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The Bat and the Cat 
I'm v.fiting to say that Septembe<"s cove, was a 
great image. and a nice change of pace. Much 
of 2010 has been big dudes with gunslbladesl 
electricity and carnage. and that Arl<ham City 
cove< was clever, interesting, and mosl i~­
tanlly, makes me want to play the game lo see 
how the friend/enemy dynamics of Batman and 
catwoman p1ay out. 

Kevin 
Colorado Springs. CO 

I ha\18 had a lo1181hala relationship wilh your 
magazine in the past, but have been a soo• 
scriber since issoe , 1. Issue 209 mat1<s the 
first time I ha\18 """ felt compelled to provide 
feect)ack to your editorial staff. As an adult 
gamer witl'l chldren in oo11ege whO are game,s, 
I ha\18 to SRff this is one ol lhe most intallectualy 
stmAating i$$.>8$ I ha\18 """'seen you produce. 
The minmalistie yet se<u:tive cowr: ·The Lab 
Rats.· v.i1ich provides a ,._ fascinating .,;,,.v 
of the industry: the Opinion Miele regar(fng 
Gamersoores -you have outdone yourselveS. 
This is one issue I am nol just going to skim 
through and toss 10 the kids. saying "They ha\18 
HalO: Reach in tHs one: 001 one l'Y Share and 
talk to 1ham aboot. 

Juan Lara 
Pennsburg, PA 

Empty Achievements 
I am amazed by the Opinion article in issue 
209. Matt's s1MC8 against Gamarsco<OS shows 
some serious integrrty, especially being a senior 
edito, of a gaming magazine. The oonoept of 
Garn&-sco,es or achievemants is just one more 

T., month 1n 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. 

wedge separating game,s, JuSI Ike the dMsion 
between harooore and casual, your soore puts 
you into a gow in whieh you·re judged. It seems 
at some point games Slopped being about fun 
and started being a tasteless C001)8lilion of one­
uPl)ir)g each Olher. I'd rather keep the oompe1i­
tion in the game and not let h be about v.t>at kind 
of gamer I am. 

Nicholas 
Carson City, NV 

I i,,st wanted to tl'lank Malt Helgeson fo, his 
Gametscore article. I spent a good portion of the 
summer chasing trepnes. Matts Miele brought 
me to a realization: I enjoyed gaming n>JCh more 
befo,e Sony irrpternented the trophy system. I 
was saved from years of trophy-grinding by this. 
These days. most POOllle SPend too ll'<JCh time 
~ on acf-ievemenls. and iglofing the finer 
points of most games. 

Henry Hoffman 
Kansas City, KS 

I agree that gamers ShOlAd never be judged 
based on thei' Gamersoore. but ochievements 
gi\18 me a cnar,ce to get everything out of the 
game. I /Jways play the game~ oo:e 
(usually on an easier diff:culty to expeoenoe tl'le 
sto,y) without looking at the achiewmenl f,st. so 
as to not spo1 anything. Aner I look at the list and 
see afl lhe weird stuff I <XlUd have done, I'll play 
~ on hatd mode and try to get ,""818"8' achieve• 
ments I CM, ltis adds mo,e playtime Md chal· 
ler'QO ij you asl< me. 

Brannigan Carter 
Via Email 

Our 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 an agree on: 
The best achievements are the ones that 
provide interesting and unique tasks to 
tackle, instead of mindless repetition. 



A Rebuttal For Fanatics 
Not !hat Game lnfo,mer needS anyone to stan<l 
up for them. but I'd like to point out to the 
ignorant sooscriber that calecl yc,.,r magazine 
"lliased and dishonesl" kx giw>g negati,e 
reviewS to Nintendo games when in isSue 208. 
GI ga\/8 Niitendo the boot rati,g from E3. 
MditiOOally. if a game SOOl<S, 1 wWd 1,1<e to 
know why ft SOOl<S and how bad ii sucks. This 
is GI~ advice IO help us not blolv °"' lime and 
money. I have ortf bo\.g'>t and played games 
that haw gott8fl a 7.5 rating and up from GI. and 
I have IO ~ thal I have yet IO be disappointed. 
tt lhe writer wants the same experience torn 
Nintendo, he shoolct>'t expect it to come ~om 
terrible games. 

Mike Ayers 
Ohio 

The defining characteristic of a fanatic 
is their unwillingness to acknowledge or 
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 
I really 10ok fo,ward IO gelling GI each moolh, 
mainly beeause of the comical Feedbaek sec­
tion. It~ to me that the vast majorfty of 
the feedback ,p, get is what I refer to as Gol(fle 
Locks S),n(torne: ·My porridge is too h<ll." ·my 
pomdge is too cold." but ft's never -,,st right: I 
find ,p,r responses very satislyi,g, beeause ,p, 
very niOely answer whatever is being cried ab0u1, 
,vi1hcl<JI just lelng them to stoP cornplanr1g. 

Stephen B. 
Lexington, SC 

We find your analogy intriguing, but we have 
a clinical diagnosis of our own for these 
fickle gamers: Big Whiny Baby Syndrome .. 
The only cure for this terminal illness is a 
stone cold burn, and luckily for them we 
never tire of doling out prescriptions - it's 
just one of the invaluable services we pro• 
vide to our readers every month! 

CANDID PHOTOS FROM THE VIDEO GAME INDUSTRY 

, ree you ren-o,eo tne pen$ ~om 
tneVill\ManMan." 

Some things are better 
left unseen ... 

I Left I Ben l)eto,-e fighurg 
EA'sJason Barnes .... 
!Righi) Ben after f9hting 
EA's Jason Barnes Ki<JS let 
lliis be a lessoo to you! 

GISPY 
o::n,,-a: D,JQelO 
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tLeftl Meagan ard Annette 
hang will\ legendary game 

desiJnecs Shinji Mikami and 
11'<1 etUSive Suda5t (Inset I 

Suda was wearing lhese 
special golden soeakers he 

oought a~ ago juSt for 
TGS 2010 (Right! Dan 

is stil ii a post· Reach 
buzz hete. PiCllled with 

Mielosotrs Mike &out. HalO. 
Reach exea,tive p,oclucer 

Joe Tung, and Edelman PR 
man Mark Van Lomnel 

~Moage12 
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The Great Zelda Debate 
In issue 209, we asl<e<I gamers what the l>est 
Zekla game of aH time is. Out of the hundreds 
of responses we received, here are some of 
ovr favorites: 

AlthOvgh titles like Qca,ina or Time and Twilight 
Princess adeled more 98fllGl)lay elements and 
belief g'111)hics. they are just ,ec,eations or A 
Link to the Pa,,t. The cha,acters. the enemies 
and the way they are defeated. the p,eliminary 
d\#\gOOnS that must be beat to open the mo,e 
expansive ones - A Link to the Past would 
have been Ocarina or n me tt it were created 
f<Ve years tater . 

Anthony McDonald 

Thera are three or us in our househOld ,r,swer­
ing this question, ages 8. 15, and 56. The 
8· and 15-yea, Olds said that w,na wake< was 
theit faVOrile. and the answer came fast. r d say 
Legend of Zelda is my faliorite: can't go wrong 
with an Oldie but a goodie . 

Kathy Southworth 

The beSI Zelda game &;er/ I suppooe you wil 
get a mlon and two emais about why one 
game is better than the others. Let me simplify 
the matte<. The original Legend or Zelda would 
have to be the best: Hit wasn't ro, the immense 
success or tl1is game, we v.o<Ad not have been 
bleSSed with the coonuess "1fo<gettable 8(1,/M­

tures that foloWed . 
Matt VanBenthuysen 

Close Call 
1 just got issue 209 and in the Timeline ij says 
that Narvto Ultimate Nria Stenn 2 is f0< the 
3eoni I am debestatect lsicl! t spent S35o 10 
buy a PS3 just to get this game! My mother is 
a lawyer and She said that this is plausible '°' 
tawsutt! t ,ooUy hope ro, yoor sake that it's a typo! 
Reply as soon a,, you can! 

Markus Renl>erg 
Via Email 

No need to be .. de.bestated" Markus.: Naruto 
Ultimate Ninja Storm 2 is in fact coming out 
on both tile Xbox 360 and the PS3. Plea~ 
inform your mom that the onty person she 
should sue is her son for spending that 
much money to play a Naruto game. 
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XllOx 360 games at TGS. 
Sooods fil<B ~ wo.,ld bea 

i,eat Kinecl game' 
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CORRECTIONS: 
In lhe GI Spy section of 
mt2 209, i\'e misspelled 
lhe1astnameo1m 
Amlnda Taggart,""' 
ll>OuQ~llernamelaQY4S 
vis1b!e1nlhepiCt\Ve. 
Thanks 10 0111 shalp­
s,gllled 1"1ders lo< calching 
lhetypO! 

In last ISSUe~ Mas.,.. 001· 
umn, 'o\t ,ncorreaiy relefred 
IO~( S1udiol al Ille 
un responsible for c,iy 01 
Heroes· i:e.-est conlent ,n 
adlahty, Ille I.die is now In 
the lmds ol llCSoQ sub­
sidla!)' Paiagon SludiOs. 
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G 
arnr,g's IOngest Nnning j(Jl<e is almost 

CNet, and Duke Nukem is ~ling the 

last laugh. Since ~s annotX1Ce111ent 

in 1997. the troubled Duke Ntl<em 

Fe<ever project has oontinuaJly flirted 

with vaporware status and almost lived up to its ini• 

tiaJS DNF. which coincidently stand f()f Did Not Finish. 

8or(let1ands developer Gearbox oonfmled rur'nOfs by 

announcing at PAX that ij pUtehased the project and the 

rights to the Duke Nukem license from f0<mer cleveloper 

30 Realms. Studio head Randy ~chford says Duke 

Nukem Forever is on track 10 appear 10< the PlayStaliM 

3, Xbox 360, and PC in 2011. with 2K Games hanclng 

1he publishing. 

Geart:::,ox's acquisition comes after years of investment 

by Duke's aeators. Back in 1997 30 Realms announced 

a 1998 release elate for the game. bol as has often i-, 

the case in the @e·s his1ory, this cleclatalion provec:1 to Ile 

prema1ure. For the next decacle anct beyond, 30 Realms 

perio(lically teased fans with 8MOUlCer11ents. leaked 

screens. and even rive clemos. These SpUned the P\Allic's 

exc~ement. bol after encxq, time lheoo showings felt 

hollow. No one beliel/ed that Duke N\lkem FOf!Ner was 

any closer to completion. anct all the announcements 

cfld was keep the longest ruming jOke in the video game 

in<>Jslly e/tve. 

Duke was stuck in clevelopment purgatory largely 

we to 30 Reams· quest f0< perfection. Obsessed with 

keeping Duke on the vanguard of gaming tecM;)l()gy. 

mercurial designer GeOfge Broussard constantly Sllifted 

the development goals f0< the project. often fO<Cing his 

team to swi1ch to cliflerent game er(lines micl·projecl and 

reQJesting branct new features based on what- another 

game was doing at the t.me. 1'S the number ol ftll·t.me 

developers on the project dwincled and legal battles with 

pool"iSher Take-Two ate away at 30 Realms· pocketbooks, 

Broussard r.na1y waved the wMe flag, laying off what was 

left of the staff n May 2009. Many assumed D..l<e finally 

had bitten the dust for good. 

CCl"Cn.tlOtrpage-18 
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Timeline 
Here are just a few 
looks at the game 

in various incarna­
tions - sometimes 
with different en• 

gines - throughout 
hs long history 

Duke Never Dies 
For a game 1ha1 has gone through as many 
changes as l>Jke NIA<em Forever. many of t1>e 
orig'nal ideas are stil intact. We got oor hands 
on the game at the iooent Penny Arcade Expo, 
and h retai\s many elements from hs 1996 pre­
c1ecesso, C\.l<e Nukem 30, like the slTink ray 
gun. o,,ctoids. and. of course, l>Jke's bawdy 
aWtude. When ooming across a thtee--b<easted 
_, invacfog Earth. CU<e is t.ndetenoo. ·rd sit 
hit it," he boasts. 

The gamep1ay featured Ou1<e punting the 
head of a t-...ge Cydoid through the field goal 
POSIS of a ,a;i.,:tenched footbal stadium, driv· 
ing sequences through CleSert canyons, bloody 
battles with re-imagined \/l!l'Sions of the series' 
pig aliens. and CU<e taking a leak - oon1)1e1e 
with frst-pe,son oontrots. 

C\.l<e Nukem Forever looks surprisingly good 
and so fat doesn1 seem to ha\/8 been adll8rsely 
affected by hs long C!evEIOpment cycle and 
m.merous herations. Tuoughout hs history, the 
game oonsistently garnered praise whenever h's 
been l)<.Cllicly Sl10\'IY'I, but h's been a tantalizing 
experience that has always cisapp<>ntngly nfNfJ( 

f(Jty materialized. ~ti no.v. 

300& 

· J. . 
.. . -

---i -., -~~L·~ 
,L ~r 
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F °' a 900<- ne<d. otaloJ. °' anyotller 
identify;ng terminology. tha fi'SI tine you 
step foot in Tokyo is magic. The sights 
and sooncls and 9808'af aCC'll)lance of 

aJI lhings enthusiasl rewts in a llgh you really 
ca,n get anywhere else in the ,vo<td. Fa, most. 
the enchantment of Tokyo ll8\/9f really goes 
away, and to, me personaly. the r,~ time I vis• 
~ed Japan that enthusiasm was f\Klhe< kJ8led at 
the thOught of attendng the lar!)8$1 llideo ~ 
event in the country, lhe Tokyo Game Show. N. 
some point. however, lhe luster began to fade 
and the wonder1and of Tokyo faled to mask the 
truth: TGS is t,eoom;ng "10(8 and more ....-.cle(­

whelming every-· 
Retlming tor my ltiird con<l<leulive yoor, the 

COOi air and quiet halls we,e immed'ately i>dica­
live of tha state of lhe show. Instead of bustling 
with energy. IMllYOll8 seemed to move at a 
leisurely pace. While receot years have seen 
the Electronic EntertaiMlOOt Expo suocess!ully 
retu'n to ~s ostentatious roots. my qualm wi1h 
TGS isn't one ol ShOwmanShip. The level of 
gMdeu'. SCaile of booths. and extravagance of 
f)(ess events aro au icing on a substantial foon• 
dation bu'lt of games. rn ltiis regard. TGS contin• 
ues to disappoint. 

Yes. a few gems stood out amongst the 
u-,ongs o11ae1wster t~leS. wah laek of sup-
port from majo< ndustry players, however. I 
found myself ,vondering what the lvtcre of the 
Tokyo Game Show hOldS. This-· the t);g-
gest news <flCfn't even break at the show ~self. 
At an event belo,e the show oommenced. EA 
debuted tts ocla.bo<ative efkl<t witl1 Grasshopper 
Manufacture. Shadows ol the Da<med. The 

sa-ne night, Capcom also announced a reboot 
to, the la<A'.led Oev'I May Cry series developed 
by UK·based stu<fIO Ninja Theo,y. By the tine 
TGS kicked off, the bi9gest news was aJready 
out ol the bag. At lhe sho,v, Microsoft atte<l'j)!ed 
to reaffrm ijs oomm~ment to Japanese devel· 
Of)(nent by annolllcing five pa,tnerahi)s witll 
domesti:: developers tor )(box-exelusive content. 
and Sony stepped up to tha plate with new The 
1.ast Guatdian and Gran Turismo 5 detais. Then 
the lloof fell quiet. 

L.ast -· Mega Man creato, Keii lnafuie 
SPOke candidly on Japanese development, 
stating at a Dead Ris;ng 2 event "When I look 
arotMld at all the different games on the TGS 
event floor. I said ·Man. Japan is c,ver. We're 
done: O<.- QM18 inO.Jstry is finished.·• F~vng 
up witl1 the MHt Yori< Times a few ,veel<s back. 
his sentiments seemed IT>JCh the same: "I look 
arotMld Tokyo Game Show. and everyone's 
making awful games: Japan is at least five years 
behnd. Capcom is barely kOOping w. • 

Is lnafvne light? Is Japanese develOPment 
dead? I'm inc'"1ed to say no. Instead. it's 
Shifting mo,e toward global dievelOPment and 
global appeal. Japanese deve!Opers partner­
ing with Western pubflShers is a snowballing 
tfend. With innovat()(S fike Goichi Suda. Shinji 
Mikami. Fumijo Ueda. and tnafune himself 
making headlines this year. no one can call the 
time of death on Japanese -pment quite 
yet. That being said. one point cannot be con­
tested: The TOkyo Game Show is the largest 
domestic Showcase for Japanese game devet• 
opment, and \hat presentation is sadly anemic 
at best. • byMtaga,,V/li161J,AftJO 



C 
apcom has talked a lot recently about 
how it wants to branch out to create 
more global aweaJ for its franchises. 
For the classic Devil May Cry se<ies, 

the corr-,y is executing this strategy by hand· 
ing oovelol)ment duties to 8/~ish studio Ninja 
Theo<y. The team that brought us Enslaved (see 
our rfMfNI on page 100) and Heavenly Sword is 
rebool,lg 1he styf$ll action S8l1es with the tenta­
liwly tilled CmC: Oelil May Cry. 

Vvl1en an extemal deY8loper (and a Western 
one. no less) takes over a PQP(Aar Japanese 
lranchise. rt·s olten met wrth reservation from 
hardcore fans. Some of those fears were coo­
f,rrr,ec:f when Ninja Theo<y revealed the new-look 
Dante. who now sports a short. black hairstyle. 
The haircut looks to be a blatant a11ernp110 cash 
in on the emo vibe made popJar by recent teen 
flicks like Twilight. Taking a look at the initial trailer, 
at least Dante has sometnng 10 mope abou1. 
Part of it shows our hero h an uncharacleristi­
cafy wtnerabte position: chamd up in a blood· 
$lainea ~I. Pfewmall!V waiting for 1he next 
roond of torture. 

Dante isn ·t going down wi1hout a fight. as the 
trailer also shows hin mowing through crowds of 
enemies that look lli<e anc:koid VE<Sions of the first 
game's scythe-limbed marionettes with m trade· 
marl< goos and blade. For the finale, he takes the 
ca-nage to another level by piercing a neart)y car 
and hlJ"ling it at an oncoming wave of toes. 

CmC: Devi May Cry is wring to the Xbox 
360 and PlayStation 3, but a target release date 
hasn't been annowc:ed, 

TGS DataFile 
Valkyrla Chronicles Ill 
Only PSP-Bound 

The U.S. version of Yall<ym 
Chronicles II hit s1ores a little 
wllle ago, and ii you like 
lllat you'll be happy to know 
lhat Sega has more for you 
with VC 111. The game comes 
ou1 in Japan sometime in 
2011. We hope to hear about 
a U.S. release in the future. 

Ninja Gaiden 3 
Announced 

• Tomonol>u ltagak1 may hav<t 
left Teano, liut the publ"JSller 
is lorging ahead with Nirja 
Gaideo 3. Details are sea,ce. 
liut a lone art poster lor 1he 
title hints al a bloodiet lone 
11180 last yeafs Sigma 2. 

Tekken Tag Tournament 
2 Joins the Fray 

Namro Bandai announced a 
new Tel<ken Tag Tournament 
ti11e tor Japanese arcades 
in 2011. The game auows 
players to initiate combos 
from tags, liut "1forluoa1ely 
the company did not men­
tion a U.S. console release. 

Frank West Returns In 

• Capcom recently announced 
Dead Rising: Case West, 
an Xbox 360 excluSive 
download-ooly title set 
atter the 8"ents in Oead 
Rising 2 leatu(,ng Frm< 
West lrorn the original title. 
In of her Dead Rising news, 
Capcom haS iMChaSed 
OR 2 develope< Sloe Castle 
Software, which is being 
renamed Capcom Games 
Studio Yancouvef. 
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Kinect 
Comes to Japan 
Microsoft debuts five new titles 
Despite the company's perennial third-place status in Japan. 
Microsoft is still plugging away with the Xbox 360. To the strategists 
at Redmond, Kinect represents a new opportunity for a fresh start 
for the system. so at Tokyo Game Show the company announced 
five new Kinect games slated for worldwide release. 

