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B
Fead my column or

comment on this letter at
gameirnformer.com/mag or
fotlow @G{_AndyMc

The Future Is Ringing,
Will Someone Please
Pick Up

veryone came out of E3 shot-out-of-

a-rocket amazed at the Mintendo 3DS.

The fact that you didn’t have to wear 3D
glasses overcame the biggest obstacle facing
the born-again technology, and the list of part-
ners supporting Nintendo's new platform is
awho's who list of talent. Though the techis
impressive, | have to wonder how Nintendo will
maintain its handheld market share without built-
in mobile phone capabilities.

Apple and every other mobile phona
on the planet is targeting handheld gaming,
the argumient that there is only so much pocket [
space for mobile devices calls into questionthe
draw of gadgets that only handle one aspect of
mabile computing, even if they do that one thing
extremely well. Handheld sales have continued
to decrease over the past year, but the Nintendo
camp isn't panicking. With the power of mobile
phones continuing to increase, however, you
havelowonderwhetelhetpphgmh'&hm
mllcmvenmummoghmgamm'
ceive as “true” gaming? {

Since the debut of the poory
N-Gage, | have said that a single device is the
future of handheld gaming. It%mawonfﬁ
umwuwreatethesaha'buuatmwllgmnge '
mhandhddnarkﬁtmmhﬂlauethat'
device already exists with the iPhone. While |
it mayy be the closest device onthemarket to. |
demonstrating the future of mobile gaming, |
don't think it's there yet. | know some mobile
phone lover is going to tell me mobile phone
gaming is already on par with held devices, _.
buit that is simply not the case. Birds,
Solipskier, and Poodle Jump are all amazing
games, but pale in comparison to the richer
experiences games like Chrono Trigger or Mario
& Luigi: Bowser's Inside Story offer. Mobile
phones tend to lean towards goick in-and-cut
experiences, whereas the dedicated handheld
devices offer longer, more involved sessions.

| travel with my DS, iPhone, and PSP but if
Nintenco or Sony teamed up with a mobile man-
ufacturer to create a device that handled smart
phone duties and delivered games at the level |
expact from handheld gaming devices, | would
ditch my collection of gadgets and jump on
board in an instant. If they want to protect their
place in mobile gaming, these companies need
to embrace the future and start including smart.
phone capabilities in their handhekds as well,

I can't wait to play the 3DS, but | getithe sink-
ing feeling that it will only pacify us until this ingv-
itable innavation happens. If Sony and Nintendo
don't build the cne device to rule the pocket of
gamers everywhere, somaone else will.

Cheers,

N

cﬁ;&rﬂ;‘;rsacn the remains of New York
to %mmwnyman race
from extermination.
by Tim Turi
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The Bat and the Cat
I'm writing to say that September's cover was a
great image, and a nice change of pace. Much
of 2010 has been big dudes with guns/blades/
electricity and carnage, and that Arkham City
cover was clever, interesting, and most impor-
tanthy, makes me want to play the game to see
how the friend/enemy dynamics of Batman and
Catwoman play out,
Kevin
Colorado Springs, CO

I have had a lova/hate reationship with your
magazing in the past, but have been a sub
senber sinca issua #1. [ssue 209 marks the
first time | have aver felt compelled to provide
feedback to your editoral staff. As an adult
gamer with children in college who are gamers,
I have to say this is one of the mast intellectually
stimulating issues | have ever seen you produce,
The minimalistic yet seductive cover; “The Lab
Rats,” which provides a new fascinating view
of the industry; the Opinion article regarding
Gamerscores - you have outdone yourselves.
This is one issue | am not just going to skim
through and toss to the kids, saying “They have
Halo: Reach in this one,” but one 'l share and
talk to them about.
Juan Lara
Pennsburg, PA

Empty Achievements

| am amazed by the Opinion article in issue
209. Matt's stance against Gamerscones shows
S0Me senous integrity, especially being a senior
editor of a gaming magazine. The concept of
Gamerscores or achievements is just one more

wedge separating gamers. Just ke the division
between hardcore and casual, your score puts
you into a group in which you're judged. It seems
at some point games stopped being about fun
and started being a tasteless competition of one
upping each other. I'd rather keep the competi-
tion in the game and not let it be about what kind
of gamer | am.
Nicholas
Carson City, NV

| just wanted to thank Matt Helgeson for his
Gamesrscore article. | spent a good portion of the
summer chasing trophies. Matt's arlicle brought
me to a realization; | enjoyed gaming much mone
before Sony implemented the trophy system. |
was saved from years of trophy-grinding by this.
These days, most people spend 1o much time
focusing on achievernents, and ignoring the finer
points of most games.

Henry Hoffman

Kansas City, KS

| agree that gamers should never be judged
based on their Gamerscore, but achieverments
give me a chance to get everything out of the
game, | always play the game through once
(uswalty on an easier difficulty to experience the
story) without looking at the achievement iist, so
as to not spol anything. After | look at the list and
see all the weird stuff | could have done, I'll play
it on hard mode and try to get whatever achieve-
ments | can, This ackds more playtime and chal-
lenge if you ask me.

Brannigan Carter

Via Email

his month in Feedback

we discuss the importance of
Gamerscores, define what it means
to be a fanatic, see the world
through the eyes of a StarCraft II
addict, and identify a new disease

plaguing some of our readers.

Qur readers brought up some great points
as to why achievements are a fun distrac-
tion for some gamers, and a waste of time
for others. One thing we can all agree on:
The best achievements are the ones that
provide interesting and unigue tasks to
tackle, instead of mindless repetition.

Question Of The Month:

Did Halo: Reach live up
to your expectations?




A Rebuttal For Fanatics

Mot that Game Informer needs anwone to stand
up for them, but I'd like to point out to the
ignorant subscriber that called your magazine
“biased and dishonest” for ghing negative
reviews 10 Nintendo games when in issue 208,
Gl gave Nintendo the best rating from E3.

L
“Is it true that E.T. the video game
was 50 bad they buried itin a
desert?”

Additionally, if a game sucks, | would like to Yes.
ko why it sucks and how bad it sucks. This
is GI's advice to help us not blow our time and “Who 0o you guys think would

money. | have only bought and played games
that have gotten a 7.5 rating and up from G, and

win, The Necromorpis, The
Covenant, The Flood, or The

I have to say that | have yet 1o be disappointed. Space Pirates?”
If the writer wanits the same experience from Pirat
Nintendo, he shouldn't expect it to comea fram gl::mm B
terrible games. Ty J
Mike -“g:i" | 528 you removed the penis from
o the Vitruvian Man.”
The defining characteristic of a fanatic Some things are better
is their unwillingness to acknowledge or left unseen...

accept any information that runs contrary
to the object of their infatuation. However,
letters like the one you're referring to do
serve an important purpose: When we
receive equal amounts of hate mail from
Wii, Xbox 360, and PS3 zealots, we know
we're doing our job!

Goldie Locks Syndrome
1 really look forward to getting Gl each month,
rainty because of the comical Feedback sec-
fion. It appears to me that the wvast majority of
the feedback you get is what | refer to as Goldie
Locks Syndrome: “My pormdge is too hot,” *ry
porridge is too cobd,” but it's never “just right.” |
find your responses very satisfying, because you
very nicely answer whatever is being cried about,
without just teling them to stop complaining.
Stephen B.
Lexington, SC

tII. Is tha

essage

n th

“wil party,comeing out befor my
sisters birthday!!!!”

We find your analogy intriguing, but we have Me!:
a clinical diagnosis of our own for these Via Email
fickle gamers: Big Whiny Baby Syndrome.
The only cure for this terminal iliness is a 3 i
stone cold burn, and luckily for o We cc:nsﬂted with our resident StarCraft IT expe_rts to answer your
never tire of doling out prescriptions - it's question, and they confirmed that although the image vaguely

just one of the invaluable services we pro- resembles a Battlecruiser from Blizzard's new RTS, it's still pretty
Vil i our featets evary ol sad. Maybe it’s time for you to take a break from the game before

your neighbor's dog starts to look like a Zergling.

(Left) Ben before fighting
EA's Jason Barnes. ..
(Right) Ben after fighting
EA's Jason Barnes. Kids let
thits be a lesson to you!

AN AC |
AN
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The Great Zelda Debate
I issue 208, we asked gamers what the best
Zelda game of all time is. Out of the hundreds
of responses we received, here are some of
our favonites:

Although titles like Ocarina of Time and Twilight
Princess added more gameplay elements and
better graphics, they are just recreations of A
Link to the Past. The characters, the enemies
and the way they are defeated, the prefiminary
dungeons that must be beat to open the more
expansive ones = A Link to the Past would
have been Ocarina of Time if it were created
five years later.

Anthony McDonald

There ana three of us in our housahold answer-
ing this question, ages 8, 15, and 56, The
8- and 15-year olds said that Wind Waker was
their favorite, and the answer came fast. I'd say
Legend of Zelda is my favorite; can't go wrong
with an cldie but a goodie.

Kathy Southworth

The best Zelda game ever? | suppose you wil
get a milion and two emails about why one
game is better than the others. Let me simpilify
the matter. The onginal Legend of Zelda would
have to be the best: if it wasn't for the immense
success of this game, we would not have been
blessad with the countless unforgettable adven-
tures that followed.

Matt VanBenthuysen

Close Call

| just got issue 209 and in the Timeline it says
that Naruto Ultimate Ninja Storm 2 is for the:
360777 | am debestated [sic)l | spent $350 to
bury a PS3 just to get this game! My mother is
a lawyer and she said that this is plausible for

lawsuit! | really hope for your saka that it's a typol
Reply as soon as you can!

Markus Renberg

Via Email

No need to be “debestated” Markus: Naruto
Ultimate Ninja Storm 2 is in fact coming out
on both the Xbox 360 and the PS3. Please
inform your mom that the only person she
should sue is her son for spending that
much maoney to play a Naruto game,

Mistaken Identlty

2 “Top Ten Disgustingly Cute
thing Cait Sith roc

In the arti
W iter refer

Massillon, OH

We're sorry to say that you're wrong, Anthony. Maybe you're
thinking of the part in the movie Advent Children where Cait
Sith rides Red XIII into battle. In Final Fantasy VII, the robotic
cat rides a big, dumb moogle. We realize that FF games have
so many cutscenes that they're easy to mistake as movies, but
fans of the series should know the difference. P.S. We're not
really sorry.
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Many of Duke
Nukem Forever's
elemenis have
remained intact
dusing its
12-pilus years of
development

Timeline

Here are just a few
looks at the game
in various incarna-
tions — sometimes
with different en-
gines - throughout
its long history

For a game that has gone through as many
changes &s Duke Nukem Forever, many of the
orignal ideas are still intact. We got our hands
on the game at the recent Penny Arcade Expo,
and it retans many elements from its 1996 pre-
decessor Duke Nukem 30, like the shrink ray
gun, Cycloids, and, of course, Duke's bawdy
attitucle. When coming across a three-breasted
aban invading Earth, Duke is undeterred. “I'd stil
hit it,” he boasts.

The gameplay featured Duke punting the
head of a huge Cycloid through the field goal
posts of a rain-drenched foothall stadium, driv-
ing sequences through desert canyons, bloody
batties with re-imagined versions of the series’
pig aliens, and Duke taking a leak - complete
with first-person controls

Duke Nukem Forever looks surprisingly good
and so far doesn’t seemn to have been adversaly
affected by its long development cycle and
numercwus iterations. Throughout its history, the
game consistently garnered praise whenever it's
been publicly shown, but it's been a tantalizing
experienca that has always disappointingly never
fully materialized. Lintil now,

2009




Expose your computer to spyware

by opening a mysterious email
attachment

and a cybercriminal can follow
your every move,

making you paranoid

to the point where you won't leave
the house,

you stop trimming your nails

and begin wearing empty tissue
boxes on your feet.

.

Deny digital dangers (and their unfortunate outcomes) with Norton Internet Security 2011. Norton
Ranked first in online threat detection. everyclickmatters.com from symantec

“Source: Dennés Technology Labs repert, “PC Virus Protection 2011, July 2010, wdennkstechnelogylabs. com/reports/s/a-mysymantac/OTL_PCVPZ011_SYME pdt
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Ninja theory refreshes
Devil May Cry
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from tags, but unfortunately

connect 21




Cmb_iui_ies tb Japan

Microsoft debuts five new titles

1 Rise of Nightmares

The idea of using Kinect to make your
way through a horror title {or to flail in
fear) is an interesting one. This game
has everything from electric chairs and
butcher knives to torture tables

2 Steel Battalion
Heavy Armor

Capecom is resurrecting its cult-classic
mech title, and Kinect will replace

the previous title's elaborate cockpit
controller. The grainy trailer footage of
soldiers storming a fortified beachhead
along with mechs is striking, but it'll
be interesting to see how intriguing the
game is without the elaborate control-
ler that was part of Steel Battalion's
original allure.

3 Codename D

The setting for this game is an evil
amusement park filled with the kind
of crazy characters only Suda51 could
dream up. The short trailer for the
game shows the protagonist holding

a flaming baseball. Perhaps this is
Suda51's take on knock ‘em down car-
nival games using Kinect.

4 Project Draco

Panzer Dragoon fans will be pleased to
know that the game's director is retun-
ing with this dragon-flying title that
comes complete with online play.

5 Haunt

This title is appropriately setin a
haunted house. While the game is said
to be family friendly, it doesn't look
kiddy or cartoony. We'll be interested to
see how Haunt and Rise of Nightmares
stack up against each other.



Critically acclaimed M-rated titles like God of War, Call of Duty, and Grand
R ate d Theft Auto make headlines with record-breaking sales, but did you know that

the overall sale of M-rated titles only makes up a small fraction of the market?

Some years, M-rated titles comprise less than 10 percent of overall game sales.

| O:[- : : alf : Impressively, almost every year, more E-rated titles are sold than both T- and

M-rated games combined. We turned to the number crunchers at EEDAR to help

HOW games Sell bas ed us get a better picture of the gaming marketplace. Here is the sales data for all
on their E SRB I‘atjngs video games sold over the last decade based purely on ESRB ratings.*

By Ben Reeves

Games ne ;
Does It Pay To Be T?

atirAa Dy AT Diasfarima - the ;
Rating On All Platforms § Akt oo e ke
Madden and Pokémon, as well as M-rated
franchises like Grand Theft Auto. Interest-
ingly, few T-rated titles ever seem to break
into the top three best-selling titles of
any given year. One notable exception is
2000's Tony Hawk's Pro Skater 2.

M Everyone

M Everyone +10™
M Teen

M Mature

Best Year for M

Based purely on market share, the best year
for M-rated titles was 2005, when they took
up an ambitious 13 percent of the market.
Some of the notable M-rated tites from that
year inchuded the original God of War, Devil
May Cry 3: Dante's Awakening, Battiefield 2,
and Call of Duty 2.

800
600
400
200

0

Number )
of SKUs CeICeniago Mature
released o g

each year

Teen
23
Everyone +10 Everyone
17 51

“20710 dati i hassd on incomplidg midyar Siles awnbers « “ET0x Rifing nal itrocbedd untl 2005
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START

Enter your name

“Nooa! I'm invincibie!™

ENCOUNTER!
Extra-dimensional
robo-deman

-

You know she's a
princess, right?

If you've played a lot of role-playing games, you know that the stories blend
together after a while. A plot twist or character death might have been
shocking the first time, but after seeing the cookie-cutter scenarios repeated
in an endless stream of titles, you feel like you're just playing the same game
over and over again., Well, we have the solution. Instead of shelling out for
the next big Japanese RPE. just go through our handy flow chart. Yaull save

money and time while getting the exact same experience!

“Bwa hal | am the
real bad guy! | want to
destroy existence!”

ENCOUNTER!

: Androgynous: bad guy,
..... : 3

This is pretty serious.
1 think I'll take: a break.

Save data deleted by
younger relative!




ENCOUNTER!
Androgynous bad guy

ENCGOUNTER!
Androgynous bad guy,
round 2

connect 27



CHARTING
MASS EFFECT'S

FICTION

‘_..I........l.
.

01Mass Effect Revelation

This novel takes place prior to the events
of the first Mass Effiect game. On the edge

of space, ship and r ———————r T
Alliance war hero David Anderson investi- :
gates the remains of a top-secret military 02 Mass Effect :
research station. The smoking ruins are The story of Commander Shepard beging aboard the ="
littered with bodies and unanswered S5V Normandy, an experimental Human Systems P+
questions, Who attacked this post, and for Alliance ship commanded by David Anderson. The Y ",'
what purpose? Where is Kahlee Sanders, Normandy's first mission is to investigate a Prothean. =+ =
the young scientist who mysteriousty beacon discovered on Eden Prime. To aid in the e
vanished from the base hours before her beacon's recovery, the Citadel Council sends Spectre 1
colleagues were slaughtered? Nihlus, an elite agent of the governing body. The

Sanders becomes the prime suspect, beacon isn't the only discovery to be made onEden  © o @ t;
but finding her creates more problems for Prime. A synthetic alien race known as the Geth have |
Anderson than it solves. Partnered with an waged war against Eden Prime's colonies, and are also

alien agent he doesn't trust, Saren, and
pursued by an assassin he can't escape,
Anderson battles impossible odds on
uncharted worlds to uncover a sinister
conspiracy — one he won't live to tell
about, or 50 the enemy thinks.

after the beacon, Niblus is killed in battle. ..not by the
Geth, but by their leader, Saren. Like Nihlus, Saren is
also a Spectre.

What is Saren after? Why would he betray the coun-
Gil? The race for answers begins, and the fate of the
galaxy hangs on every discovery.

-ttaooooooooooooo.-.iMm|dhmemdmemismamlm

03 Bring Down the Sky DLC

. course wih Terra Nova, a worid that mllons of peogle. | T
v call home. The asteroid's trajectory was not decided | e X
by the cosmos — it's a temorist act orchestrated bya |
04 Mass Effect Ascension ?ﬂ;'fﬂ m;“lst ﬂml;l-m fate of Terra Nova ests | :
This novel takes place between the two Mass Effect games. 4 | L
Scientist Kahlee Sanders has left the Systems Alliance for the
hscension Project, a program that helps gifted biotic children "
harness their extraordinary powers. The program’s most promis- - -
ing student is 12-year-old Gillian Grayson, who is borderiine | b
autistic. What Kahlee doesn't know is that Gillian is an unwit- 05 Mass 06 Mass Effect Redemption
ting pawn of the outtawed black aps group Cerberus, which is Effect Galaxy Dark Horse Comics worked alongside Mass Effect lead
sabotaging the program by conducting illegal experiments on e writer Mac Walters to create this comic, which takes place
This iPhone game takes place :
the students.
pefore Mass Effect 2 and tells in Mass Effect 2 before Shepard wakes up on the Lazarus

When the Cerberus plot is exposed, Gillian's father takes

i the story of Jacob Taylor - a
her away from the Ascension Project and flees into the law-
less Terminus Systems. Determined to protect Gillan, Kahlee = | © © 'h‘ new party character in Mass ® @ © ¢ s>

goes with them, unaware that the elder Grayson is, in fact, a Effect 2. This biolic. powered

Cerberus operative. To rescue the young girl Kahlee must travel w”’”‘“'g“mrm y
o the farthest ends of the galaxy, batting fierce enemies and m:g b "g""
impossible odds. But how will she be able to save a daughter b meate:]t beacon

from her own father? | : | e
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station, Following Saren's attack on the Citadel, Commander
Shepard has gone missing and Liara T"Soni is intenton find- 4 4 o o
ing her former commander. But she: isn't the only one. The:

Shadow Broker is working alongside the Collectors to find

Shepard as well. Liara makes new allies, confronts danger-

ous foes, and even takes on the Shadow Broker himself in

this four-part series,




If you wanted to digest every morsel of Star Wars fiction released between 1977 and now,
you'd have to dedicate years of your life to the cause. LucasFilm has transformed Star
Wars into an entertainment giant, spanning movies, television, video games, novels, and
comic books. Figuring out the chronological order of the fiction offered in each of these

categories could take years.

BioWare is grooming its science fiction soap opera Mass Effect to be the next Star
Wars-like multimedia giant. Since the series’ debut in 2007, Mass Effect has produced two
games, three novels, a prequel mobile game, and nearly a dozen slices of downloadable
content. If you want to expand your knowledge of this fascinating universe, or are eagerly
awaiting its release on PLagStatmn 3 next year, here's a chrunuluglcal timeline of Mass

Effect’s fiction thus far &1

coo i

E!? Mass Effect 2 .
Having thwarted Saren’s plans, Shepard now faces a far "d . The Price of Revenge includes a new squad-

greater threat= the return of the Collectors. Waging a merci-
less war against the galaxy, the Collectors are abducting
entire colonies, and humans live in fear. After a two-year

11 Mass Effect 2 Firewalker Pack DLC

The Firewalker pack includes five new missions f ing the | sle e
a heavy assault vehicle that hovers over the battiefield, travels at speeds up

10 120 kilometers per hour, and features a guided missile system ensuring

accuracy even during aggressive maneuvering.

A

10 Nermandy Crash Site DLC

Players revisit the crash site of the Normandy SR-1 in
s this emationally stirring expansion mission.

&

08 Stolen Memory DLC

Cerberus has procured the services of
i Kasumi Goto, the galaxy's most enigmatic
master thief. In return for her help, Kasumi
has asked for Shepard's help on a danger-
ous heist to infiltrate the vault of a deadly
master criminal named Donovan Hock.
- Shepard must gain Kasumi's loyalty on the
Bekenstein, where Hock is throwing
a pany for some of the galaxy's richest and
. most deranged criminal minds. The duo
must infiltrate the party to recover data of
great importance to Kasumi and the galaxy
- at large,

L]
08 The Price of Revenge DLC

mate, Zaeed Masani, and his mission on
planet Zorya. Zaeed served in the Alliance
millitary before building a reputation as one

absence, Shepard retums. Without a crew or a ship, Shepard o/ e o o * of the deadliest guns-for-hire in the Terminus

forges an alliance with Cerberus, a fringe organization that
cannot be trusted. Together they wage war against the
Collectors. But in saving the galaxy, are they only angering a

sleeping giant?

