moves like the toe kick 
Pavel Bure made famous, bOUncing the PUCi< 
off your skate. and the Pavel DatS)U< technique 
of keeping squa,e to the goal during a deke to 
1)(8SerV8 a shooting angle. If a defender's Slid· 
ing on the ice in front of you. simply lift the puck 
<:Ner his outstretched body and jump o-,er him 
in tandem. The new physics system also allows 
pock l1ancllers to get off last minute shots in 
the midst of being checked, and supe,stars like 
Alexander Ovechkin can even Shoo! o, pass 
while lying on the ice. 

NHL 10 was frequently oilicized fo, Its lack 
of goal SCO<· 
ing - even rea1-r~e 
sieves like Vesa 
Toskala played 

Over 1/le pas, five ye.us. 1/le EA Sports and iK Sports hod<ey franch,... hove 
skated tn drastically cbtferent chre(:bons. Charting the Game .Informer review 
S'COl'e$. it's no wonder 2K Sports i.s takin9 the yeM off to reevaluate the future o( 

Us NHL fronchise. 

like Vezina tropl\y 
'Ninners. To loosen 
up the netling and 
make goals mo,e 
varied and real· 
lslic, EA Canada """' 10 • ' . 2 • 

■ U Sports HHl.06 10 

""' 

■ 2K Sports J,1tl.2f<6 2:klO 

""' 

has lweaked the 
goalie angles, n-.s 
makes It more 
evident wt>e<e you 

should be shooting; keeping yoor eyes on the 
goalie and picking the riglt spolS increases your 
chances of po.,1ting the puck in the net. 
To~ the CPU keep up with al the bla,ing 

dekes, brutal checks. and the loosened goalten· 
cf,-Q, EA can.eta has rewO<ked the Af to boost 
its ski set. Players have mo,e awareness to 
avoid vicious ched<s. and employ dekes mo,e 
fr8Q'J8ntly 10 keep your defender off balance. 
Both the goalie and offside defenders do a 
better job of patrolling the crease and stopping 
1tiooo improbable cross-ice passes that gamers 
over-relied upon to score baek doOf goals the 
past few years. 

Other on•ice imp<o-,ernents include user· 
controlled celebrations. broken sticks. and a 
brand new face-off system that lets you shoot 
from the ci,<cle, kick the PUCi< back to delens&· 
men after tying up yoor OPl)onenl's stick. and !lip 
your botto,n hand to iml)(OV8 yoor chances of 
winning a lace-olf lo yoor backhand side. W~h 
real PUCi< physics in place, winning the face-off is 
no longer abOUt jamming the analog stick befo,e 
the opposing center-your stick must 00<n0 in 
con tac, with 1he bOUncing PUCi< to gan POSS8S· 
sion. Swing too~ and you could wt1iff on the 
puck. The various tactics at play gives each drop 
ol the PUCi< a paper, rock, scissors feel, breathing 
new l~e into a fonnerly stale system mos1 players 
mastered long ago. 

With the NHL 2K francl1ise on hiatus, EA's NHL 
series has no mo,e on-ice cx,mpetition. But ~ 
the new physics engine and the comptlernentary 
game tweaks are successful, the arrbilious 
development team wit rtkely keep Its place a1 the 
vanguard of SPOrts garn'f'G. • Matt Bortz 

Skating Onto The WU 
rt>r the first ume in the s:enes. 
EA's HHL tJanctuse 1s oom­
mg to the Wu. Rather than 
lari:ly pomng O\'er the game 
from I.he ocher oo~. 
CA Canada ha$ rebuill the 
gameplay aroond a hockey 
suck pelipheral tha1 ho\l$eS 

the Wu remote and nunchul<. 
and Simulates real hockey 
mooons bke slap sh()(S and 
cross chectcs In analyang 
the fa.tlures of other team­
based spons to rranslate 
onto lbc Hmtcndo platform. 
the acanve dtroctor DaV)(I 

unman deelct.ed to bulJCl tho 
game around a single-player 
experience. 'Ille resull k§ Pee 
woo to Pro, a Be a Pro-.hke 
mOde I.hat 1ak8s you from 1he 
neighborhood pond$ of Pee 
Wee hockey through Ban­
lams, Juniors. and eve.nhially 
the NHL 
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Lost in Shadow 
A platformer that wants to change how you look at the genre 

A I first glance. Hudson's Lost In Shadow 
resembles ICO 'you look al lhe Char· 
acters, tlXnoct thool into shadows. and 

made It a 20 platfo«ner. Despite the aesthetic 
similarities, you'll immedately notice gamepiay 
mechanics you've never seen. Lost In Shadow 
Challenges platforming veterans by f0tong them 
10 focus on the sheclo111s bel1ind objects rather 
than the 30 models themselves. The result is a 
novel @e that Challenges your sense of percep­
tion in a way never befOl"e seen in lhe gen--e. 

'Mien I first picked up the conlroler, It became 

apparent lhat I'd have to I0lafly change the way I 
lool<ed at the game, ko/008 lhat grew up dumg 
the 8· 0t 16-bit e.-a is used to a straightforward 
approach 10 platforming, ,v~h Clear1y defined 
platfo«ns and objeelives. Lost in Shadow instead 
req<ires you 10 shift your gaze lo the back· 
gound. as your Character exists only in shad· 
()IV$. l.ivirQ in the shade changes the properties 
of many objects you see in the f0teg,ound. Thal 
o.nassuming ~ you see in Its physical fo«n 
is a deadly series of spikes when its shadow is 
projecled a certain way. 

Objects in the real 1110tld can be interacted 111ith 
by lll)ping Shadow swltehes, but the rnajo(fy 
of tHs inle.-aclion wi be 11-.0U!I> the fa'ry-like 
"spangle" aeabXe. When you point the Wi 
remote at the screen, this flying figure acts as 
your cu=. tt can ro1a1e bridges, flip smcr.es. 
and even sn1I the location of light sources in an 
effort 10 move the shadows behind them. If you 
see a shadow platfOrm that~ wel out of your 
jtxT1)ing r""G9. It may be a step away alter slid· 
Ing a lightbulb across the screen. 

It's not juSI you and the shadows, 11\0<Jgh. Ea,ty 
in the game, you'll come across a swcrd that 
can be used to dispatch the red•eyed creatures 
lhat also inhabit the wcrld. KifUng them releases 
red and pu-pte Otbs lhat increase your shadow's 
'\.,,;g,1· (essentially your health meter) and pro­
vide you ,vlttl experience points. Other enemies 
ha\'e blue eyes and can't be defeated with your 
weapon. "1stead. you'll ha\'8 10 find ways 10 navi­
gate around them or utiiie the enwonment in an 
effort 10 do away with them. 

Another enemy br'r1gs wi1h him an enli'ely n8III 

level 1)1)8. 'Mlile most of lost in Shadows' 50 
stages 181 you platfo«n and defeat monsters at 
your leisure. ooe stage in pal1ictJar I saw - feallX­
ing a tenifying n-uti-limbed beast - had a m0te 
frenzied paoe. Wdhou1 any disoemillle face, this 
mass of limbs IJmbers toward your character 
<lllil you manip<Jiate the environment to slow 
him down. Th8"e's no rest;ng once he Shows uP, 
only a sprint for suMV81 across gaps and ,wound 

dealh-<ieaf!ng jigsaws and OCher hala'ds. 
OvlSide of these tense areas of the game, the 

rest of the standard stages follow the same IOr· 
ffi\Ja: eolecl three "key Items" (rotati,g red icons 
that resemble an eye) to - •he shadow bar· 
rier at the end of the kMll. You'll conlrue loHow· 
ing 1l1is pattern as you ascend the many floors of 
the tower, with bonus stages known as "Shadow 
corridors" interspersed tlY~. These areas 
can on you to rotate your perspective with the 
d-pad when you approach special landmarks 
that resemble a doubl8 helix. Producer Shinichi 
Kasahara demonstrated this concept with a 
structure made of Lego blocl<s. When held in 
one cfreclion, the shadow It caSI on the wal 
reseml)led a jump lhat would be impossible lo 
make. He then rotated it 90 degfees 10 reveal 
what appeared to be a staicase that COUid be 
easilydrnbed. 

If the game consisted of only the shadow 
wcrld, ii 1YO<Jd be 8 fa'r1y Slanda<d affair. 
Hc,,vever, the ilteraclions with the real wot1d Md 
change of perspective create a 00tnpelling new 
dynamic. w~ OliS inlrigu'rlg gamepiay mecharic 
and an art style that mal<es fantastic use of the 
Wii's llnlted hardware, Lost in Shadow COUid end 
up being a great sleeper hit f0t the system'"""' 
it releases this tan. • Dan Ryckert 







Bodycount 
Codemasters crafts a high impact successor 
to Black 

E ve,y bullet has a consequence. Wheth<l< a projectile inmcts a gtorious head­
shot or aerates a wall, it always S&aves a mar'k on the wortd. In too many video 
games, .50 cal machine guns feel like BB guns, rounds ricochet off glass. and 

bullet hOles magically d'lsappear. Bodycount iS the gritty FPS aiming to put the 
power back in firepower, 

Codemaslers is wori<ing hard to c,eate the oJtimate shooter, one which delivers a 
typhoon of gunfire end devastation. 'We don't do vehicles. massive terrains, jet packs, 
wsking on walS, or controlling time,· says eteative diecto, Stuart Black. whO alSo 
helped develop 2006's Black fo, Criterion Games end EA. ·we do you, with a~- on 
the grou,c:I, kicl<ing ass.· 

ASs·kicki>g receives variety by the (Jfferent ways each weapon ravages the environ­
ment. If that l>Jlki>g enemy w~ an anti•annor macl1ine gun is blocking your ext 
you can unlOad the cl\> of an SMG into a llmsy intetlor wall to eteate your escape. 
Manage 10 exit the derelict ooncrete buikling and you can punch through the ClenSe 
exteoor structure wtth your high·powe<ecl snipe< rifle, takr,g out tuge cl'o1ks ~om boUl 
the wall end the ogre's health. Eve,y weapon il Boclyooult has its (1,ltn personaity, and 
Black thinkS of them each as much as a character as the lea(fng man. 

Speaki>g of. the lead p,otagorist of 8o<!ycount is Jackson Oeiga<lo, a young every­
man ,'1lo has been coerced ilto kiHing fo, the enigmatic Nelwori<. Refened to as a 
Jom Doe. Delga<lo must hunt <lown gpecif,c ma,1<s belonging 10 a variety of facticos. 
Citing espionage inspration from M/ssicn /mp()SSi/)18 and Alias. Black calls Bodyoount 
·a <;lossy, techno 1IYiler to, the 2 t st centu,y." 

One mechanic of the game that is decioo(ty 2 tst centu,y is the oover system. 
Boclycount eschews the tired ·,vhael<-a•mole" cover system il favor of a deeper 
mechanic. Boclyooult utlizes both analog sticks when il C<Ner: one han<fes ainr,g 
whie the other alows tor p,ecise movement behind your rr'l)!OVised sanctua,y. I hOpe 
the oover system uses Bodyoount's rich destf\JCtion by alowr,g ptayers to st,o,.,e g..-, 
barrels tlYcug1 perbatecl barriers end fire from safety. 

All these rich adVancEmentS il the FPS genre are~ the tip of the iceberg. Co-OP 
aclion. intense ()('al8 dealhmatches. <W'8(lable skills, end a vast array of enemy types 
are all in the ,vaks. tt you rriss the days when guns took center stage in FPS games. 
be sure to keep a bead on Bodyoount. • Tim Turi 
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APB 
Hands-on time with action-oriented MMO reveals much 

I s a GTA Online? Is tt World Of C,imec,aft? 
Scottish delleloper Realtime Worlds has kept 
many of the <fetails regarc:fng AP8's structure 

and gameptay under wraps Sinoe r8\/00!ing its 
exiStenoe yea-sago. A recent hands-on session 
wah the closed beta oontains solid an$wers 
at last, which is a good thing - AP8's '™Ch· 
delayed July 29 launcl'I is nearly upon us. 