1 Rise of Nightmares 
(Segal 
The Idea of using Kinect to make your 
way through a horror tiUe (or to tlail in 
fear) Is an Interesting one. This game 
has everything from eleclric chairs and 
butcher knives to torture tables 

2 Steel Battalion 
Heavy Armor 
(Capcom/From Software! 
capcom Is resurrecting Its cult-classic 
mech title, and Kinect will replace 
the previous title's elaborate cockpit 
controller. The grainy trailer footage of 
soldiers S1orrning a fortified beachhead 
along with mechs is striking, but it'll 
be interesting to see how lnlrigulng the 
game Is without the elaborate control­
ler that was part of Steel Battalion's 
original allure. 

3 Codename D 
(Grasshopper Manufacture/ 
Microsoft Game Studios) 
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 protagoniS1 holding 
a flaming baseball. Perllaps this is 
Suda51's take on knock •em down car­
nival games using Kinect. 

4 Project Draco 
(Grounding/Microsoft 
Game Studiosl 
Panzer Dragoon fans will be pleased to 
know that the game's director Is retun­
ing with this dragon-flying !Hie that 
comes complete with online play. 

5 Haunt 
(NanaOn-Sha/Microsolt 
Game Studi0SI 
This title is appropriately set in a 
haunted house. While the game is said 
to be family friendly, H doesn't look 
klddy or cartoony. We'll be Interested to 
see how Haunt and Rise of Nightmares 
Slack up against each other. 



.. 
Rated 
For Sale 
How games sell based 
on their ESRB ratings 
By Ben Reeves 

Games Released by ESRB 
Rating On All Platforms 

■ Everyone 
■ Everyone+ 10"' 
■ Teen 

■ Mature 
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Critically acclaimed M-rated titles like God of Wru. Call of Duty. and Grand 

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 IO percent of overall game sales. 

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 

us get a better picture of the gaming mruketplace. Here is the sales data for all 

video games sold over the last decade based purely on ESRB ratings.• 

Percentage 
01 s·,]e!? 
Averaged over the las! 
fJVe years 

Does It Pay To Be T? 
Every~•. the list of t01>-se11ing games 
is dominated by E-rated series such as 
Madden and Pokemon, as weu as M-rated 
lrallCllises like Grano Thelt Auto.1n1eres1-
ingly, few T-rated titles..,., seem lo break 
into the top three best-selling titles of 
any given ~r. One nolable exception is 
2000's Tony Hawk's Pro Skater 2. 

Best Year fol' M 
Based w ety on market Share, the beS1 yea, 
ltY M-rated tiUes was 2005. when they 100k 
up an ambitious 13 percent of the marl<el 
Some of the nolallle M-rated titles from that 
year included the oliginal God of war, Oevil 
May Cry 3: Oante'sAwakening, Battlefield 2, 
and Call of Outy 2. 

Everyone 
51 
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Spider-Man: 
Shattered Dimensions 
After years of open-world video games, Spider-Man's webs began to sag. 
Thankfully, 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 ol soft-minded Al thugs. We talked with Shattered Dimension's 
proctuoer Stephane Gravel about these issues, and about the challenges ol designing 
lour dillerem worlds !or Spider-Man: Shattered Dimensions. 

Spida~Man's last few games 
were not wen received. Were 
you worried it would be hard to 
tum the franchise around, or that 
it might be hard to get people 
excited about a Spider-Man 
game again? 
When we wet'& presented With 
the opponunity to work on 1he 
neo<t Sp;cler-Man gM>O. our team 
was ecstat;c. Saying that we were 
tans 01 Sp;cier-Man iS l)<()bably an 
ur"derStat~. we l<new we had 
a ~aneac, of us. I moon. 
who doesn"t io,,, Spcle<-Man? Thi$ 
S<.l)Othe(oiswellbelowd"1100Q 
millons and rrilions 01 tans. so we 
had to -. this game true to the 
Character and the liOenSe. 'We saw 
that as one d the b8St ~hM'lib8S 
we"d e.-er had. and tOOk 1t on v"11"1 
orly one goal" !Md: to lr<lke the 
best Spide(-Man 9M"' """· 

Considering Spidey•s history 
o f open-world titles., did you 
consider making another open 
wor1d Spider-Man game, or did 
you alWays know you had to do 
something different? 
Fro,, the get-go. we wanted to go 
b001< to somethong more stra,ght­
tc,wa,d. Beloredcing anoti... 
open.'o\Q1Cf game with Spdey, it was 
necessary to go back 10 hlS fOOts 
Md make si.re that we fell what we 
coled the "Spide<•Man DNA." tt was 
crys,a1-c1ear on°"' moos that """'Y 
- had to be tailored Sl)8Cifw:ally ((Jr 
each wlain. and that we needed as 
many dlf1erent IOCalions as poss,ble. 
wtldl \~'t be possible in a tta• 
cltional open,wo,ld QMl8. 

How involved did Amuing 
Splder•Man writer Dan Stott get 
In story development? 
We had the basoe ecoo,pt {lou, 
different ,,o,1(1$). l>Jt were uns,,re 
abOut how 10 link all that togelher. 
That cs when Dan Slott was brc~J!1'11 
on board. We flew twn to Q.ieboc 
City. showed hill oor prototypes. 
Md~g!Ml twTI the mandate 
to be all that togeti-.,, v.t,;le re,pecl• 
,ng the Mar;et universe. Th<Jre are a 
IOI 01 lr>es 01 dlaklgue in the game. 
so we had to hre some ~ for Dan 
because his head probably w0lAcf 
have exploded 1 he had lo do all the 
,VO<k by hinself. 

Some of the levels near the end 
of the game aren't as polished as 
the first half. WGJ'e there any &ae• 
tions of tho game that you had to 
cut due to time? 
W<J. ~'s alwr,ys easy filer fnshng • 
l)rOIOOl 10 kX:I< back and 008 all the 
111,ngs that went well. as well as 81 Of 
the hiOC:ups we had Cl.ring 1118 pre,. 
C8SS. 8eh8ve me, W'8 218 l'OOr8 Cr'l1ical 
01 ouselves and OU( QMl8 than '1f>/• 

one else. But ~·• act\Jally surpris,rg 
that al-Tio6I nothong was cut from the 
game. Now tllat the game iS done 
,.,.,\.,SP8fllsome1m>gow,gback. 
and we defr'l1tety see a few a,eas 
of impro.iement that we're~ to 
focus on l"I ou futUfe p(OJ8Cts. 

In the Uttlmote comics, Splde,. 
Man onty wore the black suit for 
a few issues, so it was strange to 
see him wearing it in the game. 
Why dkS you guys decide to put 
him in the black suit again? 
It was vety rnportant for us that noc 

only e,,,,,,y- IOOl<a(l difarent. !Jut 
that they also pla)ed and fell differ, 
ant. To better diffetenliate the look 
of the ci..acter and the combat 
st)4e of Ut,nate Sp;cler-Man from 

Amaz;ng. '"" Clecided 10 ""' the 
btaCk sut to, one 01 !hem. The only 
remair,ng quest,On was: Amaz"9 
01' Ultroate? We chose the Utima.18 
universe for the black SI.Ml because 
we rd( wanted players to experi· 
ence the oeooic vibe 01 the Amazing 
$p(!er-Man wilh his - blue and 
fed OOSlume. 

It sounds like it would be hard to 
design four unique approaches 
to combat. How did you go about 
making wre the a<:t ion in each of 
the four worlds fett fresh? 
It's all abOul d8docatJOn. We had a 
IOI Of peopleworki~ on maloog 
SI.Ke fM!JfY world was diff81'8flt. be It 
desigle(s. arwnators, or progam• 
mers. To be hones1. the concept 
was bigger in scq)8 than we antie•· 
pa1ed, so realocating resources to 
.,..,ortan, parts Of the game was 
Cl'I.ICl3II ll makilg sure 1he game 
wouldbe~. 

What inspired the flrst·per'$0n 
Punch•Out!! sequences? Were 
you worried that the gimmick 
might grow stale near the end? 
There's a r00son wily yo,., orly get 
a lmdful 01 these sequences in 
the game: 8\/80 though it's a nice 
actcltion. we knew that h.a'w,g too 
many 01 them had the l)Otenllal to 
end LP leelng g<nm,oky. As le, the 
inspration, 11 was all abOul putting 
yo,., belloo 1118 mask aoo maknQ 
yo,., feel like you act\Jaly were 1118 

friendly neighborhood Spide<-Man. 
thus mab"lg a first-person S8Ql..lenCe 

like that was releYant to the goal. 
Thais also why mos, of the in-game 
outSOOMS are presented in first• 
petSOO point ct VIO\v. 

Splde,-.Man Nair lsn-'t very popu· 
lar, and fans had nearly forgotten 
about 2099 before now. Wl"f'I did 
you guy$ decide to include these 
specific versions of Spide,-..Man? 
Again. • was al about variety. You 
get to play Sp,dey in the past and 
in the future - how cool is that? 
AA>f,vey, we knew right ot the begin­
ning tha1 these worlds were not ,ve11 
kn()wn, bvt '"" lhOultlt that ,YOud 
,VOl1( 10 w- advantage 8'ld that we 
had an oppa1t,1,ty 10 have people 
cf""°"" these ,-ty unknown 
worlds. especialy for people t11a1 
"'" no, necessariy Ions of comic 
books. Also. those worlds allowed 
us a toa ct creative freedOm, with the 
inelus,:,n Of HarM1erf1ead and the 
muu,t,on of Osl:lorn le, Noor. and the 
oroalJon ol Hollgolllin aoo Doctor 
Oclopus for 2099. 

Do you feel like you would have 
had more time to polish all of 
the game's different mechanic-s 
if you had just done one or two 
worlds Instead of four? 
That's a hatd question to MS\ver. 
Maybe. Maybe not. We stronw 
-., tlla1 haw,g lex, different 
C~was-andiS-wlla! 
peo!)ie !)e1 moG1 excited aboul in 
tt,s game. Onoo ,.,., had 1118 idea to 

dorrultiple~. """""""' 
thought abool l rritng O<.YSeMlS to 
just ~\Q! i1 fact ff liTie permitted we 
woold have done more than lex,. 
More tme is always some<hir(j ever; 
C!evelO!)el" oraves alter a project is 
done. so hopeluly thi$ is some<hir(j 
we can plan for in the furure. 

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 
vill.alns you would have liked to 
Inell.Ide In the game but didn't? 
There were a ooopie of vilains that 
1,e thought 01 uss,g l>JI ended 
up not uSing ((Jr differen1 reasons. 
But we're realty sat1Sfl8d with our 
dloices: ,,edon"t have"'f"f ~ 
about what we put in the gMle. As 
tor the watds. right a1 the begiming 
"' the pro,ect. dt#,ng the concept 
phase, we made 8 list of the el the 
universes \ve·d like t◊ have in the 
game, and we etldeCS up \fflh tour 
01 them in the actu,. product: I thl1k 
thafs a pretty good ratio. I know 
tllat's a !<tie vague. bvt 1 there 
happens to be future g3TieS n the 
Shattered Ornensions ~onehiSe. 
we dOrl't want t-O have arry POten.tial 
ideas r8""aled too early. 

We noticed a few references to 
Splde,-.Ham In the game. Woukl 
you guys make a Spider•Ham 
game if you had the chance? 
Oefn1ely! It wWo)>"t be the same 
k'1d 01 game. wt,.,., have a 1ew 
lnterosting Ideas tor a game v.llh 
Spide<•Ha'n. VvllO knows. maytle 
we·nget toctooneof them in 
the future? ♦ 



How does a 
one-man studio 

impress Valve 
and Ken Levine? 

Minecraft: An infinite box of 
LEGO blocks ... and zombies 

P 
a,tgame, part toy, al dangerously 
engrossi1Q - Minecraft (€ 10 from www. 
mileo'aft.ne1) Is a small indie 98f11e that 
has gotten big attention in the last few 

monU>s. At first dol,nood, 1h8 ctaw is a mys­
te,y. vou·re given no objective, you,: i~to,y is 
empty, an<f the wO<ld is made I.JI) of giant blocks 
with hilariOUSly low-res text\#eS. Al you can do 
Is Slowly dig thrOUgh drt. sand. an<f trees to pick 
up 11\e blocks that 1h8y c:top. 

But wa.l.. .a log can be crafted into IOU' 
planks. Planks tu-n into S1icl<S. Combine a hAI 
2x2 crafting inter1ace WOrth of planks, and you 
get a WO!l<bench. In 1h8 resulting 3x3 grid. you 
can affix wooden blades to the '8$Uting PQles 
10 create simple tOOls. 8J<es. 
pickaxes. shovels. even a crude 

"Oh, 

come,~ by with the fine bow you've 
crafted. The mountain i1 the d:stance begs to 
be explored, and as soon as day breal<S you•re 
off to 90 digging fO< prec;o.,s O<e ... Of perhapS 
divi'lg i1to a cw,gerous spide<-fflled cavern. 

Minecraft is al this and more. You can buld 
mine cart trOCl<S, con'l)fete with PQ\Y81ed traITTS 
carrying passengers and/or goods. Redstone 
can be pUh/erized and 1h8 wst used to create 
logic cirou',ts. the POSSibi'ties of ,vf1ich the 
game's Sizeable conm.nty is iuSI starting to 
explore. Pressure plates and trap doors can be 
c()Oi)ined to mal<e monster-Slaughtering traps. 
want M U'l<lenvater lair with a hiclden entrlWlce 
and a lava $Pring feeong furnaces c1eep belo\v 

11>e waves? ti's not only 1)()$$ible. 
but there's probably a You Tube 
~ Sho\ving you how to get 
started. 11 it isn't possible now. it 
mg,t be soon. Mileeralt is cur• 

SWO<d. Dirt and sand can be piled 
on top of each other 10 create 
r01q1 stiuctues. Pickaxes can 
quany Slone out of the g,-ound. 
wttich can mal<e a furnace. Feed 
the fu'nace with wood and put 
some sand on top, an<f you get 
~ blocks. w,ndows. at laSI! 

And 1hen night falls. you can't 
see anything. and a zombie 
creeps up and explOdes aJl(Y,t(Jf 

your face. Respawnng with an 
empty pack once 898in. you roll 
upyou,:-. 

Six hours later. a mghty stone 
castleOV<lflooks 1h8Sho<8. 
Furnaces blaSt &way, smet1ing 
iron and gold i1to useabte bars. 
A butlbling SPring feeds a walled 
garden. where ,vheat grows by 
torchlight. You prowl 1h8 battle· 
ments. picking off zombies that 

Minecraft, 

how long 

can I avoid 

your sweet 

siren call?" 

-BioShock 
creator Ken 
Levine, via 
Twitter 

ren,ty in an alpha sia1e. and 1h8 
developer has been adding new 
S1utt nearly eve,y week. 

Is there a POi1t to al this buJCI· 
ing? Not reaay. IS there a point to 
bu'ldi'lg an awesome tree fort. 
other than to have a vantage 
pool to P<OUCily gaze oo,vn at 
YOU' (obviously lesser) neigh· 
bors? Mi1ecraft P<ovides nuclear 
fuel 10 that creative fflPlJISe 
willwi all Of us. It's a three•<fmer>­
sional oons,,vclion sandbox that 
occasionaly exptodes. S1upid 
zombies. • ~M,.t(n8ilJJs$t(II.'( 

- -

+ 

Cl) 

"It seems, 

dear 

friends, 

that our 

develop-

ment team 

has sue-

cumbed to 

Minecraft 

addiction." 
- the official 
Team fortress 2 
blog 

J Search YouTu.be to see this 
f#il'l·MOdeled COW.bia tMl 4te',\I 
prai& from Irrational 
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TOP TEN VIDEO GAME MOUSTACHES 

I • 

C. 
0 
I 

4 Old Snake - Metal 
Gear Solid 4: Guns of 
the PatriOIS 
In Metal Gear Solid. 5roake was 
a Clean-Shaven. bol'•faced 'Pl· 
emoont Ol)e(alile Aller go,ng 
rogue and pllianllrO!JIC in Sons 
ot L,be<ly, Snake -,ew a tuzzv 
lfailef pa<1< llearOano ®llet. In 
Guns of lhePauiols,Oldsr.ake 
grew an Old man tr()Ustache 

beeause. well, he's an Old man. 
Tuars,AiatOldmenclo Or 
ma)te Fox Die has some very 
oaooe<si<teelfects. 

7 Soda Popinski -
Punch Oul!! 
Gelling tJeal oo,,,,, by a sooa-swllllQ Auss,an is 
ttaO enoucjl. but n·s even more oemorati2ing ooen 
saaring into Ille face of swh beastlY IJisdes. We los, 
tw0 dOlen matches stra~u in Punch Dul lharl<s to 
Soda Pq,inskj's dlSllacling lip locks, You llloughl 
lllat bones strenglllened by dnnking milk were 
in'C)0(1ant ICY llOxerS" Nolle, lhe sticky, SO<la·"fuseO 
moustacte is lhe real key. 

34 

5 Wario - Super Ma(IO 
Land 2: Six Golden Coins 
Mario and Luigi have been 
SIX)rting tush 11311M 'Sladll!S 
sn:e lhe 8·1li1 eta.1000 rietcre 
WaitO came atoog ,,111 tis 
crool<eO p,pe cieaners. But 
Mario's COl'ff,"1) c1oppe1gange< 
t;eal lt<)oeguyson lhe list 
lhali<S IO sheer 'lotesQ<Je· 
ness. 5ef'IOUSly, il IOOks lille ~•,o 
fUll\' caterpillarscra1~ed lrcrn 
wa,.,•s 0058 ano "'1!'e then 
elecUOCUled. 

8 Mucho Macho Moustachio -
NinjaTown 
This moustacte is a mousl3dl8 ,·•Ill a tr()USlache 
on it. !Mlich oo..tie-QU31i1ies it for our list Do\~ 
give credit to the ttylng 'stache !hat carries ninjas 
to safety or lhe =-rt wears?We ""rt ha.e 
stumijed upon a tear in the tatric of reacrty here. 
LOOl<lng uP()C1 lhls f1Kry friend Is like gaiing iR'.o the 
gapng enoiessness of an infhly mrior. 

9 Captain John Price -
can or Outy 

2 Dr. Wily - Mega Man 
-'"'8fenlly maO scienlis1s <DY 
hal'e <!Rltq> r,;ne IOShM 
llle1r nee!<. cNn, 300 dleeks. Or. 
Wdy has an cw.,geous set of 
\\tislle<S. II the Sltifty eyeb'CWS 
don't convir<e you ol his evi, 
his hair ano ~ IOok 11kt 
malChllQ pars ol ttatwrgS Is 
lheclJcla'sclast>dty facial h3i 
lhe ,easer, he never dared to 
oon&IUCl Razcr MM? 

3 Landon Ricketts -
Red Dead Redemptiofl 
Landon AlckellS' s,;,,ature 
SOUP-Strainer Is lhe buShiest 
anO ll8dcleSl in lhe wt!West 
Did you know lhe banOana was 
invenooo 10 make sto.ldowns 
1"111 llrS _, fllir? Ricketts' 
walrus-like roslnl tuzz 1\llUk! 
s,un CllJl)05ll1g g,nren belcre 
they couo e-,,n reacn t« 1i,e. 
guns. That, and 100 nm, in• 
nocent laOles were acci<leniaty 
SltOl upon bum-rushing lhe 
handsomely twy fella. 