Systems. For 20 years he waged war for
profit, but now he wishes to retire from
his life of bloodshed and mercenary work.
Shepard recruits him for one last job.

LA R R N R Y Y N R ]

havoc on other systems.

v

12 Mass Effect 2
Overlord DLC

When sent to investigate a Cerberus
research base that's mysteriously gone
silent, Shepard arrives to find Geth over-
running the base. The sole survivor, Chief
Scientist Archer, paints a dire picture. An
experiment to fuse a human volunteer with
a virtual intelligence has created a danger-
ous hybrid called VI Overlord. The rampag-
ing VI has already attacked three other
Cerberus bases, controlling any technology
it finds in an attempt to break free, and
unleashing Geth across the planet, Unless
Shepard can infittrate the VI's fortress and
shut it down, this homicidal intelligence
will beam itsell off the planet and wreak

v

13 Mass Effect 2 Lair of the
Shadow Broker DLC

Liara T'Soni is tracking down the mysterious
Shadow Broker, and no one is safe. She’ll
do anything to recover the man the Broker
kidnapped, and the Shadow Broker's agents
will do anmything to stop her. Team up with
Liara and chase clues from the luxurious
heights of lium to the Shadow Broker's
own secret lair. .

\;

14 Mass Effect Retribution

This novel takes place roughly after the
conclusion of Mass Effect 2. The mysteri-
ous llusive Man, leader of the pro-human
bilack-ops group Cerberus that cooperated
with Shepard during Mass Effect 2, is hell
bent on discovering the Reapers’ secrets. To
do so he's devised the perfect plan - implant
a human subject with Reaper technology

in order to study the enemy. He also has

the perfect test subject in Paul Grayson, an
ex-Cerberus operative. Grayson betraved
Cerberus in order to save his daughter. When
Grayson is kidnapped and made the subject
of Cerberus’ evil experiments, the lliusive
Man will finally have his revenge.
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Spider-Man:
Shattered Dimensions

g =m

After years of open-world video games, Spider-Man's webs began 1o sag
Thankiully, developer Beenox came along with some fresh ideas and produced the
most critically acclaimed Spider-Man title in years. Though the game was received
well, Marvel's mascot still couldn’t save players from a touchy camera, a hackneyed
storyline, and a bunch of soft-minded Al thugs. We talked with Shattered Dimension’s
producer Stephane Gravel about these issues, and about the challenges of designing

four different worlds for Spider-Man: Shattered Dimensions.

Spider-Man's last few games
were not well received. Were
you worried it would be hard to
turn the franchise around, or that
it might be hard to get people
excited about a Spider-Man
game again?

When we were presented with

the opportunity to work on the

next Spider-Man game, our team
was ecstatic. Saying that we were
fans of Spicer-Man is probably an
understatement. We knew we had
a challenge ahead of us. | mean,
who doesn’t love Spider-Man? This
superhero is well beloved

milions and millions of fans, 50 we
had to make this game true to the
character and the license. We saw
that as one of the best opportunities
we'd ever had, and took it on with
only one goal in mind: to make the
best Spider-Man game ever.

Considering Spidey’s history

of open-world titles, did you
consider making another open
world Spider-Man game, or did
you always know you had to do
something different?

From the get-go, we wanted lo go
back to something mone straight-
forward. Before doing angther
open-workd game with Spicley, it was
necessary to go back 1o his roots
and make sure that we felit what we
caled the “Spider-Man DNA” It was
crystal-clear in our minds thal every
level had to be talored speciically for
each villain, and that we needed as
mary different locations as possible,
which wouldn't be possible in a tra-
ditional open-world game.

How involved did Amazing
Spider-Man writer Dan Slott get
in story development?

We had the basic concept {four
cliffarent worlds), But wera unsure
about how 1o link all that together.
That is when Dan Stott was brought
on board. We flew ham to Quebec
City, showed him our prototypes,
and basically gave him the mandate
to the all that together while respect-
ing the Marvel Universe. There are a
tot of lines of dialogue in the game,
50 we had 10 hire some help {or Dan
because his head probably would
have exploded if he had to do all the
work by himsed!,

Some of the levels near the end
of the game aren't as polished as
the first half. Were there any sec-
tions of the game that you had to
cut due to time?

Well, it's always easy after finishing a
project 1o look back and see all the
things that went wel, as well a5 all of
the hiccups we had during the pro-
cess. Believe me, we ane more critical
of oursetves and our game than ary-
one else. But it's actually surprising
that @imost nothing was cut from the
game. Now thal the game is done
we've spent some time going back,
and we definilely see a few areas

of improvement thal we'ne going to
focus on in cur future projects.

In the Ulimate comics, Spider-
Man only wore the black suit for
a few issues, so it was strange to
see him wearing it in the game.
Why did you guys decide to put
him in the black suit again?

It was vary important for us that not

only every level looked different, but
that they also played and felt differ-
ent. To better differentiate the look
of the character and the combat
style of Utimate Spider-Man from
Amazing, we decided to usa the
black suit for one of them. The only
remaining question was: Amazing
or Ultimate? We chose the Ultimate
universe for the black suit because
we really wanted players to experi-
ence the iconic vibe of the Amazing
Spicer-Man with his classic blue and
red costurme.

It sounds like it would be hard to
design four unique approaches
to combat. How did you go about
making sure the action in each of
the four worlds felt fresh?

It's all about dedication. We had a
lot of people working on making
sure every world was different, be it
designers, animators, or program-
mers. To be honest, the concept
was bigger in scope than we antici-
pated, so reallocating resources 1o
important parts of the game was
crucial in making sure the game
would be enjoyable.

What inspired the first-person
Punch-Out!! sequences? Were
you worried that the gimmick
might grow stale near the end?
There's a reason why you only get
a handiul of these sequences in
the gama; even though it’s a nice
addition, we knew that having too
many of them had the potential to
end up fesling gmmicky. As for the
ingpiration, it was all about putting
you behind the mask and making
you feel like you actually were the

frienclly neighbarhood Spider-Man,
thus making a first-person sequence
lika that was relevant to the goal.
That's also why most of the in-game
cutscenes are presented in first=
person point of view.

Spider-Man Noir isn't very popu-
lar, and fans had nearly forgotten
about 2099 before now. Why did
you guys decide to include these
spacific versions of Spider-Man?
Again, it was all about vanaty. You
get to play Spidey in the past and

in the future - how cool is that?
Aryway, we knew right at the begin-
ning that these worlds wers not well
known, but we thought that would
work 10 our advantage and that we
had an opportunity to have people
discovar these nearly unknown
worlds, especially for people that
are not necessasily fans of comic
books. Also, those worlds allowed
us a lot of creative freedom, with the
inclumion of Hammerhead and the
mutation of Osborn for Noir, and the
creation of Hobgoblin and Doctor
Octopus for 2089,

Do you feel like you would have
had more time to polish all of
the game's different mechanics.
if you had just done one or two
worlds instead of four?

That's & hard question to answer.
Maybe. Maybe not. We strongly
believe that having four different
dimensions was — and is — what
pecple get most excited about in
thiz game. Once we had the idea to
do multiple dimensions, we never
thought about limiting ourselves to
just two; in fact, if ime permitted we
would have done more than four.
Mora time & always something every
developer craves after a project is
done, 30 hopeiully this is something
we can plan for in the future.

Were there any versions of
Spider-Man you would have liked
to have included but didn't have
time to put into the game? At
the same time, were there any
villains you would have liked to
include in the game bat didn't?
There were a couple of villains that
we thought of using but ended

up not using for different reasons.
But we're really satisfied with our
choices; we don't have any regrets
about what we put in the game. As
for the workds, right at the beginning
of the project, during the concept
phase, we made a list of the all the
universes we'd ke to have in the
game, and we ended up with four
of them in the actual product; | think
that's a pretty good ratio. | know
that's a little vague, but if there
happens to be future games in the
Shattered Dimensions franchise,

we cdhon't want 10 have any potential
icheas revealed too eary.

We noticed a few references to
Spider-Ham in the game. Would
you guys make a Spider-Ham
game if you had the chance?
Definitety! It woukin't be the same
kind of game, but we have a few
interesting ideas for a game with
Spider-Ham. Who knows, maybe
we'll get to do one of themin

the future? ¢
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TOP TEN VIDEO GAME MOUSTACHES

1 Mike Haggar - Final Fight

There are men, and there are men. Mike Haggar is the latter.
When this ex-pro wrestler turned mayor discovers his daugh-
ter is kidnapped, he removes his shirt and begins punching
and pile-driving everyone in Metro City. All that dripping tes-
tosterone is nothing compared to his neat, trim lip-warmer of
intimidation. A vote for Haggar is a vote for ‘stache.

4 0ld Snake - Metal
Gear Solid 4: Guns of

the: Patriots

In Metal Gear Sofid. Snake was
a clean-shaven, boy-faced gov-
ermment operative. After going
rogue and philanthrogic in Sons
of Libarty, Snake grew a fuzzy
traifer park beard and muliet. In
Gurs of the Patriots, 0ld Snake:
grew an old man moustache
because, well, he's an old man
That's what old men do. Or
maybe Fox Die has some very
dapper side effects.

7 Soda Popinski -
Punch Qut!!

Getting beat down by a soda-swilling Russian is

bad enowgh, but it's even more demaralizing when
staring info the face of such beastly bristles. We lost
two dozen matches straight in Punch Out thanks to
Soda Popinski’s distracting lip locks. You thought
that bones strengthenad by drinking milk were
important for baxers? Nope, the sticky, soda-infused
moustache is the real key.

34

5 Wario — Super Mario
Land 2: Six Golden Coins
Mario and Luigi heve bean
sporting lush italian *staches
since the 8-t era, long before
Wasio came along with his
crogked pipe cleaners, But
Mario's conniving doppelganger
beat those guys on the list
thanks o sheer grolesque-
ness. Sariously, it looks e two
fuzzy caterpillars crawled from
Wario's nose and were then
electrocuted.

8 Mucho Macho Moustachio -
NinjaTown

This moustache is a moustache with a moustache
on it, which double-qualifies it for our list. Do we
give credit to the flying ‘stache that carries ninjas
1o safety or the mousiache it wears? We may have
stumibled upon a tear in the tabric of reality here.
Liooking upan this furry friend is like gazing into the
naping endlessnass of an infinity miror.

2 Dr. Wily - Mega Man
Apparentty mad scientists only
have: enough time to shave
Hheir neck, chin, and cheeks. Dr.
Wity has an cutrageous set of
whiskers, If the shifty eyebrows
don't convince you of his evil,
his hair and moustache look like
makching pairs of batwings. Is
the doctor's dastardly facial hair
the reason he never dared to
constiuct Razor Man?

3 Landon Ricketts

Red Dead Redemption
Landon Ricketts' signature
SOUp-straingr is the bushies!
and baddest in the Wild West
Did you know the bandana was
invented to make showdowns
with this cowboy fair? Ricketts'
walrus:- ke nostril fuzz would
slun opposing gunmen before
Ehey could even reach for their
guns. That, and too many in-
nocent ladies were accidentally
shat upon bum-rushing the
handsomely haiy fella.

6 Dr. Robotnik — Sonic
Avideo game character

based off President Theodore
Roasavelt has to have a stately
‘stache. Appraimately 50
percent of Dr. Robotnik’s facial
real estate is taken up by his
flamboyant feather dusters. You
rmay be interested 1o know that
the inclusion of Sonic's nem-
esiz on thig list was detayed
due to a fraudulent moustache
inspection; we had it on good
authority that Dr. Robotnik's

plurnage was actually the result
of an attempt to snort Tails.

9 Gaptain John Price -
Call of Duty

The mustachioed, gun-toting captain of the Call of
Duty series has fallen down waterfalls, fled a sinking
ocean liner, killed terrorist leaders, destroyed the
International Space Station, and escaped prison.
You'd think that Price would have died somewhere
along the way, but thankfully he's got that bushy
handlebar in the middie of his face he can use to
hang on fior dear life.

10 Lance Vance -

Grand Theft Auto: Vice City

Some say that Lance Vance grew his shm and
debonair moustache 10 keep his upper lip warm,

but we know it's actually to keep the ladies warm.

at night, In Grand Thett Auto: Vice City we are led

to befieve Lance's parandia causes him 1o betray
Tommy Vercetti, but we think the follicles of his sleek.
pencal maustache spread ko his mind, fook root, and
rade him drunk with power. ‘Stache powes.



NASCAR is back with its own ded-
icated game, with Activision and
U.K. racing developer Eutechnyx
(Supercar Strest Challenge)
behind the wh NASCAR The
Game 2011 co out for PS3,
Xbox 360, and Wii in February.
Details are scarce at the moment,
but the game features a full 43-car
field, all 22 tracks, a host of real
drivers with supposedly accurate
Al behaviors, online racing, and
multi-car wrecks. Stay tuned for
more info as we get it.

You knew it was
coming. Rockstar has

delayed L.A. Noire to

an unspecified time

in2011. We wouldn't d

be surprised if it was

pushed as far back as

holiday of next year. o
LittleBigPlanet 2 and i

Conduit 2 have also f

had their release dates ‘

pushed to 2011,

The arrogance of Activision's Bobby Kotick knows no bounds. He
recently told a conference that he wants to “capitalize on the rela-
tionship that we have with our audience” by Selling hour-and-a-half
movies of cutscenes (like from StarCraft Il, shown) for $20 or $30
within the next five years. As crazy of an idea as it is, there will cer.
: - tainly b kers. What would be really evil is if a company - perhaps
- G Kotick's - makes you spend extra for cutscenes as the only way to
; axperience them in your games.




Doad Rising 2: Case O
Experencing the thrills of Dead
Rising 2 in a condensed, bite-
sized satting is still a blast

D1agnosis

No aspect of the gaming marketplace is as unpredict-

able and inconsistent as downloadable content. DLC

is the Wild West of gaming, and publishers are doing
everything they can to strike it rich by honing the bal-
ance of timing, price, and worthwhile content. Game
makers are searching for a consistent winning formula,
and we've taken a close look at the DLC approaches
that we'd like to see more and less.

by Tim Turi




A

What We Want:

Well Timed Single-Player Expansions When we love a game, we
already want more of it whan the cradits roll. Several games have nalled
ihe timing window with great single-player DLC. Remedy’s first Alan Wake
episcde, The Signal, dalivers fun, chaotic gameplay for free {or $7 if you
don't buy the game new) approximately two months after the game's
release — more than enough time to complete the main quest. Grand
Theft Auto V's The Lost and Damned and Ballad of Gay Tony download:
able episodes delivered awesome new gameplay mechanics and more
digestible stonviines for Rockstar fans, and only made them wait months
rather than years for follow-ups. Fallout 3 (on Xbox 360, at least) got five
sequential DLC expansions approximately every two months following the
game's release, leaving the carrot dangling on a long enough stick to keep
Wastetand warriors hooked.

More Than A Demo Praviewing a game before il releases is nice, but
refracing steps you've already made when the final game launches isa
pain. Capcom schemed a winning formula with Dead Rising 2: Casa 0.
This prologue chapter to the zombie-butchering title is not only dint cheap
(at $5), it expands the story, offers a new setting, and packs hours worth
of content. Even better, gamers can transfer their leveled up Chuck into
the full game. We hope more developers copy Gapcom, because getting a
head start on highly anticipated games is great.

New Characters Tons of beloved characters exist in the world of gaming,
and adding more via DLG is a great way to keep fans interested, Capcomn
treated Mega Man 10 players with refro rival Bass via DLC, with all new
shooting mechanics. Transformers: War for Cybertron fans who preordered
the: game recenved free characters like Jazz and Dernolishor, and later
Activision released more bots via DLC. We want to see more downloadable
characters moving forward. We're looking at you, Super Street Fighter IV,
Marvel vs. Capcom 3, and Street Fighter X Tekken.

iGame Alteration When rabid Portal fans discovered Valve altered bits
of the PC version of its beloved game, excitement ensued. Valve's intrigu-
ing (and free) method of sneaking new content info its highly replayable
masterpiece has us wondering what other games would benefit from
posimortem Easter Eggs. These refreshing tweaks could be as subtle

as Portal's sequel hints or as grandiose as mixing up enemy types, item
locations, or endings.

Download Kiosks Potential DLC customers would benefit greatly from
retailers touting new game content in stores. It would make even more
sense to offer consumers the option to use kiosks to download new DLC
onlo a portable storage device which they can then take home. This
would not ondy be comenient, but could help end the alienation of gamers
daprived of Internet connections or online-enabled subscriptions. This
wiould have helped disconnected gamers who held out for GTA Episodes
from Liberty City and Borderlands Double Game Add-On Pack at retail.

Consistent Content Reliable release dates are something the gaming
industry has struggled with for a long time, but with sparse DLC exposure,
regular releases are imperative. Harmonix has wowed us with its weekly
DLC Rock Band songs, and LittleBigPlanel’s constant siream of new level
packs is equally impressive, Shopping for new game content becomes
mare corvensent when you can look forward to a day rather than rety on
vague release windows.

What We Don’t Want:

On-Disc DLC We often hear DLC doesn't make it on retail discs because
there isn't enough storage space, which is acceptable, When 2K released
the Sinclair Solutions “DLG" for BioShock 2, however, players discoverad
that the content was already on the disc. The publisher justified consum-
ers paying for on-disc content because it didn't spiit the multiplayer player
base, This was also the case with the free Battlefield: Bad Company 2
WIP map packs, which enabled players to play existing modes on existing
maps that were already on the disc. EA passed off the extra modes as
borus DLG, but we see this as both developers trickling content for which
gamers already paid,

False Promises Nothing upsats fans
move than withdrawing previously promised
content. Several developers have canceled
or ndefinttely delayed DLC plans due to
underwhelming game sales or other rea-
sons. Quantic Dream killed off the Heawy
Rain DLC after one episode 1o work on the
Mowve version of the game, which puts the
developers at risk for baing oo late if they
return to it New characters Quan Chi and
Harley Quinn were naarty finished for Mortal
Kombat vs. DC Universe, but when Warner
Bros. purchased Midway the company put
the kibosh onit.

Download In
Progress

Select game makers have
proven that core games
can be augmented with
DLC, but there's a long
way to go before the ma-
jority of developers and

pubdishers understand
what content to offer and
when to deliver it. We as
gamers are in an interest-
ing position. The DLC that
we purchasi pe
how the extra content of
future games is handled.
Download responsibly.

Taking Us Out 0f The Game Mass Effect
2's Cerberus Network is & good example of
DLC advertising, but BioWare's other RIPG,
Dragon Age: Origins, dropped the ball with
intrusive in-game content peddiing. We're not fans of being offered a brand
new, exciting quest and then being prompted to exit the game and throw
down money to play it. This jaming obstacle can interrupt the fluid pace of
an otherwise masterful experience.

Tacked-0n Modes How many developers have offered a variation of
Gears of War 2's Horde Mode as DLC? This cutting and pasting is a
lazy replacernent for more interesting and fresh content, Borderands®
Mad Moxxi's Underdome Riot is guilty, as are Uncharted 2, Left 4
Dead, BioShock 2, and Aliens vs, Predator. Battlefield: Bad Company
2's frae DLC mentioned earlier was already suspect, but the paid DLC
Onslaught Mode is an even greater offender as it's basically a Rush
mode against Al bots on existing maps.

Expensive Map Packs Developers attempt to appease the feral hunger
of gamers by releasing multiple map packs, specifically with shooters.
Activision offered two Call of Duty: Modern Warfare 2 map packs for the
steep price of $15 each (the same price as any of XBLA's Summer of
Arcade fitles). Sales surpassed the five million mark as of June, so obwi
ously gamers are wiling to pay a healthy sum for five maps for Infinity
‘Ward's sterling FPS. What wormies us is less popular games asking for

the same amount of money as Call of Duty. Hopping into matchmaking
months after a game's release only to find the player base has been spiit
betweaen several map packs takes the itch out of our trigger fingers.

1 Alan Walce

Alan Wake's first DLC toyed with
lans' parception of the game's
ending. something we'd ke to
see in mare DL

2 Marvel vs. Capcom 3

DLC characters in fighting games
could end the need for updated
“super” Versions

3 BloShock 2

BioShock 2 is a double cffender,
with on-disc DLC and a single-
player horde mode copycat

connect 37



-

“ £ games to watch "

~

1g the story of the Kid
d, de ng the i

h melee combat, ranged weap
Spes Bastion tandout fe




ot
Mega Man Universe
Ly tc the

faithiul res
that irmy

connect 39




i _}‘__ - T e

I

Game Informer’s Third First Annual













The Impending
mynamic CoRtelll BUilren === e

chugging along and doing its
thing, but the next generation of MMORPGs is nearly here. Dynamic PvE content - zones, quests, and
objectives that change over time based on player actions — is one of the watchwords of the coming MMO
landscape. Rift: Planes of Telara and Guild Wars 2 have dramatically different ways of approaching the
concept. Which one fits your gaming taste?

Nothing short of nuking



Guild Wars 2 Rift

The event system in Guild Wars 2 is basically Warhammer Rift has large swathes of traditional MMO design with its
Online: Age of Reckoning’s public quests taken to the signatura rifts layered on top: These tears in the dimen-
extreme. The game doesn't have what we think of as sional fabric of the world allow the malevalent forces
“standard” MMO quests - all of the outdoor PVE content of the elemental planes to enter the physical realm,

is tied into these events, which are happening all around wreaking havoc on the landscape and the wildlife in the
you all the time. Events range from rescuing a farmer process. If they continue unopposed by players, rifts
from bandits to teaming up with dozens of players and escalate into full-scale invasions that can and will wreck
NPCs to take down a marauding death dragon. entire cities until players deal with them.

ACCESSIBILITY RESTHETICS

TRACK RECORD

. 1 It's tough to bet against Guild Wars 2. Developer ArenaNet has longstanding
Overau Edge GUIld Wars 2 experience creating and maintaining innovative, successful MMOs, and every-
thing it has shown of Guild Wars 2 to date has been nothing short of incredible.
On the other hand, upstart Trion is making a bold entry into online gaming with Rift, and | like what |'ve seen so far. | have to
give the edge to Guild Wars 2 for now, but these are the top two non-Cataclysm MMOs on my radar for good reason.
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Treyarch Taking the Lead

Mark Lamia’s long career at Activision led him to his current p

make the studio into one of the wo

and how Treyarch I

How has it been making the transition from
creating games in a WWII setting to a Cold
War setting in Black Ops?