AP8 makes no bones about berQ an action 
game. Ovtside of its much tal<ecl-aboul unrivaled 
cosmetie customization. you·u find mo,e RPG 
mechanicS in Cail ol Duty than in this MMO. True. 

yoo unlock r,e,.v weapons and e<Jipment as yoo 
gain reputalion with various contacts and gocps. 
but your f\JnclionaJ OPtionsare limited to your 
chOice ol primay iwid ~ firea,m, genade 
type. and a tew general equpment Slots that 
offe< abilaies ll<e ammo replenishment. There are 
no RPG-like rolls go;.,g on und8' the hOO<l: you 
have no Sl<il rating that modifies the MlO<.nt ol 
damage yoo do ex your accuracy with a weapon. 

AP8's basic gameplay IOop is sim!Jie. Yoo 
spetld most of your 1rne in an instan::e of a targe 
district Of the City Of San Pero. each Ol v.ilch 
S<4)1)C)11s 100activeplaye,$at a time. Yoo can 
see other players go;ng about their buSiness, and 
in a full instance the<e is a lot 01 explooive action 
constantty happenng all c:N8f the map. The catdh 
is that you can't hort otl>et' players~ you·,e 
opposing them in a rrisoon. However. jOining 
missions is the simplest, most intuitive match• 
mak'.-.g mechanic rve seen to date. Oispatehe$, 
bOt.r\tieS. cans for baekt.l>, and mission f8qUe$1S 
from NPCs continually scrdl ac,oos the top ol 
your setee1>. and a Single keypress puts you 
into one. Markers on your HUD pointing to your 
objectives pop'-"• your allies' and enemies' 
names change eoo< so they can be eaSily distin­
~ &om tnrwotved players. and off you go. 

Most of the missiOnS I saw are variations on 
traditional competitive Shooter gametypes. 
Territory assault and defense. attackers t,ying 
to interact wi1h a sequence of environmentaJ 
objects. and good old•faSllioned deatt-rnatehe$ 
are al present The t>oot mission I jOined. tlo\v­
ever. was mud> more creative. A l>'"'-1> of crm­
nals in a vehicle were t,ying to escape lrom point 
A to ()Oint B. while the enforcer crew I joined uP 
with ~ied to arrest (or. mo,e likely. kl) them. To 
make tNngs lar on the entcxcers. the crminalS 
are penaized every time they COiiide with arty· 
tNing at al on San Pero's crowded s=ts. This 
creates fantastie pressure on the CIWTWl8ls to 
drive as cleooly as POOSible whle Shooting baek 
at the enforcers. and gN0S the enforcers a light­
ing chanoe to drop them belore they reach their 
destination - a tal<es a lot ot Ix.lets to blow uP a 
car. and it's nearly "1'4)0$Sible to k1I a Cnter with-

1be heavily mstanced nature of AP.B's world 
wt'I solety a negative. Real11me Worlds has the 
abtllty to create alternate rulCS(MS for d.dforcnt 
instan<:es. The company plans to laWl<:h the 
"chaos· ruteset shoctly after laWlch, \1.-'hete au 
players of the oppooite faction are fav game all 
me tune, With more to follow. UnlikO wows 
PV&/PVP serve< divide. APB allows player> 
to moose the rute:oor they prefer at any ume 
samply by SWltc:tung instances. The de\'eloper 
can even add ttungs like a pro n.aleset with 
headshots llhe base game has no locauon-
based dam.gel t•ter on 

out lal<ing out his ride. 
Mechanically, the acticw> ,,or1<s ~e wel. Large 

player health pools ciwi Ile &ustrating 10 chew 
thr~. especially with weak starter weapons. 
but the straightfcxward ttitd-person Shooting 
is tight and responsive. The built-in voice d>at 
WOO<S y,ell and makes cocxanalir,g w~h team­
mates sim!Jie. Blasting ,r.vay at fools ,.tile hang· 
ing oot the windo\v of a mo,,;ng car is a pure joy. 
parlicuarly in gametypes built around ft. 

When the mission ends. yoo gel cash and 
reputaticw> rewarc:ls - signiflcantly more fO< the 
winng team. thOugh the losers ge1 a non-trivial 
amoont as wel. Each is a path to advancing 
your <Xllections Of cosmetic ad<lli:l<>s as well 
as weapons. equ;pment. and cars. Higher-lier 
woopons are noticeably more powerful than the 
stuff you starl w'rth. v.t-ich can lead to some ~us­
tration. Rea/tme WOrtdS e,pecls ft to Ile a minor 
issue. though. lex ~VO r88SOn$. For one. the 
matehmaking system is qu~e happy to set <,I) 

asymnetticaJ mat<:heS like tlYee newbies against 
one advanced player. which can be a su,prisingly 
even bout. AISO. with a mo,e diverse playerbase 
in the live game, the developers expect lhe 
instanoes to natll'811y s~tify as hardcore types 
gavrtate toward the instanoes where the compe­
tition is fiercest. 

If AP8 can offer a sufficiently <iverSe se1 ol 
misSions and a reason lex players to invest 
themselves in the game at launch. h's got a Shot 
at being scxnem,ng special. rm not C00'4)1elely 
SOid on it just yet, as the action can get ,epeti­
tive at limes and there is no real endgame ex 
PVE content. but rm inlr',gued enough to keel) 
labs on a th,ough the sum,er. Its flexible. lower 
pr',ce point (50 hOurs and unlmited free access 
to the social Side OI the game OUI of the bOX, 
then approximately $10/month ex $7 /20 hOufS ol 
action gameplay) doesn't tut, either. 
• Adam Biess-ener 
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Two Worlds II 
Already better than the original 

The Or',ginal Two Wo,lds won taos with its 
enormous open fantasy wof1d and impres• 
sive customization. It lost as many if not 

more potential ~ with a bNtally rough 
interlace. QOOStionable presentatoo, and seri­
ous bug and perfoonance issues. TopWare 
recently showed off the Xbox 360 veroon of the 
sequel, and ,ve came away ~essed with its 
noticeably t,q,er productoo values and illrigu· 
Ing designs. 

Two Wof1ds II is in many ,vays an <W'9ded 
version of the origilal. The fictoo has pro­
gressed. but most of its game systems are 
identical in oonOflPI. Irs still a third-person 
open-wood lan1asy RPG, but the wood is a 
much more ilte<esting and engrossrg place to 
exptote. casting Sl)8fls is bo<ncf to a smlarly 
open-encfed. oustomizable framew0<1<. but tl'ere 
are more inteteSting effects to experment with. 
It~ releasing on multiple platforms again, but the 
console VE<sions are~ clone in-house and 
wl be more than bug·ridcfled alterthoughts tJ-is 
tine. 

vou·va heard all of tJ-is bef(l(e. thOUgh. You've 
exploted fantastic woods, comnitted ore geno-

cide, and saved the reams from oer1ain doom 
more times than you can count. The cffferenoe 
here is in scale. With the exceptoo of The 
Elder Serons. nobody has anempied 10 deliver 
this kind of RPG sandbox. The oomparisoo to 
Bethesda's belovecl lrancnse is otMous. but the 
~YO series have v<l<Y ciffe<ent focuses. The Elcfe< 
Scrols has trecfilionally gone to, a deep dive on a 
sirqe area and filed it with uimatched cfetail and 
tistO<y. and has""""" tr-ilsetf rl1\Jd) about 
balancing its progression systems °' ~ up 
its corrbat paradigm. Rear,ty Full) is spend· 

rg Its time honing and expancfng its characte< 
del,elopment ancf corrbat systems, and deliver· 
Ing variecf experiences via unique sel1ings rang­
ing from llSh junglos to uncfe<grooncf caves. Its 
a <:fffe<ent vibe that appeals to a cffferent gaming 
mindset. and tJ-is seQllEll lool<S like it should 
avoicf the mountain of tedirical issues and lad< 
of polish that ptag.,ed the (l(iginal. 

Progressing in Two \'\\:)rids II tal<es place 
along a fewpa,-alel paths. You've got yoor Ira· 
dilional points to assign to sklls and attributes. 
Upgading equ'.pment is a game l'lto itself. and 
enough effort can make any given ttem end-

Building Your Village 
Onlme IS a big part of Two WortdS II. Duels and 
team-based arena PvP oombat are a natu.raJ fit. 
and you can expect 1hose. Addtllonally. there 
i.s a separate oo-op campaign that takes place 
m dtscrete dungeon levels that range from two 
to appr®mately mx-playcr atfai.rs. and tells a 
preqool story to the smgle-pla.yer game. How­
evor, the Jin.al onlin8 facet tunernally dubbed 
"village mode1 LS far more interesting. 

&ach: player has ms or her own town I.hat 
serves u the setting for when they're hosbng 
a vlJlag8 mode S8SSIOC'I. Here. you can help out 
yow abzens by solvmg their problems and 
gemng them ao::ess 10 oouer materials. ror LO• 

Slallee. domg ques,sandspendmgresowces to 
kJt out yOUI blacksrruth results in him offenng 
better weapons for sale. Some events truce you 
out cl the village mto the sunoundmg areas. 
ltke an inoorrung bandit ra.cl that will have 
cll$.il,slToos c:onsequenoes iJ heroic types like 
~'0W$Clt dOn't lead th& counterattack. 

The tnck tS that you're 901119 to need help 
to aocompl>sh much ol anytlung m village 
mode - a single pl.ilyer isn't gang to be able 
(0 complete the llUSSlOOS oocessary 10 koop his: 

own town prosperous. 'n>ere IS an incenn,.•e 
to VIStt others and help them out. though, as 
each town spec:ializcs 111 speci1ic areas You 
might have the best pohons for sale, whtle your 
buddy has spent au ot his umo and energy on 
his armors[l)Jth. Don't ,.vorry ti your friends bst 
is au playing Alan Wake, though. You can opon 
up your town to Ille pul>bc. 8Jld Ille bocl<end 
matdlm.aktng system wlU find pta.ye.rs: of ap,­
propnate level and tnterest to assim you 

gam&-eaPable. Magic is tied to eolecting cards 
ancJ amulets, and tfle lleXlble system aJIOws you 
to oombine effects to the point of absurd,ty. A 
simple Sl)8fl might scmnon an lJl1dead warrior 
to guard you °' flre a bolt of ;ca at an enemy. 
Mixing the two lets you launch that ice bolt and 
spawn a skeleton at its impact point. It goes 
mueh furthe(: we saw an incantatiOn that fired 
six ricocheting projecties that each exploded 
for a,ea damage Md animated a minion when 
they reached an enemy. Alehe<y can be simila,ly 
customized. with arrows that stun the< targets 
or spf4 into multiple projectiles. 

Squeamish ga,ne,s need not waste their time 
on Two Wof1ds 11. as tfle f>Ction is dan< even fo, 
a Euopean-cfevejoped fantasy wof1d. The wood 
has been suffering uncfe< the boot of a b<ulal 
diclat(l( fo< years. and Reality Pump is P<Jing no 
punches in depic~ his atrocities. We saw one 
catacorrb·fil<e area uncfe< a bustling metropolis, 
except that instead of me<e dead bodies in the 
walls, lhese natlJ'al caverns have du1ks of 
mutlated oorpses berg carried along by a rush· 
ing r""' that in happier times s,,,pptied the city 
with fresh wale<. The developers are making no 
pretense that this is gcing to get anything less 
than a MatlJ'e rating from the ESRB. 

The oM.y thing hOlding Two WOl1ds II baCk is 
cu lingering doubt about its technical COO'l)8· 

tence, ,,t-ich was a ll.Jge issue with the (l(iginal. 
~- ,""81 ,veve seen so far has clone e-;e,ylhing 
in its power to dopel those fears. If the ambitious 
mcl4Jlayer modes (see sidebar) come together. 
Reality Pump oOl.ld maJ<e a real name to< itself 
on this one. • Adam Biessener 

Cl>«'<"1</Calg.,...,,o,meuxm /ol fir"1t,r,J"""""'°"'ln ,,,.-



Harry Potter and the Deathly Hallows Part I 
Upcoming action title tests wizardry and survival skills 

I n J.K. Rowllng's Hl>'ry Potter and the Deathly 
Hallows. the matu-ed wizard roost find and 
destroy magical Horcruxes 1hat He-Who• 

Must-Not-Be-Named hides fragments of his 
soul in to preserve his immortality. The seventh 
and final book of the series tels the tale of 
Hany·s most dangerous adventure yet. as he 
leaves the comfo<t of Hogwarts for the loo!)· 
awai1ed confrontation with Lord Votdemort. 
Gamers wil soon get a chanoe to experience 
part of this thrilling finale when EA brings out hs 
inte<actille take on the story. 