6 Dr. Robotnik - SOnic 
A video game Character 
base<JollPresi<JentThecxJore 
tmseYell has to have a slalety 
'Si3dl8.-'Woclmately50 
pe,cenl ol Or. RollOO>ik'S lacial 
real eslate is lltken up by llis 
flamoo,,ant feather OUSters. You 
may rie in1erested to krolv lhal 
lhe inctusion of SOOic's nem• 
esls on this lisl wasdela\'80 
oue to a trauou1en1 moustacte 
illSl)edion: we had it on gooo 
aulh«ity lhal Or. Roi)OO>ik'S 
i;iumage was actually the resitt 
of an atle<11Jl to snort Tails. 

10 Lance Vance -
Grand Theft Auto: Vice City 

The mustacl1ioed. gi,Hoti<tg capca;n ot the can of 
OUty se(,es has la!ten oo,,,,, wa!erlalls, fled a sinking 
ocean liner, killed lerrorlSI leader~ destroyed Ille 
t1:ernational Spaoe Station, ano escaped pnson 
You'd think lhal Price would have <fled somewhere 
along the ~ . but thankftAty he's got lhal bustr, 
handleba< in lhe R'llldle of his face he can use to 
hang "' tor de31 l~e. 

Some S/rf !hal Lanc:eVar<e grew his sin> ano 
de!Jonairmoustachetol<eephosui:iie<tipwarm, 
bul we knOw It's actuat, to keep Ille ladles warm .. 
at ng!t. In G'ano Theft Auto: Vee City we a,e led 
lo bel"'8 lance's paroooia causes hin lo betray 
TommyVeroetti, bulwe lllirl< Ille follidesof his Sleek 
per'd moustache Sl)'ead into hos mlnO, toOk rooo, and 
made him chn< with po,ve,. 'Slache pa.•M. 



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

fBELOWI F"131 Fantasy XIV's payment system uses a currency called 
Oysta, which is like Microsoft's Live l)Oints in that you can neve< use 
lhe<n al up paying fo, the stuff you need. so you're essentially always 
paying 10 have a 1;111e extra hang;ng around in yO<K account lempt.ng 
you 10 wasle tt on useless junk in the marketplace. AlthOugh you can 
use a credit card to pay for your subscription, the third-party provkter 
Square haS chosen has alreacly been criticized by users fo, its convo­
luted processes and inflexobilily. 

fABOVEI BioWate ooud be working on 
anou-.er hMdheld title. Q,e ol the com­
pany's 0A leads' Lilkedfn profle listed 
his current project as an ·unamoo..nced 
handl>eld g..-ne· - a &sting that haS 
since been~ to simply read 
'\Jnamoonced. • If that's not an indca• 
tion that the n.rnor is true. we dorn knolv 
what,'IOl.ldbe. 

(ABOVE I Aeallime Worlds' action MMO APB closed 
down only months afte< it launched. The game was 
delayed numerous tines dul'ing development. and 
didn't come out of the gate strong either. The Cleve!· 
QPe< has been going through a rough patch because 
of the failure. layoffs, bar4<,uptcy filing, and the IOss of 
other projecls. 





What We Want: 
Well Timed Single-Player Expansions When we lo'l8 a game, we 
a~eady want more of h when the credts rotl. Several games hall8 nailed 
the lirnng windOw with gea1 s,,gle-ptayer DLC. Remedy's f.rSI Alan W8J«J 
episode. Toe Signal. c1e1~ tun. chaotic gamep1ay for tree (o< S7 n you 
don't buy the game new, approxwnately ~YO months after the g¥n9's 
release - more tl'm enough tllle to <Xlfl'C)lete the main quest Grand 
Theft Auto IV's The Lost and Darrned and Balad of Gay Tony downloacl• 
able 8P$odes clelivere<l awesome new 9M'81)1ay mechanics and more 
c:Jges1ible st◊l)'lnes for Rockstar lans. and onty made them wlil months 
rather than years for fol ow-ups. Falout 3 (on Xbox 360. at least) got five 
seQ.l8111ial DLC expansions apl)l'Oxlmately every ~"° monthS following the 
game's release. leaving the carrot clanging on a tong enough stick to keep 
Wastelancl warriors t>:>ol<e<l. 

More Than A Demo Preview;ng a game before h releases is nice. but 
retracing steps you've moody macle when the final game launches is a 
pain. Capcom schemed a wrnng lormJla with Dead~ 2: case o. 
This P<ot◊gue chapter to the zombie-bulcheling title is not onty clirt cheap 
(at $5), ii expancls the stay, otters a new setting. anct packs hours ,YOrth 
of content. Even better, g¥ll8fS can transfer their lell8le<l up Chuck into 
the 1\.1 game. We r,ope more clell8lopers copy caixx,m. because gettilg a 
heacl start on hig~ anticipated games is great. 

New Characters Tons of belo'l8cl Characters exlst h 1he world of gaming. 
and adding more via DLC is a geat way to keep fans interested. Capoom 
treated Mega Man 10 players with retro nwl Bass via DLC. whh al new 
Shooting rnecha1ics. Translonners: Wat for ()yl)ertron fans whO preo<<fered 
the game received free Characters l<ke Jazz and DemollShOf. and later 
Activision releasecl more bots via DLC. We want to see more downloaclal)4e 
characters moving forward. We're IOOkilg at you, Svper SVeel F,ghter 1\1. 
Marvel vs. Capoom 3, ancl Street F,ghter X Tekken. 

Game Alteration When rabid Porwl fans discovered Vatve altered bits 
of the PC version of tts belo'l8cl game, excitement ensued. Valve's intrigu­
ing (and rree) methO<l of sneaking new content into tts higtly repiayable 
masterp;ece has us wondering what other games ,VO<Ad benefit rrom 
POslmorlern Easter Eggs. These rehashing tweaks could be as Slbtle 
as Portal's sequel hints or as grandlosa as mixhg up enemy types. ttern 
locations. or endings. 

Download Kiosks Poterdial DLC customers ,vooid benefit greatly tmm 
r81aJers touting neN game content il stores. It ,YOI.Jd make even more 
sense 10 ofter consumers the option to use kiosks 10 download new DLC 
onto a portllble storage device which 111ey can then taJ<e hOme. This 
woold not ortf be converienl. bu1 could ~ end the alienation of gamers 
depri\/ed of Internet connections or online·enablecl subscriptions. This 
,IIW(I hall8 helped d'ISCOOnected gamers who helcl OUI for GTA Episodes 
Imm liberty Ctty and Borderlands~ Game Ad<l·On Pack at retai. 

Consistent Content Reliable ~ease dates are something the gaming 
industry has s~ ,vi11\ for a long time. bul ,vi!h sparse DLC exposure. 
regular releases are ~tive. Harmonx has wowed us with tts weekly 
OLC Rock Band songs. and LinleBigPlar>efs oonstent stream of new levEI 
pack$ is equally imP<8$Sive. ShoppTg for new game content beOomes 
ma<e convenient when you can look lorward to a day rather than rely on 
vague release \Wldo\vs. 

What We Don't Want: 
On-Disc DLC We often hear DLC doasn't make tt on retai discs because 
there 1$n't enough storage space, ,Ylllch Is acoeptable. When 2K releasecl 
the Sinclair Solutions ·OLc· for BioShock 2. h<l<vever. ptayers CiscOllered 
that the content was akeady on the disc. The~ justified consum• 
ers paying for on-else content because It didn·1 Sl)lh the mulliplayer player 
base. This was alSo the case ,vi!h the free Battlelield: Bad Company 2 
VIP map packs, which enalJled players to play existing modes on existhg 
maps that were already on the disc. EA passecl off the ex1ra modes as 
bonus DLC. but \118 see this as bOth developers trickling content for which 
garners al'eady paid. 

Download In 
Progress 

Select game makers have 
proven that core games 
can be augmented Wflh 
OLC. but !here's a long 
way to go befO/e the ma• 
J(lrity of oovelopers Md 
pwlrsllers tnlefstand 
what content to otfet and 
when to dehver it We as 
gamers c11e in an llteres1· 
ing position, The OLC that 
we purchase can shape 
how the extra content of 
future games is handled. 
Download tesix,osil)ly. 

False Promises Nothing upsets fans 
more than wtthdrawing previously promised 
content. Several developers ha\18 cancele<I 
or indefinttely delayed DLC plans we to 
underwheming game sales or other rea­
sons. Ouantic Dream killed oft the Heavy 
Rain DLC after one episode to ,v<lri< on the 
Move version of the game, which puts the 
deWlopers at risk for being 100 late if they 
retum to tt. New characters Quan Chi and 
Harley OuiYl we<e nea,ty finished for Mortal 
Kornbal vs. DC Uwerse. bu1 when Warner 
Bros. purchasecl Midway the company put 
the kiboshontt. 

Taking Us Out Of The Game Mass Effect 
2·s Cerberus Network is a good example of 
DLC aclwrtisilg, bu1 BioWare's other RPG. 
(xagon 1'1,/8: Origins, &owed the ball wl1h 

intrusive in-ga,ne content pecldling. We're not fans of being offerecl a bfand 
new. exciting quest and then being prompted to extt the game and throw 
down money 10 play it. This janing obstacle can intern.pt the fluid pace of 
en olher\viSe masterful expe<ience. 

Tacked-On Modes How many developers have offered a variation of 
Gears of War 2's Horde Mode as OLC? This cutting and pasting is a 
lazy replacement for more interesting end fresh content. Borc1erIanc1s· 
Mad Moxxi's Unclerdome Aioi is guilty, as a,e Uncharted 2, Left 4 
Dead, BioShoclc 2, and Aliens vs. Predator. Ba111ef.'81d: Bae! Company 
2·s free DLC mentioned earlier was already suspect. but the paid OLC 
Onslaught Mooe is an even greater offencler as tt's basically a Rush 
mode against Al bots on existing maPS. 

Expensive Map Packs Developers attOOl)I to appease the feral 1u,ger 
of garners by releasing rrutil)le map packs, Sl)8Cifically with Shooters. 
AciMsiOn offerecl two caa of Duty: Modern Warlare 2 map packs for the 
steep price of St 5 each (lhe same price as at>/ of XBlA's Svmmer ol 
Arcade titles). Sales surpassed the five million mark as of~. so ot,1,1, 
ouSly garners are wiing 10 pay a healthy sum for fNe maps for lnllrity 
Ward's sterling FPS. IM'8t worries us is less pop<Aar games askqj for 
the same amount of money as Call of Duty. Hopping into matchmalong 
monthS a~er a game's release only to fnd the player base has been spilt 
between S011eral map packs lakes 1he ttch out of our trigge( fingers. 

I Alan Wake 
Alan Wake's fidt Dtc tO)'«l with 
fans' perception ol the game's 
end.109- somettliilQ we'd hke 10 
see in more 0LC 

2 ~In.. C.pcom 3 
DLC c:tl.!lraclets £n tlgtlling games 
(:()U}d end the need kn 1,1pd,ete<l 
"super'" versions 

·- · BloShodl 2 is a <IOUble offender, 
with on-<liSc DLC ano a Sirb9'e­
player hordt mode o:>pyat 
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0 
ne of the coolest tnngs about 
oo,ering the downloadable game 
scene is discovering the l)emS 
that come out of no1-.tiere. I 
IOve watehhg Offfl S1ucf,os and 
8SUlblishec:Jde\leloperS81M whO 

take chances on new ideas. This exching and 
dange<Ous approach 10 oovelopment is typified 
by Bastion. a stunni'Q action/RPG ~om new 
studio &pe,giant Games. Foonded by sewr81 
ex-membe<s of EALA's Comnar'C & Conquer 
1e«n. the studio haS wori<ed on this beautiful 
game fo, the past yea,. I played an extended 
demo and was instantly Chamled. After the 
CaJami1y Shatters the world into a series ol loat· 
r.g islands. a protagonist named the Kid must 
constl\lC1 a n,,.v safe haWJn. The environments 
featue WlfMI baCl<groundS and incre<Jtle 
detail. Along his journey to find SUMIIOfS and 
eollec1 &.l)plies, the Kid battles strange beasts 
with melee combat. ranged weapons. and 
special skils. Bastion's real standoot featue is 
the audio. The awesome soore melds acOUS1lc 
gu1ar with a mote roodern electroniC touch. 
and a gravely llOicecl man narrates the en1ire 

game, relaying the sto,y of the Kid as he moves 
11Yough the ,Y0<1d. describing the hems he finds, 
Shamg recollections of the Kkf •s life be/ore the 
Calam:ly, and adong exchement to ~1S whh 
'"'1ld desctiptions ol the monsters and battles. 
Bastion is targetirQ release on XBlA and PSN 
next soomer. bU1 St4,ergiant Games hasn't 
nailed down a pel)lisher yet. v,t,ichev\lf com­
pany is smart enoug-i to recognize the game's 
po1en1ial may have a hit on their hands. 

Ubisoft is also dewerlng a °"" franclise next 
year with Outland, an intriguing n,,.v platfo,mer 
from Super SWaJst HD creato,s Housoo,a,que. 
OU1land unabashedy co,nbines PMce of Persia­
style pla1forming with Super Metroid-Slyle expl0-
ra1ion. The fantasy game stars a roodern•day 
man ol Mayan c:lescent beset by darl< visions 
that send him trekking in the Yuca18n jungle lo, 
answers. Stal1<. shadowy landscapes recall ele­
ments of Shadow of the Coloosus. and a °"" 
soundtrack from M Pulkkinen. the composer 
who SCOf8d Trine. co,nplemen1s the gorgeous 
visuals. As he moves through the fantastical 
setting. the main character must jump and 
climb past traps and other dangers. As players 

naviga1e 1he wood they can tip back and forth 
between a ligh1 and <lari< state just fike in the 
ClaSSiC Japanese SllOOter lkaruga. YO<.< ChOice of 
potarhy detemiines which enerrr,, attacks can hit 
you and factors into the ptatto,ming Challenges. 
OU1land also lea1"8S an extensi\/e combat com­
ponent, with massive boss encounters peppered 
11Yougho<rt the game. I can't wait to get "'f 
hands on this game, which reteases earty next 
year and looks to be a strong contender. 

H you·ve been fotto,1nng the SEiie$, then you 
know you have reason to be exched 8b0u1 the 
n,,.vly amoonced Bit. Trip Fate. I played sev• 
eraJ hours of the incredbly ch8ttenging Sl1001er, 
and the game is just as entranc.-.g as as prede­
cessors. The game puts a new twist on the olcl­
schOol side•scrolng SllOOter fo,mula. ,vhh ~ 
ch8tac1er moving along a designa1ed curve from 
which he cannot diverge. To dodge enemy pro• 
,ectiles, you must find a place on the line that is 
sale from attack ,\ilie sirn.1ttaneously diShing out 
ptrislvnent on your foes. The series' trademark 
pb(el art and 8-bh inspired~ is in f\JI effect. 
as is the steep Clfficulty and hallJcinogenc visual 
ettects. Every one of these games has been 



unique. and after Fate's fal release. I can't wait to 
see how Gajn's unamounced. sixth instaBment 
of the WoM/afe ex~ series comes together. 

Brnish studio Just Md water made headlines 
recently by amouncing its Oddwood revival. 
Its first project is a remake ol Oddworld: 
Stranger's Wrath, the exeelent but ..--ap. 
preciated fnal ent,y in the series that debuted on 
me Xbox in 2005. It sounds as ff me game wll be 
a faiWul remake. albeit wl1h a graphical overllaul 
that impr0\/8S tha visuals to meet conterTl)C)rarY 
expectations. If you n8llef had the Chance to t,y 
Stranger's wrath. you missed out. The game 
stars an urusual bounty hunter il 1he Oddworld 
equivalent of me Old West. Playets shoot "live 
ammunition" in the form of giant insects and 
small mammals. and the stOl)'fine includes an 
awesome twist near the end that reveals a IOI 
about me herO's motivations. I'm excited to 
revisit the game. and even more iltrigued by the 
possibility of having a new stuoo b<ilcfng more 
games within tt,e fantastic Ocktwood universe. 

It may not have Contra il the name. but make 
no mstake: Hard Corps: Uprising is the nex.t 
install~ in me stoned franchise. 1 dug nto me 

new high--OCtane shooter ttis month and came 
away impressed by several new features that 
help m)V8 Konamrs franchise forwarcl. Uprisr,g 
features a big shift il its art style. and the new 
anime sensibility OOMlS tha ridiculOus action 
wel. The coolest garneplay innovation is the 
new upgrade system. In Aisil1g mode, your point 
totals become Corps Points (CP) that can be 
used to purchase new abllties. heMh <4)9rades. 
additional Ives. and weapon power-ups. These 
purcl'8S<l$ can be enabled and disabled to affect 
diffic<Aty, and each character can be wgraded 
sep&'lltely. The extremely challenging arcade 
mode returns f0< purists as ,"'311. The early levels 
I played were filled with oonstent enemy waves 
and set piece action m0<nents. Md il online 
CO·OP on PSN and Xl3IA. and I'm S(llcl. Hard 
Corps: Uprisr,g ShO<Ad be out late mis year, 

A while back I Shated some tidbits about 
Capcom's mysterious Mega Man Universe 
project. This month I had me chance to see the 
game il action. The game is a playground f0< 
Mega Man fans. delivering hig>•end character 
customization and - creation. Capcom is 
including a remade version of Mega Man 2 
within the core game, but the real deal is that 
you get to Share and dowrioad user-created 
levels. Players can choose from a wide array of 
playaole Capeom characters, from the many 
Mega Man variations to omer favorites like 
Street F,ghter's Ryu. Players can tweak each 
character by Chang]ng out body parts, abilities. 
and colO<s to create a uiiQue hero. I'm excited 
by the possibi~ies of lmtless Mega Man levels 
to explore and conquer. 

FCtmcr•-.ot­
,,., __ .,,.g,mes.r1s,1 _..,_~_ 
ICJtl.K6S da,f/)' -ft'!$ O'I Ille beSl 
,;:,.,,,;,,,iy,_,..,_ 
SIX)(//gl>lscn _ _,,,., 

lhtif(X{je(:1$.Mdcb?'lnfflOUf 
r6'1/ewsOISa><rt>e1-< 
(p/s()(}el8«1P/,1nts,s. l-cn 
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Treyarch Taking the Lead 
r.:a11 ll• ·· long career at Activision led him to his current position as studio head of Treyarch. where he's helped 
make the studio into one of Lhe world's best selling l'PS developers. Recently, we spoke 10 Lamia about his career 

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

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 fertie g,OU'ld 
where the creative people I t,a,e at the stuoo 
can stretCh themSel\/eS inlo C1oi1Q something 
nev-1. Ifs a ve<y i1teresln9 era. It's the dawn of 
real black OPS: theo'e was a IOI of POiiticai inlligue 
with the CIA and Soviet Uiion. Thal whOle er8 
was wid. Also. it's much ITK>l'e documented. 
There was so much more oommunication lhen. 
It win make to, very exciting sto,ytelling, People 
wil be surpfised t>,, the things we did in making 
il()ll'()W'O. 