It's inspired a burst of creativity. It's fertile ground
where the creative people | have at the studio
can stretch themselves into doing something
new. It's a very interesting era. It's the dawn of
real black ops; there was a lot of political intrigue
with the ClA and Soviet Union. That whole era
was wild. Also, it's much more documented.
There was so much more communication then.
It will make for very exciting stondeling. People
will be surprised by the things we did in making
it our own.

Meore modern games like Medal of Honor
and Modern Warfare 2 have generated
controversy in the press. What are your

a on that i real
life and games? Is anything off limits?
We don’t approach it from that perspective, but
1 do have a feeling about it. My feeling is that
there are all sorts of movies and books and
enterfainment that touch on these subjects and
don't receive the kind of scrutiny that games.
receive. | think that it's insane that people don't
think we're an art form. If you know game
development, you know how many artists and
animators and everything else work on these
games. But people that have grown up with
games uncierstand that this is our art form. If
this were a movie, no one would be even ask-
ing me that question. But because it's a game,
I get asked that quite often. This game is not
about the Vietnam War, but it does have that
as a backdrop. That's part of what's appealing
about our game, because people think they
know what happened, Qur game is about what
occurred under the surface with the black ops.

How did the messy divorce between
Activision and Infinity Ward affect Treyarch
as a whole and you personally?

M cidin't affect the studio because we were
already over halfway through with Black Ops. It
was difficult to not hear about it; it was all over
the news. It was ke any divorce, people were
concemed and they thought it was unfortunate.
For me personally, | know those guys and |
worked with thosa guys, Even though | was
focused on the studio here, you have relation-
ships with pecple. The Infinity Ward was - and
i5 = an incredible development organization,
Some of those guys that left were incredibly
talented, but the guys that stayed are incredibly
talented, too. | don't think anyone would say
that it was a good thing for either side, but it
happened. | know that Activision is focused on
the: peopie that are stil at Infinity Ward.

Did the situation present an opportunity for
Treyarch to really put your stamp on the
Call of Duty franchise and take the reins,
s0 to speak?

The only thing | can say about that is that we
were hoping to do that anyway. [Laughs] We've
been working hard for a long time with this

s be:

selling FPS dev

lopers

team, and | think that this game represents the
best work we've ever done. We're putting atten-
tion to detad and refinement into everything.
This is everything we got, so we weare hoping
that this - not to the exclusion of anyone else -
[would be] creatively identified with this studio,
‘We fait that this was our opportunity to establish
us as a creative force.

‘World at War is regarded as your best
work; it's still one of the most played Xbox
Live games. Why did that game come
together the way it did?

It's a culmination of a lot of years of making Call
of Duty. While there are always new people, a lot
«of the mains and senior leads had made muilti-
phe Call of Duty games. We had more time than
we'd gotten on any of the other games. With
[Black Ops). it's the same thing. After 2008,
after we shipped Spider-Man, World at War, and
CQuantum of Solace, we decided we needed

to consolidate our focus. That's one thing that
Infinity Ward always did very well. They focused
on quality. Mot that we weren't focused on qual-
ity, but when you're making multiple titles you
have to spiit your attention, time, and resources,
Mow that we've just been focused on making
Call of Duty, everyones rowing in the same
direction, and it's made all the difference.

Will you remain a one-game-at-a-time stu-
dio or will you go back to multiple games in
the future

For the foreseeable future, it's all Call of Duty.
This: sort of game - stories from a first-person
perspective, multiplayer, cinematic first-person
action - is the focus. Now how is that broken
up? | need to talk to my Activision counterparts
after | finish putting the bow on Black Ops.

So you'll be working exclusively within the
Call of Duty franchise?

‘Well, that's my intention. Unfortunatehy, | don’t
get 1o make the decision myself, but my inten-
tion is to continue work in the Call of Duty fran-
chise. It's a type of first-person shooter game,
and | want to continue to advance our capabdi-
ties in that area. You learn a lot about your team
after every game.

Does Activision dictate the next project or
do you have a say?

‘We have a really strong say, but it is a partner-
ship. We will go to them with our ideas for what
we want to do next, and then we'll marry that
with what the business realities are. That's one
of my key responsbilities here at Treyarch, to
make sure we're doing what we want to be
doing. | can tell you that after this game ships,
we're not done — we're going to keep support-
ing it with the help of our pariners. While we're
not announcing our next project, we do have a
vested interest in Call of Duty’s future.

Modern Warfare 2 had a lot of issues with
cheating and balancing. How are you plan-
ning to deal with those issues?

sition as studio head of

e he's

Treyarch, wi helped

soke to Lamia about his career

hopes its upcoming Call of Duty: Black Ops will help cement its reputation in the industry

‘We've actually engineered quite a bit of security
measiwes into the game. Due to the popularity
of World at War, we've had a lot of experience
with these types of issues, and we released a
lot of updates to that game to fix cheats and
hacks. That gave us good insight into how we
wanted to design our engine this time around.
More importantly, there’s a commitment. We'll
fix something, and someone else will try to hack
something else, and wa'll just be on them con-
stantly. So it's a technical thing, and it’s also just
a determination to deal with it more aggressively.
It's a bummer when you're working really hard
but there are a bunch of pecple on the leader-
boards that have clearly hacked in front of you,

Bobby Kotick has made some comments
that have suggested the future of Call

of Duty might be - not necessarily an
MMO - but perhaps a larger, persistant
world of some sort. Is that something you
are thinking about?

It's not semething | spend a lot of time trying

to figure: out right now, but | think that online is
clearly a huge part of Call of Duty. It wouldn't
surprise me if you saw a new business model
emerge that wasn't just box product. Whether
that's transaction based or subscription based,
we're starting to see some of them. EA's done
some of that with ther Battiefiedd game that was
supported by transaction. | think every publisher
is looking at those things. If you're not looking at
that, that's probably a big mistake.

As an FPS developer, do you think that
Move or Kinect will ever be able to offer
you the kind of quick, responsive controls
you need?

| think there's a place for gesture-based move-
ment in the: genre; we do it with the Wi version
of Call of Duty. | can tell you that we did not con-
sider Wi, Move, or Kinect for Call of Duty: Black
Ops, [and we| have no plans for that. Black
Ops wasn't designed that way, | wouldn't want
to take your hand off the controlles. But | could
imagine a game with the pacing where that
works. There are a lot of hand gestures in the
military where you could pull that off, Whether
that's fun or not, that's up to the creators.

‘Whether it's Call of Duty or Spider-Man

or James Bond, you've always worked on
games based on existing licenses or IPs, Do
you have any ambition to create an IP and a
universe from the ground up in the future?
In rry career, |'vie helped buid new IF, including
Call of Duty, but as far as Treyarch is concerned,
it wouldn't surprise me if some original property
comes out of it in the future. It wouldn’t surprise
me the least bit. It wouldn’t surprise me if the Gall
of Duty franchise spawns its own spinoffs. Do |
know right now? | honestly do not, but | think in
order to create triple-A IP and for a publisher to
back you, you have to be able 1o produce the
highest quality content in the inclustry.
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Apple has once

again tweaked

its legendary
series of iPod products. This year
features the most drastic changes to
the players in several years, with a
completely new Nano and upgraded
Shuffle and Touch.

The aesthetic changes to the
Nano line are immediately noti-
cable. Slimmed down to the same
form factor as the tiny Shuffle, the
Nano is now a touch-screen-only
device perfect for anyone on the go.
With a built-in FM radio, support
for Nike+iPod, and Genius playlists,
working out never sounded so good.
Apple also claims it has a 24-hour
battery life. While the new version
doesn't have video support, the touch
screen does display a clock app that
crafty consumers have already turned
into a high-tech wristwatch.

Apple brought back the face but-
tons to the Shuffle as well as a cool
feature that speaks the name of the
song or artist playing using a text-
to-speech system. The iPod Touch
has also undergone some handy
upgrades, including a lot of the fea-
tures that came to the iPhone 4 —a
high-resolution Retina display, HD
video, FaceTime video calling, and
the new Apple Game Center.
Shuffle $49 (2GB)

Nano $149 (8GB)
Touch $229 (8GB)
apple.com




1| Logitech G930 Headset

Logitech takes another swing in the fight for the
ultimate gaming headset with the GAG0, This 7.1
surmound sound wireless system may be a lite bulky,
but the G330s are more comfortable than they ook,
The well-designed headset sports customizable G
keys. a volume rolier, and mute button. The photing
microphone glows red when muted, but seeing it
requires the am 1o be in a very specific place in front
of your face. The sound quality i good, though the
xtra two channels in the 7.1 aren't very noticsable,
The real issue with tha GA30s is the battery fife.
Whiie Logitech claims around 10 hours before a
chargs, we were lucky if it lasted for five.

5159

logitech.com

2| Nikon D7000

1 you're enthusiastic about taking photos, maybe its
time 10 Step up your gear. Nicon's latest camera, the
D7000, takes you from the boring workd of point-
and-shoot to the much more awesome “prosumer”
level. Sporting a 16.2 megapixel CMOS sensor, full
HD video caplure with autofocus, and the ability 1o
mount hundreds of lenses, the DT000 gives you the

fledbility of a professional camera with the comiort
and ease of use of a point-and-shool. The new
cameara also spons an upgraded 39-point autolocus
system, dual SOXC card support, and a rugged
magnesium alloy body. I you want to start shooting

with the big dogs, the D7000 is a greal tool for tum-

ing you inta the next David LaChapelle,

$1,199
nikonusa.com

3 | Uncommon Deflector

Protect your iPhon in style with an Uncommon
Deflector. Uniike gther case companies thal use
decals of stickers, Uncommon uses a proprigtary
printing System called 30TATT that embeds the
image mko the plastic of the case. This prevents
fading and wear problems associated with paper
stickers, it also means that you can upicad a high-
resciution photo of your beloved pug wearing a
sailor sult, Uncommon also has designs avalable
by other artists and users on s website, The case
itself is a than, hard plastic that featuwes a special
anfi-glare camera ring thal prevents interference
with photos.

$34.95
getuncommon.com

4| Xbox 360 Wireless Controller
When Microsoft surprised us with a refreshed con-
troller with a new d-pad, everyone in the office let
out a collective cheer, While the Xoox 360 controller
remaines our landslide favorite in overall design

the d-pad has always been the lone offender in an
otherwise soid controller. This silver beast features
agrayscale aesthetic and a twistable d-pad that
reveals he raised “plus” shape thal we all know and
love. Wiike the physical button feels different, the
d-pad's responsiveniss only delivers sightly betier
results than the old model. The analog sticks have
also been slightly tweaked with a new concave ridge
1o help your thumbs stay in place. Even though the
new d-pad dossn’t perform as we hoped, the Xoox
360 Wireless Controller is stil the best option for

360 players,

VIRY G000 L 1)
$64.99 (with Play and Charge kit only)
xbox.com

MEDIA SHELF

TOP GEAR 13

We can't get enough of the British
threesome of Jeremy, Richard,
and James. In this season, they
race through Abu Dhabi in &
Lamborghini, act like 17-year-oclds
in cheap cars. and race the post
offica from England to Scotland in
a Porscha,

$24.98

kson series
nsensical hilarity
g fu in a flower

connect 49



50

It’s All

Temporary

As you've probably guessed, I'm a gamer. If all goes according to plan, I intend
to remain one well into old age. There's an inherent problem in this assumption,

however. I'm what you call a TAB - temporarily able-bodied person. This isn't a
condition unigque to me - you are afflicted, too. Advocates for accessibility in gam-
ing use the term TAB as a great equalizer. The truth is that our health, physical
prowess, and mental faculties are all only temporary. This obvious, inescapable
reality is why gaming accessibility should be a mounting concern for indus-
try players and consumers alike. The ability to enjoy video games unhindered
throughout the span of your life is in the hands of developers.

Despite the looming threat of games being
yanked out of my aged hands, | only lead with
the above concern to make the issue easier lo
digest for those unfamiliar with game accessi-
bility. Lack of awareness or intentional margin-
alization on the part of developers often leaves
gamers with disabilities - visual, auditory,
speech, cognitive, physical, or otherwise - on
the sidelines. There is no denying that the vast
degrees of disabilities make it impossible to
create a universally accessible game, but there
are simple steps developers can take to make
thelr games more inclusionary.

The harsh reality is that in the current video
game climate, the majority of hardware, soft-
ware, and peripherals are inaccessible to many
gamers. Blockbuster titles still ship without
subtitles, eliminating the deaf community from
having the chance to enjoy creative works well
desarving of their time and appreciation. In
other instances, a developer’s unwillingness
to allow for reconfigurable controls makes it
impossible for a gamer with a physical limita-
tion to use a custom controller for play —a
controller for which they were maone than willing
to pay hundreds of dollars.

The severity of disabilities can range from
unnoticeable to inescapable. Chances are you

know someone with a disability, be it a slight
case of colorblindness, a mild manifestation

of autism, or full-blown muscular dystrophy.
‘Whether or not you have a disability, accessible
technology benefits all gamers. The same way
closed captioning helps you keep tabs on your
favorite sports team in a loud bar, or wheelchair
ramps are a salvation when struggling with
heavy luggage, accessibility features in gaming
can be used by everycne. | want closed cap-
tioning implemented in my favorite games to
ensure | don't have to shelve my playtime late
at night when family is visiting. At this point, it
seems inexcusable not to include closed cap-
tions. After being called out for skipping closed
captioning in the original Assassin’s Creed,
Ubisoft promised to include the feature in all
games moving forward, a commendable move
on its part.

As for reconfigurable controls? Ask my fellow
editor Annette Gonzalez what a godsend they
were after having surgery on her shoulder. For
a more potent and relevant example, consider
all the war veterans returning home to their
previous lives. Many are young and consider
themselves gamers, but are now forced to
contend with unexpected physical or mental
impairments that prevent them from resuming

by Meagan VanBurkleo
associate editor,
Game Informer

play as they once had.

Conlending against the diver-
sity of disabilities is difficult when
it comes to game design, and
| understand that accessibility
features aren't always easy to
implement. But at what point
do we begin to hold develop-
ers to a higher standard and
demand that steps are taken?
Not all considerations are mas-
sive undertakings. Allowing for
customizable text size and scroll
rate in both dialogue and user
interfaces can help alleviate
symptoms of visual disabilities.
Something as simple as includ-
ing multiple difficulty setlings
can go a long way in allowing
gamers with cognitive or physi-
cal impairments ta engage in
play. If balancing multiple dif-
fieulty sattings requires too much
cormmitment, then how about
the inclusion of cheats for non-
competitive play? God mode
would not only help newer and
inexpenenced gamers fully enjoy
a title, but also allow for a gamer
with a disability to enjoy a game
to which they might otherwise
not have access.

Some accessibility consider-
ations would require only a mini-
mal amount of education on the
developer’s end. The tendency
to rely on color as an important
visual indicator is dangerous,
for example. Considering the
high rate of colorblindness in
males, it always surprises me that color is the
main differentiator of teams in multiplayer first-
person shooters.

These small-but-potent changes are the bulk
of what gamers with disabilities desire. They
aren't demanding game-breaking additions
or that a majority of resources should be real-
located to suit their unique needs. Rather, they
simply ask to be a part of the development
process from the beginning.

Is there such a thing as a universally acces-
sible game? No - and there never will be. Lack
of awareness and limited resources are the
mast commonly echoed sentiments | hear in
regards to the reason accessibility features are
ignored by developers. This makes me wonder
if we will ever reach a point that accessibil-
ity features are relegated as essential game
design instead of a pleasant afterthought. How
long will these excuses cut it? Will the issue of
accessible design remain on the back burmer
until it becomes personal? Because it will.
Remember, it's all temporary.

The: vhews el ofinions expressad on 1his page are sietl thoes of he
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# Platform
PlayStation 3

»n

Style
1 or 2=Player Shooter

reedom Falls, A Hero| Must¥Stard
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“Nathan Hale is dead. The Chimera h e won.
America is dy:[ng. The country ispocketed with smoking craters, like the one in the

head of Joseph Capelli's former lieutenant. Mercy made him end Hale’s life, an easy way to stop the

Chimeran virus from consuming the war hero. Unlike Hale, Capelli couldn’t purge the six-eyed evil

«

from Earth with a single bullet, or a thousand. That futility is why he defected from the military,
hung up his gatling gun, and tried to start a family in hiding. But the scant surviving humans on the

planet are being frozen and scraped fromy Earth’s surface like warts. With his family threatened by the

encroaching parasites, Joe Capelli embarks on the trip Of his life.
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Malikov Lives!
Fyodor Malikov is Resistance's genius scientist,
and the man who's responsible for engineering
the superhuman Sentinels, powerful soldiers
using the Chimera virus to their advantage. He
also unintentionally spawned Resistance 2's
antagonist. An intel document in Resisistence 2
suggests the doctor was contemplating suicide,
but we now know he had a change of heart.
“Dbwiously, he feels responsible and a huge
amgunt of guilt for all the pain and suffering
he's caused,” lead writer Jon Paguette explains.
“With Project Abraham he actually created
Daedelus, and in a way he was responsible
for Hale's death because Hale succumbed to
the Chimera virus and Capelli was forced to
Kill him, Malikov came to his senses and said,
“You know what? I'm the world's expert on the
Chimera virus. | know the Chimera better than
anybody. 'm either going to die trying or eventu-
ally overcome."™
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survival In An
Unforgiving World




Building Better Bad Guys

For an alien species capable of conguering the world, the Chimera's Al wasn't very clever in the first two
Resistance titles. In the first game enemies could fire at you from across the map with impossible preci-
sion. Resistance 2 attempted to remedy this by implementing a proximity-based awareness system,
which resulted in enemies who ignored you until you crossed an invisible threshold. Insomniac is ad-
dressing these issues by finding a sweet spot between the two approaches. Foes no longer begin firing
atyou immediately on sight. Rather, players have a moment to conceal themselves before coming under
fire. For example, if you attack an enemy through the window of a darkened house, they'll

seek out your location instead of instantly zeroing in on you. In addition to shooting you after being spot-
ted, the crafty creatures move to cut off and flank your position.
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Cooperative
Concessions

Malikov isn't the only company

players will have throughout the
campaign. Rather than sticking with the
standalone cooperative concept from
Resistance 2, Insomniac ks allowing
two players to team up during Capelli's
journey to New York. Capelli's partner is
named John Harper, but nothing more

is being revealed about this mysterious
sidekick. “We are focusing more on
creating a fun experience than integrat-
ing it into the story, so that people
aren't constantly trying to find story
Inopholes,” explains creative director
Marcus Smith. “He's integrated into the
story a little bit, but largely it's made for
two peaple to have fun with.”

So why did Insomniac ditch their
eight-player standalone co-op mode
from Resistance 27 “The biggest shift
in our focus on co-op is really trying to
focus and have a uniform experience
for the player — playing single-player,
playing with a friend, and having that
same unified experience and really
crafting that into an outstanding player
experience.” Smith remarks. “That is.
more important to us than trying to
craft a whole different mission-based
system. Getting players in and experi-
encing the same high level of quality
in the single-player game is really gur
higgest goal.™

58

Cinematic Traversal

Not only are the Chimera getting smarter (see pg. 57), but they're also becoming more agile. Previ-

ous Resistance games featured enemy movement that was hand-scripted by developers. This meant
Chimera could only enter a window or climb a wall if designed to do so. Insomniac’s Cinematic Traversal
technobogy bestows the Chimera with a suite of context-sensitive movement options. No longer will
wiaist-high cover prevent a Hybrid from cracking your skull open with a melee attack.

T




The Mutator

This piece of ing new weaponry h ani L agent designed to give
the Chimera a taste of their own medicine. The weapon's primary fire paints a target in sickly green
mist, causing bulbous cysts to erupt all over its body and mutating the target into a combustible
land mine that infects nearby Chimera. Alternate fire unleashes a diseased mist that disorients

all enemies in the area, leaving them vulnerable to a volley of shotgun blasts. The Mutator can be
upgraded to affect the Chimera on a cerebral bevel as well, causing them to go berserk and attack
their teammates. Even the lumbering Ravagers can be soaked in the nasty stuff.
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Taking The Fight Online
Vil + Insomniac is remaining tight-lipped regarding Resistance 3's online competitive multiptayes, but don't expect the
! massive G0-player battles of Resistance 2 to return. As with the single-player campaign, the team is aiming for a more

focused experience.
"ThsWh&MwWShbmﬂleh@ﬂnanﬂmmmrsallrpoularmmms!s
tance 1 and Resi 2" say Smith. “Obviously weapon usage is a big one, but we also
have our progr through il whhhb‘ammermmongmmmmpeopleasmaymwe'mammng

the location of all our multiplayer maps in various locations around the world. During the single-player campaign you'll
be hearing updates [via a radio show] of those battles as you're progressing through the game.”
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won't be siammed.” @






o one knew what to make of Assassin’s Creed: Brotherhood when it was first announced. Would it be

a direct sequel to the last game or offer up a new protagonist? Was it an expansion? When E3 rolled
around, it became clear that the new game has a lot of surprises in store for its players, from the addi-
tion of multiplayer to an entirely new sytem for building a personalized order of Assassins. When we
visited Ubisoft Montreal this month to play the game for a full day, we found out the surprises were just
getting started. In advance of the game’s November release, we've gathered the 10 must-know features
to prepare you for the biggest and most complex game yet in the franchise.
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. your beck and call. Two assassins ane signified by a single token located by your health
bbar. Tap LB or L1 and they'll burst into action, contextually responding to your wishes.
 The Brotherhood can swoop in to take out dangerous foes that aren't worth your time
i -'qsﬁﬁm'dmm.mmmmmmm.mww

llavels, they can throw smoke bombs to mask your escape. In a tight squeeze, they can
' also leap into melee combat to help against overwhelming odds. But be careful - if they
in combat, they won't come back. At least the game allows you to say goodbye; you
can visit fallen allies, and in a short scens, moum them and send them on their way. To

An entirely separate virtual reality game is hidden inside the Animus, offering a break from the
story any time you want to test your skills. Ostensibly a set of training teols for Desmond, the VR
SBQUENGES giVe gamers a competitive experience complete with online leaderboards.