In EA~ previous Hany Potter 1;ues, players 
spent time in Hogwarts creating potions. playing 
Olidditch, and engaging in wiz..-d dJels. In Hany 
Potter and the Deathly Hallows Part I (1he game 
wl be lll'oken up i llO two parts to coi'<:ide wah 

The Sims 3 

W...n..- 8'os. Pictures· two-part fim adaptation). 
players wil experience an explosive ~player 
action tale that wil ultimately test your survival 
and ,vizar<ty sl<ills. 

Players will battle across a mixttl'e of f..-niliar 
open world and linear enworments inhabi1ed 
by SnatChers tryilg to earn IXlunly for Hany's 
capture. Dementors released from Azkaban 
p<ison. and d,yk magfc·slinging Death Eaters. 
While the last 1WO Hany Potter games had a to<al 
of six Death Eateis to defeat. Part I wl have tw· 
<teds. Mystical creatures such as <tagons and 
gent Sl)iders will also POS8 a UYeat. with more 
enemy types to be revealed CIOSer to la\roeh. In 
orde< to take down these terrifying foes. you'll be 
equpped wah more spels than you can shake 
a wand at. 

This has happened before, and it will happen again 

T he S'ms is a suocesstul francl1ise lor a 
number of reasons. bu1 EA's wilngness 
to bring each entry to every imaginable 

platfOrm rar,1<.s hi\1> on the list. After a year of 
letting PC and Mac users have The Sims 3 to 
lhemsems. EA has decided ifs time lor consolle 
owners to ,o;n the party. 

Like previous console ite<ations in the serieS. 
The S:ms 3 is no< a clrect port of hs PC counter· 
part. Instead, it will giYe players more objecti\/e­
O<iented gameptay whle alowir,g the<n 10 see 

most of the key iv1<lwtions from u,e original. 
Creatng ch..-acteis. fulfillng their wishes. and 
guio119 lhern through a wide·OPeO neighbor• 
hOOd are still key components ol the experience. 

On top of the lamiar fealu'es, new karma 
powers wiU add another way for you to ruin or 
enhanoe YoU' sim's life. These activated abities 
add buffs Ql<e instan1 beauty) and deboffs ~ke 
epic failure) to influence yc,.JI interactions with 
YoU' vi1ual surroundings. Appivently. you won't 
be able to use these powers withOut riSk; EA 

Deathly HaJio.vs Part I wil et'fl)hasize the 
use of magic with spells fans wil recogue. 
Confundo has the ability to tum foes against 
each o<her, while Pl-otego is a proteclMl spell 
that casts a shield"""' the player (l.,rg intense 
skirmishes. As far as the abl1ty to use special 
items SUCh as the f..-nous invisibility clOal<. EA 
tells us we'll have to wait and see. 

Hatry Potter and the Dea1hly HallOws Part I 
ams to be a much dart<er, action-centric experi• 
ence than any o<her game in the franchise. 
Potter fans wil get a chance to expe,ieoce Part 
I of the epic conciusion for themselVes when h 
releases this fall. • Annette Gonzalez 

f<lr ,,, _ l'rlth_/h,?IJ I/vi,,,.. >P"'1-o///(Odue­

//oo a1 EA/Jl;gJ>tll1'>t, Cl>Cd<cot~-m,,g 

ctains they may have u,expected results. and 
karma has a way of coming back to you. 

Changes to the sweture may be necessa,y to 
accommodate console gamers. but this iteration 
of The Sims 3 stil has the potential to translate 
the 00<e elernen1s of what makes The Sins so 
rr,,,ch "'1. tt may no< def'- the exact same 
content as the origilal, bu1 it's as dOse as you're 
going to get without a PC. • Joe Juba 
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Excluslwe to ... 
While each version is called 
The Suns 3, the cldferant 
platforms wll.l otter oxclusa\'C 
feattues desagned 10 take 
advantage cf 01e hatdwato, 
The PS3 and 360 entnes 
wtll 8ll0w ,n-gamo Shanng 
and downloading ol C\lSlom 
oonte:nt. On Wu. players can 
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engage m head- to-head mul­
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lhe OS will let )'Oil""' y01• 
stylus to bwld struaUf'OS and 
shape your sun·s features. 
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NBA Elite 11 
Another year, another direction for EA's forlorn hoops franchise 

B y laking a n&M approach to the baSl<et 
each year and stumbling into the lane 
each lime, NBA Live is dangerously close 

to fO<Aing oul as a franchise. Wlether it was 
prod~ reaislic sweat on player models. the 
Made Fresll Daily player tendencies lllal 1"9'8 
supposed lO make SUpe<Sl81S act like lheir reat­
ife oounlerparts. 0< lhe largely useless NBA 
Academy. the core gameplay has aw"'JS laken 
a back sea• 10 an easily marketable seoond· 
a,y feature. Basketbal fans could see lhrough 
the aclverti~ smoke. and walked away from 
lhe franchise in cl'oves hungry for a betler 
hOOpS game. Determined to ()'el aganJ give its 
NBA game a fresll perspective, EA Sports has 
rebranded lhe game Elile and turned the reigns 
over 10 Davld Litlman, the man responSible for 
turning the NHL franchise into a calegory lead· 

-,g MOvalor. 
Littman, a fooner professioral goaltender with 

no basketball backgound. admits his knol'1edge 
of the $p()l1 is only cusory. Sul as l'iS success 
1-.\th NHL prol/llS, he knows gameplay. Wlen he 
slarled examin'ng past Iterations, he ooncludecl 
that basl<elbal gameplay has been stuck in a rul 
for clecacles. Too often player oonlrol is saorif,ce(I 

for the sake of a pretty lay·t.{) arirralion or a d'IOO 

rOl lhat del811'008S whether a Shot h'4s nolh<>g 
but nel 0< careens off lhe nm. His Solution? Dtch 
the dedication to authenlic lelevision broadcast. 
retlJ'n 10 a north-soulh camera perspective, and 
rebuld the game controlS around lhe ana10g 
slick scheme lhal revltalized the NHL francl'ise. 

Littman hopes the 00.V oonlrol scheme 
~ eases NBA Sile's accessbl lty \'\l>'le 8l lhe 
same lime offer'rl) the deplh ha'doore fans 

demanc:I from $pOl1S games. like NHL, the left 
slick oontrolS your player movemenl, and the 
rlghl stick oonlrols yoor hands. Wlen the ball is 
in yoor possession. flicking lhe rlghl Slick left or 
rlghl resulls in a crossover. rolling lhe stick from 
left to rg,t dribbles the ball behind yoor back. 
and pushing the Sick forward heisls the bal 
toward the hoop. 

Gone are the days where a behind· the-soenes 
rrau, equation determines whether yoor Shot 
findS the neuing - player Skill r,;y.v determines 
l'Alelher or nol yoor sho4 clangs off lhe i'on 0< 

~ ts ..., lhe scoreboard. Oepencfng on the 
lining of yoor releese and how straight you push 
lhe rg,l stick fOIWafd, yoor Shot can miss to the 
rlghl, left, short. or long. Release the shot a little 
late and you can 8118n manually barl< the bal 
off lhe backboard. Wlen in lhe paint, pressing 
the analog stick ..., !riggers a dunk, whie rolling 
lhe stick \Jl)Wards to the left 0< right activates a 
lay-up in lhe direction you press. The lelt !rigger 
is used fa jump steps and euro steps. To lu'n 
)'OU' back lO the net for a JX)Sl·UP, Simply tap the 
A llullon. The n&M arimation system also lets 
you break out of yoor shol at any lime to manu­
ally adjust your Shot by cllanging handS dunng 
lay-ups. 

Defense is also radically changed by the new 
oontrolS. t.,l<e NHL. the sprinl llullon is gone. so 
you no longer need to lime yoor borslS with lhal 
of lhe playef you·re guarding to keep l>m lrO<n 
drilling the lane. Staying in lronl ol your defender 
is much easier with lhe north•south pe<spective, 
and it aJso enables you to better spol oppor­
tune limes to strip the ball. Pressing the right 
analog stick down activales a sleal, and press­
ing up sends yoor player in lhe a, for a b10Ck Of 
rebound. To keep yoor hands in pasoog lanes. 
you can rOI the Slick left and right. 

To complement lhe n&M oon~ols and camera 
perspective. NBA Eile is laking a few more 
pages from lhe NHL playbook by integrating the 
Be A Pro mode and the EASBA. a r,ve.versus­
five online leagoe. 

Adopling another cl'astical'y cifferent approach 
to its baSkelball francl'iSe may seem Ike a bad 
move g;,.., NBA Live's slow but steady ilcrease 
in quality. but in llghl ol lhe series' abysmal safes 
EA has frttle 10 IOse. ~ Uittrran and lhe OO'\IOOP· 
nnent team can give the on-court action the 
fluidly of tts NHL oounlerpart. howev,ir, tt oould 
breathe oo.v Ile inlo a $p()l1S genre desperate fa 
gamep1ay innovation. • Matt Dem 
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Star Wars: The Force Unleashed II 
The apprentice strikes back 

0 
n some level. we an kM\v that the Otiginal 
F0too Unleashed WOUl<t'l't ha\/8 a happy 
endng. StOll<iller (also known as the secret 

awrentioo) ll8\l8I' had a chance at killing Darth 
Vader and Emper0< Pa!patine. Even thoogh he 
didn't save tho galaxy, Starl<iller <flCi manage to 
stan the Rebellon before gelling a fatal dose of 
F0too lightning. Sacril'u>g himself f0t the good 
of the Aliance. he died in tho Emper0t·s cham· 
ber oo the first Death Star. 

Yov may thnk that Stark11et"s demise wovld 
make it difficult l0t him to play a significant role 
in The f (l(()8 Unleashed II. "That left us w~h kind 
of a big ~ -- aefmits executive ()(O<U)8( 
Haden Blackman, "We expio<ed 8 IOt of pos­
sible citections. but t.ltimatety felt really strongly 
about btinging back Starl<ile< as a character.· 
The team's SOiution to resorrecting a OOOd 
character is revealed in the opening moments 

of the sequel. 
After the signalUle text crawl, Darth Vacler's TIE 

lighter descends oo the planet Kamino. where 
the olOnes f0t the~ a,my are mar<dac· 
,,.oo . .Approxmatety six moou-.s have passed 
since the events of the first game, and 'lader has 
a ""'" pet P<oiect in the ,VOtks in a secret eel of 
the clOni'og facity: another Starkler. AOCO<ding 
to Vader. tho Jed is just a clOne of tho original. 
but the stOty casts do\bt oo that assertion early 
oo. After turni ,g oo Vader and bteaking out of 
the facilty, Starkiler attempts to figure out ,-mo 
he is while tracking down .Am Ecl'pse and run• 
ring fr0t0 the Errpire's agents. 

Whether Star1<it1er is a clOOe 0t not, his abli1ies 
certainly a,en 't the same as the last tinie around. 
In addition lO Ml•wiekfng liglltsabers. he has 
access to an improved e,ray of F0too powers. 
1l-is means yoo·n see""" po.vars. Ike Mnd 

Trrcl< - an abitfy that turns enemies aganst eaeh 
other and may even trigger suicidal tendencies. 
Ho.vever, l<)lill also see improvements lo classic 
ablities. with a greater focus oo differentiating 
the effects each trne yov invest in a new tier of 
the po.var. "'Mlat yov buy matters,· says l)<ojec1 

lead Juio Torres. ·tt significantly matters." 
vov·n have plentyot opporturlties to put 

Starki11er·s new po,vers to tho test as you hunt 
f0t Juno in a vanely ol ""'v environments. From 
derelict vessels to the Las Vegas-ll<e trappings 
of planet Cato NeimOidia, yov·1 see even m0te 
of the Star Wars urlverse, but the Changes in 
soenery woo·t f\ndamentaly change the w,ry 
yov play The Force U1eaShecf II. It's stll al abOVt 
wrecking 8Y8fYlhing with the Face, and that's 
fun no matter what gataxy yov·re in. • Joe J\lba 



11tenandNow 
The force U1lleashed was a huge 
suocess. seUing o,.·er 7 milbon copies 
worktw1de. Howeve.r, th& mernberS 
of the development team at LucasAns 
realize that they can't JUSt ooast 
on prCV'lous tnumphs ror Tho f'oroe 
Unleashed II. We talked to execu­
tJY8 produoer Had.en B!ad<.m.a.n aboul 

the areas from the original force 
Unleashed undergoing t\veakS and 
improvements for the sequel. 