More modem games like Medal of Honor 
and Modern Warfare 2 have generated 
controversy in the press. What are your 
thoughts on that intersection between real 
life and games? Is anything off limits'? 
we do,n 8Pl)foach tt from ui.at perspective. but 
I do have a feeling about tt. My f-.g is that 
there are al soe1s of movies and books and 
entertairrnent that tOUCh on theSe subjeets and 
don't receive the kind of scrutiny U\at games 
recei\/8.1 think U\at tt·s in~ that people don't 
tnink we·re en art form. If you know game 
development. you know how many artists and 
anmators 8r.:I ~ 00! 1\'0i1< on these 
g,vnes. But people that t,a,e grown up with 
games understand that this is our art form. If 
this we<e a movie. no one wood be 8\lel'l ask· 
ing m& ui.at question. But because tts a game. 
I get ~ that quite olten. This game is not 
about the Vietnam Wat. but ii does t,a,e that 
as a backdrop. That's part of what's appealing 
about ou- game. because people tnnk they 
know what happened. Our game is about what 
oca,red 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? 
It cfo'l't aflect the studio because we we<e 
already OWf halfway through with Black Ops. It 
was diffiaAt lo not hear about tt; tt was all """' 
the news. tt was Ike My divOrce, people we<e 
ooncemed and they thought it was unfortunate. 
For me personally, I know those guys and I 
worked with those guys. Even though I was 
focused on the studio heo'e. you have relation· 
snps wtth people. The Infinity Wald was - Md 
is ~ an inetedble development organiZation. 
Some of those guys that lelt were inetedbly 
talented, but the g.JyS that stayed are inetedibly 
talented, too. 1 don't thirl< an)Oll8 ,YO\Ad say 
that tt was a good thing for either side. but tt 
happened. I know that ActMsion is focused on 
the people U\at are sti at Infinity W/Jld. 

Did the situation present an opportunity for 
Treyarch to realty put your stamp on the 
Call of Duty franchise and take the reins, 
so to speak? 
The ori.y tning I can say about ui.at is that we 
were hop<1g to do that lll>f'ovay. (t..a,g,sl We've 
been w0<1<ing hard for a long time with this 

te/JITl, Md I thn< that tnis game represents the 
bes1 1Y()I\( we'\'8 ever done. We're IXJ!ling alien• 
tion to detail Md refinement into~-
This is everything we got so we were hoping 
that this - not to the exclusion of anyone else -
(WO<Ad be! creatively identified with tnis stuoo. 
We felt that this was ou- opportu,ity 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 cumination of a IOI of years of ma1«1g can 
ol Duty, Whle there are always new people. a IOI 
of the mains and senior leads had made muti· 
pie Cal of Duty games. We had more time than 
we'd gotten on My of the otheo' games. With 
!Black Ops). tt's the same thing. Afte, 2008, 
atte< we snpped Spider-Men. Wor1d at War, and 
Ouentt.m of Solace. we deeided we needed 
to oonsddate oor focus. That's one thing that 
Infinity Ward always did ve,y well. They focused 
on quality. Not ui.at we we,en't focused on qual­
ity, but when you're making rrut~ @es you 
t,a,e to Sf)frt your attention, time. and resources. 
Now that we·ve just been focused on~ 
Cal of Duty. _,as rowing n the same 
(frection, and it's mad& all Ill& diffei'enoo. 

Will you remain a one-game-at•a-time stu .. 
dio or will you 90 back to multiple games in 
the future? 
For the faeseeable fulu'e. tt's al Call of Duty. 
This sort of game- stories from a &-st-pe,son 
perspective, rrutiplayer. cinematic first-persoo 
action - is the focus. Now how is that broken 
up? I need to talk to my Ac4ivislon <XlUlterpa,ts 
afte, I fnsh putting the bow on 8laok Ops, 

So you'll be working exclusively within the 
can of Duty franchise? 
Wei, U\at's my intention. Unfortunately. I don't 
get to mal<e the decision myself, but my inten• 
lion is to oontinue work in the Cal of Duty ~en­
chise. Ifs a type of f,st-pe<son shooter game, 
and I want to oontinue to advance our capal)ili• 
ties n ui.at area. You learn a IOI about yo,s team 
after every game. 

Does Activision dictate the next project or 
do you have a say? 
We have a really Sltong say. but It is a partne,­
ship. We wil go to them wtth our ideas to, what 
we want to do next, and then we'I marry that 
with v,t>at the business realities /Jle. That's one 
of my key responsill hies heo'e at Trey1J1Ch. to 
make SU'e we're doing what we want to be 
Cloi1Q. 1 can tel you that alte< this game Sh'ps, 
,ve·re not done - we·re going to keep s,,pport­
ing tt with the help of our partners. Whle we're 
not annw,cing oor next p,o;ec1. we do t,a,e a 
vested interest n Cail of Dutys Mure. 

Modern Warlare 2 had a lot of issues with 
cheating and balancing, How are you plan• 
ning to deal with those issues? 

We've actualy engi,-ed qutte a bit of secumy 
measU'es into the game. Due 10 the POl)<Jlarlty 
ol World at War. we·ve had a IOI ol experience 
wtth these types of issues, and we released a 
IOI of updates 10 U\at game to fix cheats Md 
haekS, That ga\'8 us good insight into t,ow we 
WMted to design OlX engine this time around. 
More i~antly. there's a oommitment. We'I 
6x someu,;ng, and someone elSe will tiy to haek 
something else. Md we'I just be on them oon· 
stantly. So hs a teehnicaf thing. and hs also just 
a determination to deal with tt more aggressively, 
It's a bummer when you're waking really hard 
but there are a buneh of people on the leader· 
boards ui.at have cleal1y hacked in front of you, 

Bobby Kotick has made some comments 
that have suggested the future of Call 
of Duty might be - not necessarity an 
MMO - but per'haps a larger, persistant 
worfd of some sort. Is that something you 
are thinking about? 
Irs not something 1 ,;pend a IOt of time t,ying 
to figure out right now, but I U1ink ui.at online is 
deal1y a l>.Jge part of Cal of Duty. It \Y<lUal't 
surprise me tt you saw a new business model 
e<ne<ge that wasn't just bOx product. Whetheo' 
that's transaction based a subsaiption based, 
we're startt,g to ooe some of them. EA's doile 
some of that wtth the< BatUefield game ui.at was 
suppcxted t>,, transaction. I lhn< every putirlsher 
is IOoking at those things. If you·re 004 IOokng a1 
that. ui.ars p,cbably 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? 
I tr;nk theres a place for gesture-based move­
lTIE!flt in the genre: we do it with the Wi version 
of Call of Duty. I can tell you ui.at we d'od 004 con­
sider Wi. Move. or Kinect for Cal of Duty: 8laok 
Ops. lend we) t,a,e no plans for that. Black 
Ops wasn·t designed that WWf; I ,VOUl<tl't want 
to take your hand off the oontroller. But I oould 
imagine a game with the pacng ,_..,.,.e that 
works. There are a lot of hend gestues n the 
milita,y wheo'e you oould pull that off. Whether 
that's fun or not. that's \4l 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 my career. rve helped build rv,.v IP. incufng 
Cail of Duty, but as~ as Treyarch is ooncerned. 
tt 1voudn't SLfP(ise me w some orignal p,operty 
comes out of ~ h the future. It v,ouo,,·1 SUff)lise 
me the least bit. It wouktl't surprise me ~ the Call 
ol Duty franchise spawns i s own spinoffs. Do I 
know r'qlt r,:,,v/ I h;)nestly do not. but I thirl< in 
order to create lrlJle-A IP and to, a publisher to 
back you, you t,a,e to be able to p,oduce the 
hi(toest c,.,afrty oontent in the industry. 

tl1ff M,.,1 
1980 BASIC TRAINING 

)J'IQr h~ l;,thCJ lmngs l~ 
a 111S 80 COUIJ)CJl9', l,aU\la 
spe,\dS his bfn9 lll3klng 1\1.s 
own g4ll)eS by copy,ng BASIC 
g•m<> ptog1ams ou, or books 
at><1rooga'aflCS 

1985 POWERFUL S11/FF 

t.nnua rans in tove wtth 
tlala'noe ol l?owei. • 1>ohi,caJ 
•~!1.l~rY g3IOO oe.ted b), 
Ieg.,,t1J1Jy tleolgne, Cbrf; 
C1•v110:d 

1989 A NEW DIMENSION 

CNrua i>l')Y• • 30 PC inma 
(Q( the fil$l l!i'n0 ., A<:ti-..isfon'S 
Mech•,.•au,m 

1990 HIGHER ED 

Wb,ie •uoruling uc soma 
8a1)lo(a as a pohtioal s,{enQ> 
srudent Le.mK'l eom•,noos his 
prOfc,sof to1o< hm> teJth • 
CllY ~arnung - .. TA UIM\I 
~ •n C\ty as 00111'$$ nrttert<l 

1993 RISE OF THE 
SHOOTERS 

NO'N j.n law :;(:hoot .!.JrftlOC tOce 
t'p1tbOtJS (i~ Of)t()($,, tftl!s fn IQ\'e 
w11hDoorn-

1995 A BIG RISK 

Nov;,-,µ~ a law deg,.., £Mu• 
®cl(i<,s 10 ro1iow hJ.< he,111 Ullo 
gom,ng. taking an ormylcvoi 
l)o<ltion !\I ~cuvlsioo J!f• ru,1 
JOb en\aOs butning CJJs !o1 ~•• 
'$t\ldlO's \'aUoos devok>pment 
te,""' 

1998 PRODUCING 
RESULTS 

1,,.,,. get, hJJl big l'Jleal<. 
P<OOVortg tt,e game 
C1111t11.at1on, CRlt I() Powet 
le< PC 

2000 BIGT!Ml! 

l,iim1ajs p,omcte(I ro VP-Ot 
l~UVISIO(l'S t~nh Amor'le4n 
studios >re Y.'Olks will) several 
iruern.aJ and external stud1os. 
1JIClud1ng Kl Solrwrue 

2002 LIGHTNING 
STRIKES 

Atn"'"'" l>gn3 lnJmlly 1·~ 
to Cl~O CaH oj IMy l)Jm,, 
w()lkS cioStty wrOl me s1U(f$o 

2006 NEW GIG 

IJ\n'l,I~ UI\Jl$!t)rs fro,rn 1\t:11'11$100 
to 'lle)'!\1¢11. ((Jln,,g oo •$ VP 
/llJd COO. fie I> 1nom0<BO t(J 
;tu<OO head In 20Cfl 

2008 0NFIRE 

l!C'llV1Sian r8l9&388 ·r1eyarc.t'l't 
CJ!l ot l)IJ<y· WO<ld at w.,,, ,ts 
!)<St VIC)fk to d.lt$ l1lo g,ime IS 

hllgi)lypoj)\llafonXbo>rUV& 

connect 47 



Cl) 

.5 
t--.::1 
"O 
0 
~ 

48 

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 wrtstwatch. 

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 



, I Logitech G930 Headset 
L(>Jiledl lal<e$aooll1er ~ il Ille fglt fa Ille 
ulimate ~ headSel w,111 Ille~. This 7.1 
su:rcrro rotro wietess system may be a rime bul<y, 
but lheG930sa,e mere comlatable tl81 lhey l0cl<, 
The ...U<lesl!,'Ed headsel S!)(ltS CUSIClrizallle G 
keys. a'«lklrerdler, 81'<1 m.Jte lU1oo. The IMli1g 
ni>qro-e gows red """1 ITIJted, but seeing ii 
re<p'es Ille M!l 10 be il a ve,y speciliC (jace in kont 
0( yr»: tac!!. The rotrdQUallly is~ llnll1> Ille 
extra ~-.ocllamelsin Ille 1.1 .ren'tve,y -· 
The real ossue "ilh Ille G930s iS Ille oone,y ine. 
Ylhile l.Og!.ech dalms :rMd 10 lrus befae a 
charge. we~ u:l<y tt I lasled lor fwe. 

$159 
logitech.com 

• I Nikon D7000 
If )'OU'reetlli'IJsias1ic aJn< lal<ing l)llO(OS. ma,be ~'S 
!ille to SteP <1> yr»: oe;r. ~'l<cn·s laleSI CM'Efa. Ille 
07000,13kss'/OO kan lllebaklgwortiol ~­
lm·SOOOI to Ille muct> mere awesome "IJOSUlllOf" 
lel<f S!xl<li'!lal6.2megapixflCMOS~.flll 
t() vileo caixu,e wiltl auto:ocus, 81'<1 the aljlly 10 
mw>I hundreds 01 I~. Ille 07000 gNeS '/00 Ille 

lle<itlolity ol a p,-olessiorl3i CM'Efa wm Ille comrori 
81'<1 ease 01 use 0( a P001·81'<1·S0001_ The new 
camera also SIJCl1S an UllQ/aded 39.po;n1 aU101ocus, 
&J$1em. ruat SOXCcard SI.C¥ICl1. ma ruooe<J 
~ dr,f !xxly. II '/00 want 10 s1art stooling 
ll'llh llletig<logs, 1he07000isa great 100 lor llln• 
inO '/00 inlD lhe ooxt Dalt! LaCnapeile. 

$1,199 
nikonusa.com 

• I Uncommon Deflector 
Pl'OleCI yr,s iP!lone in st)le v.1111 an ln:amlal 
Oellecta: lffi<e ofler case comp;nes tha1 use 
decals a Sli:l<ar~ Urcanmon uses a propr!etaly 
prinling ~ called 30TATT thal entecls lhe 
image inlO Ille plaslic" 1he case. This p(e\fflS 
lad',ng and weat P,-otlemS a=ted wilh paper 
stickers., also means mat '/00 oo ~ a h~ 
resdliioo ~ cl )'()<J( belM<l l)JO 1•.ear"l) a 
sailer~ ln:amlal also has des9'S avalable 
t:,/ Olher an,s,s ,m users oo lls webs11e. The case 
ilSEII is a tm. hard past,: tha1 leallreS a Sl)eCial 
anti-~e CM'Efa ring 1h31 pre,ents i1terlerence 
1'/llhl)llO(OS. 

$34.95 
ge1uncommon.com 

• I Xbox 360 Wireless Controller 
When Mcroscll surp(ISed us ,Alli a rekeshed a,n. 
Uollel 1,i!)l a ne,, di)a(l, ~ '1 Ille clfioo let 
wt a oollectMl clleef. l~ile lhe XW< 360 controller 
rema,ns our landslide lal<lrile In o,er;II desql. 
Ille d,pa<J has ""4f' ~ Ille looe clleooer il an 
Ol"""1Sestf<I-. ThiSSill't!f beast fearu<es 
a grayscale aes11>e11: 81'<1 a -d·l)ad that 
re.eals Ille raised "plUS" Sl,ape tha1 we att _, 81'<1 
lo,e Y.tile Ille 1)1\yStat bulloo teets dif!e<enL lhe 
d•pa<J'S rllSl)OOSl,eness at/ OOIMlfS !/qllti bet1e1 
res<ltstllan llleold IT¥ldel. TheanalogS1k:l<shaYe 
a',so ~ sl~tly tweaked Yl.lh a newcoocave ridge 
10 heil>JW lhtinbs s,ay in ,iaoe. Even tll:lugh Ille 
ne,,<1-pac,<100,,n pe,1orm as v..i f'rO!)ed, lhe XllOx 
300 Wiretess caitrdlef iS Stil lhe beSt q)IJOO IQ' 
300 jjayerS, 

$64.99 (willl Play a.nd Charve klt only) 
xbox.com 

BACK TO THE l'U'1URE 
2ml AIIIIIVERSAIIY 
M my Mdlv's ·wr,· ol 'll)I: uavet 
Brlf punclung. md soup, , up 
Oel..oieans oontmuos to s and 
U1e leS1 of 11me ake the J m~ 
once aqa n in tuqh di..! Yflth 1t;1$ 
Hlu r.sv 

$79.98 
nbcwlivers.alstore.oom 

TOP GEAR 13 

we c:an·t 901 enough ol the 8J111AA 
threesome of Jeremy, Rtch,110. 
and James In this Sf'.ason. they 
race lluough Abu Dhabi m a 
Lambo<ghU10 act like 17 1•,uu olds 
in cheap Cit.IS. and liJOO UV) post 
of(1c.:e llom Cngland to SOOCJand 111 
a Porsche 
$24.98 
bbcamericashop.oom 

HOW HARD CAN IT BE? 

1bp Goofs Je,emy Clarkson adds 
another book U1 Ins The World 
Acoording to Clarkson senes 
llxpect more noosensrcal lulanty 
W<e teactung lrung ru ,n a lloW81 
anangemem class. <fJScllssmg 
<h<:tators anct \heir combovers. and 
more. 
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Donkey Kong Country RehmlS 
.-.,. 

,ll\.COtnefSl~ 
,, • ...,. .. -~0$ 

03 Rebooting The Bat 
DC Q:rri::S c.rii MCI a SOlkl di'ecttn I« 
Ba- Olaagatl, ""-•ghirlg Ii, 
betQl.'ecl~affdlsl3nwltl)MOnew 
..... , B>Jm.>\ h:i\l"""'IJ bld>jj, and Ill, Oatlc __ on.,,231,._l/almolt 

h:~l)lml(!brGl.-t"IWl11e°"4tUQ 
Stcms~t.brison,and ThBDarlcKniflhllSln 
l!le,_dl!le,_0.Adflllcl\aou, 
.,..,.,.~,oot!NslO(yl)ltMlSal\y• 
ltirg. lhey'l berQPlaeoolna)'eilfcxtno bJ ..,......, ..... 
Of Mlaosoft Rolla out 
Controller•Free Gaming 
Kh,adll:laly•~""'•-IOdrf.llll> 
"""dlle3""""3~~SOldfn­
tudas; O'lt wilh- lllfl game ~Mmlures 
for $149.98. "'"""" 4G8 300 sn model 
~ .. Ile- t<, $299.00, and a U.d 1l1at 
ShfP$l'l'llf'la2".i0083&tSln~llegaroob 
S38!198.Hefe~U>e,..,..,,fne-,..,: 
' l11e UW,S, L<•"·--
• Oaoa> Ceoo~ 
•Kriect.lC,tnlures ·-•-,»IR<le 
,VourS,..,.F"""'E""...s 

05 WW Ferrell: Who Carel'? 
Wl1yWl)lj(j)OU""'°IW'"""""10""'11· 
oo ""°""' B<act P<t ar<1 rro Fey. and,,.,, 
ltrcwkal-l)l'aoffljV,11ftnellOll'o 
ff"'1•~•CG""""1"""'1debr 

- ..... Ull!-ltadol®llli>l""" 
ard~$ l'llhea1M IOclJt. l~wadol'l'r 
1\1\'e lOb:f<al fent't'$ li1Cecfr~. wesdl 

"""'°"""'"'""'1l*"""""""'""' anylllilglUfff/- ~Mg/llJI 

09 New Releases 
,Calc,ruy:Blad<Ops (P$3 m. 1'1(0$ 
•-C>"'1:Seod°""fSlm.Y,11 
•Hasl>OfantyQm)..,. 1 82-~'>I) 
•HAWX2 (,>~ 

::~"'%i~-~ 
•l,l,6ins-MIJ 
•fWv-Tomtnn...,v,11 
• The5""31'Sl 31V. ·~ 

JO ll New Wrinkle In The 
11.uanln'I Creed Mytho1 
Assas:Sln'sCrea:llwtlW,ddlutaMW 
flf_,.,,Wilftllea lOOt""""'ius.,, 
assasstloomcdNkiliiOrtbl?Wt'lha'.t 
IOW3i110&llout..,.,_hos,..,necJ. 
1Mgamm:nroomlc1ans.-l>'(lh><fisl 
b:f< a1 11\is(Xd(l.be he(o tOday in \VtlS!orm's 
!tree llOfl _,> Cieed 1116Fllloomlc 
"'ICS. u,, Ello:nr- td«t ""'· °'""' ~ 
alter a Ten,Dartitacl.8Ul'lt»lnthetllll.rei$ 
,.,t,gnosllllg$? 

J2 Budget War Of Tho 
Worlds 
n,,---Sl)i»­
_...,_,,,,,,_,,1',oe,ooclolellects 
btOJC1. Thereasontoi ll'IS?Mdlheeastare 
C"51TV-s ..... n0,1l1 <_,..Tulllllde 
FromS<nA< That~<IO'dfromSl<Fret 

~ .wl"'1~0otoclt,cfrc,nc..,,,. 
Wotldan,o,&lnhl.thcatercaieif ll'l8)'l\Ut 
-(la,Uf,t 

19 Hany Potter VII: 
Part I Of IS 
S,..,,llelllr,Y-b000"1dedYrill>an 
...-11a-.Holf.-""lio>fra•• 
ale•-sencf-dlhU,,o-­
WCllllle<OICaSeC,_..,,,,,,_.., 
fll9~Hab«Pat 1. OIi' SW'a!Ste!I ut 
""JY"" '""011110lltl<d<1,1>4lll0"""'' 
teosfonw>S~USl,Roodle!.ll)gf,Wo 
lii'nedhoa Co5k'O, an:I Gardar k.1$ dot 
lhCIXld!ll,YS Sooo!s..,ostfl)~lle""I 
ciecliOn! 