VR missions are split out into several distinct categories, like free run, stealth assassination,
and combat. Each category has several challenging sub-missions. They can be tackled to de-
velop your skills, and later to compete against friends. The levels have a distinct visual aesthetic,
and a player could pour hours into mastering all the challenges.

We confront & combat challenge in which we are swarmed by a huge number of enemy attack-
‘ers. It gives us a chance to try cut the new, more offensive attack strategies present in Brother-
hood. Chaining kills is now a big part of melee. We finish off one target, and quickly take aim at
the next target about fo hit us, taking him down before he can land a hit. Repeat this approach,
and it's easy to build up an impressive chain. Sadly, our skills only manage a few linked kills
before we get hit. That won't stand up on the leaderboards for too long.

replace your fallen assassin you must spend the time to find and train another recruit.
In one mission we played, Ezio needs to tail a Bongia guard as he delivers a heavy
chest of gold to a target we need to “meet." Halfway through the rooftop pursuit, a
crossbowman on a nearby rooftop spots us. Rather than divert our course, we tap LB
and one of cur assassins bursts from a curtained rooftop shed and pulls the alamed
guard in. Your assassins are everywhere around you, whether you realize it or not.

You didn't think we were:
done with Desmond, did
you? The near future setting
starring Desmond, Lucy, and
the others takes an even
more central role in Brother-
hood. After flesing their com-
promised hideout at the end
of Assassin's Creed I, the
gang’s next stop is the ruined
Auditore villa, hundreds of
years after we last saw it.

Desmond now has entire
platforming levels to tackle
on his own; his first mission
is to breach the villa's intenor
from underground and enter
the long disused sanctuary
that once housed Altair's
amor. Later, the entire sur-
rounding village opens up for
exploration.

After Lucy, Shaun, and
Rebecca start setting up the
Animus in the ancient sanc-
tuary, we take Desmond on
a mission to restore power.
Running through the streets
of Monteriggioni has a pleas-
ant sense of mystery and
nostalgia. The same streets
remain, but are now deco-
rated by elactric lights and
modern convenience, Climb-
ing along walls and rooftops,
we disable several electrical
baoxes, rerouting power to the
villa to fuel the Animus. Along
the way, we find a hidden
historic relic- a journal writ-
ten by Ezio's sister Claudia.
This is one of several hidden
collectibles that tie Desmond
to his ancestors.
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The Truth has returned, as have the mysterious locations left behind by Subject 16. This
time, the riddles have a concrete focus. Unveiling them all reveals the story of Abstergo
Industries — how it arose as the modern day manifestation of the Templar order, and
how the company came to control so much of the moedermn world.

Ubisoft also gave the puzzles a major overhaul. Most are now tied to actual modem
events and people that gamers will recognize, from George W. Bush to the Gulf of
Mexico oil spill. Seemingly innocuous or innocent quotes and pictures reveal them-

selves to be tied to the Templar conspiracy.

Back in Rome, we uncover a strange breach in the system left behind by Subject 16
hidden on an inner wall of the famed Pantheon. Diving in, we tackle a curious puzzle
about the modern day Supreme Court and its ties to Abstergo. Later, a second puzzle
challenges us to uncover the masking signal overlaid on a teleconference call between
two conspiring Abstergo employees in the year 1970. When we completed the puzzle,
we got to listen to the call and a new fragment of The Truth unlocked.

If you liked the secret assassin tombs of
the last game, you're in for a treat. In the
heart of Rome, Ezio has a new set of chal-
lenges presented by a crazed cult called
the Followers of Romulus. By delving into
their hicden lairs around the city, you'll
learn about their history and gain the keys
1o their fabled treasure.

At the tail end of one mission, a squad
of dingy men in the garb of wolves at-
tempts to attack us. After fending them
off, we slip into their nearby lair called the
Halls of Nero. A great platforming puzzie
sequence ensues, sending us running and
jumping through the underground patace
of one of Rome's ancient leaders. At the
mission's culmination wa find a key - one
of several we need to unlock the Follow-
ers' greatest treasure.

One of the mast thrilling parts of exploring Rome is opening up the map and see-
ing the plethora of new icons teasing new mission types and challenges. Rome

is far bigger than any of the cities in the last game, and there's a lot to do. Stores
now offer special jobs. A blacksmith might want a certain number of different items
that can only be obtained in hidden treasure chests or through your Brotherhood's
assassination missions around Europe and Asia. Returning the items earns you a
unique gift from the store owner, like a new weapon or a special map. Even story
missions feature cool bonus objectives, like finishing in a time limit, or using a
certain weapon for a designated assassination. Remember all those hard-to-find
feathers and flags? Here's a hint - tum on Eagle vision and those items will now
glow and get marked on your map, making it easier to locate them.

In one memory sequence, we stumble onto a fascinating sidequest signified by
a broken heart icon on the map. Upon amiving at the location, Ezio's mind wanders.
back to a time before the beginning of Assassin's Creed I1. As a very young man,
we see his older brother giving him advice on talking to a beautiful woman on the
streat. After getting tumed down, Ezio follows her home, only to be forced into a
confrontation with one of the Pazzi family when they try to accost the girl. With
mounting excitement, we realize this mission and those that follow reveal the
preface to Assassin's Creed |l - the events that lad to the bridge brawl that helped
open that game, and the mysterious woman at the heart of the conflict.




The multiplayer component of
Brotherhood is tightly wound
into the fiction, taking place
both in the present day and
during the Italian Renaissance.
Abstergo is using its Animus
machines as training tools,
dropping its recruits into the
past to learn the techniques of
the assassins.

As one of these recruits,
players experience multiplayer
through an exciting ladder of un-
locks and upgrades. Characters
can equip two unigue abilities
that offer triggered actions to
aid in attacks and escapes,
such as hidden guns and smoke
bombs. Players also gain two
passive perks, like the ability to
blend into the environment with
greater ease. Players also get to
chose kill streak and loss streak
abilities - these special condi-
tions only trigger after multiple
successful kills or a successive
set of failures. A kill streak might
offer increased experience
paints for a string of assassina-
tions, while a loss streak might
trigger a reset of your ability
cooldowns. You can set up to

Assassin's Creed: Brotherhood picks up exactly where its predecessor left off, in the deep catacombs beneath the Vatican. Ezio is reel-
ing from the strange vision bestowed upon him by Minerva. After escaping, the retribution for his attack on the Pope is swift. Young and
dangerous Cesare Borgia leads an ammy to devastate the Villa Auditors. Escaping to Rome, Ezio must rebuild his life, his family, and the
assassins' guild that now looks to him for training and gui

Stretched across the years between 1499 and 1507, the game tells the second half of Ezio's adventures. If the last game was the story of
Ezio's rise to prominence and power, this is the story of what he does with that cunning and capability. The narative is focused on themes
of leadership and sacrifice, with missions that flow naturally from one to the next. The story is short on repetition and high on character

development and plot. three profiles, each with differ-
i P L L 2 2 g ent abilities, perks, and streak
At one point, having taken out a Borgia guard tasked with delivering a large cache of money, we adopt his garb. Outside, the other guards Bt Each atc pila

follow our lead as we walk through town, heading to the as-yat unknown site of a grand party whene our assassination target is to be found.
Walking blindly along, the guards behind us comment about Ezio's unusual route, thereby giving audio clues as to the right path, By com-
pleting the walk without arousing their suspicions, we gain entrance into a grand bacchanalian party and strike down our lecherous foe.

to pick his or her character's
costume before each match;
each one has a unique style and
animation suite.

W spent two hours exploring
the new Alliance game mode,
the cooperative variation on the
cat and mouse gameplay that
entranced E3-goers earlier this
year. We formed up into a two-
person team and each adopted
the priest costume before wad-
ing into the camnival-like setting
of Siena. In one memorable
exchange, our teammate was
stalking our target when it be-
came clear that she was being
stalked herself. We ran past and
dropped a smoke bomb, turning
the hunter's attention away from
our teammate and simultane-
ously triggering a sprint ability to
put some distance between us.
He pursued, leaving our team-
mate to continue her deadly
approach and finish off our
original target with a gruesome
knife kill from behind. Her silent
approach assured high point
values for our team — the edge
we needed to win the round.
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teaser trailer of the game that
debuted a year ago, the camera
pans into an ancient structure
housing a dormant beast within. A
young boy curiously examines the
unidentifiable creature from behind
a pillar and carefully tiptoes in its
direction. When the boy gently
pets the beast's head, suddenly
the feathered feline rolls over to
expose its talons, props itself up,
and playfully scratches behind its
ear with its hind leg.

Team lco has been tight-lipped
about The Last Guardian over
the past year since its reveal
last E3, leaving many questions
unanswered regarding the duo’s
relationship and the identity of this
mysterious creature. Now that the
team has completed its research
and developreant and locked down
the core gameplay elements, direc-
tor Fumito Ueda and Team lco are
now ready to let us delve deeper
into this mysterious new world.

Gameplay videos of The Last
Guardian showcase the heart-
warming interaction between
the boy and the huge creature,
which we now know as the Trico.
Throughout the boy's journays, the
cat/bird hybrid assists the boy onto
high platforms, rescues him when
he slips off ledges, and destroys
guards who threaten the boy with
the force of its talons. The boy
expresses his gratitude toward the
Trico with a friendly, tender caress.
Ueda says this type of harmonious
relationship is something the player
must work to achieve, as when
they first meet the boy ruffles the
Trico's feathers.




The Last Guardian
In 3D:

At this year’s Tokyo Game

Show, Sony officially
announced the previously
rumored fco .ﬁm‘ Shw‘mv of

for PS3. The :.()Ju. o
incluges both P52 titles on
ome Blu-ray with full support

50 the move to 30 wi m.':;-
brrng mme worlds fo fife.
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Connections To

, the project
oncept

ol to conmect the
eature homed cha
ptagonists, and both encoun-
ter shadowy figures. Ueda hasn't
confirmed whether or mot there will
1 The Last

you may have nﬂnced pro udmg
bumps between the Trico's ears.

r."rdmg burt Uedia says that rm. can-
clusion will be open-ended.

The current model of the Trico is meant fo resemble a caf, which the team agreed fo after scrapping
previous iterations that looked more like a dog, o, . camel. Upda says the cat and bird
combe turned out to be most effective from a design standpo 26 it can jump higher, duck
fower, fit into smaller ope and is mor

ciapt to dynamic
ments around the size of the mas: gature, the team instead
the size of the small boy fo entuate the Tri large st
enough to fit into smaller spaces.
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e And His Trico ==
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In Translation

In Japan, The Last Guardian is c

no washi To

“Man-Eatir

the Man-Eating Giant Eagle.

reason they chose this name because it sig-

tervible cr
used in Japanese ciil 5 and fairy
tales. The word “Toriko" is also worlh noting.
Il mean prisoner or baby bird, and may be
a hybrid of the Japanese words for bird (tori)
and cat {neka).

N
v

inspiration for building The Last Guardian around
the dynamic relationship between a boy and an
animal character was the powerful emotional impact
the relationship between Wander and his horse
Agro had on players in Shadow of the Colassus.
While Ueda has yet to explain how the boy finds the
animal bound in chains, we're told the Trico is ini-
tially confused by the young boy and will not always
respond to commands until the boy can gain its
trust. Rather than adopt a fictional language as its
predecessors Ico and Shadow of the Colossus did,
in the Last Guardian the boy communicates with the
Trico by calling its name or attracting its attention
with a barrel or other object of interest. Getting the
creature to follow instructions will present a chal-
lenge to the player in the game'’s stages, but the
Trico will warm up to the boy as the story develops.
Team lco didn't reveal any of the core story ele-
ments, such as why this unlikely duo is teaming
up or what they are trying to accomplish, but the
developers did open up about their level design
and gameplay philosophy for the project. The Last
Guardian's level designs are very vertical, so in order
for the duo to progress, they must cooperatively

— Part of Team Ico’s

solve puzzles to make their way up a dilapidated,
ancient structure. For instance, if the boy needs to
access aroom that is out of his reach, he must lure
the Trico into a position that will allow him to climb
its back. To do so, the boy must toss a barrel onto
the level above, which pigues the Trico's interest. As
it walks toward the barrel to investigate, the boy has
an opportunity to climb onto its back and success-
fully leap toward the platform above. The boy and
the Trico are traversing an aged, crumbling struc-
ture, 50 environments dynamically change depend-
ing on your actions. This causes puzzles to increase
in complexity as you progress.

Ueda won't reveal many more specifics on The
Last Guardian, which isn't surprising. Anyone famil-
iar with Ico and Shadow of the Colossus knows that
the developer offers very little information to the
player, leaving the overall experience up to inter-
pretation. In fact, Ueda says part of the reason the
team chose the title The Last Guardian is because it
«can be construed in many ways. |s the last guardian
going to be the boy or the Trico? We won't find out
until it releases next year. &







Rising aims to preserve the stealth
aspects of the Metal Gear series
while: emphasizing blade combat

ful

Rising will tell the story of
Raiden's whereabouts between
Metal Gear Solid 2 and 4

ball. Then

date. » Annette Gonzalez

{
Players can slice through cyborg
soldiers’ power units 10 steal i
batteries and consume them for energy

Konami

» Developer
Kojima Productions

» Release

TBA




» Platform
PlayStation 3
Xbox 360

» Style

1-Player Action
8-Player Online)
» Publisher
Electronic Arts

» Developer
Visceral Games
» Release
January 25
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Dead Space 2

Dismember friends online as human or necromorph

5 that didn't imvite much criticism from
fans. Gamers loved the space homor

and 2 and dice gameplay so much that many
larmented the absence of a multiplayer mode,
While strategically dismembering Al opponents
is still a core component of the single-player
experience in Dead Space 2, ripping live oppo-
nents apart online as a human or a necromaorph
sounds equally enticing.

As this is the first multiplayer outing for the
Dead Space franchise, the team at Visceral
=it ga ke Laft 4 Dead for inspiration.
Dead Space 2 player features four-on-four

—|_ he first Dead Space was a smas SUC:

SSCo—  Lurkers can scale walls and
cetlings for surprise artacks
= on human opponents

matches across fi

tive-based maps
2 1o the il yer campaign. Each match

s comprised of two rounds, one o hyou
play as Sprawl security guards and another in
which you control necromaorphs. Humans ane
equipped with special abilities such as stasis
and memorable weapons like the plasma cutter,
pulse rifie, and line gun., Necromorphs are more
melee focused, with a few ranged attacks that
mainky involve spewing toxic bile on opponents.
As players work through the maps, weapons ¢an
be upgraded and necromorph attacks increase
n damage when players level up.

For our frst look at Dead Space 2 mulliplayer,
off one of the five objective-
itan Mine. In this map
humans scramble to collect three parts of a
shock mine needed to open a passageway. Al
the while, necromorphs are on the prowd ready
to rip humans to shreds and prevent them from
reaching their goal. Playing as a human is second
nature if you're famillar with the single-player
campaign, as the control scheme remains the
same. Necromaorphes take some getting usad to,
but once you get the hang of their attacks, laying
down the hurt on Sprawl security is a bla

Playing as one of the demon child-ke Pack
creatures allows you to so vard a human,
leap onto them, and tear away with your
by executing quick button presses much like the
Hunter character from Left 4 Dead. This leaves
the human victim vuineraible to other attacks, As
the name implies, Pack creatures are most effec-
tive in groups. The other necromorphs bring other
abilties 1o the table. Lurkers can scale along walls
and celings and deliver long-range fire, leav-
ng an L pecting opponent below open for

attack. It's a great w:

0 startie your enemies.
The Spitter and Puker ¢an switch between meles

and projectie bike spewing from different ranges,
leaving oppenents with buming faces full of goo.
Learning the strengths of each of thase character
types keeps things fresh and fun.

From what has been shown so far, fans yeam-
ing 1o experience the Dead Space universe
in an online space with friends have plenty
to look forward to when the game ships next
year. » Annette Gonzalez
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)General Apathy

Dismemberment
s your friend

.5 ManlacMétcer




» Platiorm
layStation 3
» Style

1-Player §
[{Multiplayer TBA)

» Developer
erilla Games
» Release
February 22

Killzone

Special melee kills
amn extra satisfying







» Platiorm

» Developer
Spicy Horse
# Release

2011




Neverdead

Devil May Cry meets Katamari Damacy

n the world of video games, protlagonists
don't generally survive a close range grenade
explosion. Ordinarily you'll see a game over
screen after the grenade goes off, In Neverdead,
however, death and dismemberment is only the
beginning of a unique new game mechanic.

The hero, Bryea, is an mmontal who can with-
stand any manner of punishment and put himself
back together if need be. When he fought and
lost against the deman king 500 years ago, he
was rewarded/cursed with an invincible demon
bady. Over the centuries he's developed into
kind of a jerk and has taken up the trade of
demon hunting.

Konami is working closely with Aliens s
Predator developer Rebellion in an increasingly
more common East-meets-West partnership.
Shinta Mgjiri, producer on the Konami side, came
up with the criginal concept and oversees design
while Rebellion develops the game with its pro-
prigtary engine.

“At the beginning | wanted to make a game
with an immortal guy, but | needed to make it
different from the others because immortality is
a commeon theme in movies and novels and also
in games,” Nojir says. "I conceived the idea to
make the player dismembered. He's kind of like a
zombie, but not a zombie.”

In the brief footage we saw of the third-person
action title, Bryce wields two pistols in battle
against the demon horde. If he gets bashed
especially hard, his torso will separate complatety
from his head and limbs, Players then control the:
head and must roll over to the other body parts
1o get back in the action. Any order works, so
you could have an arm sticking out the side of a
rolling head and still fire wildly at your enemies. Iif
you get your torso next, you'll crawl around with
no legs. Reattaching one leg allows you to hop
around clumsily until you pick up the next

Bryce doesn't have to wait for an eneny to
dismember him. He can choose to rip off vari-
ous parts of his body if it suits him. if there's a
particularty high ledge he can't reach or small
space he needs to get through, he can rip his

head off and toss it in the required direction.
Bryce can also throw his amm and still shoot
his gun remaotely, which is especially strange
when dog-like demons pick the limb up and nun
around whike the pistol's firing, Somehow he can
also detonate his thrown limbs like a remate con-
trofled grenade. Using the sumounding environ-
ment to his advantage is another option, Bryce
can dastroy ceilings to bring down rubble on top
of himself and all of the sumounding demons.
They'll all be toast, while he simply rolls out of the
wreckage.

Co-op and competitive multiplayer are con-
firmed, but Konami isn't talking specifics just yet.
We wouldn't be surprised if the second player
took control of the female government agent
Arcadia, who partners with Bryce in the single-

player camipaign. Since she's a normal human,
we wonder how Rebelion is going to make her
as fun to play as Bryce. We're also curious as
to how the dismemberment mechanic is going
to apply to competitive multiplayer. Punting an
opponent’s head 1o the other end of the map
after you've taken him down sounds like a fun
possibiity to us. » Bryan Vore

» Platform
PlayStation 3
Xhox 360

» Style

1-Player Action
[Multiplayer TBA)
» Publisher
Konami

» Developer
Rebellion

» Release
2011
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Heinrich and Gretchen will need to combine
their powers i they want to succeed

» Style
1=Player Action
# Publisher
Nameo Bandai
» Developer
Game Republic
» Release
2011

Heinrich is invincible, but Gretchen isn't. He'll
have 1o carry her arcand to keep her safe

82 previews

Dr. Faust’s creations look as though they
were cobbled together from scraps

While a lot of other games can boast about the sizs of its
bosses, few are as large and ugly &s Knights Contract’s




Battlefield Bad Company 2: Vietham

DICE has another ‘Nam flashback

muitiplayer gamers with its unique squad-

based gameplay formula, wide-open
maps, vehicular combat, and destructible
environments. But interest in the title waned
and the community shrank over the past six
months as EA failed to deliver new map packs,
opting instead to repurpose existing maps for
other game modes, The wait for new content is
almost over, as DICE retumns to a familiar battle-
fiedd - Vigtnam - this winter.

The four new multiplayer maps are playable
in both Conquest and Rush mode. From an
aesthetic standpoint, the jungles of Vietnam
offer drastically different scenery ripe with mew
opportunities for creative warfare. In the Phu
Bai Valley map we saw, rice paddies populate
the landscape and contrast with lush foliage in
the foreground that serves as great cover for

B attlefield: Bad Company 2 won cver

encroaching soldiers, Foxholes and trenches
litter the battlefield, adding another layer of
strategy to the maps. DICE is also taking
measures to ensure the action feels authentic,
recording new wartime chatter genuine to

the period. We haven't been told if any of the
unannounced maps draw from the original
Battlefield: Vietnam, but we'd be surprised if
DICE didn't take the opportunity to pay tribute
o one of its early works.

Fifteen new Vietnam-era weapons join the
fray, including the Mavy SEAL XM22 maching
gun, the standard issue M186, and the M7O gre-
nade launcher. Each new weapon features pro-
ficiency stars players can collect. The maps also
feature six new vehicles like the Huey chopper,
Russian T54 tank, and PER patrci boat. Asin
the original Battlefield: Vietnam, vehicles have
radios featuring tunes from the era. This time

players can choose from eight radio stations
and 49 tracks, like Creedence Clearwater
Revival's protest song “Fortunate Son.”

The rest of the Battlefield gameplay has been
retrofitted for the new era as well. Instead of
planting C4 explosives, players use dynamite
and a plunger to blow crates. The medic uses
syringes to save fallen soldiers instead of a defi-
brillator, and tank turrets leave you uncomfortably
exposed instead of placing you safehy within the
confines of a moderm vehicle. Longtime players
will be happy 1o know that your progression from
Bad Company 2 ties into the Vietnam expan-
sion, and any experience points you eam will go
towand advancing your rank.