OnU,ht ... l>&rk 
"The nooon of spbt endings is 
somettung thal we're reaUy rans ot 
We can·, reveal anytlung aboul Ille 
endtng or endmgs of tru II )'81. but 
we feel that the struggle betv.·ceo 
light and dark iS ,mponam. and that's 
one of tho ways we've convoyed u in 
the past· 

On Podng 
"One of things we leamed from TF1J I 
was Just benet pacing, TFU I was }USt 
a,mbat, com.bat, (X)fflbat. Here. we've 
ocrtamty got a ton of oombat but we 
also have some areas ot explorabon. 
more J)112%1es. Md I llunk 1M paClllg 
feels much better and more e,.•en.• 

On~ 
·we can' t talk 100 much about any­
t.tung.. really. except to say that we 
have a couple not-so-bttle surpnses 
I llunk fA,,s are going to be 1owly 
psyched about: 

01lEnemlH 
"A lot of work t, gomg mto enemy 
dengn. too. In Tf'U t because we 
went to so many loca.bOnS. \Ye had 
about 100 different enemy typOS. so 
they weren't differentiated as we0 as 
they OOUld have been W1lh ttus game, 
we're focusing on much more defined 
enemy types .. 

On. Star Destroyers 
"Honostly. Ille ISSUO Wllll Ille s,ar 
Desttoyer fight tu, TnJ II••,. OCIUally 
a bug. 1be Sbdts wem tell.mg you the 
wrong diJection. That's Mother thing 
we're focused on with Tf'U 2, wot'ktng 
on a defined pobsh for Ille game: 

OllTlcMology 
·we have some new Euphoria behav­
Klrs aod D1gu.a1 Molecular Maner mato­
nal types ttiol we dl<b>'t ha\'O u, Tru 
I, so thal's been really fun. The be$l 

lhing about l~ lllOllgh. IS thal we oould 
have made no chMQ8$ 10 11 and II still 
woold llave gotten better. because the 
team knows how to use 11: 

On ..... lln9 
-Jborc·s one ruttcncy OfYN, and you 
use th.at to rank up whatever you 
wan1, raUlC:r than spl11tmg them uuo 
taJcnts. powers. and combos. One ol. 
I.he other big changes is that we oom­
pleto1y npped out out 1Jl solution and 
replaoed 1t. so we could get rid of the 
loading SCl'OO:f1 and have 11 be a mote­
aooesstble expenence," 
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» Plt.tfonn 
PSP 

» Style 
I-Player Action/RPG 

{6-Player Local) 

• Publls.her 
Square Enix 

» Developer 
Squaxe Enix 

Tetsuya Nomura has his hands in almost every big project at Square 

Enix, including the mysterious final Fantasy Versus XIII, but the 

Kingdom Hearts series will always be his baby. We spoke with 

Nomura to get the run down on Birth by Sleep and try to figure out 

what he's bringing to E3 in June. ui1e1view by Biyan Vore 

Kingdom Hearts: Birth by Sleep 



~ 

The North American versions of 
Kingdom Hearts games hav• traditlone 
alty lnclud4KI sev•ral extras. What kind 
of bonuses can we expect? 
There are a variety of new elements. inckJdng 
Ctitical mode, wljch takes the difliclJty lewi 
beyond Proud mode: keyl)lades. abilities. mini­
game maps, and songs. We're also ineashng 
a mystery enemy for North American IMs, so 
hOpefuly everyooe wl enjoy the Challenge. 

How did you decide which Disney 
wortda would N In Birth by Sleep? 
The process of c110oOOg ,YO<tdS haS been the 
same with every entry. f'rst, we select the worlds 
that are essential based on the scenario; n tis 
title's case. the three l)(ncess' ,YO<tdS. Then, to 
add some variety to the locations we decidect to 
ird,de Deep Spaoe (Lio & Stitch) and Ne\/ertand 
(Peter Pan). s;nc::e Kingdom HeMs: Birth by 
Sleep takes place before the rest of the games 
in the series, we decidect to inclJde Olympus 
Colise<m (HereuleS) to Show the con1rast 
between past and present We were able to 
incorporate more locations because of the hatd· 
ware's capacity, and also oocauoo this title cat· 
ries the SMl8 weight as a .-...nl:>ered Kngdotn 
Hearts title. 

How did you decide to set Birth by 
Slffp before all of the other Kingdom 
Hearts games? 
we set a before the other games to resolve the 
mysteries that have been scattered lruS far, and 
to clarify what mysteries lie ahead in the series. I 
h()pe _,. gets 10 see the secret endir,g! 

What can you tell us about the new enemy. 
the Unversed? 
Hearttess are realiZations of dar1<neSS in the 
heart, while lJrM!!Sect a,e an existence borne 
of negative emotion. They're similar in essence. 
b<rt more information on lhei' true identity will be 
revealed in due mie by a certain indMdual. 

How did you decide on featuring three 
playable heroes in Birth by Sleep with 
dtffeNnt quests rather than a &Ingle 
protagonist like Sora or Roxas? 
Everythng is part of one big SIOry, and there is 
ooy one final destination. Fans of the series who 
al'ea(ly knOw what happens beyond Birth by 
Sleep may be able to prooct where the three are 
headed. I thouglt that by separatng Iha st0ry 
into ttvee pe,spectives, and havir,g the player 
Choose the order of progression ,voo1<1 deepen 
the mystery, rnakng the journey all the more 
inte,esting. Even ff you complete one chatacter's 
st0ry, you11 become even more curious as 10 
what happens to the other two, and eager to see 
how everything comes 10 a close for the lh'ee. 

Can you explain some of the new 
combat elements? 
The main concept for this battle system was 10 
incorporate speed and tension n combat. There 
are tlvee new systems that comprise Iha oore 
of the game's battle system, and the Command 
Deel< is definitely a key component. Each com­
mand has a kMll assgnect to tt. and there ere 
S8\<00ll ways to develop them. There is also a 
charge time for each command, and tinng is 
a crucial factor to usrg them sucoessfuly. You 
can freely 3<1ust Iha command coum. creating 
a setup that reflects your persona) strategy and 
battle style. 

The Shotlocl< oonmand is an 91/olJtion of the 
target lock-on. which was one of the few oon• 

stants 1tvou;iriou1 the SE<ies. You CM use it to 
wipe out multiple enemies at once, or as a spe· 
cial one•shot attack against powerful enemies. 

Dimension Uri< (!}-Uri<) was a concepc \Ve 
took from the scenario and bull into the system. 
It's an extension of Iha summonir,g system. and 
ail)\VS you to acoess other chafacte,s· deck 
oommands and special attacks by oomecting 
with them. 

What was the inspiration behind the new 
Command Board? 
I personally 10118 board games. and this was 
a concept I had been W0<1<ir,g on for yea,s as 
something I wanted to construct as a system 
one day. It's not a concept I thOUght of ;,st f0< 
this game, but I think we were able to link it very 
WEt with the current command leveling system. 
It's no1 ;,st a minigame, but an anemate game 
whOse re&Jts affect the main game as well. 

What did you want to accomplish with 
- multlplayer gameplay In Birth by 
Sleep compared to 358/2 Days? 
In Kingdom Hearts 35812 Days, you oou1d \/en· 

ture to (l;fferent worlds 10 accomplsh missions. 
but this ~me around piay,lfS CM gather in a 
world called the Mrago Arena to defeat target 
enemies. Up to three players CM play CO•OP 
or aganst eaci, other u-..ee-on-ttvee. There 
are also minigame battles that are new to the 
sanes: Command Boerd and Rumble Racing. 
We uti ized the hardwa,e·s wireless capab'ilies 
and capacity to the fullest to offer mngames 
that people can µre, right in and out of. This 
wfSt, players can enjoy the veriety of battles and 
worlds that the game has to offer. 

TranalatJona of your Interview In 
Klnpdom Hearts: Birth by Sleep 
Ult/mania • • • m to confirm that 
K ingdom Hearts Ill la coming along 
with two other games. 
Kingdom Hearts Ill is nol a oonfinned title. I aclu· 
alt; plYased my answer for the Utimania ·two 
titles other than ur to a\l(>cj spec,Jation that we 
we,e working on Kingdom Hearts Ill. 

Are there any hints you can provide 
about these new games? 
Hilts would give away too rruch, and for 
Kingdom Hearts we're contractualy Obligated 10 
keep lJt'f information that has not been officiaty 
released under wraps. However. I CM say one 
of the two projects mentioned above came inlo 
existence beeause we wanted to do some• 
thng for the North American fans, so \Ve'II be 
arrouncng it at E3. 

Any chance the.a• new games will 
spread to consoles that K ingdom Hearts 
haanJt been on yet like Xbox 380, PS3, 
Wii, or IPhone? 
We have no plans at the moment, but have been 
discussir,g OPPortuntties with various parties, 
soonoe we've CO<rl)leled the hvo new i,roieets 
we'I begin thinking about Iha next steps. 

Final Fantaay Versus XJU la your cur­
rent primary project. How Is it coming 
along? 
Development is progessing smoothly. but 
starting with E3 and lh'ough wn ter, there are 
a ruTiber of tides I am iwoilled in that will be 
arn:iunoed. And of course, the COrll)an)' as a 
whole haS many l.l)()Omng projec1s, so we·I 
take tt one step al a lime. We do have plans to 
officially showcase the title at a certain pein1. 

"Starting with 

E3 ... there 

are a number 

of titles I am 

involved in 

that will be 

announced." 
- Tetsuya Nomura 
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FA &.5 
PS3. 360 
n Concept 

Here's a riddle, \.\that do you 
call the guy who graduated 

last in his d-3S$ a1 spy SCh<X>l? 
Mid\301 Thorton! 

» Graphlca 
Whoo au of lhe textures: ate 

presen1 on the characters and 
1errain. I.be game looks decent 

This doesn't happen often 

» Sound 
Some deoent voioe at"ting. but 
the v.-orst performance is the 

most important, sinoe it's yow 
main chataacr 

» PloJabillty 
'lllchnlcal issues allowld which 

often makes the <Xlf'ltrols feel 
stilted and awkward 

n Entertal11.1111en:t 
Cool weapon OJSIOmizarion. 
leveling, and skill selection 

mean that you'll have most of 
your tun in the menus 

n Replay Val\M 
Mode1atoty I.Ow 

Second Opinion 6 .5 
Lacklng the suave demeanor 
o, James: Bond 01 the tcmfy· 
ing persona of Jack Bauer. 
agent MtChael Thorton IS 
a pamlully ordlnary man 
caught Ul an extraordinary 
snuauon. Thortoo's varulla 
perwnilhty is an allegory for 
how w1dcrdcvclopcd the test 
ol the game i.,. The aborm­
nablo Al IS Obs:ldtM'S ID0$1 
glaring ovcrsi,ghL but missmg 
1extures. a halM>a.ked oover 
mccban.ic. and a madden­
ingly resU'iclive character 
movcsct atsc) are notcwottb.y 
ra11ures. The game provides 
oc::cas1onaJ moments that 
make you fool like a true 
secrn-1 agent. but they oome 
few and far between. I dld 
en,ay allocating experience 
lO J)Cl'SOilaJO.C Th0ft00'$ 

evolution. as well as the vari­
ous: toc:h-oontne IDlmgames. 
Sneaking dirty <ash so not 
10 leave a paper trail back 
to the agency. pwthasmg 
dossiers or anallary int(!') to 
unlock bonus ObJCGb""', and 
"1Slorru:o.ng my arsenal were 
alSo htghhghts. Ultunatoly, 
tw.vever. Alpha Protoool i$ 

a game nddled Wllh missed 
potential. Just like Agent 
Thorton. Alpha Pr0IOOOI 
performs much better 
on paper than out m the 
fWlld ... Meagan Van.Burkle<> 

88 reviews 

Alpha Protocol 
A spy tale where everything is less than it seems 

Style I •Player Sh00ter/RPG hbllaher Sega Dnelope.r ObSidian &nter1alnmen1 Releue June I ESI\B M 

D <.ring the coorse of a single mission. 
Michael Thorton is betrayed by his coun­
try. framed by his~-and cu1 off 

from his support. This pivotal moment in the 
story is clearly vlhe<e things 90 wrong for the 
super-spy hero. but I wish it were as easy to 
pinpoint exactly where Alpha Protocol fals 
apan as a gaming e~. The espionage• 
themed hybrid of thkd-person action and RPG 
~ is a baffling ooddaif of outdated design 
and t8Chnical ptoblalns. with only a handful of 
bright spots iluminating how good the game 
cotAcl have been. 