23 New Releuea 
•a..-il"110tll1eV<leoG!ml f\','(0$ 
, Octlo)y""'l)CM,yf\llJo;OI" 
,l);,offslilf-f\'-' 
•00«· S.,F,-~,m VA( PQ 
•Hct•-Tl3d<Allad<fWll)$ 
•le:l\:mll):l 
-~-~al) 

24 Now•Age Disney Schlock 
lllle•aOisneyO'OOilllls°"""',!<dsgo 
..... \,Wai ... letf,;,,lti,loliaYOlO'l!ll' 
c;wOisneyfl<ks ... "' "'1 ""'"""'· "" f.b>Ki11. W,,.ard-Th,yge,,,., 
,,,.._..,,..Ff'9, /JldJ>:l8tw,:nrl3Clay'S 

'"""'~'""""'""''9"wlrl b:lgl'm. lf'f(Aik.idsWMlto&OCa111CM! 
-•cNd<""1,,..dlloll.~-,...,, 
.II.QI Tl-.y'fb,el 

30 Now ReloUH 
•Gool'll>elMIM 
,M,fn:nr ... -l<i'(llmff'S:l:Jll 
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mniac is known for its uncanny 
ability to continually churn out pol­
ished critical darlings. From 111 
PlaySln11on olfemos Ike $py,'O lhe 0rogon 10 
lheco ,'.18nlly_,,. PS2 and PS3 Raiche( 
& Clin< games. h>C()ff1)11'>/ '-"-' Affl0rl9 
Scny'stopg,mb~a- Asa_,,,... 
10 :ts l'O<Jl,88. lneonriac • 00flll'uf1Q 10 """"'9 
lsd1Mi10prnen1af-..t soonei:,r.-d tol<llox 
360. and lhe PS3 .. ~ Reeaslarubrandl'ea 
bec:Omeoneol Scny'll treoeued-

n.CuMoma rc:1-~ 
~-•-llunchL1190l.Col 
a brand ,_ IP w,th ~: Fal of MM. 
and f1osl81once 2 wllS an lll'llbllous game lhat 
c,arm,ed. Ion ol oo,,lenl on10 ts Bl, 'flf cbc. 
11ao~--~gs,,ro­
- bl.C ln9orrnllc • c:enan i awl-an _, mo,e polished o,cpenanoe W;lh Rel,o,1Mee 3'11 
extendoddfMllopmenltrne 

·Asal)hlosoilhya1.,.._,.,_,, ,..,_t;ae.e 
lhe mo,e trneyou ca-, ~-CIW"Q l)l0llle play 
lhe-malong-rc:lgat\l'(I nllaaand 
kffW,g------)Q6gawnt•gor,g10 
be." ""/I - ~ Ted Pia "ll's lhel 
last 10 ~ lhet you heor dev9lope,a 181k abou1 
al lhe..,.. that e eo lrrc)c:w1anl to gel rig,! Usually 
,..,o_~..,_..,.~•g,rn, 
lhels good. and 8 ffllgll I><" Scnygoll I and .. 
publoSher granted an eni,e extra - ol ~­
menl 111,e for Aesislonce 3. n.-..l.rlg,_ltt,_ .. __ lrst 
depavefn)rnq,,.-two,-~ 
cycle . ..., lhebenettaolextra lffle.-,11:o,, 
n.l)9glll charge on .,.dllignl)IOOIMaimes 

fnlrn bll,,nd the...,_,_ as --Ted Pnoe 
1$ henOOg lhe ,.,,,. ,o former Rel9IS1anc» l)l()ject 
nu-,,ger Marcus Srr,th "We-.,. lllwllfS hOd a Vf1f'f 
<Xllatl<• ,-..'11)1)10eCfl10.,.dol,gr,p,oc:as.soi 
rc:,c. I n,gw,g-.,"'l'bobv."Sflfl,,._,,, "Alcl 
ol people have ti., haal,ly ,_.ed on Aos.slance. 
and M!vws is one ol them, so 11 was groo1 10 see 
somnona-bmg.,.., ~ 10 lle(jr-.g Iha __ ....,. 

i'-bgShoel108,"Smltlactnta 'Tedosa 
-.naac - m • a grae1 'I-If to work to, 
Ha....,lolowshowto,njyatMmnawwtthat 
I've...., rc:,c seen. 

Mdftt•makes ,t -11181 lneorrnoc'llgoel is 10 
l"()Coriy4WT'tlraoe4W1dl)Oill> .. ,_..,.,.~ 
lhel n,IOI) ht-a cr:al ht. bl.C _, IOoeale 
anengr,gr,gaameolalTBllnMllrQto18Y8 
h,sfamly. 

A World In Ruin 
Af tho end ol ReMlanoe 2, I.Jeut<rMI Nathan Hole 
andJoeol)h cai:,ea •aooate Oaedeu man 
enue Ctwneran a, 11oe1 Fdowng thw trU1'llh, Illa 
o.,,...,wus,_,,ga.e~-procago, 
,_No!IWIHaleM~--began 
~hm . ._...,l:xll<edto.,._as,_ 
spoktl n a tianrg.,., 11010e atnt Iha ~ol 
Eanh'e i'levllable down~. Fellow WU8 erhanoed 
Sent,,elJooepti~ctopsNeuu,l cterespeel 
UICll,rlolO-cna- "Fav,eme. 
sir 1_.,honor"c.i,elsays-l)OA'-19a 
bul"1 ttfOlql Hale'a t-1 endng M llfe m lhe 
Clvnefa'a nluenoo on him. 

Vdoo g;rne,... n knov,fl 10 drQ on10 NW 
W.-,CfWaciarS. l.ookno.,.._ ,_,.,.1ar, 
-,_,i,,gCole'sredel9>nlnfllmlus2 ft 
gacsovonmore trnecne10uSwitl~rl!l)lace­
...._ --Geor Sold 2'11SoldSneke'sswap 

\\11ll)rlltfyboyRaioorlserw,gasaS1,or>"J 
si,,, lei" ng a,_ man d\'.m:lor IS b,91 
-~nvclerngywprolagor1itll _,,_, 

·1 tnr,k nternoly we-e reoly-b-J lhe 
.,._ $-T>lh-abell.Cl(9.-.golHele. 'We 
-.ll<e'O>"'l'QOd.~lAl'sclOhr I~ 
mo-r,g "'° Reclo.1Mee 3 4 bac8m8 mo,e of a mar 
i<e<ng (µ161,on Ive people gong 10 aooept US w4th 
~ n a ,_ drecOOn? v..>o cares. llol II rTW<O a 
~•g,rn,.• 

tt you tnr,k lhul Caciel .. un n the~ 
<Xll\'a<Uol~. lralfmacbegslOdl!lll! "\'\ 
Plo,ect_, .. _,..,.__,gamtl'llll ... 
<kl, Joe Capell, was a very big PM ol 11181 expen 
ence: ~ d,rector ol blond d&Jelopment Rynn 
~'Wil~t.C)·•~-­
Cai:,el and-•..,...,., w,rnng o1 l8lnll .., 
11Wgor~1a1e.1·src:,c100t,,gota 
that Copolo WOUd 1llk8 on LCh a cooler stage role, 
because wew ti.> senng that <1> IIYOlqlOl.C 
Aalislanoa2· 
n.,,,g .. io., _..,.,. Co,,ora~ tll1ll 

- ,. _ fn)rn the cru,Ung $Mt. 

~ Pl'o,octa -~ QMISI.C) hs 

1<angways. ~hsbod lltt,11JC1e. n 
~ n.Ownn.-~OOQ4)\' 
Amencam.,._o1.,..,,. )rtd ~con­
verted enough 1-.rnans b lhoor anny, lh9y'19 
In the l'.)r0006S 01 extormlnolng 1he remoo,v 
0..a.chgenoodolallad< IQ"'8S lhe~ 
tiorr.,, ._, o.wun,, to tllllrOer$. &r;t,c,rs 
"the10Wntmer99tho<q,~ 1'n181s 
10 de4and Iha, hOmes Folowng a 1ut,1o lw-1 61and 
b-J ti. town's mebtns. Capei ftlln1ea w1h 1-.s 
w1es....m.,..,oov.Jllds.[)eo.Q.c 
tans wt~ (:apea"a wta as NaNn Hole's .. _ t,cm Wlom Oatz"s""""' ~ 
1he °"""'1p Sa:m,. The, ,on IS very I t,cm lhe 
fngidl""""'8h.lre8-b-/1he0vnero &.ISM 
says lhel9'8 a wWf to save the boy- Or Mll kOY. 1he 
torernoet - on Ovnera. told her~ Eu to &ld 
&Capol,,.,.._10 ' 

"M;ll,.ov nw.igad 10-.ict aome bDod fnlrn 
Nathan H(Jle and clsool,'l)ted lhut he l'1ad oome 
special enlood"8 Inside 01 h<m." expla,ns Jon 
PacJJecu, lead-to, Ro- .tJnce3. "'· '111'1111 
....,_._IO<ll,elopal<Jlev.lCC: • wlich 
lsessent~ a cue to, tte 0..-,, vrus. • Now 

contill'.1ed on ~ 



Capelli rrust somehow use the t-We vaccine to rocu­
late the small number of sun,Mng t.Jmans. 

- remahscrypticregatdrlg fur1herplot 
specifies, but the trek from Ol<lahoma to New YO!I< 
City suggests that the t-We vaccine could save the 
remnaots of tvnanity ~ b<oug)t to the Big Apple, 
,YHcll is il<ely rotten by now. Malikov decides to 
accompany Capelli throug,out the quest. but tt won't 
be 8'JIS,/. 

"MalikOY has beOOme a lrttle older, he's become a 
litt!emo<8fral."Paquetteexplans. ·Hes not going to 
be a g,,>-toting, Shooting guy in this game. But he 
is go;r,g to be wtth Joe Cspeili on his jo<xney, • Joe's 
changed ,w:;s and MalikOY's impatience result in a 
S1l8n8d relationship eany on, but Paquette sugges1s 
the duo will learn to cooperate dt,i\g the journey, 

Survival In An 
Unforgiving World 
One leg;, the journey to New YO!I< finds the pai' 
boa.ling across a flooded town on the way to St. 
Louis, Missoui. Aoamg along what was once a higl 
SChool football field, they pass the disturbing image 
of a wat0!10gged SChOOI bus. A moment later they 
oonfront something even mo<e unsettling - alien plant 
life. C8peli curiously fires a Magrun round into the 
giOw'l,g yellow plant's swollen ye/1,(Y,v bl.I), causing 
a 'Kllatie explosion that knocks over a neart,y sign. 
This, along with huge icy shafts jutting into the 8811h. 
are signs that the Chimera are terrafooning thei' 
new home. 

Even grander evidence of Cl>mera/1 =upation 
lies lt.rthe< down in the murky waters. The enormous 
carcass of a Kraken is splayed aaoss a section of a 
eollal)sed bridge Ike a nlghtmanSh rotting island. Its 
exposed entrails are being consuned by a pack of 
Leapers. The Chimera's forme,1y doolesticatad beasts 
are now feral and POl)<Aate the planet, kil ing on the< 
cwmterms. 

No\lelty candy canes and other 01ristrnas deoora· 
tioos float by in the water as Gapelli and Malikov's 
bOO.t nears the center ol town. An eerie SilenCe Chis 
the moo as they pass a motel. MalikOY cals ovt 
for 8f'o/ POtential SUNMl<S, and the only response 
is the dull putte,qi of the boars engi>e. Sudderly 
something m011eS across a motel window, knocl<ing 
something over with a craSh. In the blirl< of an eye a 
massive tooent of Grims rush from the ravaged bu'ld­
ing, leapilg and yowf,ng as they claw the<~ onto 
thell8SSel. 

·Eve,yone in the town gathered hete after the l.berly 
Tower Delense System fell to decide ¼hat to do, to 
stick alO\.Od for the mtta,y to evacuate them or to try 
to get ovt themselves.· Smrth explans. "Half of the 
town left to try to make rt out by bOO.t. The other hat 
S1ayed here ... and bad ttingS happened.· 

The Grims swarm Capelli and Mali<ov unhndered, 
their tendency to O\lelheat remedied by the artificially 
IOwered temperature. Gapeili Quicl<ly reaches for 
his Mari<sman rifle, using rts alternate fire to drop an 
electncal t~ at the Ship's stem. He then produoes 
his upgaded ~m handgun, in,g sev<llal remote 
detonated rounds into the dense mob. which frag­
ment into smaller explosives. Once C8peli hits the 
trigger. eaoh round ronbusts, sendng a har>:lful ol 
U1e Sli~ bastards and a Santa deooration flying 
skyward. He cleans up the remaining Gtims with his 
lrusty Roosmore Shotgun, t~ng his maker he 
:ffl)ttl1lt the whole arsenal this wne. 

In u,e last game, Hale was imlted to carrying two 
at once. a fact lamented by many 

whO '°"8d the great weapon .,,.;eiy in the first game. 
Capelli has no such restrictions in Resistance 3. 
"The move away from the two-weapon S)'Slem of 
Resistanoe 2 to Resistance 3 is leSS a reaction to 
anyone in particuar and more about making the game 
that we want to make,· Smth comments. 

Inventive weaponry is one ol lnsorrriac'S calling 
cards. and granting piay,,,s access to the robust 
armory opens '-" more stratagic opportun~ies. 
Returning weaponry oonsists of the updated Olassics 
like the previously mentioned, along with the BlAseye 
and Auger. Players can r,y.v 8<lC<JO"<Jlate peints by 
using specific guns and use that currency to upgrade 
ther weapo«y. Hu-nan weapons aren't the ovt-«•the 
crate amiy issue 9"lS of i:,evious games. "°'-er. 
They're appropriately oobbled together ovt ol the sal· 
vagad scrap of a post-apocalyptic wood. 

-we·re trying to make 8\l8rything IOOk a l ttle more 
improvised by the tunan resistance: Smrth clarifies. 
·Even the fragmentation grenade is rruch mo<e hand· 
made. Its model is a can of beans wah naifs strapped 
around~.-

Back on the bOO.t, Capelli and Malikov's a<µ>tic 
voyage funnels onto a SWOlen ril,er. Malikov checl<s 
the map and disoovers they're on the MissisSippi 
hea<f,ng towards St. Louis. Before the two have time 
to talk specifies, a terrible noise n.mbles from the 
distance. T~ waves a-e coupled with the sound 
of er~ water and grrdng machine,y. Cold yellow 









ooaoons cut t~ the mis! hun<teds of foot 
atxwe lheir heads. A Goiath bigger than the town 
they just traversed passes directly ave, them, 
taoog out a bl'idge OVethead and nearly causing 
them to capsize. The immense threat eventUlily 
passes, but it leaves a new menace in its wake -
Long Legs. 

The ,..,,,. enemy is simil..- in appearance to a 
Hybrid. but spons elongated, emanced lower 
limbs fO< nimble leaps. These dea(jy foes deftly 
jump along llooded rooftops, raining g,,,fire ~om 
atxwe. Capelli dodges the incoming 'JOiiey as he 
nmnages ~ his arsenal to find the best 
,voopon fO< the vauting Chimera. 

'We actualy made a big chart or alt the weep· 
ons and al the enemies, sc,1 of Iii<& what weap­
ons are go;ng to be more usefu agai\St different 
enemies." l'8Vllllls lead desig1er Drew Mt.rray. 
"like the Long Legs 1'1Hch µnp around a lot, the 
Auger - 1.tich ShOOlS tlYough waifs - is probably 
not the best lvoopc)n. 8u1 tho Bullsaye, when, 

you can tag thet guy so that when he's jumping 
around. your shOts a,e goog to tirn. • 

Capelli holsters the BLtseye after the final 
hO<ning roond l)lants itself in the smoki1g corpse 
of the last l o,-g Legs. N. this point lnsonnac 
flashes us fO<Ward lo a moment from Capeli's 
eventual St. Louis visit. 

The fon'nal Co,J)()rlll joins an instrmountable 
gang ol you,g, cocky gaasers in their fight to 
secure a Chineran power cell. They need the 
energy source IO fuel their rickeCy VTOL aircraft. 

whi<:h has boon )eny·rigged to Mon 
power cellS after the gaso1ne resources dried 
up. Unfortunately, sea.ring one means-~ 
a Chimera ~OP Ship. The only wtrf to do that is 
by drawing a lot of attention. Capelli and com­
pany wotk in unison to d-eN through dozens 
of Ch'rneta with Molotov ooekta1s and Shotgun 
shells. Capelli only recently met the slick-haired 
young men ~ alongside him, but their 
battle-hardened eyes told him of the strife they've 
endured in this post-apocalypCiC wO<ld. 

'We're spendng a lot al time dean~ up ou­
NPC movement and behaliior, • Smith StrfS. "It wl 
feel roooh more tl<e you're fighting will> P<lOl)le. 
not just goog solo.· F0< e"""l)le, when a free· 
dom fighter lobs an EMP grenade to take out a 
~·s shield, his numerous ar.es lining tho roof­
tops win rain down supp,essing fie. 

The Chimeran dr0Psl'o1) receives one v<il&f 
of gunfire 100 many, causng blue. purple, and 
a,ange llames to pit.me forth as It crashes into 
the bombed•out St. t..ous street. cape1Ii and 
tho men Cheer in IActa,y as they secure the 
power con, to make their brn l!y again. This is 
where OU' time with ResiS1ance 3 ~aws 10 an 
end. Does the gang assist Capeli by flying him 
further towards New York? Where else wl the 
last Sentiners journey lead tirn? Real life dest,la­
lioos such as the Appalachian Mountains, West 
Virginia's coal mines, expansive national 1orests, 
and WaShington o.c. present interesting IOcalep 
we hope Insonnac conside<s f0< C8petli s 



l.i<e Gapeli, lnscxmiac's pa1h into the Mure is 
..-.clear. The company amounoed a~ deal 
with EA P'"1ners last May to become a ~tfon'n 
developer. This crud lead some to befieve that the 
Sooy-owned Resist..-.ce franchise may be waning 
with lnsormiac's loyalty split between the Xbox 360 
and PtayStation 3. 