EA still hasn't handed over two important pieces
of intel on Vietnam - the release date and price =
but that doesn’t make us any less excited for this
bong overdue expansion. » Meagan VanBurkleo

» Platform
PlayStation 3
Xhox 360 « FC

» Style
1-Player Shooter
{24-Player Online}
» Publigsher
Electronic Arts

» Developer
DICE

» Release
Winter
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Inversion

Looking at the world from a different angle

» Platform ravity is considered one of the weaker
FlayStation 3 G forces in the universe, We counteract it
Xbox 360 every day when we get out of bed or pick
» Style & controller up off the couch. The new sci-fi

1 or 2-Player Action/
Shooter [Online TBA)
» Publisher

Namco Bandai

shooter from Saber Interactive, on the other
hand, bends the rules of gravity so much that
they are about to snap in half. When an ammy of
human-looking aliens invades the planet, they

» Developer start screwing with the natural order of physics,

Saber Interactive  lit@rally turning the world on its side. Fortunately
» Release  PIYErS can fight back with some gravity-altering
2011 abilities of their own. Let's take a look at some

of the ways Inversion lets you abuse Isaac
Mewton's universal law of gravitation.

Gravitational Control

Inversion’s main weapen is a device that allows
players to manipulate gravity, It lets players pick
up objects within the ervironment and either
use them as a shield or throw them al enemies.
We've seen this mechanic before, but Inversion
puts a twist on the technigue by allowing play-
ers to pick up bquids as well as solid objects.
This means players can pick up globules of

a flammabile Fiquid, dousa ther enemies, and
then set them on fire, Flayers aren’t fmited to
manipulating objects directly in front of them,
either. Inversion allows you to fire an antigravity
pulse that nullifes the gravitational effects of cer-

tain objects. For example, if a few enemies are
holed up behind cover, you can tumn off the gray-
ity on those objects and watch your enemies”
faces turn red as their protection floats skyward.
Enemies are susceptible to this energy puise as
well, and watching them float through the
air should provide some entertaining
shooting gallery moments,

Bringing Down The House
Saber Interactive knew it
wiould need an impressive
physics systemn to deliver the
kind of experience for which
the team was aiming. To that
end, the developer partnered
with midiclleware developer
Havok to create a new physics
systemn called Havok Destruction.
Thanks 1o this system, little pieces of
debnis start to rise off the ground whenever

a player sends out an antigravity blast. Little
ambient touches like this are nice, but Havok
Destruction really shows off its merits when play-
ers start using the environment as a weapan. We
witnessed one sequence where Inversion's main
character manned a heavy turret and started
blasting away at the first floor of a nearby build-
ing. After decimating the building's main support

pillars, the structure collapsed, takingouta
troop of enemies stationed insidle along with it.
Inversion’s new physics system is sturdy encugh
that buidings will collapse differently every time
depending on how the player attacks the struc-
ture and how gravity pulls on the wesght
of the building.

Navigating Though
Altered Gravity

In the world of Inversion,

gravity is malfunctioning.

Sometimes this means

players must navigate fields

of zero G, and other times
this means gravity pulls
objects in unusual directions.
The invading alien force is
manipulating the environments,
setting off antigravity charges that

could lterally shift the area on its side at

any moment. You might start a level on the city
street, but after a gravity event sweeps across
the district you could find yourself standing on
the side of a building. Alleyways along ordinary
city strests become encless chasms that play-
ers must traverse as they fight along the sides
of skyscrapers. » Ben Reeves
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Shadows Of
The Damned

Suda says that we'l see much of the
‘punk styling that he excels at. "But
this time, it isn't going to be low-class
like Tranvis. It's goéng to be a litthe mare
sophisticated.” laughs Suda

oration, EA and Grasshopper Manufacture

fimally urwveiled Shadows of the Damnead
at this year's Tokyo Game Show. Driven by the
combined talents of iconic Japanese developers
Goichi “Suda 51" Suda (No More Heroe:
Shi vikami (Resident ), it"s cbvious from
the debut trailer that both are inf using their sig
nalure styles into this third-person shooter

Conceptualized by Suda six years ago fol-
lowing the completion of k 7. Shack
of the Damned was bormn after the Creative
Artists Agency brought the project to EA. Soon
thereafter Mikami joined in an official capac-
ity. Branded a psychological action thriller,
Shadows follows professional demon hunter
Garcia Hotspur through Suda and Mikami's
unique interpretation of hell

“What | want to do Is introduce the audience to
a brand new experience,” Suda explains. * want
this to be a very exciting experience that isn't ke
a nomal action game. Mot normal at all. That is
where we came up with the idea of a ‘psycho
gical action thriller.”

After learning that his love has been cap-
tured and is being tortured in the underworld
by vengeful demons — when you take out the
damned for a living, they develop a chip on
their shoulder - Hotspur dedicates his life to
rescuing Paula. Despite legions of dark foes
standing in his way, he won't stop until he
brings hell to its knees.

Suda says the dark altmosphere of movies
like SeFen were highly inspirational, but that
he infends to balance the mood with the pulpy
a 1 of Robert Rodriguez fims. The short
teaser trailer begins with Hotspur riding his
motorcycle on an empty road at night to a

8 hedding light on a highly anticipated collab-

heavy metal soundtrack, with just encugh light
from flickering lampposts to iluminate his
sigrificantty scared face and tattooed torso.
Hotspur approaches a giant gate, kicks it in,
takes out his gun, and says, “Let tha bloodbath
begin!” After massacring a few enemies, he
stops to shout, "My name is Garcia Hotspur!
oy wrath is your hell™

Hotspur's character design looks very famiiar,
Dark, dangerous, and clad in a leather jacket
nature Grasshopper style), Hotspur fi
cthy spawned from Suda's mind. Hotspur's
over-the-top arsenal feels like vintage Suda as
l-adorned shotgun makes a state-
ment without even firing a shot, Hostpur is
joined on his quest by a flaming skull, a reformed
demon who can transform into said weapons.

Mikar nfluence is evident everywhere
n Shadows of the Damned. While descend-
ng further into hell, players must confront a
twisted array of creatures and solve a series
of demented puzzles, all nfused with Mikami's
unique style. The game features an over-the
shoulder camera and shooting mechanics that

ko very much ke Resident Evil 4. Boss battles

are also being created under his watchful eye.

Despite the macabee setting, o us punk
rock overtones permeate the game. °l think
survival horror is very serious in both visuals
and gameplay,” Mikami says. “However, for
this game, it really has a punk rock flavor. It
sn't ys serious. It is very easy to get into
and i a very stylish game. | want p sto
always be excited when they play. It is very
different than a normal survival horror game,
despite the subject.” » Meagan VanBurkleo

Envimnments are promised to span demon-inested
towns, dark and twisted forests, and hell's sewage-
filled undacbelly




composis Akina Yamagka has alsa jolned the team,
best knowm fior his sound design in the Silent Hill franchise




In this follow-up to Earlh Defense
Force 2017, D3 and developer
Vicious Cycle are building on the
campy B-movie vibe that mace the
ongnal a cult hit. EDF fans can expect
more weapons, plenty of rdiculous
enemies, and the addition of online
co-op. Get ready to send those

giant bugs back home 1o space in
spring 2011,

Ubisoft Montpeliier i handing dev duties for the only home console
wversion of this dancing game that is not getting delayed. Due to Kinect
and Mowe difficulties, the FS3 and 360 versions won't release until early
2011, bat Wil usars will be moonwalking to “Bilie Jean” and dance
pointing to “Beat it* on November 23,
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96 Dead Rising 2

Chuck Greene's resourcefulness with duct and

| y prowess with improvised weapons have earmed him

] ’ one of the top slots this month. Chuck's adventure

» i is too good not to share - which is why the game's
] co-op is such a great addition. You'll want to bring
3 a friend as you battle your way through the‘'undead
: r‘f j apocalypse. Read our full review on page 96.
i ool / | -

i)

f' Civilization V

-

SCORING S

Outstanding. A truly eiite tithe that is nearty perfect in very | Flanwed. It mary be obvious that the game has lots of -!mramacl

10 wary. Thés scoro is given out rarely and indicates a game 5 potential, bt its most engaging features could be .'_""‘-' Emoco-v':ommg
that cannot be missed. undeniably flawed or not integrated into the experience. PLATINUM | a7e w10
Superb. Just shy of ml*\fmwsmlauhlﬁl Bad. While som things work as planned, the majority of L

9 is head- 4 | this titie either malfunctions or it is. so dull that the game P Rp—
and-shoulders above s compatition, falls short as & whele. | .EEITD- il
Wry Goed. Innovative, but porhaps nat the right eheiee far Painful, 1 Hydre: % anything that's rediening in a game of |

8 | ovoryone. This score indicatos that ther are many good 3 | this calior, its buried boneath agonizing gamoplay and T
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Average. The game's features mery work, but are nathing Broken. . This game is so nsufficient -SL\"E? ,'f,‘:m,‘;"w

T | tat even casual players haven't seen before. A decent 2 | inexecution that any vakue would be derived in extremely |
game from beginning to end, quantitios, # at al
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PS3 « 360

» Concept
A direct sequel that shatters
continuity by reuniting
players with a dead man

» Graphics

Mast of the level designs
don't offer much eye candy,
but every litde effect and
texture detail in them are
wiorks of art. This is easily
one of this generation’s best
looking games

» Sound

The voice work for Starkiller is
hit or miss, but John Williams®
familiar melodies bring each
soend to life

» Playability

Lightsaber combat offers
more depth, and the Force
powers are as explosive as
ever. The enemy lock-on still
brings frustration

» Entertalnment

Shaort, yet far from sweet. The
story holds an otherwise fun
game back

» Replay Value
Moderate

92 reviews
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n The Force Unleashed, Darth Vader's cru-
sade to rid the galaxy of the Jedi was inter-
rupted by a young boy named Galen Marek.
After slaying Galen's father, Vader secretly
brought on the child as his apprentice. Despite
being trained in the dark arts from a young age
and carrying Viader's torch against th A
Galen, under the guise of Starkiller, still clung to
the good inside of him. His softer side eventu-
ally causad him to fall in love with Juno Eclipse,
free himsell of his oppressive master, and

form a rebeffion against the Empire. In the end,
Starkiller sacrificed his life to save his friends
and give the galaxy a fighting chance against
the Empire.

The Force Unleashed Il picks up where this
tale left off, but it doasn’t focus on the rise of the
Rebel Aliance or Vader's unrelenting quest to
hwnt them down, In a twist that comes danger-
oushy close to breaking Star Wars' lore, Starkiler
raturns as a clone, or so Vader telds him. Haunted
by visions. of Starkiler's past and the love he has
for Juno, this supposed doppelganger’s mission
is to find answers as to why he exists, all while
battiing or embracing ghosts from a soul that
may nat be his.

The story starts cut with a shaky concept and
newver finds solid ground, Cameo appearances
by Yoda and Boba Fett end up going nowhere.
Yoda's role is relegated to that of an animatronic
Disney character in front of a ride, and Boba
Fel ks a big game, but never once confronts
Starkiller. Boba Fett? Boba Fett? Where? If you
can put yourself in the mindset of the prequel
movies, where you're wiling to tolerate a groan-
inducing narrative for the tradeoff of Jedi doing
badass things you never thought were possible,
The Force Unleashed |l defivers in a big way.

He may be a clone, but Starkiller's handle over
the Force has grown significantly, When a situa-
tion calls for improvisation, Starkiller shows a flair
for the dramatic. Whether this means behead-
ng a squadron of stormiroopers or guiding a
large space cruiser inside of a cloning facility, his
actions almaost always inspire awe and are usu-
ally tied to fun gameplay sequences. He can also
turn enemies on their own ranks through mind
control - an act that always rewards the player
with a hilariously visuaiized betrayal or suicide.

"The Force Unleashed |

Style 1-Player Action Developer |

When a battle calls for a lttle extra frepower,
Starkiller turns. his Force powers up 1o 11, With
rage fueling his actions, he can bring down a
mining droicl, an adversary that can normally
withstand a dozen ghtning blasts and a handful
of saber slashes, in one powerful strika.
Combat stil has that distinct Force Unleashed
feel, but refinements to the mechanics, such
as the ability to easily pick up and throw items,
make it a more fluid experience. Whether you
are Force throwing a stormitrooper or crushing
a TIE Fighter, the physics convey a true sense
of weight and appropriate visualization. | didn't
have any issues with the ightsaber combat in

the first game, but many fans felt it was too shal-

low. LucasArts addresses this minor iitation
with Starkiller's acrobatic dual wielding abilities.
If you don't want to rely solety on the Force,
you can let the lightsabers do most of the talk-
ing. The enemy lock-on is the only tool that
still doesn't quite work, as it is solely based on
Starkiller’s position,

The texture work and animation, for both
Starkiller and his oppasition, rank among this
generation’s best, LucasArts also went well out
of its way to avoid camera clipping. Every shot
is framed beautifully, defivering a cinematic view
that mimics the motion pictures, The camera
work also brings you closer to the action than
any Star Wars experience before it.

Many of the enwironments are set on Kamino

1 Release October 26 ESRET

or the space around it, which didn't entrance me
like the varied levels in the first game. The only
iconic locations are a gameplay-free pit stop at a
famikar setting from the original trilogy and a trip
1o an intergatactic casino that was surprisingly
disinteresting. My favorite stage-based moments
ware the froe fall sequences where Starkiller
plummets dangerously toward the ground.

Most levels conclude with a repetitive by-the-
numbers boss fight. The last boss fight is partic-
ularty nauseating; it lasts far too long, is 100 easy,
and concludes with one of the most uneventful
sand-offs I've seen. LucasArts hardly offers a
compelling conclusion to this story. Most of the
key plot points are open to interpretation, and
the logic applied to many of the namrative twists
make Vader look like a schizophrenic madman
who sabotages his own plans moments after
making them.

In & sirmilar vein to the Starkiller clone’s role,
Tha Force Unleashed |l is a shadow of its former
salf. The graceful gameplay offers a higher level
of exciternent, but the plot and characteriza-
fion — two large components from which |
expect great things from any Star Wars journey -
makeas this experience one of 2010's biggest
disappointments. » Andrew Reiner

saahved N i Action
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Rock Band 3

A whole new challenge

o

BEC0T sivie | to T-player Riythm/Music (6-Player Online] Piublisiiar MTV Games/Elsctronie Arts Dave!

armonix was founded on the principle that
H everyone should have access to the joy

of creating music, even if they never had
the benefit of learning a real instrument. The
premier music game developer fulfilled its goal
in developing Guitar Hero and Rock Band, but
Rock Band 3 is a whole new ball game. While
continuing to polish the experiences that estab-
lished the Rock Band brand, this new install-
ment also offers players the opportunity to take
the next step and leam to play the instruments
we've been pretending to rock out with for the
last five years.

The core of any music game is the song list.
Rock Band 3 features the most unusual and
varied in the franchise, but it also has fewer
widely recognizable tunes. While Queen's
“Bohemian Rhapsody™ and Huey Lawis and
the News' “The Power of Love" vie with several
other historical chart toppers, the meat of the
satlist lies in artists like The Smiths, Metric, and
the Flaming Lips. The more | dug into this eclec-
tic selection of tunes, the more it reaffirmed my
confidence in Harmonix's song selection team.
With each part | played, | fell more in love with
the interplay of instruments. As a result, the only
people | envigion being disappeointed could be
folks who choose to play only one instrurnent.
With guitar, bass, keyboard, drums, vocals, and
harmony vocals all vying for attention, not every
song will shine for everybody in the band,

‘With the new songs come new instruments.
The keyboard in particular has several songs
that highlight its flexibility and fun. | really like
this newest peripheral; it's small and light, and
«can be played from a number of positions (lap,
tabile, or strapped up like a keytar). | also admire

.}u_i

P53 = 360

» Concept

» Graphics

» Sound

» Playability

# Replay Value

e
|

the onscreen notation system that shows off the
many keys that need to be played in pro mode.
By the time you're rocking the highest difficulty
on pro made, you're playing the full right-hand
parts to the songs in guestion. It's a thrilling sen-
sation, whether you've ever played piano or not.

The new pro-guitar system is remarkable, even
if the high cost of entry and steep challengs
make it prohibitive for some players. A phenom-
enal tutorial system introduces the basics of fret-
ting, barme chords, and finger placement, along
with all the other skills you'll need to play the
world's most familiar rock instrument. Nothing
replaces a real teacher, but Rock Band 3 does a
good job of approximating the real thing.

The notation system for this new guitar is
based on traditional guitar tablature, with some
notable differences in the visual rep ation of

Relaase October 26 ESRE T

the setlist. Nermal drums continue to be a

blast, and the transition to pro mode with three
additional cymbals is the easiest “pro shift” to
make, thanks to clear visual cues that distinguish
cymbals and pads. Singers have a bunch of fun
medodies to explore, and hanmony vocals return
from the Beatles game for all those wanna-be
backup vocalists,

It may be far less glamorous than new setlists
and instruments, but the revamped user inter=
face that underies the whole experience is the
game's most unqualified success. Fixing nearly
every problem from previous instaliments, and
layering in a whole new career structure, the new
format is brilliant. Each player has their own pop
up menu to drop in and out of play and adjust
thedr options. Setlists are sortable, saveable,

chords. It takes a awhile to pick up, as the game
demands you leamn the unique shapes that cor-
respond with each chord on the guitar's neck.
The only way to dive into this new experience

at launch is with the Mustang guitar - a reason-
able approximation of a real guitar with buttons
instead of frels on the neck. | liked the Mustang,
but it's a far cry from the challenge of real strings,
and it's not a true guitar that can be plugged into
an amp. The Squier peripheral, which releases in
a few months, solves these problems. It will likely
cost the equivalent of a true guitar, but this is fair
since it is one.

Even with a focus on these new toys, Rock
Band 3 iz atill excellant with existing instru-
ments. | loved soaring through the guitar and
bass parts with the old instruments; several of
the songs have great solo lines, and there's a
nice mix of rhythm and lead play throughout

and Players can rate songs to deter-
mine their likelihood to show up during random
selections. New road challenges offer bite-sized
tours that can be conquered in a night of play.
Hundreds of goals span across all modes of
play, delivering progression no matter the way
you spend your in-game time. Innumerable tiny
changes also make the game more fun and easy
to play, from the ability to disable drum pad navi-
gation to the option of continuing to play a song
after failing out.

In many ways, Rock Band 3 is a culmination of
Harmonix's efforts to bring music to the masses.
But it's also a new chapter in the franchise that
starts the gradual menging of real and game-
based music. Plenty of naysayers have already
declared music games dead. Harmonix certainly
hasn't gotten the message; this band is primed
for a new tour. » Matt Miller

9.25 7

Reinvigorate the music genre
with new ways to play

Excellent visuals match

the band scene, and well-
animated transitions camy you
from the menus into the game

An eclectic and excellent set
list takes full advantage of the
many instruments

The new pro instruments are
challenging. but extensive
training hedps you along

» Entertainment

A massive tithe that’s more
likke several games in one;
Rock Band 3 could keep you
entertained for months
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PS3 « 360

» Concept

Survive a zombie attack
using improvised weapons
while uncovering a
massive conspiracy

» Graphics

Tons of zombies appear on the
screen — particularly near the
end — and the game handles
it without a hitch

» Sound

Intentionally bland mall music
juxtaposed against snarling
maonsters helps sell the
creapy ambience

» Playahility

Blue Castle™s efforts to
alleviate frustrations from the
first game succeed

# Entertainment

A lot is going on in Dead
Rising 2, and it all works
together wonderfully

¥ Replay Value
Moderately High

Second Opinion 9
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Dead Hidho2

ead Rising was an early example of

what the then-new Xbox 360 harcware

coukd do. Running through vast crowds
of zombies in a mall was wish fulfiment for a
generation of people raised on George Romero
movies, and slaughtering them wholesals with
improvised weaponry was blood-red icing on
the cake. A finicky save-game system and ter-
rible Al created two outspoken camps — those
who couldn’t stand the game, and an equalky
vocal group of apologists, For the sequel, Blue
Caslle Games and Capcom took a long, hard
look at the first game and addressad nearly
all of its major annoyances. The end result is
ane of the most enjoyable games I've played
this year.

Former motocross champ Chuck Greene is a
likabde guy, which makes his plight all the more
engaging. His wife was kiled in a zombie attack
in Las Viegas - the same attack that left his
daughter Katey infected with the deadly virus. To
get doses of the expensive Zombrex drug, which
keeps her infection in check, Chuck has had to
do some unsavory things. That path has led him
to Fortune City, Nevada, where he hopes to cash
in on the gruesome show Terror is Really.

The: most dramatic improvement Blue Castle
Games macda is in the way that players inleract
with other survivors. Let's face it — escort mis-
sions are rarety fun, When the people you're

Style 1 or 2-Flayer Action (4-Player Online] Publisher Capcom Developer Blug Castle Games

escorting have no regard for their safety and a
complete indifference for avoiding cbstacles,

it can make you want to throw a controller,
Guiding survivars to the safe housa in Fortune
City is a big part of the game, though it's much
less annaying than it was in the first one. Maybe
there was a carbon monoxide leak in the
Willamette Mall.

NPCs follow Chuck at the press of a button,
and they can be guided to a specific place by
adding a trigger pull. This second option, which
was critical in the first game, isn't nearly as
important this time around. | never had a prob-
lem with survivor Al, even during ponts when |
had a train of six followers. They kept pace with
me wherever | went, navigating stairs and other

polential obstructions with ease. | never felt com-

fortable having the Al shadowing me in the first
game, but there wera points in Dead Rising 2
when | was bummed 1o say goodbye to them,

Chuck can combine specific objects at spacial
stations to create super weapons. If you think a
fire axe: and sledgehammer are effective against
2ombie skulls, you'll be impressed with what
they can do when they're duct-taped together.
Chuck’s not a photojournalist ke Frank West
was, 50 using these items replaces snapping
pictures as his way of earning experience. llams
that can be combined are marked with a wranch
icon, and building new weapons is addicting,
Players can use trigd and
error to discover new com-
binations, but mone obscurg
ones = such as combining
awheelchair with a car bat-
tery 1o make the “electric
chair” - are more likely to be
discovered through combo
cards. Players receive thesa
for helping certain survivors
or completing battles aganst
Fortune City's psychopaths.