The best spy stories have magnetic. capable 
protagonists yoo tove 10 Cheer for - just IOok at 
genre ioons Ike James Boncl Md Jason Boume. 
Michael Thorton is an unlikable idiot by contrast. 
Maybe it"s the fact that his personality is a <Xllac· 
tion of rote secret agent clicMs. or the way tense 
situations elicit no reaction from him be)on(I 
ckAI resignation. What8\/8r' the reason. I na,,er 
warmed ~ to Thorton or thOUght he was COOi. 
and I got more entertarrnent watchng his flwre 
than I (fid his success. Super Sll'8S Shaud inspie 

exc~ement n an auc1Jence. not schadenfreude. 
Yoo OO<Ao a,gue that Thorton's lacl< of Cha· 

risma was partly my faut. since Alpha f'l-otocol"s 
dialogue system lets yoo steer "°"""""''ions 
based on 110,v yoo W1-N the Character. However. 
I refuse to accept any blame for tis wooden per­
formance. Yoo aren"t !;>V<lfl nearly enough oppor· 
tunltias 10 inta<act in a non-combat situation, 
and when yoo are. yoor replieS are usually sirf4)1y 
labeled •suave: ·aggressive." and "professional." 
so you°""" encounter responses that tempt 
you to deviate from a certain att~u<le. The con­
""""1tians may seem similar to Mass Effect's on 
first glance. bu1 where that title keeps players 
engaged with constant choices, Alpha ProtOOOI 
doe5'1"1 pu11he system (and. by association. the 
cha'acters) at the forefront. 

The wedge between the pla~ and the events 
makes ft~ 10 CMS about the generic 
"shady defense contractor out for profit" plot 
and the gameplay does no111ing 10 saJvage yoor 
ilterest. Whether you ChOOOO to be a stealthy 
spy or a guns-blazing solcf:e<. the mechanics are 
a,Chaic Md ooaocommoclating. Yoo can"t vault 

C),/fj( cover. yoo can"t block melee strikes (ba<I 
guys can, thOugh!). Md the enemy Al makes the 
dumbest James Bond minions look like rocket 
scientists. The bosses, on the other hancf. an, on 
the owosite end of the ct.,mp spect,um. Don"t 
misunderstand me - they are,n smart. They"re 
aggravating and poo<1y designed. One left me 
speechless. since I couldn't think of P<Ofanity fw 
enough to exp,ess my frustration. Throw in a IOt 
of loadng (sometimes micJ·firelighij. pervasive 
texhxe-POPPing. and a ptepon(lerance of dumb 
mngarnes_ Md you have a tad< of POliSh that 
puts a nearly impenetrable wall up in front of 
yootet'4()YITr8nl. 
~ ProtOOOI~ jumbled mess ol mechanics 

is tragic. because some aspects a,e genuinefy 
wel clone. Thorton"s ptograssion is handled 
excellently, allowing plenty of flexibility to tailor 
tis Skills 10 yoor style. The abilities you t.riOCk as 
you level- like invisibility and auto-targetng - are 
satisty,,g ,e,vards for your investment. 1 ,vas also 
immensely imp,essecs by hOw the narrative natu· 
raly conforms aro<.n<I yoor cooces. Events flow 
seamlessly regar<less of when yoo complete a 
miSsion. your ChOSen allies, and ,"II>:) lives and 
dies. Characters often refe<ence yoor p<evious 
actions Md alegiances. which is pretty rooiark• 
able ooosicle<ing all of the factors on the table. 
This adaptabilly WOlAd acid to the replay value -
tt the other facets of the experience were good 
enough 10 warrant completing the game once. 

Wrth a hiS10<y includng games like Knights of 
the Old RepuJlic II and Neve<Winter Nights 2, 
the team at Obskfran Entertainment knows 
<ole·playing. Alpha ProtOOOI isn"t neoessarily a 
counte<·poi11 to that expertise: the RPG systems 
under the hOO(I are SOlicJ. I "'5I wish that I OO<Ad 
experience them in the con1ex1 of a con-.,eling 
espionage 8<Ml01u'e. not a last-gen 111ird-person 
shooter. • Joe Juba 



Prince of Persia: The Forgotten Sands 
The old Prince returns in a new variation 

T he Forgotten Sands is not a movie game. 
but ii does come out right before a movie 
from the same property. stars a var.atiOn 

of the same character, and shares a number of 
visual traits. So a it wal<s tike a duel< and talks 
Ike a duck .. .. No matter how you bi ii. this 
wi l be the game 10 represent the franctiSe 10 
a wealth of fans that wil be encountering the 
character for !he r.rst time in video games after 
they see !he big HollywoOd treatment. So how 
does it hold up? 

The Forgotten Sands does a fantastic jcl> ot 
emulating the lorrrda forst establiShed in lhe 
original Sands Of Time. Set in the months afte, 
!he Prince's first encounters with Farah. !he 
Vizier. and !he Dagger ofTrne. the Prince f,nds 
himself leaping and fighting his way 
tllr~ a new sand·based disast8f 
in his ll<Olher Malak'$ longdOm. From 
Sl)irnilg blade traps lo runnir'g along 
wans. all the faml iar elements are in 
l)lace lhat estabflShed the ~ar,chise 
as the laSI COOSOle generation's long 
of platfonring. The thrill Of nailing 
a oornplex path is still tllere, dimin• 
ished ort-, mar9na1y by the passage 
of tiime. 

Several new features join lhe 
expenenoe to mixed res.As. The 
new P0''18!S are a blast. adding 
fay8fS to lhe gameplay by al!o<ving 

StyJt 1-Player Action Pubtllb.n Ubisoft .Ot'Hlofor-Ubiooft Montreal leltut May 18 l:S811' 

!he Prince lo sofldify wate,, dash inlo enemies 
from al.>', and recall ruined structures 10 their 
former glOry. Together. these mechanics add 
depth lhal keeps !he olcl8f de$;gl'I concept 
feeing fresh. Combining powers in a single 
platforming challenge is great fun. My f8VOrite 
moment in the game had me~ through a 
waterlal Ody to h.rn arovnld and use that same 
waterfal as a Solid wall to Climb. The Prince~ 
path is linear MOOSI wilhOut exception, bul that 
path is so entertaining lhal I didn't mind the lack 
of freedom. 

The same can·t be said for the oornbet system. 
wllich has several cool ideas that never coalesce 
into somelhrlg as challeng'ng or dangef1lus 
as it could be. There are aozens of enemies 

onscreen. but they an are helplessly sio.v autom· 
atons ,V:1h no intenigence. The Prince has an 
if'r!)ressive suite of moves. but a11 ol his moiiOns 
seem too slolv for such an agile characl8f. The 
re&.A1 is a oornbat system that feels plOd<fng at 
its worst and visually excith;J but simplistic at its 
best. AA enjoyable p,ogressiOn syste,n, ineluding 
some fun elemental POW8fS. goes a long way 
10 em::h the combat; seeing the !nits of~ 
XP collection pay off in a p0,venul sword swing 
or a su-g,ng blast of ice is thrilng. tt's still not 
enough 10 keel) lhe combat fresh lhroughOul the 
!Mglhy story. 

The sto,yline, laing as ii does in lhe middle 
of an estalllished trilOgy's plot, feels li<e exactly 
,'/hat it is; a retrofit 10 a previously tight M-rative. 

The story is also a ittle too 
sinlilar 10 the one told in the 
original Sands Of lime. That 
said. !he tale ol com4)1i0n 
and lhe ~ Of seelong 
1)0\vet WOO($ just f,oe 10 move 
along lhe gameplay. If Malak's 
kingdom looks and feels an 
awftl IOt ll<e settings ~om 
previous games in the Iran• 
chise. I'm willing to OV8flook 
the fact 10 enjoy some of the 
great exploration lhal made 
melallin'°"8w~h lheseries 
years ago. 

The Forgotten Sands is a 
conceptual step back for the franc::l>se. but for 
once that's not a terri:>le t~. The Sands of 
rome trilOgy was hugely entertaining. and this 
retu-n 10 that formula puts a geat face on the 
franchise 10 new series oonverts while pleasing 
old tans with a retu..n to form. IJ<e !he exdllng 
finale sequence that ends lhe game, ij'$ Clear 
that the Prince forrrua stiU has some surprises 
in store. Now an that remains to be seen is what 
diecliOn U)isoft will lal<e lhe franch',se from here 

8 ~ 
PS3 • 360 
» Concept 
Gulde <ho Prince lllrough 
perilous 11apo. daring jumps. 
and dozens of enemies to 
save his brother's kingdom 

» Graphtcl 
Manages to match the art 
style ot lhe original SandS cl 
TI:me trilogy whilo upda1ing 
it to a new generation 
olhardware 

• SOWld 
The expected mix cl ~Uddle 
Eastem-Oavored music' 
is good wi\h<>ut being a 
si.andout element 

» Playability 
A $leady challenge o.uve 
intrOduoos m0te diff,rull 
combat and platlomting 
c,rortime 

» tnt.rtaJ.nment 
Repeats a SlJong land old! 
design formula. but adds 
flavor with new powers 

» aeplay Value 
Moderately Low 

Second Opinion 7.5 
The Forgotten sands iS a 
sbck. edge-of-yow scat 
~ventu.re. lt'i not as 
zncsm~twl\g as 1.1\0 Pnnco·s 
pre'lllous engagements. 
but It bnms Wllh the s:ame 
cxooUcnt a<:robatJc action 
As the Prince SOllT1es along 
walls and leaps from pillar 
to pillar. Ub1soft l.hrov.•s the 
player a CW\'Cball ul the for,n 
of water-l>Med platfonmng 
$e9ments that warp the mmd 
m the same way as the "pat 
your head whde rubb1ng 
your stomacti- challenge. 
These sequences steal the 
s.how and make I.ho Pn..noc·s 
()(her miraculous feats seem 
as mStgrubc:ant as somoone 
"1ffiPIDQ o,.·cr a fire hydrant 
For the second game runmng, 
the Pnnoo ~ a sloppy oom­
batant. The massive battle 
sttuctute lS l'l'.lOfC C1Ucrtaut• 

mg than the last game's 
d.tSaStrous one-on-one 
fights. but they don't doUvcr 
a saus.tymg wallop, or the 
assuranec I.hat the Pnncc wtll 
reaa aocorcbngly with yow 
actJO,,s, Say,ng thJs game 
offers a narrauve is a bit of 
a s.uctcti. as IJlc cnurc s,ory 
arc '8 "'eviJ awalcens ... evil is 
OOfeated: Alld thal works: 
fine for thls game. The focus 
rightfully stays on Prmce ru\d 
his experuse m naV1ga1-
,ng latge, oddly d .. tgne<l 
palaces. • Andrew Remer 
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• s.1s 
PS3 • 360 • PC 

n Concept 
Many of lhis yeats changes 
seem to be designed around 

slowing dOw"ll some os· the 
ultra•poworfUI goUcrs pJa~·ors 

have created ln the past 

» Gr•phlc:a 
The graphics: ha,.·e a 

nociceable c:ris:pness <1VeI last 
ye.,,. and goUers· clothe$ now 

wave in the reaHime wind 
» Sound 

It's kind of oool tha.l you'll get 
1eaJ- tuno updates 10 what 
other golfers arc doing on 

the course during a loumcy. 
oomplete with text and 

audio cal1outs 

• Playal>lllty 
The new T'rue-Aim view 
makes 1he game harder 

by giving you fe-.ve, tool$ 
toaoooss 

• Entertainment 
Apan from 24-playcr ontlnc 

matches. there aren't a lot of 
sery new features. However. 