"Some of the hardco<e PS3 fans expmss cisap­
po;ntment beeause they assune we would be c!mn­
ishng Ol6 efforts on PS3 somehow, but that's not the 
case: Ted Price assures us. 'Wrth Resist..-.ce 3 and 
v.th the announcement Of Ratchet & Clank: All 4 One, 
we·re pmvng that Ol6 dedication to P!a)'Station 3 is 
;.,st as strong. I hope that at 1his ~ t that both molti• 
platf0<m owners and PS3 tans are 11appy.· 

V\tien asked whether Resistance 3 will be the dos· 
log of a lliogy, ll<e S<Jny's popuar Goel ol War series, 
Man:tlS Sm1n takes a moment to ponder the ques­
tion. ·1 don't think so: he replies. "I think Resistance 3 
Is a stoiy wlttln the Reslstanoo univetse that can 
be expaoded won. There is c1er.nae1y go;,,g 10 be a 
begimi'lg, middle, and end, but we're really tryv,g 
to mal<e it something people won't have to finish 
Resistance 1 and 2 to get a geat experience from. 
We want fans ol the franchise to get a lot out of it, but 
we don't want to be bogged down so '™"h in the 
st01)1iie that new players won't understand what's 
gong on. I believe lhe«I wl be doors closed, but 1118)\ 
,-Qn'lbeSi<fflned."♦ 
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s 
Past 

When Team lco originally tJes/{JMd 
Shadow of the Colos$us, t/JQ project 

• began as an independent concept 
from /co. It was only tOWlillf the end 
of development that /Jet/a and the 
team decided to ccnnect the two. 
Both title$ feature homed cll8lacters 
as protagonists, and both encoun• 
ter shadowy figures. Ueda hasn't 
confirmed whether or not there will 
oe a rxmnection between The Last 
Guardian and its pr/JdeCe$S(J(S, but 
you may have notlc8d protruding 
bumps oetween the Trico's ears. 
Many have speculated that t,~e fc() 

and S/l/ldt>W of the Colossus, The Last 
Guardian wit/ feature a heanbreaklng 
ondlng. but Ueda says that the COIi· 

clus/M wiN lie open-ended, 

The current model of the Tric() 1$ meant to resembts a cat which the team agreed to after scrapping 
J]llMOUS iterations that looked more like a dog, or, in one cas~ a camel. Ueda says the cat and bird 
combo turned out to be most effective from a design standpoint because it can jump highe,; duck 
/owe,; fit into smaller openings, and is more agile ov8f8/I, This emphasis on the Trico's ability to 
move and adapt to dynamie sP8CliS was a tlire,;t result of level design. Instead ot buHtling enviton• 
ments around the size of the massive creature, the team Instead rJec/ded to design levels around 
the size of the small boy to accentuate the Trico's large seal~ Thus, the Tr/co had to be flexible 
enough to fit into smaller spaces. 

During eally stages of develO/ltnent, the protagonist was actually a gill. &it after discussing the 
design Implications. Ueda says the team moved away from this concept bec3use the gill would have 
smaller hand$ and a weaker gr/A and a skirt-wearing protagonist would make for awkward camera 
angles since a large component of The last Guardian is clfmt,;ng, In the end, the team settled on 
an energetk boy who is much younger than /co. To emphasize co-dependency when progressing 
through levels in The Last Guardian, Team fc() didn't design the boy to oe completely sell-sufficient 
but strong enough to ho/d onto the Trico's feathers. 

. . 

..... 



0 
anslatia 

In Japan, The Last Guardian is called Hitol<ui 
no waSl>i Toriko. This literally translates to 
"Man-Ea Ong Giant Eagle Trico" or '7rlco 
Ille Man.fating Giant Eagla • Ueda says the 
reason they chose this name because it sig· 
nals "'81 the boy will not know if the Trice is a 
friend or foe when they nrst team up. Though 
to us •man-ea Ong• makes the Trico sound 
like a tetrible creature, the tenn Is Cf)mmon/y 
used in Japanese c/Jlldren~ books and fairy 
Illies. The word •Tonko" is also worth noOng. 
II can mean priso11er or baby bin!, and may be 
a hybrid of the Japanese WOl'ds tor bird (t/NI) 
and cat (neko). 
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Metal Gear Solid Rising 
A slice of what's to come 

W hh a few styish swings of a~ fre­
quency katana. Metal Gear's Raiden 
made his triumphant return at this years 

E3 as he made ShOrt work of a Slew of bad 
guys and a defenseless watermelon. The latest 
installment in the legendary stealth franchise 
OOl)haSizes blade con-bat, a fact highlighted 
in the E3 trailer as a sentry robot am a group 
of generic sokfoe<s are dissected in a fit ol light• 
ning-<1,Jick swordplay. 

Dumg Microsoft's press briefing at Toi<yo 
Game Snow. the crowd was treated to a live 
demo ShOwCaSing the ~ee-cutmg mec:nanic 
at Rising's core. Players will have the ability 
to Slice objects from ;.,st about any angle, as 

demOnStrated by a set of bOwli'Q pins set up 
on an outdoor table. Raiden slowly ams at the 
pins r8\lealng a red line that rep,esents ,mere 
the blade wl pass through the objeet. then 
unleashes the blade for a clean rut. 

Next, an innocuous set of stacked waterrnel• 
ons SUdcleriy reveal the francl1ise·s signature 
exclamation point. Hi<mg behind the frutt is a 
Scatab. one of the ort>-like robots with I/Yee 
arms that appeared in Metal Gear Solid 4. The 
Scarab picks up a watemielon. wt-ich a pro· 
ceeds to spin on one of hs f,igers Ike a baSl<et• 
ball. Then h iJggles bowfng pns and ba1anCeS 
one of as own kind above as body to showcase 
Raiden's ablity to Slice and dice moving objects. 

The Scatab api:j&JdS Raiden for lis effo'1s at the 
end of the demo right belore a spits in half. 

From bOwling pins 10 watermelons. Rising's 
~ee-<:utting mecharic looks more and more 
enticing with ead'l swing of Rax:ien's katana. We 
look forward to Chopping up enemy cyborgs and 
randOm inarimate ObjeOtS \\1'len we get to expe­
rience the "lightning bolt action· for ourselves 
once the game his PlayStation 3 and Xbox 360. 
thel<.g'I Konami stl hasn't anMUnoed a reiease 
date. • Annette Gonzalez 

formor,d61ailsoroMetal~/li<in(/~gamef!lly.Cl>XJ(OC111J1K 
intetrlew willl (XOOID!I ~notx, Mltsuya,ru on 
g.-me,oonvnr,g 

>t Platform 
PlayStatioo 3 
Xbox 360 

» Style 
I-Player Action 

• Pul)lisher 
Konaml 

• Denloper 
Kojima PToducoons 

• Release 
TBA 
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Jt Platform 
PlayStati.on 3 

Xbox 360 

» styl• 
I -Player Action 

18-Player Onlinel 

» h.blishe.r 
lilectronio Arts 

n D"tlop4t.r 
V"'tS(eral Ga:mes 

» RtleN• 
January 25 

Dead Space 2 
Dismember friends online as human or necromorph 

The f,st Dead Space was a smashng suc­
oess that cldn·t invite much critieism from 
lans. Gamers loved the space horror vibe 

and slice and cf,ce gameplay so much that many 
lamented the aboonce ol a mtJltiplayer mode. 
While strategicaly dismerrbering f,J opponents 
is stid a oore oomPOOOOt of the single-~ 
expe,ience in Dead Space 2. r'l)ping live oppo­
nents apart online as a human or a neaomorph 
sounds equally enticing. 

As this is the first multiplayer outing lor the 
Dead Space franchise. the team at Visceral 
studied games Ike left 4 Oead for inspitatlon. 
Dead Space 2 rrutiplaye( feat .. es four-¢n-four 

matches across "'"' objective-based maps 
~ to the multiplayer ~-Each mateh 
is oomprised of two rounds. one of wt.ch you 
play as Spra\-.1 security guards and another in 
vlhich you OOfltrol necromorphs. Humans are 
eqt.ipped with special abilities such as stasis 
and memo<able weapons like the plasma CV1ter, 
puise rifle. and line g.,n. Necromorphs are more 
melee focused, wi1h a few ranged attacl<s that 
mail1ly lnvol\/8 spewing toxic bile on opponents. 
As players work through the maps. weapons can 
be '-"Qraded and necromorph attacks increase 
in damage when players le\lel l.l). 

For our fl-st IOoi< at Oead Space 2 n>Jltiplayer, 
V,sceral showed off one of the fi"8 objective­
based n>Jltiplayer maps, nar, Mr.e. In th's map 
iunans sc<amble to OOllect three parts of a 
shock nv,e ,-Jed to open a passageway. M 
the while. necromo<PhS are on the prOWI roor>f 
to np tiumans to Sl1reds and prevent them rrom 
reacnng their goal. Pla;ing as a human is seoond 
nature~ you·re familiar ,•hth the single-player 
campaign. as the control SCherne rOOlains the 
same. Necromorphs take some getting used to. 
but once you get the hang of their attacks, laying 
dOwn the hurt on Spra\'VI security is a blast. 

Playing as one of the demon Chld-lke Paci< 
e<eatu-es aloWs you to !imftY toward a human. 
leap onto them. and tear away wlh your claws 
by executing <µck button presses much Ike the 
Hunter Character from left 4 Dead. This leaves 
the humar, victim \\.lneral)le to other attacks. As 
the na,ne implies. Pack ~tures are most effec-
t hie in grouPS. The other necromo<phs bring other 
allieies to the table. LOO<e<S car, scale along walls 
and ceiings and deliver long-range fie. leav· 
ing an unsuspecting opponent belo>,v apen for 

attack. It's a great way to startle your enemies. 
The S!l(ner and P\A<e< can switeh between melee 
and projeelile ble spewing from diffetent ranges. 
leaving opponents with wning faces fl.I of goo. 
Learning the st1(!09lhs of eaCh of these Character 
types keeps thing$ fresll and fun. 

From what has been shown so far. far,s yearn­
ing to experience the Oead Space un"8<Se 
in ar, online space with friends have plenty 
to lool< kxward to when the game ships next 
yee, . .. Annette Gonzalez 

FOi rnaefk.td~2 l'IIIJfrf)latYNdmals. dlf!Ck.OtA ou, ~ ­
view with t¥odlx:et $cclt Ploost at gJmeln/(J(meL(»IWm,g 





• Platform 
PJayStation 3 

- ~ I-Player Shooter 
(Multiplayer TBAI 
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)t Publlsht:r 
Sony Computer 
Entertainment 

,. De.eloper 
Guerrilla Games 

,. Rea..ue 
february 22 

Killzone 3 
Multiplayer makes its debut 

Thus far most of Ille lalk abOUI Killzone 3 
has locused on 1he single-player cam· 
paign, 30 capabililies. an<l Move function­

ality. Guerrilla Games &l8ly cracked Ille dOor 
open on muhiplayer kJf fans who have wailed 
palienlly for delails since Sony announced the 
game eMier this year. 

For 1he lhird inswllmenl, Guooila Games is 
revamping the level progession to give it mueh 
more 11exibili1y. Instead of just 15 r'"1ks like in 
the last game, Killzone 3 features 45. Rather 
than simply 1ossing in a l)u'<)h of arbitrary ranks, 
Guenaa Changed things up so lha1 players could 
be rew..-ded more frequently. This tine players 
e..-n points lhal mey can chOose hO\v to spend, 
and players will no longer be Sluck with a gun Of 

abilily that they don1 ll<e. 
Guen'la also rewrote the matchmaki'>g IOgc 

so that players are belier paired 1vi1tl opponents 
ol sirrilar sl<ill lell8ls. The team also added a party 
lotlby so that groups of friends can easily Slay 
together from match to match. Each match 9MlS 
your friends headset prio<ity so they're riways 
louder ll>an random Slfi,,gers. 08n SUPPOfl 
returns as wel, with regional leaderlloerds Md 
unranked matches so your cn,-v can get praclice 
in without damaging M reputation. 

Belom each ma1ch, players selecl Iran flll8 
c:iffe'en1 classes - engi>eer, inf,ltrator, mar1<s­
man, medie, an<l 18Clician. Each class has siX 
unique abi1ies players can earn CNer tine. and 
the weapon unloel<s fa each tract are tailored to 
1VOfk best with that specific play Style. Fa exam­
ple. the medie rrust always watch his or her 
back when heali)g others, so 1vhen you level up 
that Class gans the ability 10 equip a mini &one 
that folows you aroun<l Md blasts enemes for 
a lmited amount of l ine. The drone can also 
auempl to patch you up if you get ShOt down. 

In an effort to up the scale of 1he battles, some 
maps rc.v include Y8111cles. The exoskeleton 

from Klzone 2's singla•player campaign is avail• 
able in mutt;ptayer for the lirst time. This wal<ing 
lank has the frepower 10 decimate 1he enue 
opposing force. but the lhn glass windsnelds 
offer a glaring weakness for sripers to expto;t. 
The jelpack seen in eatier demos of Klzone 3 
is rc.v oonfirmed for certain muttiplayer maps 
as well. These envi'oninen1S are desig-.ed with 
more vertical action in mind to lake adVanlage 
of lhe ex1ra axis thal players can 1raverse. These 
devices won·1 keep you in the air for more than 
a few seoonds al a lime. so don ·1 get W"f ideas 
abou1 dogf~ high aoo,,e a blown up city• 
scape. 

Guerrla Warfare. the first mode 1\/8 tried OOI. is 
essentially a 1eam dealhma1ch !ooturing capture 
poin1s thal teams ,rust secore 10 respawn. Wrth 
Guerrla's dynamie respawmg sys1ern. players 
wil respawn in loealions Close 10 lhe action but 
no1 so ctose that 1heyl gel blown up instantly by 
a ran<lorn grenacle. 

The Operalions mode is an attack and delend 

ma1ch wilh a series of objeciives. In 1he map 
we saw. one side musl defend an irrl)ortanl 
dam wl1ie the other schemes 10 destroy it. 
The first section involves IJlowing up lhe OU1er 
doo<s. tt the attackers succeed. 1hey"I see a 
IJ<ief cutscene slatring al of the players invoo'lld 
in lhe conquest, corrpte1e wilh oustorn ouffi1s 
and gamer 1ags floaling atx,,,e lheir heads. The 
better you perform, 1he more praninent a rola 
you'I have in 1he replay. A less inlegrat player 
may be running around in the bact<QrOUn<l, 
lwtle the best player is lhe hero~ the 
charges. On the ffip side, high-ranki)g delend· 
ers wl appear as the ones issuing oommands 
for further measures like releasi)g neM> gas or 
de1ona1ing an EMP. When the dam uhima1e1y is 
blown. the vietors fly awa>t heroically on trans• 
po'1s whle we took like chlfflps getting swept 
away by lhe flood. l.Wortunately, 0.,: '8\'8nge 
wl have to wait <.nil Kitlzone 3's Fellruary 2011 
release. • Bryan Vore 
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Alice: Madness Returns 
We're all mad here 

A lice retta"ns to Wondet1and thanks to 
a surprise reunion bet\,veen EA and 
Ame<ican McGee. who now sits at 1he 

helm of a new studio. In lhe 0<iginal, McGee 
!urned Alice into an older, wiser, and menially 
unslallle character 10 craft an in1entionaly dis• 
1urbing lale of one woman's s.pp;,,g sanity. The 
sequel oon1iooes hef s1ruggle to differentiate 
fan1asy fr0<n realily. 

The team at developer Spicy Ho!'Se clainS 
Madness Returns has a much s1ronger nana· 
live focus than lhe first tille. The sequel beghs 
a decade after lhe events of Alice, as our 
protagonist is released fr0<n Rutledge Asylum 
and in10 the care of a psychialfrsl in London. 
Overwhelmed by lhe change in scenery and 
still bea.'ing the mental and physical scars frO<n 
the events that led to her parent's death. Alice 
retreats Wlto the dark recesses of her mind once 
more. The famliarity and securily of Wonderland 
ues her. offer'rng SO<nelhing Alice can·t f.od in 
the real wor1cl. 

Our demo begins on a rooftop in London. 
wl'8<e Alice is joined by an elder1y woman tend• 
ing a garden. Wilhoul notice. Ille woman con-

torts into a menacing creature before he< eyes. 
l.k>forttnately. lhe woman then falls frO<n lhe lofty 
heiglt, and when Afrce tries to flee the scene. a 
weak spot on Ille rool gives wtrf, and she Spiral$ 
oo.m lhe raboit hole once again. 

Wonder1and is in a S1a1e of disrepair. but as 
before. the fantasy world holds the key 10 Alice's 
rewiery. Restoring peooe throughout 1he ream 
wil mend he< fractured mind. However, the Old 
womans transformation indicates lhat reality and 
fantasy are starting to bleed togelher for Ab. 
Wonder1and has escaped lhe oonfrnes of Alioe's 
mind and begun to permeate her London hO<ne. 
The opposite is 1rU8, too. t,,; Ance steps into a 
famJiar domain - the Veil of Tears - Chil<llood 
lays itter the level. Another famiiar Site greets 
her: a disembodied Chesh're gil. 

In terms of gameplay, mueh of Madness 
Returns stays true 10 Alice's roots. Heavy 
emphasis is placed on plattorming. and we 
W3teh Alioe do\ble µll) her W"'J frO<n mush· 
room cap 10 rrus!Yoom cap thr~t lhe 
¼ii. When she happens upon an oddly colored 
waterfall, lhe enticing wO<ds "drlri< me· SCl'oll 
nearby. A single sp gives Alice lhe at,;ity to 

mnmze her size on a whim. She can alSo use 
Shrink Som-. a hint system that surw,;s 1he 
levEI and de«enrines when her dimiootive form 
is needed. The skil can oome in handy during 
oombat, too. 

Combat doesn't take cen1er stage until we 
enter Mad Hatter territ01y. Enemies are puzzle$ 
in their own rigll, and Alice IOOSI evaluate 1he 
best meU-.:xl for dispa1Ching each new foe she 
encoooters. Mecharical teapots are the pest 
of choice in this ie-lel. A ranged shot io iheir 
mechanical eyes momer1t.:vily stuns them, /#r:y.v­
ing Alice to close lhe gap and altack with the 
Vorpal Blade. 

Teeth en,pt from bested enemies and serve 
as the oxrrn:;y in Alioet demented domain. 
These can be exchanged for <Wades to her 
arsenal and for onloc~ oombos. Collectables 
like memory fragment audio logs also poptJate 
Wonderland. 

While we've only peered l)(,elly into 
Alice's new nightmare. we can't help but be 
intrigued. • Meagan VanBwkleo 



Neverdead 
Devil May Cry meets Katamari Damacy 

I 
n the world of video games. protagonists 
don't generaly suvive a dose range grenade 
explosion. Ordinarily you·1 see a game o,,e, 

screen after the g,enade goes off. In Neverdead. 
howove,, death and cfismemberment is only the 
beginning of a o.r,ique new game mechanic. 

The hero, Bryce, is an i1lmol1al whO can 1Yi1h­
stand any manner ol punishment and put h'mself 
back together if need be. W,en he foog,t and 
IOst aganst the demon king 500 yea,s ago, he 
was r8\Yarded/cursed with an invincible demon 
body.~ the cent\Jties he's deVeioP8d into 
kind of a jerk and haS tal<en up the trade ol 
demon l>..nlilJ. 

Konami is working clOsely with Aliens Vs. 
Pledator d&Jeloper Rebelion in an increasingly 
more corrrnon East-meets-West partnersnp. 
SHnta Nojiri, producer on the Konami side. came 
up wtth the original conoept and oversees desig,l 
whle Rebellion develops the game with its pro· 
pneta,y engine. 

"At the begnning I wanted to make a giwne 
with an inmortal guy, but I nooded to make tt 
different from the others because immortaltty is 
a common theme in movies and ooveis and 8ISo 
in games." Nojiri says. ·1 conceiwld the idea to 
,nake the player ,:jsmecrl:,ered. He's kind of like a 
zombie, but not a zombie: 

In the brief footage we saw of the third•person 
action lttle, Bryce wields ~VO pistOls in battle 
againSI the demon hOrde. ij he gets bashed 
especialy hard. his torso wl separate completely 
from his head and limb$. Players then conlJol the 
head and muSI rol over to the other body parts 
to got back in the action. Any order works, so 
you cwd have an arm sticking out the side of a 
rolling head and Sli l fire IVidly at yo<I enem;es_ ff 
you get yoor torso next, you'I crawl around with 
no legs. Reanaching one leg allO<vs you to hOp 
arOUld dumsily unlil you pick up the next. 