Even though Blue Castle
Games is based in Vancouver,
the team naded the first

Release September 28 ESRE M

game's goofy interpretation of Amernican culture.
This is probably most noticeable in the psycho-
paths. As in the first Dead Rising, the zombie
attacks completely deral some folks who wena
probably a bit unhinged to begin with. They're
ot undead, but they're no less deadly. Some
are gross and silly, ke a memorable run-in with
a cannibal chef, though other encounters have
a poignancy one might not expect from a game
about kiing zombies. | feit guity fighting more
than a couple of these sad sacks,

Certan aspects of Dead Rising 2 are bound to
ba daal-breakers 1o soma, but thay shouldn't be
as polarizing as the problems in the first game.

The sequel features save-game shots, so it's not
as easy to paint yourself into a zombie-infested
comer, Even though | usually had half a dozen
or 50 Missions going on around me at once, |
rarely felt overwhelmed. Time is still the ultimate
enemy in Dead Rising 2, though it seems to have
relaxed its hold a bit.

It's still possible to claw your way into an
exceptionally difficult position, though, The
game is designed with replayabifity in mind, as
characler progression carries over between
playthroughs. If you try to beat the game straight
from beginning 1o end, its going to be tough,
even with a co-op buddy. Instead, | found the
optimal way is 1o jon a friend’s game and help
them progress a while before starting your own
game. That way, you'll begin with a more expe-
rienced Chuck who can camry more items, has
mare health, and knows a few fighting moves.
Earning cash by playing the excellent Temor is
Reality online multiplayer mode - which featuras
an enfire game's worth of silly zombie-themed
minigames - is easy and enjoyable, too.

Even after playing for dozens of hours, you'll
still find new things in Dead Rising 2. | won't spoil
anything, but there's a lot of varigty to be found in
the game beyond obvious things like the number
of objects that can be used as bludgeons. This
game is designed for multiple playthroughs,
and I'm locking fosward to each and every one
of them. » Jeff Cork



Castlevama Lords of Shadow
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hisses and bared fangs, lusting after his

blood as he waits for the gate to slowly
open. Sticky, pale skin clings to their gangly
bonas and huge tattered bat wings beat as
they encroach. Gabriel swings his barbed chain
whip widely, rending their flesh and repeliing
them towards enormous boarded windows,
The beasts are merely stunned, but Gabriel
capitalizes by snaring his whip on the planks
barring the windows. Sunlight drenches the
room as he shatters the ancient wood. Vampire
flesh flutters from the bone fke macabre rose
petals. With hope renewed he tums to the gate.
It is only F}illf'.vay open when dusk lays its dark,
suffocating blanket. Ghastly bellows herald the
second wave of abominations. The warrior's
haly blood runs hot in antici

My exciternent for Castlevania: Lords of
Shadow was tempered with apprehension.
Ever since Castievania 64, 3D has been a dity
word for the franchise. To my sublime enjoy-
ment, MercurySteam's collaboration with Kojima
Productions stays the series’ three-dimensional
demons. This feat is accomplished by merging
the best elements of some of Sony'
hits. This Frankenstein's manster is a formé-
dable combination of God of War's combat,
Shadow of the Colossus’ boss fights, and
Uncharted 2% platforming.
Players have access to a familiar suite of

showstopping light and heavy whip attacks,
as well as high fiying enemy juggling ripped off
wholesale from Kratos. Light and shadow magic
add dmension to the fluid combat;, Gabriel's

\/ ampires surround Gabrriel Belmont with

health is restored with each successiul attack
when light magic is activated, and shadow
magic makes the whip stronger. Allarnating
between magic types mid-combo is a rush, and
the engaging boss fights later on force players to
swap tactically.

Just like in Castlevania's 2D offerings, Lords of

Shadow delivers a plethora of innovative, expertly

balanced boss fights. Gabriel scales colossal
titans, searching for and surgically pounding their
weak spots to dust. He scrambles to destroy
a deadly vampire general before it dines on the
bloody contents of an iron maiden. Castlevania
also has the wide: y of enemies I've ever
seen in a game of its ik, Chupacabras abduct
your powers, forcing you into a game of hide and
seek, and burowing zombies attack from under
ground as their decapitated heads float after you.
If at any point your interest in combat begins
to wane, a puzzie comes to the rescue. These
range from muncdane crank-tuning capers to
engaging quagmires, Fke coaxing a murder of
crows towards a scarecrow by shaking their
perches. Platforming also breaks up the action.
Players shimmy and leap across rock faces
Uncharted 2 style, using the chain whip to
rappel and scale ledges in style. Geometrical
snags occasionally rob these climbs of their
fluidity, which is frustrating when a hand grip is
crumbding away. In later levels, Lords of Shadow
fools itseff into thinking it has the 3D platforming
finessa of Mario Galaxy. Expect repeated deaths.
Gabriel's cliché quest to resumect his wife is
fraught with both cbvious and confusing twists.
Each of the 50 levels begins with a monologue

by Patrick Stewart's character, many of which

would have been better as cutscenes. However,

much is redeemed by the game's post-credit
ending, which is among the coolest video game
finales this millennium.

Casftlevania takes a few hours to get rolling,
but once it sinks its fangs in you'll be absorbed.
After putting nearty 20 hours into Lords of
Shadow | emerged satisfied and ready o play
again. This polished, action-packed adven-
ture has me acstatic to see not only what's
in store for the next 3D Castlevania, but also
what talented developer MercurySteam does
next. Don't let the deluge of fall releases or
the 3D Castievania stigma keep you from this
amazing quest. » Tim Turi

PS3 = 360

» Concept

Konami finally produces an
awesome 3D Castlevania
by ripping off awesome
games and infusing its
signature style

¥ Graphics

Not even mediocre human
character models can spoil the
breathtaking environments,
vibrant colors, and cool
looking enemies

» Sound

Lacks classic Castlevania
tunes, but the epic orchestra
s a solid replacement. Some
sound effects seem absent

» Playability

A natural control scheme
provides satisfying Devil

May Cry and God of War-
style combat

» Entertainment

It starts slow, but builds up
with incredible boss battles,
rewarding exploration, and an
unforgettable concdusion

® Replay Value
High

THS iitelys magical fisié box plays 2
randition of a classic Castlevania tane
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PS3 360 = PC

» Concept

‘Transplant the Medal of
Honor senies away from its
usual World War II setting to
modern-day Afghanistan

» Graphics

The desert environments are
convinging encugh, but the
character models are bland.
EALA and DICE did a great
job keeping a visual parity
between the campaign and
multiplayer modes

» Sound

With a proper sound system,
you'll feel the gun battles in
your gut

» Playability

The single-player mode's
default aim assist does
everything but pull the trigger
far you

» Entertainment

It doesn't do anything new or
risky, but Medal of Honor s an
adequate shooter. That may
net be enough at this point

» Replay Value
Moderately High
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Medal of Honor

EA's reboot fails

Style 1-Player Action {24-Player Online] Publisher El

latest installment of Medal
of Honor, moving the series
from its World War Il origins to
a contemporary setting. it's no
secret that the franchise has lost
its way over the years, and it has
the declining review scoraes to
show for it. Those who pinned
their hopes on the change in
vanue fixing the problems are
likely 1o be disappointed by
the results.

The single-player campaign
isn't bad, but it hardly feels
inspired. If you've played any of
the moderm-day military shoot-
ers, you've experienced most of
Medal of Honor's set pieces-a
helicopter-based rall shooter seg-
ment, a section where you paint
targets for air support, and other
levels whare you and your beardad buddy snaak
fhrough camps as snipers. Medal of Honor's
campaign lacks the excitemeant that would help
it stand tall against the considerable competition.
Character animations are gimpy, weapons feel
shghtly underpowered, and the Al is downright
suicidal. This works to your advantage when
enemies show a complete disregard for cover,
rofing out of safety to stake out firing positions
in the open.

The story is standard fare, with players taking
on a variety of raids and infiltration missions:
throughout Afghanistan. The narative switches
perspective saveral times, but since none of
the characters are particularty memorable, it's
tough to care too much abaut what's going on.
The pacing bounces around a bit, too, with one
nighttime ATV section in particular dragging on
too long. (And don't ask me why they chose two
of the loudest vehicles imaginable for the night-
time raid, either.)

Admittedly, a lot of people won't bother
with the campaign, After all, the biggest draw
for most milltary shooters is the multiplayer.
Battiefield alums DICE took on the task for Medal
of Honor, and while the experience is technicaly
compatent, it ultimately doesn't have the same
spark as the developer's flagship franchise.

E A took a chance with the

to polish a tarnished series

There are three classes in multiplayer - rifle-
men, Special Ops, and snipers. Each class lavels
up independently, with experiance unlocking
new gear. There aren't any Modem Warfare-style
perks, 50 you know that every player you face
on the battkefield can take as many bullets as
the next.

Combat Mission is the most ambitious of
Medal of Honor's multiplayer modes. Coalition
forces must work through a series of five con-
nected missions whie the insurgents try to pre-
wvent them from succeeding. For instance, in the
Mazar-|-Sharif Airfield level, the Coalition starts
on the outskirts of a diapidated airfiekd. Their ulti-
mate goal is to download data from a laptop on
the far end. To get there, the team must destroy
a roadblock (allowing tanks to pass farther into
the battiefiedd), blast through some hangar doors,
secure an area with the help of a mounted
rocket launcher, kil enemies around a downed
helicopter, and then wark toward the building
containing the computer. This fast-paced mode
is complemented well by the game's generously
short respawn times.

Sector Conirol is essentially Battlefield's
Conguest mode, with two sides fighting to con-
trol three objectives. in Objective Raid, Coalition
forces have to defend a pair of objectives from
enamy sabotage.

As players rack up score chains - points
earned racking up kills, meeting objectives, and
supporting your team - they're rewarded with
offensive and defensive bonuses. You can, for
exampie, choose to rain fire on the opposing
tearn by calling in a mortar strike, or put a UAY
anfing 1o termporarily display the enemy locations
on your rackar. Better still, you don't lose this
bonus ability when you die - though vour score
chain will be resat.

The game's eight maps are diverse, drawing
inspiration from pivotal moments in the single-
player campaign. Mazar-I-Sharif provides plenty
of hiding spots, as players sprint from hollowed
airplane shell to hangar and back. Snipers will

ic Arts Develap

EALA/DICE Relsaze October 12 ESRE M

undoubtedly fall in love with some of the game's
more urban settings, including Diwagal Camp,
which features insurgent emplacements in caves
perched above the village's mud huts.

The Shahikhot Mountains map unfortunately
highlights a larger problem with the game's bal-
ance. Defenders are holed up in a small camp
tucked into a snowy mountaintop. With only a
few paths into that camp — most of which are
easly monitored by snipers - attacking quickly
becomes futile, After a few waves of spawns are
neatly killed, defenders rack up the kilstreaks
and can then use the bonuses to ensure that
the momentum doesn’t shift. Once a team has
gained the upper hand, it's quite difficult to stage
a comeback when the enemy team can blast
chokepoints with rocket barages. Teams could
wark the score chain system to their advantage
on offense as well, unleashing a coordinated
hoard of rockets and mortars.

The otwvious solution for comebacks is to stop
ding, bart the spawn system doasn't do play-
ers ary favors. i you're on the insurgent team,
you'll spawn in predetermined points. Coalition
players who spawn on teammates don't get to
specify which member they want. The Al is sup-
posed to invisibly link players into predetermined
squads and use that to choose optimal position-
ing, but it often plopped me down right into an
enemy’s sights. This works both ways. I'd be in
the middie of blasting someone apart when one
of his tearmates would pop up beside him out
of thin air. It's easy to take advantage of their
temporary confusion and make it a two-fer, but
those kills feel hollow.

All the parts for a great multiplayer esperi-
ence are here - class unlocks, a variety of
familar modes, lots of guns - but they don't
come together in a way that makes Medal of
Honor a must-play shooter, Miitary buffs may
enjoy the game on some kevel, but in such a
densaly packed genre, EA must try harder to
stand out. » Jeff Cork



Guitar Hero:

Warriors of Rock

\auitar

Hero goes

Z0

Style 1 to4-Player Music (8-Player Onling) Publisher Activision Developer
Neversoft Release September 28 ESRE T

f you thought Guitar Hero had already jumped
the shark, Warriors of Rock is akin to hopping
in a hot rod, rewing the engine, and jump-
ing through a flaming hoop over a schodl of
mega-sharks, Warriors of Rock welds the series’
farmiliar gameplay to action game elements like
elaborate cutscenes and character transforma-
tions. Now, instead of just selecting your char-
acter and plowing through setlists, you must go
through custom sets created for GH characters
old and new, eaming a ludicrous numbers of
stars to unlock their new “warror” forms, Pretty
soon, good old Lars Umlaut is a giant death
metal pig with pierced nipples, Casey Lynch is
& half-snake woman, and Jobnny Napaim is..a
punk rock version of Nightcrawler from X-hMen?
Surg! This is about as over-the-top as it gets, and
it's topped off with a paper-thin plotline about
defeating some giant beast with your axe of rock
(Brintal Legend anyone?) with naration by Gene
Simmaons of KISS,

Newversoft injected the famiar gameplay with
stercids; a host of character-specific powerups
allow you to get previously mpossible numbers
of stars. Casey’s Shield Guardian gives you two

\/a

A on

Style 1-Player Action Publisher Sega Developer Platinum Games
Release October 19 ESRE M

drenaline

recharging shields that protect your note streaks.
Judy Mais can overflow her rock meter, garmer-
ing two exira stars. Others include a five-percant
Star Power boost for every 10-note streak and
an Ankh taisman that saves you from failing out
of a song.

This basically amaunts 1o grade inflation. I'm
certainly nol as good al Guitar Hero as | once
wias, but | remember what nailing a song fesls
lika. What would have been a three or four-star
run-through of a $ong Now nets you six or seven
stars, If that makes you fesl better, fine, but I'm
not going to delude myself.

The powers become mone interesting later in
the game, when you must assign the characters
into two bands to face the final boss. Hera it's
important 1o wisely combine your powers in
order to maximize your advantage. For exarmpla,
I constructed one band to focus on Star Power
and the ather for multipler and note streaks.
After you've finished the game, you can tackle it
again in Dominate Quast, where you have all sight
powers enabled but must get 40 stars on each
song. If you're playing well, you can play an entire
song with Star Power on (and a 36x multipher

f Vanquish were a movie instead of a video
game, the most appropriate comparison
would be Crank, Like that Jason Statham
vehicle, Vanquish moves along at a breakneck
pace, briefly stopping on occasion to offer blink.
and-you'll-rmiss them scenes that push along
the barest possible skeleton of a plot. While
some of the action is exhilarating, the game's
generic characters and one-note gameplay
keep it from reaching the high standards set by
Shinji Mikami's other works.

After a brief tutorial, you're immediately thrust
into a futuristic LS. vs. Soviet Union confiict.

Leang story short:
You have crazy
battle armor, the
Russians have:
an ammy of robots that want 1o kil you, and a
crazy dude wans to blow up New York City.
Cutscenes are brief and don't do a fantastic job
of pushing the narative forward, but something
tells me that the story wasn't the first order of
business for Platinum,

‘You play as Sam Gideon, a tough-as-nails
chain-smoker whose voice resermbles a Muppet
impersonating Solid Snake. Outside of that, you
don't leam much about
your protagonist, What
he lacks in personality
he makas up for with his
Augmented Reaction Suit,
which is a fancy way of
saying “awesome body
arrmor that lets you rocket-
slide into robots.”

Most of the fun Vanguish
offers is related to this suit's
abilties, whether you're
rocketing from cover to
cover or performing a mis-
sile dropkick on a robotic

running). This arcade-style éxpérnience cames over
to the new Quickplay+ mode as well, which adds
cool Star Ghallenges that let you gain points to
leved up and unlock new rewards and items.

The soundirack is a mixed bag. The earier
stages ae wel balanced and focused, giving you
gennz-oriented selts like Johnny Napalm's punk
gig al CBGBs or new character Austin Tejas’s
classic rock block. The game's cenlerpiece s a
marathon playthrough of Rush's sidelong 2112
suite. As a big Rush fan, Hioved it, though I'm not
on board with having the band members do an
awkward recitation of the album's silly story. The
end of the game amps up the challenge with a
firal boss battle that features sorme ridiculously
hard new Megadeth songs and a bonus tier of
medal shreckders, Frankdy | think most of these
songs are temible and felt ke a chore. | had much
more fun coming back to earfier fracks on the
Dominate Quest.

Guitar Hero: Warrors of Rock is often stupid
and frequentty silly, but | got caught up in shrad-
ding ry way through the rdicuous experience, It
doesn't matter if | was laughing with the game or
laughing at &t; | was entertained. » Matt Helgeson

- o~ o[

commig. If a dozen enemies are coming down a
starcase towards you, it's hard to not feel ke a
badass when you rocket-slide away from them in
slow motion while throwing a grenade over your
shoulder. The game is at its best when you're
using these abilities during one of the many giant
set piece moments.

However impressive the action is, the game is
a one-trick pony. Boss fights start recycling eary
on, the weapons aren't parficularly impressive,
and you won't care about the story for a second,
Outside of a "snipe the spollights™ section and a
riciculously brief zero-gravity area, most battles
are of the “stand here and survive until the eleva-
tor is ready” variety. The game is also very short.
Don't be surprised if you finish your first playth-
rough in four hours or less.

If Vanquish had been fleshed out with better
characters, mone variety, and a more substantial
campaign, it could have been great. As is, the
awesome suit amounts to littke more than a fun
toy in a forgettable world, » Dan Ryckert
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PS3 = 360 = Wii

» Concept

Takes the familiar Guitar Haro
gameplay on a ridiculous
fantasy adventure

# Graphics

This is definitely the most
ambitious eye candy ever
seen in a music game

» Sound

At first the soundtrack

is diverse, but later

levels overemphasize
shredding matal

» Playability

The new special powers add
some interest, but mostly

it's the same old unway
and notes

# Entertainment

Audacious or stupid (or
bath)? This game will sharply
divide fans

» Replay Value
High

115

PS3 « 360

» Concopt
SHOOT BOOST SHOOT BOOST
SHOOT BOOST. Smoke

» Graphics
Everything moves along
at an impressive framerate
considering how much
crazy crap is constantly
happening onscresn
» Sound
Spastic techno soundirack and
cartoonish voices. Prepare to
hear Sam scream “Out of the
wayl” anytime you're aiming
within 20 miles of an ally
» Playability

e shooting mechanics and
the suit abilities both work
without a hitch
» Entertainment
It's a blast at the beginning.
starts to grow obd not long
after that, and then it's over

» Replay Value
Moderately Low
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PS3 » 360
w Concept
What's harder to endure,

the apocalypse or
uninteresting gameplay?

» Graphics

Often grand in scope, but
the fine details are lacking.
Monkey's animations are
amazing, but pixelated
texturing often steals your eye
» Sound

1f I hear Trip say “let me scan
the area® one more time. ..

= Playability

Teamwork between Trip
and Monkey is stunted early
on. Combat is an exercise in
redundancy and platiorming
is skill-free

» Entertainment

A better story than it is
agame

» Replay Value

Low

Second Oplman 8

threat. In
world I|< 5 §

orry abaout getting
ing aff you

a game. = Ben Reeves
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Enslav_eq Odyssey to the West

ned by uneven gameplay

Style 1-Player Action chlnpur Ninja Theory Publisher Namco Bandai Release Uctobel SESRBT

its conceptual hook of robots enchaining

mankind and through the unnacessary
shackles tied to gameplay. Developer Ninja
Theory spends far too much time holding the
player's hand, and in the process removes
any sense of escapism 1o this intriguing tale of
humanity”s last gasp for life.

The game starts off with a bang reminiscent
of Uncharted 2’ introductory train sequence.
A robot-infested slave ship is sabotaged by a
resourceful female prisoner and starts plummet.
ing toward the skyscraping remnants of a lost

E nslaved lives up to its namesake both with

meatropolis. Your first goal is 1o sunvive the crash.

This feat takes you through exploding comidors
and out onto the ship's hull, where breath-
stealing leaps must be made as debris passes
overhead and every second wasted brings you
closer to impact.

This exciting sequence concludes with an
unlikely parinership being forged between
the female, Trip, and a protagonist who never
reveals his true name, yet insists on being called
Monkey. To no surprice, Monkey is ape-like in
appearance and possesses the uncanny ability
to swing across poles

just ke a simian. Monkey f

is brought to life aptly by
Andy Serkis, Hollywood's
resident primate expert
{he played King Kong, the
ape-ish Gollum in The Lord
of the Rings. and will play
Caesar in the forlhcoming
Flanet of the Apes film).
The relationship that
develops between Trip and
Monkey is fun to walch.
It doesn't follow the path
you think it would. Their

personalities clash, yet neither could survive in
this harsh climate without the other. Thanks to
sharp writing by Ninja Theony's scribes, | cared
about the fate of both characters. The banter
between them is emotional at the right times,
fillad with smart jabs and amusing sarcasm, and
their chemistry shows noticeable progression as
their journey family takes them farther west. The
resonance of the tale, however, is undermined by
the gameplay.

Most of the platforming sequences showcase
action-packed moments, such as a bridge fall-
ing apart as Monkey shimmies along. But rarely
do these tensa sat pieces offer a real threat, as
Monkey can never fall or miscalculate a jump's
trajectory. If he isn't lined up comectly and you
press jump, ha won't jump. He just stands there
untldl you move him into the comeact position.
Toward the end of the game, he has 1o avoid
flames and spinning gears but up until this point,
most of Enslaved's platforming is simply an exer-
Gise in basic movernent,

Combat, while offering a great sense of brutal
physicality with each of Monkey's staff strikes,
lacks depth. | usad the same combo sequences

from start to finish, Ninja Theory also fails 1o offer
interesting adversaries. The largest foe, a robot
dog, locks cool, but is easy to snuff out with
repeated EMP blasts, Watching this beast rise
from the ground only to knock it down again with
another EMP shot feels like cheating, but as far
as | could tell, it was the only way to destroy it

Enslaved also lacks a sense of exploration.
Whenever Trip enters a naw area, sha must first
sean her surroundings. This extensive fiy-by of
the level details all of the enemies and points of
interest along the way. Trip's findings are digitally
broadcast to Monkey through his slave head-
band. He can see the distance at which he'll alert
an enamy, as well as all the objects with which
he can interact. One platforming stretch toward
the end of the game aven has Monkey following
a dragonfly that is discharging a sparkling trall
for fear that the player may not know where 1o
go next.