Tiger Woods PGA Tour 11 
Tiger's small changes can make a big difference 

the additions are necessary an~ 
and should prOVide a •_SILVER Stylt J to 4-P1ayer Sports t24--Player Onlinet hbllcher EA Spons Oewetop.,- EA Tiburon fteleaM June 8 ESI\I E 
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goodloundation --"===-'-----------------------------------------
u Replay Vahle 
MocleYalOly High S ome gamers have gotten so used to the 

way that the T,ger Woods franchise plays 
that they've been gaming the system 

and takirlg advantage of eXl)loits. This year 
developer EA rwon is trying to address some 
ol that - ,.r.ich dOeSn't sound like an exciting 
locos for the new @e. but the beauty ol the 
Changes WJ<ing place is that they benef~ players 
olaJISt'1)8S. 

I've always been a 1M ol Tiger's old srgle­
player ca-eer progression: Completing chal· 
lenges. dnlS. and tourneys gave you stat boosts 
in specific areas~ on how well you 
did. I liked it because it (ell like theta was a lot ol 
content, and I knew where to go a I needed 10 

get more cfiSlance on my tee shots, lor instance. 
Now, the handcuffs are off. EverytHng YoV do in 
Tiger I I gives you XP points that YoV can spend 
however you want - inducMg on the nonnal 
selection of Stat·boost"9 clothes. Using this 
open-ended points system. you coold concelv· 
ably concentrate fNflr'( XP point you halie and 
chamel • into yoor Power anribute right away, 
and you wW<tl't l'lave to ~ind to <vte the SM>e 
degee as bel0f8 to do•· Althougl last year's 
drills are gone. with the incl\Jsion of the Ryder 
Cup and the ret\J'n Of the standard pro-based 
s!<ill challenges. it's not like there isn't enough to 
do. If anytling. you can get on to playing PGA 
81'8nts a little sooner. ,Yhich is nice. 

The game alSO intro­
OJCeS some slight 
unprecf,ctability in your 
shots via real·time wind 
that can rise up or die 
o.a-ing your Shot, and 
mo<e variance regard:ng 
where your ball lands 
and hOw you come out 
of the rough. I know no 
golfer or gamer likes to 
hear abc>Jt lJ1P(edict• 
ability. bu1 a you knew ot 
a way to get your ball to 
!Md in the exact same 
place every time - ,vt-.ich 
is what some T,ger 
experts have been able 
to do in the past - it 
,'l()U((t>'t be golf. I 

certainly don't put myself in the expert category. 
bu1 I didn't notice a huge drop-off in my game 
from last year, so rm not oomptailing about the 
ne,y changes. If anylting. it's another element 
thal makes the game Slightly more realistic while 
still being fun. 

Sinilarly. the True-Am ca,-,, system - ,met, 
Oftf lets you see what your goller WOlAd see (I.e. 
no circles ShOwing you ,,mere the bal may !Md, 
etc.) - makes things more dilficult. but I didn't get 
into it that rruch simply because unlike the Wii 
l'8tsion (see our revie,v on page 96) ,"'8re the 
CM18r8 actualy tf8Cks your head lool<ing down 
at the ball belore you htt it. True-Aim isn't that 1\11 
to look at. I was aJso wlstoy-waShy on the Focus 
meter. It gives you a pool ol points to spend on 
spiming your bel. arx,.,racy and power boost, 
and Putt P,ev;ews. You recharge your meter as 
you play, so you won't n11 out of it unleSS you 
refy on it aJI the tine. bu1 as a coocept it 5"ffl1S 
a little strar,ge. I can understar>d how it makes 
you pick and choose when 10 use it. bu1 as a 
golfer. aren't I mvays trying to locus and hit the 
bal perfectly? 

1 thi-1<. a lot ol players won't notice 100 many 
ol lh's year's more subtl8 new additions. but will 
instead help themsell'8s to the 24•player online 
~Yhere you can conslNCI your own Ryder Cup. 
Ike cornpeti1ionS). GamerNet challenges, online 
tournaments. and fNe new courses. That's rne. 
bu1 the smaier improvements made 10 this year·s 
game offer players more freedom and customiz• 
ab'ity. HopeUy they'll slick around and be a 
part ol the francnise's future. • Matthew Kato 



Nier 
Square Enix embarks on an adventure to nowhere 

6.5 ~ 
PS3. 360 
,. Concept 
An open v.-orkt action/RPG 
set in a cool WUvcrse, bul 
without the gamcp1ay chops 
to back it up 

S.,,. I ·Player Ac,ion/RPG Pul>ll.&hor Square Enix 0.-.lop .. C.via ll•le- April 27 tSI\B M » Gra,pbtca 
Tunible texrures. generic 
enerrtie$. and ugly charac:ters 
don'! leave me with mucfl 
good to say on Otis front T he prima,y thrl in act<l<\IAl'Gs is ganing 

enough pow"' to do ttr,gs you eoudn'I 
do before. Whether you're accruilg items 

that oi:,en w sealed IOcations or gaining new 
combat abilities. you Should lee! l)<ogressively 
more awesome the more time you spend play­
ing. This is where Nier st..-nbles the most; it 
corn,eys no SEnSe of growm. You hit me same 
buttons at both the beginning and eod of the 
game. and mag'(: attael<s become more useless 
with each iteration. Te<:hniealy . .....-nt>ers on a 
~ seteen prove that your stats are increas· 
ing, and that one weapon is better than another, 
but f couldn't feel "'"rf difference. 

Niers OOfT'bat mechanics may be oy, but 
they sCil fl.rlction within the game's imiled ambi· 
lions. Attacking, dodging projectiles, and SPeil 
casting are easy to aocompll$h. enabling you 
to mindlessly mow tlYough most encounters. 
Given the IOlv levef ol chalenge, its SUtl)rising 

that you eventually gail two pa,ty members to 
assist you in combat. Oon1 worry about them 
stealng }<)IX kiHs. t~: they're idols, orly able 
to feio>v 1hre8 basic con.-nands ll<Jied in the 
menu system. 

'M"8 the gameplay landscape is_..,, Niel's 
POG1·apocalyptic W0<1d has p1en1y to offer. A 
thOUSanCI ~ after the tunan population is 
effe<:tively wiped out. the remailing people are 
living a simple me<ieval existence, wi1h fooner 
technological and arcllitect,...aJ """"8IS Sla<ld· 
ing as inert and overgrown monull1"'1ts il the 
wild. Developer Cavia has wrapped a good story 
~ mis setting, using your main character~ 
Q<JeSt to keep 1-.s clsease-strlcken da~er alive 
as a vencte to deliver a few su-prising twisls 
that feav8 you wah a SEnSe ol the n.ined W0<1ds 
bleakneSS and desOlalion. Y,1-.ie a goes off the 
rals a 1at1e towards the eod, the tale is ultimately a 
satis¥ng one. 

UFC Undisputed 2010 
- 8.25 

PS3 •360 
,. Concept 

Tweak the superb figllting 
system found in urc UnctiSputed 

2009 and coll II good 

This fighter stays in shape, but is it pushing 
itself hard enough? 

Style l or 2-Player f'tghttng (2•Playcr Online! hl>ll.&her THQ 
Dew.lo_pei Yuke's B♦I .... May 2S ESRB T 

fantasized about 
for years, 

Ulfortunately. you can't just rmve t~ the 
plot cµd<Jy to get to me good stuff. Dozens ol 
sicfequests and upgradeable weapons are }<)IX 

most likl)ly distractions, but they involve IOts of 
backtracl<l-g and hO<Ms ol ginding for rare mate· 
rials. Even~ you sl<ip these diversions, you'll stll 
Sl)erlCI a ridicuklus amoo.,ll ol time fighting famliar 
roes. n.ming t~ U,e same hMdfu or vast 
Md bonng areas. and revisiting dungeons you've 
atea(ly beaten. This level ol repetition effectively 
kils the narrative momentlll\, t,,inging down the 
one ting N'ier does well. With so many genuilely 
good aclior\lRPGs that aren't ridcl1ed wilh archaic 
missions and gameplay, l have - recom• 
mending Nier SOieiy on the basis ot a decent (rut 
u"""81iy executed) story: • Joe Juba 

,. Sowtdl 
A surprising hJgh point of 
the experience. The music 
is exoepdonally oooL and 
sets the post-apocalyptic 
mood well 

n Play-ablllty 
'nle lack of quic:k~S\Vi!P 
buttons makes it a chore to 
swl1Ch weapons and magic. 
but otherwise the (X)lltrOIS 
v.'Ork as intended 

» tnt•rtainment 
Lots ol repetition and a lack ot 
mission variety put a <lamper 
on the storytelling 

• lteplay vaiu. 
Moderately Low 

» Graph101 
YUkc's dlaraaer models are 

still some of the best. and 
the animation sys1em makes 

ea<h fight 100k all1lQ<SI like the 
real thing 
» Sound 

Commenta1ors Joe Rogan and 
Mike Gokloorg have a more 

varied saipt lbls year 

» PleyuWly 
A new frcc!onn system will keep 
you exploring the nuance of each 

combatants' figllting style f0< 
a long while; it's a good thing 

you'U be having tun while you 

H ow does a f~ter wt10 is on IOP stay in 
shape when he knows no one can beat 
him? WrthOUt competition, It becomes a 

mental battle just to stay in fighting form. I fe<ll 
li<e the UFC Undsputed series fr<ISt be wres­
tling with this mentafrty. Sure, EA has Its own 
MMA title coming down the pipe, but it's stil an 
unknown QUantity at this point. In me meantime, 
11-IO's tighter remains king or U1e mixed martial 
arts iongle, but it feels a bit like a lazy lion. 

Uke 11-IOs other wrestr.ng tiUe. 1ts hard 10 
know where to start wi1h lAl<liSPuted, There 
are so many mocles to explore that l.kldisputed 
2010 wl easily keep UFC fans occ,.,pied all yea,, 
Ultimate Fglts mocl8 is probably my favorite, as 
It lets players reenac1 famous fights from UFC 

Of course, the career mode is stl ~ for 
those whO want to mold a tighter from scratch. 
Starting from the bottom is stl a long, hard 
g:ind. Md youl have to plow through sewral 
dolen lights beCore your fighter has enough 
experience to feel 11<e hes worth lis ,~ in 
prolein powder. I Ii«! that rm no longer locked 
into any partjcuiar (9lting ~,ne and can 
freely cl>J008 moves from rnAtiille ochOols, bot 
me career sto,y stl isn't very ~ling, so 
you have to love this kind ol menu•<tiven stat 
boosting if you·re goog to Sink your teeth into 
me career. 

most, and lklcisputed 20t0 tightens what 
was already a solid brawler. The new combo 
system - or lack thereol. sinoe mere are no pre­
determined combo s~ - means you have to 
experiment to find out what f:U1CheS and kicks 
work best together and how far you CM push 
}<)IX fighter before he becomes filtigued. This 
makes the action feel more naMal, bringing 
ead'I bout that much dose< to the real ting. It's 
probably the closest a game has ever come to 
making you feel fl<e you are actually practicing a 
~ial art, juSt withOUt the sweating. 

While it may sound like lkldisputed has a IOt 
goog for it this year. none ol the additions adcl 
w to much. This doesn't feel vas1ly different 

dOit 

n E:ntertaln:ment 
Uf'C fans wUI eat this up, but 

is an entcnalnlng fighting 
system enough to win C1Vf1l new 

followers? Probably not 

n lleplay Value 
High 

histo,y, complete w'ith Pay• 
Per-View interviews and 
achievement-style chal· 
1enges that wl drive you to 
keep playing matCheS (Y,er 

and (Y,/8( until you Lr11ock 
9V81'Y reward. You can even 
set up your own cardS. so 
you can finaly fulfil those 
dream match•l4)5 you've 

S1il. the in-ring action is what matters the 

_p ~ 
from last year's model, ,Illich is my biggest com­
plailt. ff you're a UFC fan Md you didn't pick 
w l.kldisputed 2009, this Is defnae1y a superior 
prooxt. Bui ~ you stiO have v<:,.x =-t of '09 you 
probably woo't find enoug, fresh meat on these 
bones to satisfy you Ben Reeves 

FOlmore$0'001?SandtOt:hf/d(.OUI01.1!ir$bJOt,Jd()Ufti'ni&wit/l 

atreer modlt, drxJ< C<A g.f/Tl(ll(llormet.ctxrVmag 
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Backbreaker 
Impressive tackling animations don't 
earn this player a roster spot 

Style I or 2~Player Sports (2•Player Online) Publisher SOS Games 
Dnefoper NatUial Motion Release Jun& I tSRB C 

L ike a rookie struggling to a~t to the 
speed of the pro game, Bacl<breaker coud 
use a few years on the practice squad 

bef0<e seeing the field. Thoogh the real-time 
physics engine pr~ varied l~ anima· 
lioos and a fantastic array of Ms, the rest of lhe 
gamepfay isn't ready for prime time. 