Bryce doesn't have to watt tor an enemy to 
d~him. Hecanch:looetorip off vari­
ous parts oft-is body n tt suits him. ff there's a 
particuar1y hg, ledge he can't reach or small 
space he needs to get lh'oug,. he can rip his 

head off and toss tt in the required cr,ection. 
Bryce can also throw his arm and still Shoot 
hiS gun remotely. which is especialy straroe 
when dog-like demons pick the limb up and nn 
around while the pistols fring. Someholv he can 
also detonate t-is lh'own lmbs l:ke a remote con­
troled grenade. Using the surrOUlding environ­
ment 10 his advantage is another opll:ln. Bryce 
can destroy cemngs to bring down nbble on top 
of hmseff and all of the sooounding demons. 
lhey'I all be IOOSI, while he $Ol'4)ly roll$ OUI of the 
wreckage. 

Co•op and compatttive mLlti)layer are oon• 
firmed, but Konami isn't lall«lg specif,cs ~I yet. 
We wo,Adn't be suprised ff the second player 
took conlJOI ot the foolale gowmment agent 
Arcadia, 1vh0 pa,tne<s with Bryce in the single-

player campaign. Snee she's a normal human, 
IV81vond8( l'Qw Rebeliorl is going 10 make her 
as fun to play as Bryce. We're alsoa.riousas 
to how the dismemberment mechanic is going 
to apply 10 compet~i,,e mu!ipla)-er. Punting an 
opponents head to the other end of the map 
after you've takoo t-im dol,n sounds like a rn 
possibily to us. • Bryan Von, 
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Knights Contract 
A hack and slash in the purest sense of the term 

T he meat shield and glass cannon are two 
of gaming's most dependable arche­
types. Together. they're a great combina­

tion - one distracts enemies up close while 
the other picks them off from a distance. With 
Knights Contract, Game Repobl<: has taken 
that classic gameplay relationship and spun 
an entire game around it. 

Players control Heinrich, M irm>011al execu• 
tioner armed with a massive spring-loaded 
scythe. His~ is Gtetchen, a resur­
~ted witch. Both have a vendetta agahst 
0,, Faust, who has poisoned medieval Et.rope 
,v;111 Sl4)81'nat..-al creatlX8S of his own design. 
He<viCl>'s connect<ltl 10 Faust is particu!My 

tense; Faust kiled him at one point 
Heirvich is imincible, which frees playe<s from 

having to be ovei1y conoemed about health. As 
a hack·and·slash gcyne in the vein ~ a Ninja 
Gaiden o, BtJlel Wrtch, HeiYich CM ll11eash fll.Jr• 
nes of scythe-based combos and other physical 
attacks. Gretchen isn't impe<Vi<)us from harm, 
hol,_, so playe<s must make ...,., that she's 
safe at,- trnes. Some1imes that meMS runn119 
ave< to her side and killing whatever monstrosity 
happens to be chewing on her face. Other times 
Heirvich must µ;ck her UP and physically move 
her to a safe, posil<ltl. 

Just because she isn't indestructible doesn't 
mean that Gretchen is a &allity on the batlleflelcS. 

She's capable of ,\/tipping LI> a variety of spells, 
such as Sll1lmoning tho,n-co\1818d vines from 
uncie,'grQ<l',d, ,-Alc:h launch enemies into the air. 
Al that point, HeiYich CM slash at them while 
they're t~ off balance. She also has 
access 10 etementaJ attacks like ice. 

Knights Contracts bosses are grotesque. One 
creature is a beefy salamander·looki'Q freak 
with two muscular arms and a single leg. Afte, a 
chase tlYoogh a buning \/iHage, players have to 
pin lhal lone lmb dolVn 10 the ground and then 
hack at ~s numerous eyes. 

Moments like that make us glad to be invin­
clJle. II oertarly beats the alternative. • Jeff Cork 



Battlefield Bad Company 2· Vietnam 
DICE has another 'Nam flashback 

B 
attlefield: Bad Corr4>any 2 won over 
rnutiplayer gamers with its unique S(JJSd· 
based gameptay formula. wide-open 

maps, veticular combat. and des1Juetible 
envirorvnents. But interest in the title waned 
and the comm,,,nity shrank over the pest six 
months as EA fajle(I to deliver new map pecks. 
opling instead to repurpose existing maps for 
other game modes. The wait for new content is 
aknost O\ler. as OfCE returns to a famliar battle· 
field - Vietnam - this winter. 

The four new 111<Atiplayer maps are playable 
in both Conquest and Rush mode. From an 
aesthetic stan~nt. the jungles ol Vietnam 
otter drasticaly different scene,y ripe w'rth new 
opporttrities for creative warlare. In the Phu 
Bai Valley map we saw. rice pedcfies popuate 
the landscape and conuast with lush fof,age in 
the foreground that se<ves as great cover for 

encroaching SOidier$. FoxholeS and trenches 
litter the battlefield, adding another lay,!( of 
strategy to the maps. DICE is also taking 
measures to ensure the action feels authentic, 
recording new wartime chatter gerune to 
the period. we haven't been totd if any ol the 
unannounced maps draw from the orig:naJ 
Battlefield: V,etnam, but we'd be surprised if 
DICE diol'l take the OPPOrtunity to pay tribute 
to one of its earfy works, 

Fifteen new V,e.tnam•era weapons join the 
fray. inc~,d:ng the Navy SEAL XM22 machine 
gun, the standard issue Mt 6, and theM79 gre· 
nade launchef. Each new weapoo features l)(O· 
f,ciency stars players can COiiect. The maps also 
teature six new vehicles like the Huey chopper. 
Russian T54 tank, and PBR petrol boat. t>,; in 
the original Battlefield: V,etnam, vehicles ha"8 
radios featurv19 tunes from the era This trne 

&ttlcfi&.ds U'\C?udo lush g1oon foli• -
unttJ '1 wms to the Q100nd. that ia 

players can choOse from eight rad'o stations 
and 49 Uacks. like Creedence Oearwater 
Revival's P<Otest song ·Fortunate Son.· 

The rest of the Battlefield gameplay has been 
reooftted for the new era as wel. Instead of 
planting C4 explooil,es, players use dynamite 
and a plunger to blow crates. The medic uses 
syringes to save fallen sotdiers instead of a defi· 
brlllator. and tank turrets leave~ uncomfortably 
exposed instead of placing~ safely witrin the 
confines of a modem vehicle. Longtime players 
wl be happy to know that your P<OQression from 
Bad Company 2 ties into the V,etnam expen• 
sion, and any experience points you earn will go 
toward advancing your rank. 

EA stl hasn't handed"""' two important pieces 
of intef on V,etnam - the release date and price -
but that doecsn't make US any less excited for this 
long overwe expansion. • Meagan VanBurkleo 
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Inversion 
Looking at the world from a different angle 

G ravity is considered one of the weaker 
k>r'ces in the univel'Se. We oounteract it 
every day when we get OU1 of bed or pick 

a controller uP off lh8 coucll. The new sci-fi 
Shooter kom Sabe< Interactive. on lhe other 
hand, bends the ru1eS of gravity so muci'I that 
they llle about to snap il half. When an army of 
IUnan·IOol<lng al.ens invade$ the planet. they 
start screwing with the natu-al o«Jer of phySics. 
lttorally turning the wood on tts side. Fortmately 
players can fight back with some gravity-altering 
abl ities of their own, Let's lake a IOOk at some 
of the ways lnve!Sion lets you abuse Isaac 
~vton's universal law of gtavitalion. 

Gravitational Control 
ln,,ersion·s man weapon is a device that alov,s 
ptaye,s to manipulate gravity. It lets players pick 
'-" objects wtthin the environment and either 
use tnem as a Shield or throw tnem a1 enemies. 
We've seen this rned>ani(; before. but 1n,,ers,on 
puts a twist on lhe lecmq.JB by allowing play· 
ers 10 px:k up licµds as wel as solid objec\s. 
This means players can pick up glOboles ol 
a flammable liquid. douse their enemies, anid 
then oot tnem on fore. Players aren·t lm~ed to 
mroipuating objects c:rrec11y in kont of them. 
either. Inversion allows you lo rre an antig,'avity 
pulSe thal fl<Jllitioo \he gravi\al<lnal effects of cer-

lain objects. For ""81ll)!e, tt a few enemies 318 
holed uP behind CXNe<. you can IU-O olf the grav­
ity on lhOSe Objects and wateh yoor enemies' 
faces lu-n red as their i;xotection floats skyward. 
Enemies are SUSC<ll>tllle to this e,:-,,,gy P<Ase as 
,veu. Md watching them float thrOugh lh8 
ai: shOUld provide some entertaln'ng 
Shooting gallery moments. 

Bringing Down The House 
Saber Interactive knew~ 
WOUid need an imp,essive 
physics system to dEiivef the 
~ of experienoe for ,vhich 
lh8 team was aiming. To that 
encl. lhe clewloper partnered 
with m(l(lleware (leveloper 
Hav<lk to create a new physics 
system caled Havel< Destruction. 
Thanks to this system, 1~11e pieces of 
debris Slart to rise off lh8 ground whene,er 
a player senids OU1 an antigravity blast. Little 
ambient touehes ffke this are nice, bot Havel< 
Destruction really shOws off tts ~s when play­
ers start using the envirorment as a weapon. We 
witnessed one seciuerx;e ,'lhe<e lnV8f'sioo·s main 
character manned a heavy lu'ret and started 
blasting aw"" at lh8 flfSI ffoor of a nearby boil(!• 
ing. Alter Clecimating the boil(ling·s man S<,l)p()l1 

pllars, the structure collapsed, taking out a 
llOOP ol enemies Slalloned inside along v.ith ij_ 
ln,,ersion's new physics sy51em is si .. (ly en0Ulfl 
that bu~ wl colapse dfferenlly fNefY time 
(lependng on tlo<v \he player attacks the struc-

ture and h0\•1 gravity pulls on lh8 weight 
Of the rukli'Y;) . 

Navigating Though 
Altered Gravity 
In the \\/Ofl(I of lnvetsion. 
gravity is malfunctioning. 
Sometimes this means 
players must navigate fields 
of zero G. and other times 
\his means 1>'3Vity pulls 

objects in unusual crrections. 
The fflacling alien force is 

maniP<Aaling lhe enviroomenls. 
sett.lg off antigra\llty Charges that 

ooul(l ltterally Shilt lhe area on ilS si<le at 
any moment. You might start a le\/el on the city 
street. but alter a gravity event sweeps acroos 
the (liSlricl you OOU<l find yourself Slandng on 
the side of a boiding. />/J&{lvays along ordinary 
city streets become en<Jess Chasms that play­
ers rrost traverse as they fight along lh8 Sides 
of skyscrapers. • Ben Reeves 



Dungeon Siege Ill 
More co-op, less Al 

F or9et e~lhing you know about Dungeon Siege. This console sequel 
being developed by veteran RPG studio Obsidian Entertainment has more 
in common with Batdur's Gate: Dark Alliance than it does with the Dungeon 

Siege that SPawned from franchise creator Gas Powered Games. This is not 
necessarily a bad thing. 

IM>al we've seen of CAJngeon Siege Ill so ta, suggests tt's lhe kind of story•aiven 
coepe<alive fantasy dungeon crawler that we haven·t seen on console in a couple 
of years. The diSUlnl U1ird-pe,son camera allOws tor easy lraeking Ol lhe ~flying. 
explosive abities players U'1ieash against multiple enemes al once. Characters can 
lip between stances al win. whipping OV1 a two-handed weapon to Clear out swarm­
ing toes wiU1 sweeping ..cs and sv,~cting to a S\IIO<d·and·board setup to han<le their 
- afte, the m·nions are culecl. 

Bu1ding your Character is a matte< OI personal taste, as each of lhe several playable 
classeS can leYel up along (fffecent paths. Obsidan isn't ready to Share detals on the 
progression yel, but lhe deVelopers assure us thal the choices wl be sigrificanl. 

A Mass Effect-like conv,irsalion ,"'1eel and cinematic camera '"°"' deliver storytelling 
rneractionS far beyond what action/RPGs traditionally offer. Obsician has proven that ~ 
can do amazing things i'l this realm (see Star WI/IS: Knights Ol lhe Old Republic IQ. and 
CAJngeon Siege Ill has a SOl'od technical '°'"1dation on which to build. 

The developets happily showed off the game's two-player drop-in/(top-Oul IOcal 
co-op play. but remaned cuiously silent when asked about onfne co-op or the fact 
that Dungeon Siege has always featured Jour-cha'acter parties. Does anyone seriously 
tl'ii< that a triple-A qualty game like this win have couch coop but forgo online &4>· 
port? We certainly don't • Adam Blessener 
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S hed~ lig,t on a highly anticipated collab· 
oration. EA and Gtassh<>Wer ManufacltXe 
finally tnveile<I Shac:lows ol the Damned 

at this year·s Tol<yo Game Show. Driven by the 
combined talents ol iconic Japanese developers 
Goichi ·Sodas 1 • Soda (No More Heroes) and 
Shin; Mkami (Resident EviO. Ws obvious from 
the debut irailer that both are infusing their sig• 
nature styles into this third-person shooter. 

Conceptualized by Soda six years ago fol· 
lowing the completion of Kaer 7. Shadows 
of the Damned was bO<n after the Creative 
Artists Agency brought the project to EA. Soon 
thereafter Mikami joined in an official capac-
ity. &anded a psycholOgical action tl1nller. 
Shadows follows professiooal demon hunter 
Garcia HotSf)Vf through Suda and M'kami"s 
unique interpretation ol hell. 

"Wlat I want to do is introduce the audience to 
a b<and new experience,· Soda exl)lains. ·1 want 
this to be a very exciting experience that isn1 ll<e 
a nonnaJ aciion game. Not nonnal at all. That is 
where we came Cl) with the idea ol a 'PS)'Cho· 
logical action thriller." 

After loaming that his love has been cap· 
tured and is being tortured in the undetWor1d 
by vengefu ClemOns - when you take out the 
damned for a living, they develop a chip on 
their shO\Ader - HotsPtX dedicates his life to 
rescuing Paula. Despite legions of dark foes 
standing in his wa:if. he won't stop unti he 
brings hell to its knees. 

Soda says the dark atmOsphere of movies 
ril<e Selen we<e highly inspirational, but that 
he intends to balance the mood w'rth the l)lllpy 
action of Robert Rodriguez films. The shOrt 
teaser traiter begins with HotsptX riding his 
O>)torcycie on an empty road at night to a 

heavy metal soundtrack. wtth just enough light 
from the flickering lampposts to illuminate his 
significantly scarred face and tattOOed torso. 
HotSl)U' approaches a giant gate. kid<s tt in . 
takes out his gu,. and says. ·1.et the bloodbath 
begin!" After massacring a few enemies. he 
stops to shout. "My name is Garcia HotSl)U'! 
My wrath is~ hell!" 

Hotspur"s Character Clesign IOOkS very lamiar. 
Datk. dangerous. and clad in a lea- jad(et 
(a signature Gtasshopper style). HotSPtX feels 
d1Stinctly spawned from Soda's mind. Hotspur·s 
<>ver·the·top arsenal feels l!<e vintage Soda as 
~: his Sk<A•adomed Shotgun makes a state• 
ment without even firing a shot. 1-iOStj)U( is 
joined on his quest by a flaming Skull. a reformed 
demon ,"1le> can transfo<m into said weapons. 

Ml<Mi'S influence is evident evel)'Where 
in Shadows of the Damned. Whle descend· 
Ing further into hell, players must oonfront a 
twisted array of creatures and solve a series 
of demented puzzles. al infused wtth Mikam's 
uniQJe style. The game features an <>ver·the­
ShOuder camera end shooting mechanics that 
look ve,y much ll<e Resident Evil 4 . Boss battles 
are also being created under his watehful eye. 

Despite the macab<e selling. obvious punk 
rock overtones permeate the game. ·1 think 
survival hO«or is very se<ious in both visuals 
and gameplay. • Ml<ami says. "However. for 
this game. tt realy has a punk rock flavor. It 
isn't always se<ious. ft is very easy to get into 
and is a very stylish game. I want players to 
always be exctted when they play. It is very 
different than a normal survival h0tr0r' game, 
despite the subject." • Meagan VanBurkleo 
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Earth Defense 
Force: Insect 
Armageddon 
In this fOIIOw-tP to EaM Defense 
Force 2017, 00 and~ 
VICi:lus Cycle are OOldng on the 
C8mP'/ 8-mc,,ie vibe Iha! made the 
oogilal a cLll l"it. EDf ""1s CM expeci 
more weapons. J;ienty of ridiculous 
enemes. and the add'~ion of ontne 
co-op. Get ready to send lhOse 
giant bugs back hOme to SPaOO in 
spring 2011, 

Wu 1/////////#////////#-V/////#//////////////////////(//////#///////////4 

Michael Jackson: The Experience 
Ubisoft Monll)ellier is hancf'ng dev <tJties for the orly hOme oonoole 
version of this dancing game thet is not getti',g delayed. CXJe to Kilect 
and MoY8 <flffict.lties. the P$3 and 300 V8fSions won't release untl early 
2011. b<~ Wi US8<S will be rnoonwal<i,g to "BileJeal" anddarloe 
pooling 10 ·Beat n· on NcNetrber 23. 
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Section 8: Prejudice 
This sci-fi shOOter is t,mg;ng ns tactical rrutiplayer combat 
10 a re,.v-v.ifh snnier gapncs and mo,e than 50 
customizable \\'004X)nS. A proper singl&-ptayer can-.,aign is 
promised as 1vel. Pte;.JCice isn't oon1irmed lor OClflSOles yet. 
but we're guessing n wl ,re,., up on 360 as 1'181 as PC 
,.tien n ShlJs next yea,. 

PC W///////#/#///,W,W/,W///A 

Torchlight II 
If lhenls in,,!~ Torctl,g,t 
needs 10 comptement its sold 
hack n· SlaSh ~-cravifng 
gMlOl)lay, tt'sre,.velasseswilh 
more l"'"1 a hanclf\j of uniQJa 
Sl<ils apiece. Good lh\'1g that's 
the biggest 1ring llis sequel is 
ad<'ng When n comes out next 
year. Oh. and co-op, Did people 
WM! that? Tha1s in. too. 

PS3 • 360 W/////////////////////#/////////////////4'//,; 

Oell8loped n oonµ,ction bot\\-, Capoom and 
C\'t)E,Conneel2 (.hack, NanJIO) 1,sth Mega Man'$ Keip 
lnaf\.ne 81 the helm 8S executive P<()(b:)er, AS\Jra's 
Wrath is an upcoming lln,,,tor coated 1wh Japanese 
~ and a uniQJa a-t Sfyle. No W()((I on a release 
dale. but we're hOping to heer more de1als soon. 
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A WORLD OF FULL MOTION INSIDE. 
ALL THE CONTROL OF Wii MOTIONPLUS"'. NO DONGLE REQUIRED . 
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WAND ~ NYKO.COM 
MAXIMIZE YOUR SPEED AND ACCURACY WITH NYKO'S NEW FULL MOTION TECHNOLOGY. NO NEED FOR ADD-ONS 
OR DONGLES. IT HAS EVERYTHING YOU NEED INSIDE. FOR THE LATEST ON GAMING TECHNOLOGY VISIT NYKO.COM 



. 7.75 
PS3 • 360 
» Concept 

A ctirea sequel that shatters 
oontinuity by reuniting 

player$ with a dead man 

n Graphics 
Most ol the level design, 

don't oner much eye candy. 
but every tin.le effoa and 
texture detail ln them are 

waks ol art. Tills Is easily 
one of this generation's best 

lool<ing games 

» Sound 
The \1oice work for Starkiller is 
hit or miss. but John Williams' 

tamma, melodies bring each 
SOO:oo to bfe 

» Playability 
Llghtsa.bef com.bat offers 

more depth, and the foroe 
po,A•crs arc as explosive as 

e,.-er. The enemy kx:k--on still 
brings frustration 

» Entertainment 
Short. yet far from S\,.-eet. The 
story holds an otherwise fun 

game back 

» ReplaJ Value 
Moderate 

Second Opinion 7.5 
The oogmal Force Unleashed 
let player, harness the p()\ver 
of the force like no .. -cr before, 
and that concept is Sbll a1 the 
core of thlS sequel. In raa. 
so much of the first game is 
aniact in roroe Unlcashed II 
that 11 hardly lcels: lt.ke you're 
playing a new game. Combat 
feels bglllat, but~ of 
the so-called unprovemcnts 
don't dlange anything, from 
me dual hghrsabcrs (wtueh 
are JllSI cosmetic) to the 
Mmd Tnck powm (the only 
now addltion to your ro«:c 
repertoirel. E\te:11 though the 
gameplay bUl\'I o,.'01-W!d 
much.. I won't complain about 
havtng an exc:me to Obhter• 
ate hundtods of lmpenals: 
I had a blast impaling, 
clCCUOOJ.ltng. and thrOW1ng 
my opposition. The Fbroe 
powers alone are reason 
enough for Star Wars fans to 
gwe I.his 911me a chance -
JUSt be wamcd that the p1oc 
holding the action together is 
awful. U you lhOughl lhe nar• 
rau,.,e in the last game was 
throadbale and mcons$1ent. 
you ha,.•en'l seen anyttung 
)'81. The f"o<ce Unleashe<I II 
has some moments of pure 
foroe-luele<l bliss. but the 
(hS.appom1ments and miSOOd 
opporruruues outnumbet 
lhem by fa,. • Joe Juba 

92 reviews 

I n The F0<oe UnleaShed. Oar1h Vade..-s Cr\l• 
sade to rid the galaxy of the Jedi was inter• 
rupted by a )'Oll19 boy named Galen Marek. 