Given the amount of hand holding, I'm sur
prised this game doesn't play itself, The lack of
immersion and knowledge that every jump - no
matter how perdous it is - will land without fail
saps Enslaved of its entertainment valug, You
knoww a game is troubled when you find solace in
its extensive orb collecting.

This experience is also marred by a lack of
polish, Ugly textures frequent mast environ-
ments, the jump command is touchy, the
framerate skips Ike a lopsided record in certain
areas, combat controls lack responsivenass,
and the camera often clips into the emdron-
ment, hiding cool takedowns or cinematic
saquences. With the gameplay being such
an unwanted distraction, the story is the only
attraction. The plot delivers a cool science fiction
twist in its final moments, but ultimately serves
as a slave o mediocre gameplay for eight to
ning hours, » Andrew Reiner




NBA 2K11

Style | 10 4-Player Sparts (10-Flayer Onling) Publisher ZK Sports
Developer Visual Concepts Release October 5 ESRB E

opers of sports games do an admi

D e job of capturing the essence and

excitement of the modern leagues, but
few tap the deep well of history in senvice of
the sport. This is often chalked up to logistics -
since the players from bygone eras no longer
are serviced by player unions, the developers
must sign each individual athlete to craft a his-
torical recreation. Visual Concepts toyed with
this concept with All Pro Football 2K8, but with
no league license the experience rang hollow. In
daing the groundwork to retell the storied past
of basketball's most decorated legend, Michael
Jordan, 2K Sport has proven the results are
worth the effort.

The Jordan Challenge is rmiy favorite new
sports game mode of the year, Visual Concepts
painstakingly recreated 10 memorable events
from the career of His Aimess, signing all the
players from the era, animating them with sig-
nature shots, and even providing historical com-
mentary 1o give gamers the contaxt of Jordan's
achievernents, The attention to detal paid to
Jordan himself is remarkable - 2K nailed the
jump shot, crossover, ball fake, signature dunks,
tongue waggng, and even the competitive
stare of its cover athlete. This is a mode every
hardcore basketball fan should experience, and
other developers should follow suit in recreating
classic moments of other sports with this level
of dedication.

This attention to craft is also apparent in the
Association mode, which for years has stood
as the best franchise experience in the sport-
ing realm. With many of the finer details already
in place, this year the mode received a subtle
makeover in several areas, The new trade finder
is hedpful in finding willing suitors to unioad a
troubled player or unwanted contract. The draft

day features mone trade activity than ever
before. The Al-controlled teams are more
awara of when they should be starting a fire
sale, collecting young players for rebuilding,
or grabbing a veteran player 1o make a title
run. The only nagging absence in the mode
is the inability to sign players to contract
extensions during the season.

Last year 2K urveiled its My Player
made, a stuntad attempt at putting you in
the shoes of a young player trying to make an
NBA roster. The mode is mone enjoyable this
year thanks to an experence systern that results
n better rewards for good performances. The
reward logic is still touchy — you get knocked
an absurd amount of points for letting your man
score and you hardly receive any bump for
draining shots yoursalf. The skewed system also
over-rewards you for playing out of position - for
nstance, point guards get an uncharacteristi-
cally high bump for grabbing rebounds under the
hoop, But once you get the hang of the grading
system you should start stringing together strong
performances. One camyover complaint from
last year: The mode still starts you out with too
low a rating. A 40-rated player would never get
drafted in the first round, so if you're going to
lat me get selected this high, shouldnt | have a
commensurate rating?

The only area the inferior NBA Elite game
bests 2K11 is online. You can create a Crew
and import your My Player to play in five-on-five
matches, but with no online league infrastructure
t's not the destination mode it could be. The on-
court play runs smoothly for the most part, but |
did notice brief moments of lag.

On the court, 2K delivers many sublle changes
hat should please hardcore hoops fans. The
off-the-ball defense is drastically improved -

players maore actively police passing lanes and
rotate properly. The game has a better sense of
differentiation between untalented ball handlers
and gifted dime-dishing point guards — no more
outlet passes from your backcourt after a basket
to beat the defenses to the paint. The refined
collision system looks greal, and the tweaks to
the dribbling mechanics make the complicated
systermn more accessible. My favorite new feature
is the informative new playcalling systerm that
draws the plays right on the court so you know
where you should be at all times.

The only complaints | have are the returm of
a few legacy issues like poor sideline negotia-
tion, players shooting balls off the side of tha
backboard when shooting from the baseline,
the strange magnetism that redirects your player
while playing defense, and the fundamental
problems with help defense, Players often dont
face the right way or attempt a proper steal
when double-teaming.

While its competitor struggles to find its
shot, NBA 2K11 keeps refining its game and
opens a new door to the sports genre with
the must-play Jordan Challenge mode. With
solid presentation, a great franchise modea,
and strong gameplay, NBA 2K11 is an impres-
sive package. att Bertz

d d
The aisw jostling on the block accentuates the
physécal nature of posting up in the paint

8.15

PS3 = 360

» Concept

Recreate the biggest moments
from the best player in
baskeball history's career
» Graphics

A fantastic array of generic
and signature player
animations gives this
game the kook of a real-
life: broadcast

» Sound

Solid commentary and the

best spors game soundirack
of the year

» Playability

You can break out of
animations more frequently,
and the rest of the solid
controls return from last year

» Entertainment

A to1al package marred only
by small gameplay glitches
» Replay Valug

High
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Sonic the
Hedgeh_o_g 4. Ep|sode |

PS3 = 360

» Concept
Serub away a decade of bad
Sonic games with bleach
and HD

» Graphics

When Sonic first hit the
Genesis the vivid colors
popped off the screen. They
still do

» Sound

The same iconic sound effects
from the ‘90s coupled with
ho-hum music that's too kiddy
» Playability

Genesis-like gameplay feels
off, but the homing attack
smoothes it over

» Entertainment

A must-play for Sonic muts
and a solid download for
side-serolling fans

» Replay Value

Moderate

102 reviews

- Every enemy in the game i an.
_- Updated version of a classic foa

Style 1-Flayer Platforming Publisher Sega
Developer Sonic Team/Dimps
Release October 12 (P83, October 13 (360) ESRE B

years, Things were great in the early days; we ran

through the fields and thwarted a mustachioed
mad man's evil plans together. But after a few years of
bliss we hit rocky times; Sonic experimented with 3D
and hit rock bottom. This trust-shattering downward
gpiral continued for almest 15 years, but now Sonic has
promised change. 15 the blue blur's returm 1o fidelity and
2D encugh to reignite the blissful old flame? Yes, but
some of the magic has faded.

Sonic 4 sets the tone with a fitting tribute to Green Hil
Zone. The hedgehog tears across the lush green environ-
ment, trailing vivid blue streaks that evoke fond 16-bit
memories. Treks through casino, water, and factory-
themed levels not only show off the game’s gorgeous
visuals, but also serve as breezy remixes of the best
Sonic levels.

Each level is packed with familiar enemies, power-
ups, and speed devil set pleces like loop de loops. The
goal is stil to blaze through these stages while raking
in enough rings to play special stages and score seven
chaos emeralds - a challenging but rewarding task. If
you've played a classic Sonic game in the last year you
may struggle with the way he controls now. Whis he
accelerates fine without constant spin dashes, Sonic’s
signature momentum wanes without a constant press
of the analog stick. However, an efficient and fun new
homing attack overshadows most frustration caused by
the not-quite-apt controls,

This new title locks, feels, and sounds Bke an upgraded
Sonic game. Easily cigestible torch lighting puzzles and
mine cart segments do well to break up the game's
pacing, but more variety would have been welcomed.
Playing four stages within one level's theme gets repeti-
tive. Additional incentive for enduring frustratingly dificult
special stages to collect arbitrary gems would have been
nice, too - Super Sonic and a teaser endling just doesn’t
cut it anyrmose,

Sonic does his best to make things like they used to
be, but all the candlelit dinners and chaos emeralds in
the world can't hide the fact that we've both changed. It
may not be the be all end all Sonic game that professed
enthusiasts like mysalf have been waiting 15 years for, but
Sonic 4 is a fun, frenetic download for fans and newcom-
ers alike. » Tim Turi

M y relationship with Sonic dates back nearly 20

Piants Vs, Zombies

box 360 version provides lawn defen

» Concept

Fend off starving zombies
using a wide variety of plant
life: in original and new modes
on XBLA

» Graphies

Cartoony visuals look great

in HD

» Sound

The music never gets

old, with haunting-yet-
lighthearted arrangements
complemented by the sounds
of zombies yearning for brains

» Playability

Controls are just as easy to
pick up en the 360 controller
as they are on other platiorms
» Entertainment

If you've somehow missed
the previous versions, the
inclusion of co-op and
multiplayer makes the XBLA
wersion of Plants vs. Zombies
a worthy selection

» Replay Value
High

se fOr f WO

Style 1 or 2-Player Puzzle Publisher
PopCap Games Developer PopCap Games
Release September 8 ESRE E104+

n just over a year, Plants vs, Zombies has sprouted
across multiple platforms, further establishing PopGap
as a household name post-Bejewelad. Whether on
PC, handheld, or mobile platforms, each installment
oozes with PopCap's signature charm and polish, and
the most recant Xbox Live Arcade version is no different.
To further enhance an already sofid and addictive offer-
ing, PopCap has included engaging cooperative and
multiplayer modes to keep things frash.

In case you've been living under a Wall-Mut, Flants vs.
Zombies requires you to defend your hame (and your
brain) from a zombie invasion using a variety of plant e
1o keep the hordes at bay. This time around, however,

a second player can join in for the main adventure’s 50
levels. Each player selects and places plants indepen-
dently, but having an extra set of eyes becomes helpful
during later levels when zombie hordes are seemingly
endless. You'll also find separate co-op levels outside
of adventure mode that gives each player four slots to
choose plants. Sunlight needed to set up your defense
isn't shared, however, so what begins as a harmonious
team effort can quickly tum into a shouting match for
hogging all the energy or misplacing a plant — and that's
all part of the fun.

Versus mode puts one player in control of the plants,
with the other commanding the advancing zombie horde.
Tha plants are no different than in adventure mode, but
as zombies you're 1asked with protecting your amy from
opposing plant projecties with propery placed tomb-
stones while driving zombies toward the plants” home,
The inclusion of multiplayer and cooperative modes to the
franchise is a welcome addition, and the seamiess execu-
tion of famiar gameplay mechanics when exploring new
soi with a second player makes these modes feel ke
they have been part of the beloved game from the start.

if the new control layout on the 360 is of concemn, don't
sweat it. PopCap has continually done a fantastic job
transiating the control scheme across platforms (from
computers to touch screens) and the 360 controller is
no exception. While navigating the grid with the left stick
is probably the least tight among platforms, it takes no
time at all to adjust to the new
scheme making it just as easy
for veterans and newbies alke
to get the gameplay down.,

If you have yet to pick up
Flanis vs. Zombies or want
to once again engage in
zombye stomping (or brain
munching) action with a
friend, the XBLA version is
a worthy addition 1o your
library. » Annette Gonzalez




NBA Jam

A drive down memory lane

Style | 1o 4-Player Sports Publisher EA Sports Develaper EA Canada
Release October 5 ESRB E

n the height of the arcade era | probably
spent the GDP of Burundi raining threes and
shallering backboards in NBA Jam. But after
years of success, the franchise found itself in
a sconing slump and inevitably retired to the
bench. After Midway liquidated its assets, the

Second Opinion 8.25

Rather than trying to revelutionize the core
elements of the game, this reboot plays just like
dlassic NBA Jam with updated rosters, hilarous
visuals, and some entenaining game modes,

EA nails the presentation, from the high-flying
tomahawk slams to the commentary from Tim
Kitzrow. While it may look and feel like the
same game you pumped countless quarters

into back in 1993, the Wil controls can be a
hindrance at times. [t's frustrating to watch your
character go for jump shets when you want a
dunk, or when the remete misreads a slight
hand motion a5 an intent to block a shot. It's
also disappeinting to see that being “en fire”
doesn't give you quite the dominating edge it
did back in the day. Despite these minor issues,
NBA Jam absolutely delivers if you're looking for
a concentrated shot of nostalga. » Dan Ryckert

franchise license fell
into the lap of EA,
which just happenad to hire oﬂglr\al MNBA Jam
designer Mark Turmell shorly thereafter. Queue
the Rocky comeback training montage and
overdub it with a Boomshalaka. NBA Jam is
back, and it's as good as you remember.

This over-the-top take on the NBA trims away
the fat from team rosters (o deliver glorious
two-on-two gameplay with the most recogniz-
able faces in the sport, as well as a few guest
appearances from celebrities and politicians.
Most teams have unlockable legendary players
from the griginal games as well, with a few glar-
ing exceptions ke Charles Barkley, Reggie Miller,
and Shawn Kemp. The art style takes a page
from South Park, as pictures of player faces are
Photoshopped onto animated bodies with hilari-
ous expressions that change as they perform
different actions on the coun,

The tried and true gamepday remains largely
unchanged. Each game is filled with thundering
chunks, bombs from three-point range, and an
excessive amount of blocks, steals, and flying
elbows. Hitting three shots in a row without lat-
fing the other team score sets your player on fire,
but this doesn't increase your shooling accuracy
as much as in years past. EA did an admirable

job translating the controls to the Wi remote and
runchuk, but it's not without problems. When
you jump to block or take a shot, sometimes
wour character jumps again immediately after you
complete the motion, which can easily cost you
a basket in tight games.

The classic campaign structure retums, but
EA wisely complements it with a few new gama
modes as well. The Remix Tour offers a host of
different game types, challenging you to destroy
a team’s backboard or control hot spots on
the half-court to rack up more points than your
opponents. My favorite is the Remix 2v2 game,
which intermittently strews power-ups across the
court that your player can use to get the upper
hand on the competition. Those who crave a
hardcore challenge will adore the Boss Battles,
which pit your skills one-on-one against NBA
legends like: Larry Bird and Dr. J.

MNBA Jam's only major flaw is the lack of online
multiplayer, This game was made for competi-
tion, and not everyone has three other people
to play with in thair house. I'd love to sea the full
game ported to the other consoles so we could
challenge our fiends online. = Matt Bertz

8.257

% Concept

Revive a classic arcade
franchise with a
contemporary teuch

» Graphics

The charming Photoshop-
meets-pixelation art style
works well

» Sound

Classic commentator Tim
Kitzrow returns to call every
Boomshalaka and block
with fervor

» Playability

Controls are more competent
than mest Wil games,
though you'll still sulfer

from some unpredictability.
The game also supports the
dassic controller

# Entertainment

This nostalgic trip down
memory lane is the perfect
multiplayer game. So why no
online support?!

# Replay Value

High

0 Ged

» Concept

Remove Mario Party's

charm by taking out classic
characters and replacing them
with boring Miis

» Graphics

“Spin-0ff" successfully
emulates the gaudy look of a
game show, but everything
else is bland and lacks style

» Sound
Plan to turn down the volume
before you're overwhelmed
by elevator music and

an annoying gibberish-
speaking host
» Playahbility
Learning to control each
new minigame is a slight
challenge. but there's little
strategy to the metagames
» Entertainment
If you dug Mario Party, maybe
you'll enjoy this, but there are
far better party game options
on the Wii

» Replay Value
Moderate

Party

For the love of God, don’t

RSVP

Style | to 4-Player Party

Nintendo Develop:

Nd Cube Rel, October 3 ESRE E

of the best examples of a party game

this generation. It has a light-hearted
atmosphere, but it also requires strategy and
forward thinking if you want to win. By com-
parison, Wi Party is unmitigated, uninteresting
chaos. Believe it or not, Wi Party is worse than
the Mario Party series.

Wii Party's 80-plus minigames share the same
uneven quality I've come to expect from Mario
Party, which makes sense given that many of
them are terations of games from that series.
The metagames are even worse. Whereas
Mario Party gave players multiple boards to play
through, Wi Party features multiple game types,
each less exciting than the last.

Board Garne Island and Globe Trot adhere

|_ ast month, | reviewed Guilty Party, one

miost closaly to the Mario Party tradition. If
you're going to play any portion of the game,
Globe Trot is the best. You choose how many

spaces you move by playing cards in your hand,

50 you have more control aver what's going on.

Game types such as Spin-Off are full of
random crap that keeps determining the winner
out of your control. In my first few rounds of
this Wheel of Fortune rip-off, the bank filled up
with 50,000 coins that | subsequently won in a
minigame, making it nearty impossible for me
to lose. This wasn't due to any sort of skill on
myy part; it was dumb luck. My reward? Having
ta sit through 10 futile rounds of other players
spinning the wheel, unlikely 1o ever catch up.

If that isn't enough to put you to sleep, why
not try one of the several games based around

the thriling activity of matching Mis who are
wearing the same color? There's even Mi
Bingo. Yes, Mii Bingo. That should give you a
good sense of the brain-dead crowd this game
is targating.

| can already hear complaints rolling in about
haow I'm not part of Wi Party’s intendad atich-
ence, but | don't think that's true. | love getling
frienvds together to play goofy games like this,
but plenty of other Wi releases have done what
Wii Party is attempting in better and more inter-
esting ways - even Nintendo's own Wario\Ware:
Smooth Moves. The only impressive thing
about Wii Party is how Nintendo dumbed
down and removed the soul from a franchise
that was already as stupid and soulless as
Mario Party. » Phil Kollar




2 9.19

» Concept

Build a mighty civilization
from a humble
wandering tribe

» Graphics

Performance isn't what you'd
hope for from a strategy
game, but the ant deco
aesthetic works well

# Sound

FReal accents in their actual
languages for rival leaders

is a great touch. The
soundirack doesn’t live up to
Civ IV, though

» Playability

One homible mistake in
diplomacy is the cnly blemish
on the interface, Everything
else is perfect

¥ Entertainment

‘This is the best strategy game
in years. Don’t miss it

¥ Replay Value
High

Tactics finally matter

L N, L A

[‘[',muaﬁ : ML

C omparing Civilization V to contemporary

strategy games is entirely pointless.

Imagine if Modemn Warfare had come
out alongside Quake II. There is simply noth-
ing comparable out thera, not least because
the strategy genre has become the province
of indie developers and niche publishers. Civ
Vis a towering, triple-A release with millions of

dollars worth of polish in an era where question-

ably localized Russian titles are all that strategy
gamers have to tide them over for months at a
time. It's also a delightfully fresh take on a for-
mula that has been slowly iterated on for more
than two decades.

The heart of the Chiization fantasy is
unchanged. You still manage cities, developing
them from crude collections of mud huts into
gleaming modem metrepolises, Vast armies and
anmadas are again at your command, waging
global war for conguest, defense, or resources
with everything from spears to nikes. The land
must still be worked, the primordial wilder-
ness tamed throwgh your people’s sweat and
blood. Your ultimate goal is yours to choose:
Diplomatically unite the pecple of the world
under your benign leadership, launch a viable
colony ship into cuter space, conguer the globe

Style 1-Flayer Strategy (8-Flayer Onling) Publisher 2K Games Developer Firaxis Games

through force of arms, or create a glorious utopia
through enlightened civility.

Giv Vs genius lies in the way that Firaxis has
aggressively chopped the number of decisions
that a player has to make during the coursa of
a game while taking away almost none of the
meaningful ones. As a hardoore Civ player, |
appreciate some of these ancillary aspects of the
design, but the removal of all the fat is ungues-
tionably Civ V's greatest accomplishment.

A perfact example of this elegance of design
is the new concept of “embarking” units and
removal of transport ships. In previous games,
you'd build separate transport units, load your
armies onto them, and send them across the
ocean to land on foreign shones. As your military
got larger, managing this became extremely
cumbersome. The concept of land units being
vulnerable and slow while embarked - the
enlire point of transport units - is parfectly rep-
licated by Civ Vs systemn of allowing armies to
miove across water on thair own, albait slowly
and defenselesshy.

Firaxis applied this sort of critical examina-
tion to legacy systems across the board. Some
remained nearly unchanged, such as construct-
ing improvements like farms and windmills on
your land, Others wene scrapped entirely, ke
Civ V's religion system. Many others survived
in altered forms, and | embrace the changes
without exception. This is by far the most

ble game in the series, even edging
out the stripped-down console entry Givilization
Revolution, but Civ Vs remarkable gains in
accessibility have not come at the cost of
strategic depth.

The major changes to the Civ formula may be
hard for veterans to accept at first, but most will
quickly realize that they haven't kost any control
over ther empire’s development., The change
to research and revenue looks drastic on the
surface, but your input has merely been moved
from the commerce allocation slider to manag-
ing citizens and specialists within indhvidual
cities. Religion’s old role in spreading culture and
affecting diplomacy is ably filed by the newly
expanded role of gold, and creating a trading’

Release Seplember 21 ESRE E104

financial powerhouse civilization is finally a viable
path to victory. And as for combat. . swallow your
price and your love for the old stack of doom,
ladies and gentlemen, because the one-unit-per-
file new model is infinitely superior in tactical and
strategic options while decimating the amount of
tirme it takes 1o manage an active war,

The design focus on gold and resources is a
fantastic approach that lends a lot of texture 1o
diplomacy and opens up new possibilties for
non-viokent conflict = but it's a pain in the rear
fo fully take advantage of because the inter-
face lacks a good way to track your incoming
and outgoing resources and gold. Every time |
want to sell off some cotton to Montezuma, for
instance, | have to manually count how many I'm
collecting myself, how much I'm getting in trade
from other nations, and how many I'm alreadly
trading away. Stupid. Also, one specific earty-
gama strategem nearly guarantees a win on
its own: uging the Great Library's free research
advance to net the expensive Civll Senvice tech-
nology can double your growth rate, putting
every other empire at a massive disadvantage.