The robOlic-lOOking p1aye,s move willl no 
sense of agility, poor camera a,ges on sweep 
plays fal to focus on the defensive J)Urwit. and 
bfOCking breaks dOwn too often at lhe line of 
scrirrmage. The result iS a feast o, famine rush· 
ing attack ittered w~h an absurd amoun1 of neg­
ative carries and the occaSional breaJ<a,vay f\Jn. 

The passing game isn't much better. 
Backb<eaker employs an up.tight camera 
perspective 10 bring you ctoser to lhe action, 
which makes tt tough lo SOM the field fO< OP8n 
reoeill8rs. Wrth a convoluted progression system, 
intense pass f\JShes, and SPO<adic results 
from each pass, tt's t0<.11> to f)l.l off a Peyton 
Mamng irrperscnation. 

You WO\Ad thirl< the nability 10 consistently 
move the bal wWd make tt t0<.11> to eke out a 

win. Thaf'i<sto 
lhe lackklsler 
opponent Al on 
fN"'Ydffi::ulty 
level,lheoPPO· 
site iS true. My fist team won the~ 
desptte a 40-percent co,nl)letion perceni.ige 
and a 3.4 yardS-per-C81Ty rushing average on the 
season. The Al·conlroled teams suff8!lld from 
a pa11ry two yardS per c:,rry rusting averages. 
and completion percentages~ around 
40 percent. In real ile, ll1ose numbers wood get 
you banned from profesSional foolbal 0< a con• 
tract willl lhe ()akJ,-,cl ~s (not sure vmich 
isw<i<se). 

On the other side of lhe ball, the focus on 
lad<ling and belind-ll>e-back perspective br'l1gs 
some rooch·needed intensity to the game. 
Defense avoidS the camera issues lllat plague 
offense with a handy lelt trigger function lllat 
centers the camera on lhe ball carrier. Hunting 
dOwn ruming backs. roving passing lanes, and 
delivering vicious tackles is fun, though switeh'rg 
defenderS is cJ:SO<ienli1g and I ,vish lhe game 

Green Day: Rock Band 
From punk to pop operas 

Style 1 10 4• Player Rbythm/Ml$ie (4• Player Online) Puti&her MTV Games/ 
Electronic Arts De .. loper Hatmonix/Oemhuge Studi~ Releue June 8 E.SRI T 

H armorix's follow-up to The Bea!les; 
Rock Band is another single-band 
litle. !his time feall.fing the long· 

running Bay Nea pop punkS Groon Day. 
The choice makes sense. Gleen Day 
has a cross•generalional appeal and has 
maintained a high lfNel of popularity for 
going on 20 years nc:,,v, It's great from a 
marketing perspective - a younger skew• 
ing, yet still Classic-rock friendly band 
thal has enough well-known material 
to fill a disc. Harmonix worked hard 10 
deliver a full Green Day experience - !he 
sheer amoun1 of ooloel<able video foo1age, Old 
pholos, and Green Day memo,abiia is amaz· 
ing; it's a new slandard for single-artisl music 
games. 

Tha.1 said, rm not sure rm on board. For me, 
!his is the least compelling Rod< Band game IO 
date. IMlile 1 enjoy Green Day. !here's a cfffer­
ence beM-een a good song and a good Rock 
Banc1 song. A great many amazing t1X18S just 
aren't !hat fun to play. Gteen Oay'S stock in trade 
is power chO<dS, deillered in cipped, repelitive 
eighth and sixteenth notes. BJf19 Joe rrigll be 
a geat frontman, but he's no master guitarist. 
The baSS and drum lraCkS are more interesting 
than guttar. but pla)ing tns many Green Day 

songs in a row gels boring. To be hones!, I felt 
some of the same lllingS abOUI The Beatles; 
Rock Band. bu! lhe breadlll. cleplll. and q.,ality 
of !he Bealles' songwriting gave me fascinaling 
musical toueheS to notice and IOCus on. Here. 
!he repetitiveness ol !he material is a slog. This is 
especially !rue of ll1e firs! tier of songs. which are 
pUlled entirely from lhe Classic Oool<ie. a londly 
remeobered but musically one-dimensional 
album. You'll notice lhe band members using the 
sarne stf\Jrm,ing l)llrasing 0< mythmic lrickS"""' 
and"""' again - O< stealng them outright. like 
when -Warning" l<fts the riff from "Pictl.fe Book" 
by the Kinks. 

The game lits ~speak in !he second lier of 
songs. performed at the Milton Keynes arena. 

gave users control CNer jumping to knock dOwn 
0< intercept passes. Given the poor offensive Al, 
h(),vever, lhe defense easily raCkS up negative 
plays, sacks. and interceptions. which robs the 
experienoe of reaism. 

Two of Bad<b<eaker's off.field strengtl\S are its 
deep team costo,nizatioo tools and the B<itish 
soccer Inspired Road to Backlxeaker mode, 
,,t-;ch tasks you will\ woliong your way up a 
rrdti·liefecl leag.Je. The season mode. how· 
fNer, suffers tro,n a lack of lrades. free agency, 
and contracts. 

Natl.Jal Molion'S Euphoria tecrnology iS a 
geal boildng block fO< a foolball game, but 
8ackbreaker suffe.-s from too many rOOkie 
mislal<eS. Only the mos! hardOO<e gtidiron 
fans ct,,ing fa, an alternative to the EA Sports 
offerings Shou1cl bother bringing this one in for 
a look. • Matt Berti 

Here you'U play some wel•ChOSen tracl<S Off 
!he band's middle period albums as well as lhe 
enliety of lhe bfOCl<buster American Idiot. The 
tunes a,e more c:iverse. especially some of the 
epic song-su~es off ol American Idiot ll<e • Jesus 
of &Alurbia, • which is lhe best song in !he game. 
1hrow:ng new parts and melodies at you on a 
minute·to-minute basis. The final tier consists 
ol the less sa~ 20/h Centu,y Bteakdc:,,vn 
album, which adds a new layer of P0fl'() and 
(lllankfullyJ more COO'l)lex Sludio-musician lead 
playing. As a quick aside. I'm still boggled by ll1e 
decision to incUde !he a cape11a "Song of the 
Centl.fY· on lhe trackfist - OOUldn't this spo1 have 
gone to a more woohy h.t·band song? 

If, like me. you've cooled on the rrosic gen-e 
in recent months. I dOn't lh'nk Green Day is 
!he band to reg-ite your lolle affair will1 Rock 
Banc!. In the Mt.re. maybe Harmonix coud 
attempt a single band title based around a 
more oomp1ex -and more fun to play- band 
like Muse or Rush. This 1itle has al lhe cralt thal 
Harmonix usualy puts inlo ils games, I just ,'1Sh 
!here were more songs I wMted to play more 
than once. • Matt Helgeson 

5 ~ 
» Concept 
Offer a pigskin aJternative 
with an impressive real-time 
physics system 

» Graphics 
Robotic players have no 
personality. robbing the game 
of a sense of drama 

• Sood 
Uke I.he firS'l next..gtm 
Madden. Back.breaker 
foolishly excludes broadcast 
oommentary in favor of basic 
stadium sounds 
» PlayabilltJ 
The running game lacks 
agility and the passing gam<> 
lackS 6oosoo, but rcwing on 
defense Is fun as long as yoo 
don'I switch players mict-p&ay 

1t En1ertl1Nnent 
This rookie is very rough 
around llle edges; only 
lootbaU rans despefa1e for a 
oon-r.A Sports title sbOutd 
spend a late--round <lraft piek 
Oil It 
» R•playVat .. 
Low 

PS3 • 360 • Wii 

• Concept 
Give the Rock Band treatment 
10 the wOfld's most popular 
pop punk bond 

• Graphics 
It's n01 as striking as The 
Beatles; Rock Band, but 
there are some great full­
performance animations. 
heavy pyrotechnics. and cool 
aowd participation segme.n1s 
M Sound 
The souhdnack reues 100 
heavily on the throo most 
popular Green Day albums. 
You can also import sue 
previous Green Day OLC songs 
into the game 
» Playability 
rrs la,gely by-lh$-b<X>k 
rock; Groon Day isn't exaaJy 
known tor their adventurous: 
musicianship. Features the 
vocal harmony suppon from 
The Beatles; Rock Band 

» Entertainment 
While they've had a fine fond 
surprisingly enduring, caieer, 
rm not swe Groon Day is the 
righl fit let lhls franchlse 

• Replay vai .. 
Mod.orate 
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PS3 
» Concept 

Race. jump. balance. tricl<. 
and oombo with an over-the­

hill stuntman on the ride of 
his We 

,. Qrapttlca 
Bright. inviting props and 
characters look great. but 

IM baekgrowtdS OOuld USC 
more variety 

» Sound 
nic music is a zany oolloction 

that seems yanked wt ot a 
boo •70s (X)Wlty fair - tun for 
awhile. but it can wear thin 

• Playal>lllty 
fanl&stically tight controls 

are easy to pick up, but only 
reveal th8:ir true oomple-xiry 

after hows and hows 

» DIMrtaiNltent 
Hundreds ol challenges 

3Q'~ dozens of courses will 
keep you busy for a long. 

happydme 

u Repla, vaiu. 
High 
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Joe Danger 
Mixed genres are greater than the sum of their parts 

I t's a rare feat. Building a game that 
entertains after the ITst minute is hard 
enough, but creating one that is equally 

entertaining after the ITst hour. day, and 
week - ...,_. that's hard. The team at 
fledgling Hello Games d'ld exactly that 
with PSN clownloaclable title Joe Danger. 
a rotlicloog good time that never ceases 
to enterian. combining genres and 
game styles Into an addicti\/9 synthesis 
that can appeal to the youngest and 
most casual gamers just as mueh as the 
devoted. hardcore crowd. 

Joe Oaoger defies easy Classifica· 
tion. and a gtanoe at the screensho!s 
only helps a little bit. The<e's certany a 
touch ol racing In the 1191n of the Classic 
Excitebil<e. and Obstacle navigation that 
echoes tho poptJar Trials series. What 
that first look oouldn't tel yru Is how the 
game draws eQJal insi:,iration from the 
combo systems of Tony Hawk. the speed-fueled 
platforming of 20 Sonic. °' tho creali\/e drive of 
UtUe8igPlanet. 

Joe is a n.n-clown. grizzled stuntman. v.1\ose 
old qlJries have kept him off the cin:uit fa years. 
'M>en he ~ums. he needS 10 r8'111-f wow the 
crowd to get back to the tw. To clo so. yw'U 
navigate him lhrougl a huge number of obsta· 
cte-laden oou-ses. each of which has a number 
of goals. Collect all the stars. String a <XJmbO 
tlVOIJ!1) the entre lovel. Land on prec,wious 
targets arO<lld tho course. Beat tho trne tirrit. 
()-, f« the big scores. start oombnng objectives 
inlo a single n,n. Eveiy acl18vement nets yw 

Style l or 2-Ptayer Platform/Racing Pub Usher Hello Ga.mes Dneloper Hello Games JWeue June 8 ESRB E 

purchasing power to uriock later levels. 
Th'ngs seem so si"l)le at rtst. The tight and 

responsive controls only reveal their magic <Ne< 
tine. and Joe's bike starts puling off acrObatics 
that sllo<Actl't be possible. The bike can switoh 
its momentum in midair and go backwards. 
Bouncing sp,;ngs send the stuntman hu~ 
ltrOIJ!1) the air. The exaggerated physics Ml 
expertly balancEd to be arr,,sing but predicUIIJle. 
The high 1e-,,e1 of precision gives players the same 
control they'd have""°' an Old schoot platform 
character. but here there is the added ability to 
tl'tow in fliPS, bOOSIS, and wheelies. Almost every 
action throws points up on the board. 

Nearly fN"'Y course 
is~ to reveal its 
secrets o,e, the course 
ol multiple playttvoughs. 
Ten hOUrs in, I was still 
learning the flexibility ol 
tho controls. and t,ying 
10 mwomze my n.ns. 
At the same tine. at 
any point ~ the way 
I woud have happly 
passed the controller 10 
a begmer. confident that 
tho early le\lets wO<Jd 

draw them in jJSI as they Cfd me. It's everytta,g 
I woud want a game like this to offer - fun. 
scalable chalenges that are accessible 10 an 
players. with nearly inrnte replayabi'tity. 

'Mlile Joe Danger def,vers an astotSldng 
wealth of levels and content tor a dolvnoadable 
game. it tacks on two other big eXIJas f« fun. 
Spllt-saeen multiplaye, has only a few le\lets. but 
cloes offer a great way 10 lnl!Ocluce friends to the 
title. The second big &ddition helPS to aleviate 
that deal1h of content: players can create and 
shamonline singe-player and SPlit•screen levels 
with friends. The - creat« is straightfo,ward 
and easy to use. and ass.xes all sorts of addi· 
tional playtime ff yw eve, manage to squeeze 
IIYough the extremely challenging levels at the 
end of the C0<8 game. 

HEio Games' flagship dolvnoadable game 
cloes suffer from a tack of variety in Its environ• 
ments and audio. and I'd love to see more 
~ that have tho old biker Interacting 
with other riders. But those issues only arise ta 
me beCause of how long I was drawn Into the 
genre-bending gameplay. It's an ambitious and 
exciting new franchise, but more mportantly It 
Shows off a small devel:)per that deser\/llsSOtne 
big attention. • Matt Miller 



8.75 B 
Wii 
,. Concept 

Sin & Punishment: Star Successor A lightning-last trip through 
some or lhc ll1($l bombastic 
action the WU has ever seen 

Blows away the competition ... while it lasts 
H GnphiCII 

Style 1 or 2-Player Shooter h:.bllah..- Nintendo Denloper Treasure fteleue June 27 ESH i 

Tons ol detail in the 
environments Md enemies. 
though you'IJ probably 
blasl lhrou,gh them 100 fast 
to nodoe 

I 
oon't knOw if I've ever played a game where 
the actiOn is quite as non-stop as Sin & 
PuniSIYnent: Star Successor. From riding a 

strange dnosaur creature aloclg a dangerous 
stretch ot oesert highway to blowing up legiOns 
of giant fish and submarines under the sea to 
an epic SPacE> battle finale, there's baretv a 
moment to catch your breath as You l!y from 
one abS<Kct,, oversized boos battle to the next 
AnYoOO tool<ing f0< an intense shot ot aorenaline 
on the Wi need took no further. 

The core QMl<ll)lay of Sin & PuniShment is 
similar to an on-rails shooter. which ac<Xl<l'lls l0< 
some ol the SP8ed - the game keeps moving 
along even~ you·re SIi gawl<ing at the pretty 
scenery. A ludcrous SIO<y lightly strirgs together 

the events. but the plot isn't really the P<)int. 
Cuing ead'I se1 piece, you'I have to shoot down 
a bevy ot enemieS and enviomlental ot,jeets by 
aiming wah the Wi remote°' dragging the roocte 
around with the Classic oontrotle< analOg Slick$. 
You've also got a melee attack that can be used 
to ctevas!ate any enemy ,,mo gets too <:lose°' to 
knock back piojeClies toward opponents. 

You'I need to master melee and ranged 
attacks as wel as sv/dt dodging in 0<der to stay 
alive. Gigantic. mtJti-lo,m bosses ,ewre "311oct­
ing missies and varying attackS to be taken 
CIO\vn. In fact, these encounters are the spots 
where you're most ll<ely to die. requting a bit ot 
trial and erro, before you memorize hOw to beSI 
some ot the more COfTl)licated bosses. Luckily. 

checkpoints are ve,y f0<91ving, often placing you 
jUSl a minute o, twO back in the tevet. 

The easy respewns also add to the game's 
biggest issue: tts incredt)ly Short. Minus cteathS 
and reptayi>;J 1<Mi1S lo, higher soores/dfficol­
ties. there's a grand total ot around IOtX to five 
hOUrs of content in Star $>J<::oe$s()(. Add in a 
C>O--OP ll<,:l(ly (not shc)y,n onocreen but provi:1-
ing double the firepower). and the experience 
will be CMl< even faster. Then again. I'm not 
sure TreaS<Ke could have crammed mueh more 
insanity into this game wi1toJt needing to put 
in a break from the exhilaratiOn that makes tt so 
awesome. Maybe sometrnes It's better to be left 
wanting. • Phil Kollar 

• Sound 
A fun Sl()JOOIJ'ack - jUSI dOl'l'I 
Jc, the English voioe ac,ing 
bring you down 

)> PlaJuility 
Easy for anyone to en.PY at 
lower <lifficulties and with e 
c:o-op pa.Mer 

,. E-.t♦rtalnment 
What it 1.acks in leng1h. it 
more than make:$ up for in 
memorable set pieces 

n Replay Vahl♦ 
Low 

Tiger Woods PGA Tour 11 
Tiger for Wii carries a full bag of clubs 

~ 8.5 r.9LVTR Style I 10 4~PJayer Sports (4--Player OnJinet Pu.bU.bw EA Sports De.eloper EA Tlburon Releue June 8 ESRB E 

Wii 
» Co~pt 

Tho WilMotion Plus allows 
for a new advanced swing 

mechanic that makes things 
more realistic than last year 

,. Graphlee 
Nothing rema.rkable. but it's a 

golf game, so I'm not swe that 
it matters a whole IOt 

• Sound 
Audio comes thrOugJl the 
Wli Remote speaker and 

reinforoes how well/poorly 
you've hit the ball 

• Playol,Wt, 
Playing this game wilhoul the 
WiiMotion Plus peripheral is a 

w~eoftime 
n Entertainment 

This yeats Tiger adds some 
soUd depth to tho oxperionoo 

in au areas 
» Replay Vllu.e 
Moderately Hlgh 

---------------------------------------------

T iger cleveloper EA 
Tiburon thought they 
had the full-motion 

golf swing down last year 
wtth the actcfrtiOn of the Wi 
Motionl'kls peripheral. but 
now they s,vear they have 
ij dialed in. Sarcasm aside. 
the francljse's seoond tum 
w'rth the MotionPlus adds 
8 new Climension toyour 
swing that yields better 
results. In an odd way, I fl<e 
that it adds the possiblity of 
even more inconsistency to 
my swing withOUI ruining the 
eni.e experience. The series 
continues to Wlk.er around 
the edges, making modieSt 
improvements that are mostly wetoome. 

In Tiger tO, the Motionf'\Js peripheral was 
mainly ooncemed with whether you; wrists were 
tv.isted °' not as you struck the ooi. Your wrists 
are still important. but now the game also re8dS 
you; folow-tlYough. It can be a &title change 
that doesn't faci0< in all your sw'.-.gs, but I rake 
h b8cauSe tt further codf,es what coostitutes 
a good method and what that !eels like. If you 

cton·t want to use the new motion you can 
revert to the old one u,roug, the game·s del8iled 
system ol assists and dfficuly levels that you 
can mix and mateh. i~ whether you want 
to use the waggle-style spin. One I rooorMlend 
ti.ming on is the TrueV,ew camera. which is a 
first-person IOol< at the ball as you size tt ..., and 
W8\ch tt (hopefully) sail ~ the S,, 

Once again the caraer mode (consisting ol 

skills challenges versus pros, a 
PGA tour schedue, and the Ryder 
(4)) has been tweaked, this time 
with a more meaS<Ked approach 
towards attribute points and 
modfiers. Clubs - and not shafts 
0< ctothes - are the O<ty ttem that 
confers stat bonuses. and you are 
only allowed to give one of you; fOtX 
attributes a ternPQrarY stat bump 
before most ChMengeS Of tourney 
rowds. lns approach slows down 
the Slat-jacked characters ot the 
past, but h's also not as fun. I like 
the inclusiOn ol lhe Ryder Cup, but 
even though the tourney's foonat 
is largely the same. h's a tittle weird 
that the CPU doesn't 8biC1e by 
the nationality rules (Americans 

vs. European$) that make the Cup Whal h is. 
The Ryder Ct,I) is also online. as is last year's 
disc golf. 

Combining the progress macle with the 
WiiMotion Plus peripheral with an expanctect 
OCWlB kx>tprilt, five new courses. four courses 
of actual miri-goll. and more. Tiger 11 Is a ftt. 
fledged game wtth a motiOn-based swing Md 
not just a slight ruiosity. • Matthew Kato 

review$ 95 
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8 I Prince of Persia: The 
Forgotten Sands 
Platform Wil RtltaH May 18 ESRB T 

6 I What Did I Do To 
Deserve This My Lordi? 2 

While irs by no means pedect lhe 
game includes a weallh of ideas /hat 
copilalize on the Wii's copabililies. 

Platform PSP Reteue May 4 ESRB T 

I enjoyed Whal Did I Do 2's 
quirky, lighthearted natuie, and 

found its retro art style to be cute. The result is a flawed but entenaining 
ride that elicits more creativity and 

critical thinking lhan any game in lhe 
Prince franchise 10 date.-Matt Miller 

But its freeform strategy design 
leaves 100 much of the gameplay 
out of your control. -Ben Reeves 

7.75 I The Sims 3: 
Ambitions 
Plalfomt PC lteltue June I ESRB T 

This does what an 
expansion pack is supposed 

to do by adding new 
household items for yolll 
sims to play wilh, but are 

a handful of new toys, and 
a few jobs people will get 
tired of after a day, really 
worth $40?-Ben Reeves 

7.75 I Blue Dragon: 
Awakened Shadow 
Pt•tfona OS Releue May 18 tsR• E I0+-

Whi/e /his llUe sequel to lhe original 
Blue Dragon gets off 10 a sluggish 
start. and certain gameplay and 

storytelling elements are not exaclly 
pedect. yolll patience will be 

rewOided wilh a boatload of varied 
and entertaining quests. 

-Annette Gonzalez 

2010SOIAI\Ah::a 8.S ¼ly-10 

7 I Pure Futbol 
Platform PS3 • 360 Releue June 6 £SRI e 

Pure Futbol tries at limes ro 
be a soccer sim, with team 

customization and a clever, timed 
shot mechanic. More often, ir seeks 

an arcade sensibility. with fos1 
matches, flashy pop-up graphics, 

and dramatic music. Sadly, neilher 
approach succeeds panicularly 

well. -Matt Miller 

7.25 I Sherlock Holmes vs. 
Jack the Ripper 
Pl.uform 360 Release April 24 ESR• T 

The outdated visuals and unpolished 
gameplay won't attract any new rans 

to lhe advenlUie genre, but beneath the 
title's bargain-bin production values and 
hit-or-miss puzzles lies a solid my.stel}I 

befitting lhe moniker of Sherlock Holmes. 
- Jeff Marchiafava 
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8 Rocket Knight 
Platfoml PS3 • 360 • PC ~eleue May 12 ESRB £ 10+ 

The game's four worlds offer a healthy 
mix of plalforming and combot with some 

boss fighls requiring quile a bit of both. 
Nostalgia for the series isn'l a requiremenl 

if you wan! lo enjoy Rocke! Knighl. but 
noslalgia for the em ii comes from certainly 

doesn'l hurt.- Dan Ryckefl 

6 Dementium II 
Platform OS R-1eAM May 5 !:SRI M 

l(s hard to throw your weight behind 
a game that feels like little more than 
a rerread. Abandoned hospi1als, long 

corridors populated With monsrrous foes, 
locked doors, and obscure puzzles don't 
feel fresh, and Without any real scares, 

Dementium II simply falls flat. 
-Meagan VanBurkleo 
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