Multiplayer is functional, but the only way |
suggest spending any time with it is with fiends
playing cooperatively against the Al, Fora
number of reasons, including the Civl Service
slingshot above, Civ V's design does not lend
itsell wedl to cutthroat human-versus-human
play. That said, | didn't come across any techni-
cal issues that prevent playing with friends from
being enjoyable.

| encourage everyone, from strategy newbs
who spend most of ther time in online FPS
matches to grognards who could teach me a
thing or two about the optimal distribution of
forces in hex-based combat, to give Chilization
Va shot, As a hardcore strategy gamer who
is no stranger to planning cut my empire'’s
production dozens of tuns in advance, I've
already turned to Civ V for my world-conguering
needs — but at the same time, if anything is
going to rear a new generation of strategy
gamers like the very first Chvlization did for me,
it's this. » Adam Biessener



Amnesia; The Dark Descent

Horror done right

9.25 7

» Concept

Blend audio, video, and
interactivity in a convincing
argument for the power

of video games as
emotional experiences

» Graphics

Fve never had a visceral
reaction to light and darkness
like | do in Amnesia

» Sound

Play it loud. From ambient
naises o environmental

# Playability

Rather than combining two
arbitrary items to form an
improvised lockpick o open
a window, you can throw a
chair through it. You don't
have to have Myst-style
patience for these puzdes
% Entertainment

contingent of gamers wha incessantly bleat

about the lack of new experiences in modern
video games will purchase Amnesia: The Dark
Descent right now. This indie project is an
expertly crafted tale of horror and discovery that
uses its interactive nature to enthrall players as
deeply as any tale in any medium. Amnesia is
barely a game in the traditicnal sense, leaving
the nearly two decades of horror gaming tradi-
tion since Alone in the Dark by the wayside and
forging its own twisted path.

Daniel's story is a tragedy from the beginning.
Waking up in a decrepit Prussian castle with
no memary of his past, he soon learns that his
amnesia is seff-inflicted. I can't tell you why, but
know this; | choose to forget,” reads the note
his former self left for him, dated August 1838,
bafore intentionally blanking his ewn memaory.
His reasons for this drastic act remain vague,
but the horible reality of the castle gives reason
enough 1o squeeze your eyes shut. A literal living
nightmare relentiessly pursues Daniel through
the castle as he struggles to piece together
enough of his past 1o make sanse of his formes
self's final directive: Find and kill Alexander of

l 1 there is any justice in the world, the sizable

Brennenburg.
Going into further detail would spoil the mys-
tery; A ia's setting is too i and the

pacing of reveals is too well-crafted to disre-
spect. The backstory parallels Daniel's current
quest. Amnesia follows the tradition of Lovecraft,
Poe, and Shelley, weaving a tale deeply tied to
the 19th century’s spirit of discovery, power,

and glory. The journal notes you unearth tell a
story of hubris and curiosity inexorably pulling a
fascinating cast of characters through their own

descent into madness, which leads to the cur-
rent predicament. The story drew me reluctantly
onward, even when | wanted to walk away - not
out of frustration or boredom, but because | was
outright scared of what awaited me down the
next dark hallway.

I'm not ashamed to admit my fear. Amnesia is
terrifying. Stow footsteps and ragged breathing
might be part of the ambient audio track - or
they might mean that a nightmarish creature is
behind the next door. A door fiying open could
be a clue to where you need to go next, It could
also be a precursor to a horrible monster charg-
ing at you. | literally jumped out of my seat

forward rather than encouraging the meticulous
scavenging behavior that is a halimark of so
many games.

Inventory management is limited, as players
only need concern themselves with a bare hand-
ful of resources as well as the occasional puzzie
piece. Unlike Alan Wake (or nearly all horror
titles, for that matter), the gameplay never takes
away from the susp or sense of i i
This comes at the price of action, as you genar-
ally have no viable combat option in Amnesia,
Then again, the ass-kicking protagonist is a con-
cept foreign to the homor genre in every medium
but games,

several times per hour, D per F

Games has discovered a strange alchemy that
mixes pacing, interactivity, and presentation into
pure SuSpense.

The first-person gameplay itself is simple. The
castle slowly opens up 10 you as you explore
its many chambers, revealing the secrets that
have kept it and its cccupants shrouded in a
cloak of occult mystery for centuries, Gathering
your nerves to venture into the next darkened
room is the hardest thing about Amnesia; action
sequences are used sparingly to capitalize on
built-up tension. The primary mechanic is your
sanity level, which slowly drains as you spend
time: in the darkness. Standing in the light makes
you an obvicus target for any enemies, though,
which makes the light-dark tension a constant.
Cool fullscreen effects make evarything mare
menacing as your sanity spirals downward, and
Daniel's breath echoes in his ears as he loses.
his grip on reality. Advancing through the game
is the only method to regain your wits, which
creates a feedback loop that pulls you ever

If Resi Evil is Aligns, ia is Align,
Frictional Games has created something wholly
unlike: the traditional horror game. Amnesia
shows us by example that gaming has enftirely
new realms to explore. The price of admission is
only $20 through your digital retailer of choice.
Do the right thing. » Adam Biessener

ining™ is perhaps not
the right word, but this is a
journey well worth taking
# Replay Value
Moderately Low

reviews 105
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w Concept

Expand Maxwell's already
impressive vocabulary with
the addition of adjectives

» Graphics

The simple, endearing
graphics and animations
haven't evolved much from
its predecessor

» Sound

The upbeat music suits the
tane of the game perfectly
» Playability

The inclusion of d-pad
controls helps eliminate some
of the frustration from the
first title

# Entertainment

Vague goals can get in the
‘way of pure puzzle bliss,
but the euphoria from
solving riddles keeps the
enjoyment high

» Replay Value
Moderately High

Adjectives add intrigue and innovation

TARITE FULNDY

Style 1-Flayer Puzzle Publisher Warner Bros. Interactive Developer Sth Cell Release October 12 ESRB E10+

f you enjoyed Scribblenauts, spping into
the saquel feels ke meeting up with an
old friend. The building blocks of the game
remain unchanged, retaining the clevemess and
replayability that made the original so charm-
ing. Instead of overhauling the basics, 5th Cell
opted to augment the tried-and-true formula by
adding adjectives and buiding upon the impres-
sive vocabulary that brings your creativity to life.
Adjectives allow for increasingly humonous
and complex methods of solving puzzles. When
asked 10 make a cross between a building and
an animal, successful solutions included a “furry
condo,” and a “hainy house.” Sadly, a “drooling
apartment” didn’t fulfil the criteria (fur was appar-
ently a requirement), but summoning a salivating

residence into exastence was gratifying in its
own right.

Maxwel's avalable vocabulary isn't the only
thing that has expanded; the puzzles feel more
varied, too, New challenges have you dusling a

witch by summoning monsters with specific traits
to counter her concoctions, matching ingredients

in a grid according to a recipe, and aven more
complex chains of interactions like colonizing
a planet. Even if | was slightly frustrated by a
puzzie, curiosity always got the best of me and
pushed me forward, “Just one more puzzle” is
an easy habit to fall into.

Super Scribblenauts’ biggest downtall is the
same as its predecessor's. Because of the
freedom of choice and the overall ambition of

the project, it's that much more disappointing
when an elaborate scheme on your end doesn't
come to fruition. Some exclusions are mystifying
in the library of 10,000-plus modifiers; | could
SuMmMon a “mopey car,” but a “loud car” was out
of the question. Additionally, a handful of objec-
tives were cryplically worded, so much so that

it took a lot of trial and arror to even understand
the goal,

Super Scribblenauts stil stands head and
shoulders above its puzzle brethren in terms of
innovation and originality. The abity to tackle
puzzies again to find new solutions, the addition
of a puzzle creator, and special levels that focus
on action-orented play give Maxwel's adventure
surprising longevity. » Meagan VanBurkleo

7% 6

» Concept

Make an RPG that ignores
all advances in game
design from the last

20 years

» Graphics

Some cool visuals in towns,
but the charm of this style
is wearing off

» Sound

The music is my favorite
part of this whole game,
bringing back fond
memanes of ald-school
Final Fantasy soundtracks
» Playability

Why won't you let me
select which enemy my
characters attack? Why?
¥ Entertalnment

If you want a classic-
style RPG, play a real one
instead of this imitator

» Replay
Low

106 reviews

Final Fantasy: 4 Heroes of Light

Too old fashioned for its own good

Style 1-Flayer Role-Playing (4-Player Local} Publisher Square Enix Developer Matrix Software/Square Enix Release October 5 ESRB E10+

old-school basics to recapture the

charm of a bygone RPG era, From the
predictable plot 1o the four heroes, this
spin-off takes inspiration from the minimal-
ist approach of the 8-bit Final Fantasy titles.
Mostalgia may be a powerful force, but it isn't
enough to make 4 Heroes of Light worth
remembering, fondly or otherwise,

Developed by the same team that handled
the DS remakes of Final Fantasy Il and IV, this
game could be said to have a classic vibe, but
that’s being charitable. Everything about the
adventure is pulled straight from the big book
of RPG tropes - Desert town? Spoiled prin-
cass? No way! Nothing about the characters
or plot is surprising.

Without a strong narrative 10 draw you in, all
you're left with is a wreck of a battle system
thrown into this by-the-numbers adventure.
On one hand, the turn-basad combat tres
to be simple and accessible; the job system
is easy to understand, and the elimination
of MP means you aren't constantly manag-
ing resources. At the same time, the imited
inventory space and rough boss encounters
will leave you longing for basic features found
in just about every real RPG made since the
late ‘80s.

F inal Fantasy: 4 Heroes of Light employs

The worst offender is the targeting — or the
lack thereof. You can't specify which enemies
you attack or which alfes you heal, Instead,
you select the action you want to perform,
then place your trust in whatever hidden,
under-the-hood caleuations the system uses
to detenmine your target. It does okay most of
the time, but fals frequently encugh that you
can never formulate refable strategies.

Four-player co-op could have patched
some of these wounds, but it doesn't, The
local-only multiplayer is onty good for grinding,
since only the host can make story progress
{and you can't save until you axit the whaole
model). Your core party isn't even static, so
you may only be able to do two- or three-
player co-op, adding an extra barier to playing
even if you and three friends are sitting on the
same couch.

What this experience lacks in novelty, it
makes up for in frustration. Your objectives
are often laft unclear, and when you figure
it out, you're rewarded with clunky battles
and a story you don't care about. Final
Fantasy: 4 Heroas of Light isn’t glitchy or
broken, but that's the highest compliment |
can muster. » Joe Juba




Professor Layton and the
Unwound Future

Iyt

What [ mean to say is, those are
. some fine marners! Nice to meat
You Too, lad, The name's Cogg.

8.25

n Concept

Tie puzzle gameplay into
an oulrageous mystery just
liker always

Style 1-Player Puzzle Publisher Nintendo Developer
Level-5 Release September 12 ESRE E10+

hen Professor Layten and the Curious Village
W came cut in the LLS. a couple of years ago,

it was a fresh concept. The French cafe
soundtrack, the distinct animation and art style, and
Layton and Luke's insatiable desire to solve myster-
ies made it stand out from your ordinary puzzler, The
second game was on a similar bar puzzle-wise, but it
had a strange vampire plot and ending with a series of
wacky explanations,

This time around, the duo travels to what may or may
not be a future version of London, so it's not fke things
are suddenty grounded in reality, However, the cast
really sells it. | won't spail any new or retuming charac-
ters, but it's easy to see why the charming professor
gathers a crowd of amateur puzzle enthusiasts on his
frek, making the player feel like a team member as weill
The biggest departure from previous Layton tales is that
it actually ties into the professor's past - we learn that
he's not just a stoic, manners-obsessed robot. Its also
worth mentioning that this is the last entry in a distinct
trikogy, so fans have to check out the surprisingly epic
finale (the next Layton trilogy is actually a prequel).

From a puzzle-solving standpoint, don't expect too
marny changes from previous titlies. You'll still have
plenty of block shuffling, route figuring, and “how old
is this sister?” phrasing fricks. However, Leval-5 finally
revamnped the memo system, and it makes a huge dif-
ference. Now you can change ink color, ine thickness,
and most importantly, erase specific notes instead of
being forced 1o clear out everything at once. There's
also a new Super Hint that unlocks after you've spent
three coins on all of the previous puzzle hints. This one
costs two coins and pretty much spells the answer out.
Of course, they should only be used if you're extremety
stuck, but it essentially efiminates the nead to look up
answers online,

Bottom ling, if Layton didn't fioat your boat the first
time around, nothing is going to change your mind
here, But it's definitely worth it for fans to jump back
into a world where you can't walk five steps without
finding a puzzle to solve. » Bryan Vore

» Graphics

The brain-teasers look as
simple as ever, but this
has easily the most deftly
animated sequences of
the series

#» Sound

Doesn't stray far from the
traditional accordion music
backing Layton's proper
Eritish accent

» Playability

Slight tweaks to the puzze
solving tools help bring the
series forward

» Entertainment

Nothing rocks the boat here,
bart the total package is the
best of the wilogy

» Replay Value
Moderate
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~ Visit VirginGaming.com/GameOn and
~ play for your share $100,000 today!

:"Z; ASSASSIN’S CREED BROTHERHOOD
~ $25,000 LAUNCH TOURNAMENT

~ We’re kicking off the arrival of Assassin’s
Creed Brotherhood to Virgin Gaming

~ with a $25,000 tournament prize pool.
The challenge begins December 6, 2010.

- Enter at VirginGaming.com/ACB.

ASSASSINGS

CREEDH
BROTHERHOOD
ONLINE TOURNAMENT

PLAY FOR YOUR 4
SHARE OF

$25000

IN CASH AND PRIZES.
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It may be getting cold outside, but things
are as hot as ever at Virgin Gaming.

Trust us — It Pays To Have Game™.

VirginGaming.com/GameOn
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Gombining ease of use both on and off the track is the key to
why this game stands out. [ can't say that either aspect of the
game is the most involved you are going to see, but simply
having interviews and team objectives in and of itself is great
for a season-based racing game. Couple that with accessible
racing with an eye towards realism, and Codemasters finally
delivers an Fl game everyone can enjoy. — Matthew Kato

Unlike John Daly himself, this game is devoid of
personality. That being said, the ProStroke controls
have their advantages over Tiger in some cases
{except for when using the PlayStation Move), and
with such a bare career mode I hope this game
takes advantage of the fact that it has room fo grow
in future iterations. — Matthew Kato
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Kid-targeted games have a bad reputation, but it’s not always deserved.
Legend of the Guardians is one of those rare exceptions that stands on
its own as a fun and visually arresting game for any age group, even

if its simple premise and gameplay make it most appealing to less
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Soccer is a free-flowing game

Condemning Aragorn’s Quest for
its attempts to accommodate a
less experienced audience isn't
fair, but shallow and repetitive

combat combined with stilted
storytelling just results in a bad
game, no matter how you
slice it. — Joe Juba

of creativity and skill, and I can
experience that on the pitch in
1FA 11. Unfortunately, weak
spots like the game's bare career
mode hold it back and keep the
entire package from being Total
Football. — Matthew Kato

Visit gameinfarmer.com/mag for the full reviews
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by Ben Reeves

In the 1980s, Tetris was one of the most sought-after video game properties in the world. Dozens of com-
panies raced to acquire the rights to it, and in 1989, Tengen bought the license from a European company
called Mirrorsoft. After being on store shelves for only a month, the publisher was forced to recall hundreds
of thousands of unsold Tetris cartridges. A tiny problem had emerged — Mirrorsoft didn’t own the license to
sell the game, and Nintendo had already purchased the rights to distribute Tetris from the game’s original
owners, the Soviet Foreign Trade Association. Nintendo sued Tengen, and Tengen's version was pulled off
the market. The custody battle over Tetris is just part of a bigger story of Tengen that involves patent theft,
corporate backstabbing, and underhanded business dealings.



Born Qut Of Atari’s Ashes

Atari rose to dominance in the '70s, as the
world's leading video game company, but after
the industry crash in 1983, Atari was sinking
fast. In ordler to recoup costs, the company sold
off its home video game division. This new com-
pany started producing PC hardware under the
name Atari Corp, but it ran into a problem when
it decided to break into the video game busi-
ness a faw years later. The original Atari was still
producing games under that label, so this new
Atari needed a name that would set itself apart
from the competition.

Atari was named after a term from the popular
Japanese board game Go. The Atari offshoot
followed suit, rebranding itself Tengen, a term
that refers 1o tha center pont of a Go board.

It may have been amogant to assume that this
new publisher would become a focal point for
the video game industry, but its name turned out
to be somewhat prophetic. Within a few years,
Tengen became one of the most talked about
companies in the industry, not because of the
games it was publishing, but due to its shady
business practices.

The Keys to Nintendo's
Kingdom

To maintain quality contral of the titles released
on the NES, Nintendo installed a lockout chip
called the 10NES into every unit. Only games
that made it through Nintendo’s licensing and
approval process were given the micrachips

to bypass this systern. At the time, Nintendo
restricted its licensees to five games a year, and
every title had to remain exclusive to the NES for
at least two years.

Tengen wasn't happy with this arangement.

It could make a lot more money by producing
more games, so Tengen executives met with
Nintendo to see about renegotiating the censing
agreement. The execs felt that Nintendo’s licens-
ing fees were too expensive and they didn't ke
been restricted to releasing only five titles a year,
When Nintendo shot down Tengen's proposition,
the young western company began looking for

a less diplomatic solution. They decided to hack
Nintendo’s lockout chip.

Mumerous manufacturers had already discov-
ered a way 1o override the 10NES lockout chip,
but this required zapping the chip with a voltage
gpike. Tengen engineers wormied that this might
cause imeversible damage to a customer’s NES
consoles, unnecessarily exposing the company
to Eability. Additionally, Mintendo was aware of
this workaround and constantly made modifica-
fions to the 10NES chipset to prevent hackers
from spiking the system.

Tengen's hive of engineers worked in secret
to reverse engineer the 10NES chipset, but the
console proved to be a lock they couldn't pick.
The company refused to give up, and eventually
switched tactics. Tengen's lawyers contacted the
government copyright office requesting a copy of
Nintendo's lock-out systemn, claiming it needed
the materiats for a fictional lawsuit Nintendo had
filed against them. Bluaprints in hand, Tengen
had no problem creating its own version of the
10NES chipset. Tengen had its own master key
to the most popular video game console on the
planet, Announcing that it had developed a chip
that allowed non-icensed companies to bypass
Nintendo's lockout chip, Tengen started releas-
ing its own games on a gray markel. For a short
time, the future looked very profitable.

The Fall of Tengen

The reason most NES cartridges look exactly
the same is because Nintendo manufactured
them all. No matter who developed a game for
the NES, Nintendo handled the praduction of
the actual cartridges. When Tengen started pub-
lishing unlicensed products,
however, it had 1o manufac-
ture its own cartridges. The
company put its games into
rounded black cases that
resembled early Atari carts,
somathing that immediatedy
set its games apart from the
competition.

Mary of Tengen’s titles
wera popular, but most of
the company's library con-
sisted of arcade hits like
Pac-Mania, Ms. Pac-Man,
Relling Thunder, and Klax.
Tengen also licensed popu-
lar Sega titlies like Shinobi
and After Burner and portad
them to the NES. Business
was booming, and Tengen was riding high on
its success.

In December of 1988, Tengen kicked off what
would turn into a long series of legal battles,

It accused Nintendo of a monopoly and sued
the Japanese publishar for $100 milion. By
Novenber of 1989, Nintendo had seen enough.
Tired of Tengen's bullish behavicr, Nintendo
pushed back hard, countersuing the company
for breach of contract and copyright infringe-

Tengen manufactured its own ¢
molded out of hlach pla«n

ridges

g \n\.ilo also famou
drc:ﬂie hit Asteroids. Many

“Tengen had
its own master
key to the
most popular
video game
console on the
planet.”

ment over the copied 10NES security chip. At
the same time, Nintendo started secratly meet-
ing with various retailers, threatening to reduce
or hold up shipments of Nintendo products if
their stores didn't stop carrying Tengen games.
At the time, Nintendo was. the biggest name in
the toy industry, and the NES was one of the
hottest commeodities on the
market. It wasn't a hard
decision for retailers.

The ongoing legal battles -
compounded by the Tetris
fiasco from earlier in the
year - deplated Tengen's
financial reserves. Tengen
fought Nintendo in the

bt eventually sattled with
Nintendo before a decision
was reached. The end finally
cameé in 1994 when media
conglomerate Time Warmer
baought a majority share of
Tengen's parent company,
then folded Tengen into its
Time Warner Interactive
label. The name Tengen disappeared from
video games forever. But somewhera cut thare,
hundreds of thousands of black NES cartridges
serve as a reminder of its existence.

which helped set

courts for as long as it could,

In 1988, Tengen published

Pac-Man, R.B.I. Baseball,
and Gauntlet. These were
the only three games the
company released through
official channets, although
the company eventu-

ally re-released the titles
in black carts after it broke
its contract with Nintendo.
Below is the full list of
Tengen titles.

= After Burner

= Alien Syndrome

» Fantasy Zone

= Gauntlet

= Indiana Jones and the
Temple of Doom

» Klax

= Ms. Pac-Man

» Pac-Man

» Pac-Mania

= RBI Baseball

» RBI Basebal

= RBI Baseball 3

» Road Runner

» Rolling Thunder

» Shinobi

= Skull & Crossbones

» Super Sprint

= Tetris

» Toabin

» Vindicators

Resources:

Steven L. Kent. The First
Quarter: A 25- Year History of
Video Games. Bothell: BWD
Press, 2000.

Leonard Herman, Phoenix: The
Fall & Rise of Video Games. New

Jersey: Rolenta Press, 1997,
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The Evolution
of Cole MacGrath p=zree=ee,

Sucker Punch loves changing
and improving its work, but fans got hostile when Cole MacGrath was redesigned and unveiled in
our cover story earlier this year (issue #207). However, that's not the only time Cole and his concep-

tual predecessors have gotten a makeover. Here's a look at what's happened throughout the char-
acter's conception and some of the reasons why.
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S a 5. w
“ .it's looking like one hell of an MMO.” - < .
[Best of E3 2010, MMO Game of Show]
— Gamespy b

“..the game not only looks Jim Lee-style great
but also functions Krates-style smooth.”
— Gamepro
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