Mer Slaying Galen's father, Vader oocretly 
brOUQl'lt on the child as tis apprentice. Despite 
being trained in the dari< at1s from a yocr,g age 
and canylng Vader's tO<Ch against lhe Jedi. 
Galen, under the guise of Starkiler. still clung to 
lhe good inside of him. H;s softer side ewntu• 
any caused lim to fall in IOve wlJh Juno EcliPSe, 
free himself of his oppressh,e master. and 
f0<m a rebel'10n against lhe emp;e. In the end. 
Swkiler sacrifoced tis life 10 save his Mends 
and gve the galaxy a righting chance aga'nst 
the Empire. 

The Fo<oe Urleashed II picks uP where lllis 
tale lelt off, but ~ clOesn ·t focus on lhe rise of the 
Rebel Allialce or 1/ade<s urtelenting quest 10 
hunt them down. In a twist tha1 comes danger· 
oo,1y clOse to breekilQ Siar wars· lore, Slarf<iler 
returns as a clone, 0< so Vader tels hin. Haunted 
by v<sions of Stari<iller's past and the iove he has 
for Juno, 1his supposed c1oppetganger·s mission 
is lo fr.cl answers as to why he exists, all while 
ba1Ung °' embradng g,oots from a soul that 
may not be his. 

The stO<Y starts out wilh a shaky concept and 
.-- filds sotid gwnc:s. cameo 81lP88fanoes 
by Yoda and 8oba Feu end uP going nowhere. 
Yoda's rote is relegated 10 that of an animatronic 
Disney Char'9Cler in front of a nde. and 8oba 
Fett talks a t,;g game, bu1 ,_ once confronts 
Slari<iler. 8oba Fett? 8oba Fett? Where? If you 
can pu1 yourself in lhe mindse1 of the preq.,et 
movies, 1""1e<e you·re wAnQ 101o1erate a groan­
indlcing narrative f0< the tradeoff of Jedi doing 
badass 11,;ngs you never lhooght were possi)le, 
The Force Urleashed It delivers n a big way. 

He may be a clone. but s1arl<ler"s hancle """ 
lhe Force has grown sigrificantly. When a silua• 
lion cals f0< imp<Ovisation, S1ar1<ller shows a llar 
f0< the ctamalic. Whether 1his means beheoo· 
ing a squadron ol st0<mtroopers or guiding a 
large space cruiser nside of a dolV1g facility, his 
aclions almost always inspire awe and 8'8 usu· 
ally tied 10 fun gameptay sequences. He can also 
rum enemies on their own ranks 1IYough rTWld 
control - an act that always rewa,,cls 1he pla)'Er 
1v.1h a hilariously visuaiZed belrayal °' suicide. 

Style I •Player Action 0..oloJW LucasAns __ , LucasAtts ae10 .. o October 26 l:SU T 

When a battle cans f0< a fi!tle extra firepower, 
S!arl<iller turns his Fo<ce powers up to 11. With 
rage fualng tis aclions. he can bmg down a 
mining droid. an~ thal can normally 
w~hStand a dozen li(#llring blaS1S and a handful 
of saber slashes, in one poWlllful stri<o. 

Conilat stin has that distinct F0<oe l)1feashed 
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 ~orce throwing a storrnirooper °' <:rushing 
a TIE Fighter. the physics OOfMrf a true sense 
of v,<)ight and appropriate visuaf,zation. I didn't 
have any issues with the rl)hlsaber corooat in 
the first game, bu1 many fans felt It was loo shal· 
iow. Luca.sArts adctesses this minor irritation 
w~h Starkiller's acrobalic dual wieldng abilities. 
If you don't want to rft.J solely on the Force, 
\'OU can let lhe lightsabers do most of lhe talk• 
ing, The enemy lock-on is the only tool that 
still doesn't quite wort<, as It is solely based on 
Starloner·s position. 

The textu-e IIIOl1< and arimation, for both 
Starl<iller and his oppos~ion. ~ among this 
gene,ation·s best. LucasArts also 111ent well out 
of Its wrzy to avoid camera cfpping, Every shot 
is framed beautifully, -ng a cinematic view 
that minics lhe motion pictt,es. The camera 
worl< also brings you closer to the action than 
any Siar WatS experience before a. 

Many of the enviro,ments are set on Kamino 

0< lhe space arou>d It, 1..tlich d(fn't entrance me 
like the varied levels in the first game. The only 
ioonic locatioos are a gameplay·fme pit stop at a 
!lmiar setting from the original trilogy and a tf,p 
to an intergalactic casino that was surprisingly 
cisinteresting. My favorile stage-based moments 
111ere Jhe free fall sequences where Start<iller 
purvnets dal'lgerouSly toward the~-

MoSI lewis oonclide with a ropelitive by·lhe· 
numbers boss fight. The taS1 boss fight is partic• 
uta,,iy nauseating; It iasts far too iong, is 100 easy, 
and coocludes with one of the mosJ t.n!Mlfllfu 
send-offs I've seen. Luca.sArts ha<dly offers a 
oompelling conclusion to this sto,y. Moot of the 
key ploJ points are open to n terprotation, and 
the IOgic applied 10 many of the narrative twists 
make Vader IOOk Ike a schiZophrer'ic madman 
who sabotages his own plans moments after 
making them. 

In a similar vein to the Stllll<iller clone's rote, 
The Force l.k1leashed II is a shadow of Its former 
setf. The gracef\JI gameptay offers a higher level 
of excitement. bu1 the p1o1 and characteriza· 
lion - Jwo large corrcx,nents from which I 
expect great !lings from any Siar Wais journey­
makes this experience one of 20 t o·s biggest 
cisappointmeots. • Andrew Reiner 
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~ 9.5 
PS3 • 360 
» Concept 

Survive a zombie attack 
using improvised weapons 

wh.dollf')C()ll1?rtnga 
massive conspkacy 

» Gr-aph:ic:s 
Tons of zombies: appear on the 
screen - particularly near the 
end - and the game handles 

it without a hitch 

» Soun4 
Intentionally bland mall music 

juxtaposed against snarting 
monster$ helps sell the 

aoopy ambience 
» Playability 

Blue Caslle's efforts to 
all8viaIe frusuatio1ts from the 

first game succ:ecd 

» Entertainment 
A IOC Is going on In Dead 
Rising 2. and lt all wor1<s 

together wonderfully 

» ReplayVNU• 
Moderately High 

Second Opinion 9 
Dead RlSang 2's ul11mate sell• 
ing point is tho size and scope 
of the btle - you'll ne,.·er run 
out ol aatVJbOS to occupy 
your umc. The new weapon­
manufactuti.ng mechan.c ate 
up hoots of my pla)'lhroogh: 
it's so engagmg that I le1 
Q'lncaJ llUSSIOOS pass Without 
we. The open-ended nature 
and ability U) stan lhO: narra .. 
tivc o-.'Cr while mamtauling 
dlaracter progres.saon enoour• 
aged me to explore every 
fao:,i of the game. resultmg 
m an extremeJy ~.rsonat atld 
fulfilling experience. I spent 
my days rescwng surVlVOt$. 
tal<ulg Oll UlQ'CasU\gly memo-, 
rable psydlopoths. play,ng 
smp poker tor money, trying 
on horrific: new ensembles, 
and sampty exploring the 
grMdcut ol f'ortunc C'lty 
before addressing Chudc's 
prcssmg prOblems. \YIU.kl 
indisputably impressed with 
the expenenoe, I wish there 
was a stotagc system that 
would allow players to sta.~ 
away valuable weapon pans 
for a later time. Simi.larly. I.he 
maganne system still SIOOms 
archalc. especially with 
weapon fabrication making 
Ulvcnto,y spare a prec:i.ous 
wmmodity. fort\Ule C'lly 
never Sleep$, and netther <ltd 
I wrule playing Ulroogh Dead 
Ris:lng 2. With a seemingly 
unenduig supply of engagmg 
content ru steep when I'm 
undead. • Meagan 
Van8urkloo 
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D eac:I Rising was an early example of 
what the then-new Xbox 360 hardware 
couct c:IO. Running tlToogh vast crowds 

of zombies in a mal was wish fulfilment for a 
generation of peolJle raised on George Romero 
movies. and Slaughtering them whOleSale with 
iml)rovised weaponry was IJlood,red icing on 
the cake. A fin.:ky save-game system and te<­
rible N created two outSl)()l<en camps - thOse 
who CO<Ac:ln't stand the game. and an~ 
vocal grovp of apologists. For the sequel. Blue 
castle Games MCI Capcom tOOk a Iong. ha<c:I 
look at the r,st game and ac:lcfressec:I nearty 
all of its major annoy-. The end result is 
one of the most enjoyable games rve played 
this year. 

Former motocross ctwnp Ci'<Jck G<eene is a 
likable guy. which maxes 1-.s plighl 81 the more 
engaging. His wife was killed in a zornt:,;e attack 
in Las Vegas - the same atlack that left his 
daughter Katey infected with lhe deadly viruS. To 
get Closes of the expensive Zomb<ex c:l,vg. which 
keeps her infec1i<ln in Check. Chuck has had to 
c:IO some UlSallO<y Jhirgs. That path has led him 
to Fortune City. Nevada. whet8 he hopes to cash 
in on the grueoome ShOw Terror iS ReaNry. 

The most <tamatic imp,o,,ement 8lJe Casile 
Games made is in the way that playe<S interact 
with other survivOrs. Lei's face ij -es(X)(t mis­
s,ons are rarely ftll. 'M1en the people you·re 

Styl• 1 or 2-Pla.yor Actl.011 {4-Pla-yes Online) hbllsMr capoom '.D•.eJ.ope,r Otuo Cast.lo Ga.mes 
Reltue S8plembor 28 ESll• M 

es(X)(ting have no regard fo, the< safely and a 
C()rll)lete indfference for a"°""'1g ooslacl8S. 
a can make you want to throw a controller. 
Guiding survivOrs lo the safe house i1 Fortune 
City is a li;g part ol the game. though il's mu<:h 
Jess annoying than tt was in the r,st one. Maybe 
lhera was a carbon monoxi(fe leak il Ille 
Willamelte MaN. 

NPCs follOW Ci'<Jck at the press of a button. 
ancl they can be goc:lecl to a specific place by 
ac:lc:ling a trigger l)ON. This seoonc:I O!)lion, whieh 
was critical in the f,st game. isn nearty as 
~..,t this time arOU1<1. I never had a prob· 
Jem with SUMIIO< N. even Clvmg P()ints when I 
had a train ol six followers. They kept pace with 
me 1.•.toe<ever: I went. navigating stars and other 
Polential oostruct;oris with ease. I never felt com­
fortable having the Al shac!Owing me in the first 
game. but there were p()inls in Dead Rising 2 
when I was bummed lo say goo<l)ye to them. 

Cl1UCk can combine specific objeets at special 
stations to create S<4J8f weapons. If you think a 
fire 8"e ancl ste<lgeliammer are e~tive against 
zombie skuls. you·1 be impressed with what 
they can c:IO when they·re c:I\Jcl•tapoo together. 
Cl1ock's nol a pholOjOVrnalist r1<e Fra,,k -
was. so using these ttems replOOes snapping 
pictures as his wetf of earning experience. Items 
that can be combined are marked ,v'rth a wrench 
icon. and ooldlng nr,w weapons is adc:licling. 

Players can use ttial and 
error to <lisoover- new com• 
binalions. bot more obscure 
ones - SUCh as con,l)iring 
a wheelchair with a car bat• 
tery to make the "electric 
chair" - are more likely to be 
c:lisoovered thrOugh comb◊ 
car<ls. Players receive these 
lo, helping certain survivOrs 
or completing bellies againSt 
Fortune City's psychopaths. 

Even thou\t> Blue Castle 
~is basec:l in Vancwve<. 
the team nailed the fimt 

game's goofy ilterpratation of American culture. 
This is ptobably most noticeable in the psychO­
paths. AS in the f.rsl Dead R'ISing. the ZO<T'bie 
atlacl<s completely Ciera! some folks who were 
l)<Obal)ly a btt uminge(I to beg'n with. They're 
not undeac:I, but they're no leSS deadly. Some 
are gross and sily. like a memorable run•il w~h 
a cannibal Chef, thoult> other enoo..w>ters have 
a poignancy one might not expect from a game 
about kilng zO<T'bies. I felt gully f,ghting more 
than a couple of these sad sacks. 

Certan aspects of Dead Rising 2 are boon<l to 
be c:leaMxeakers to some. but they shool<tl't be 
as f)()lariZing as the problems in the r,s1 game. 
The sequel featues ~me SlOts. so n·s not 
as easy to pant yourself into a zO<T'bie•inleslec:I 
oomer. Even though t usually had half a c:IOzen 
or so miSoonS going on around me at once. I 
rarely felt overv.helmec:I. Tme is stil the ultimate 
enemy in Oeac:I R',sing 2. though ij seems to have 
relaxed tts hOld a bit. 

It's still l)()S$IJl8 to Claw your way into.., 
exceptionally <ffficult f)Osilion. thOUgh, The 
game is deSignec:I with replayabiily i1 rnn<l. as 
character ptogression carries ~ between 
playthrooghS. If you try 10 beat the game Wav,t 
from beginning to end, tt'S going to be toogh. 
even with a OO•OP bo(lcjy. Instead. I found the 
OPtinal way is 10 jOin a triencrs game and ~ 
them progress a wf1ile before slarting your own 
game. That way. you'll begil wtth a more expe• 
rienc<l<I Cl1UCk who can carry more Items. has 
more heal1h, and knows a few ligt,tilg moves. 
Earning cash by playing the excelent Terror is 
Reality onlile mulliplayer mode - which features 
an entire game·s worth ol silly zombie-themed 
minlgames - is easy and enjoyable. too. 

Even alte< ~ for c:IOzens of hOurs, you·• 
$Iii find new thirgs in Dead Rising 2.1 won't spoil 
anything. but there's a tot ol variely to be lo<>lc:I n 
the game beyOnc:I obvious things like the ....-rber 
ol objeets that can be usect as bludgeons. This 
game is designed fo, multiple playthrooghs. 
and rm IOOking IO<ward 10 each and every one 
ol them. • Jett Cork 



Castlevania: Lords of Shadow 
Castlevania does 3D right by sucking Sony's blood 

Style J .. PJayer Acrion P'u.btiabn Konami DeY8loper Metcury$1eam/Kojhna PrOduetfons Reltiue October S tSRB M 

V ampires surround Gabriel Beknont with 
hisses and bared fangs, lusting after his 
blood as he wails f0< lhe gate to Slowly 

open. Sticky, pale ski> clings lo - gangly 
bones and huge tattered bat w'ngs boot as 
they enc,oach. Gab<'oel swngs his barbed a,a;n 
whip widely. rencUng their flesh and repelling 
them towards enormous boarded windows. 
The beasts are merely stunned, bul Gab<;el 
capitalizes by snaring his whp on tho plari<s 
barring the windows. Sunlight drenches tho 
room as he Shallers the anc;en1 wOOd. vampire 
flesh flutters from the bone B<.e macabre rose 
petals. With hOpe renewed he turns lo the gate. 
It is only halfway open when duSk lays hs darl<, 
suffocating blanket. Ghastly belows herald the 
second wave of abominations. The warr!O<'s 
holy blood runs hOt in Mlieipation. 

My excilement for Casllevana: Lords of 
Shaciol• was tempered with apprehension. 
Ever Since Casuewnia 64, 30 has been a d'.ny 
word fo, lhe franchise. To my su:,lim enjoy­
ment, MerC<JIYSleam's collaboration with Kojima 
Pr~lionS Slays tho ser;es· lhree-drner>sional 
demons. This feat is accorll)lished by merging 
the best elements of some of Sony's biggesl 
hils. This Frankenstein'$ monster is a fomi­
dable corrt,..,tion of God of IM!r's combat, 
Shadow of the COiossus' boss flghlS, and 
lk>Cha<ted 2's plalfO<ming, 

Plal"'fS have access lo a famiiar sule of 
showstOPPing light and heavy whip anacl<s, 
as wel as high flying enemy juggling ripped off 
wholesale from Kralos. Light and shadow magic 
add (fmenslon lo 1he fluid combat; Gab<lel's 

health is restored with each successful attack 
when light magic is activated, and shadow 
mag'<: mal<eS lhe whp st,onge,. Allemaling 
be~veen magic \ypes mid·combo is a rush. and 
1he engagi1g boss fights later on fo,ce players to 
swap lacticaly. 

Jusl like in Castlovania's 20 offerings. Lords or 
Shadow delivers a plethora of innow1ive, expertly 
balanced boss f,ghlS. Gabriel scales colossal 
titans, searchrg for and sugically poondng their 
weak spots 10 dust. He scramlJles to destroy 
a deadly varl'j)ire general before h dines on the 
bbody contents of an iron maiden. Castlevaria 
alSohas the,'liclest varietyof enem;es I·ve lM/I' 
seen i'> a game or hs ik, Cl'l,l)aCabroS aMJ<:l 
yax powers. forcing you into a game~ hide and 
sook, and buYQwing zombies anack from under• 
gocnd as their decapitated heads float alter you. 

ff al any poinl your i'>lerest in combat begins 
10 wane, a puzzle comes to 1he rescue. These 
range from rrundane crank·lU'ning capers to 
engaging quagll'W8S. Ike coaxing a ITl\l'OO.- ol 
crows towards a scarecrow by Shaking their 
pe,cheS. Platforming eJso breal<s up lhe action. 
Players shmny and leap across rock faces 
Uncharted 2 style, using tho chain whip to 
rappel and SCale ledge$ in style. Geometrical 
snags occasionally rob these clinbs or the< 
fluidi1y, ,'Illich is frustrating wt-.en a hand grip is 
cr\1'!11lfng away. In later levelS, Lords of Shadow 
fools hself into thinking ii has lhe 30 plattormrq 
finesse of Mario Galaxy. Expect repeated death$ 

Gabriel's cticM quest to r8$0!T8Ct his wife is 
fraught with both obvious and confusing twists. 
Each of lhe 50 levels begins with a monologue 

by Patrick Stewart's ctwacler, many or which 
WO<Jd have been better as cutscenes. However, 
much is redeemed by the game's post-<redil 
endrg, wnch is among the coolest video game 
f-'laies this millemum. 

Gasllevaria 1al<es a few hoors lO gel rolling, 
bul onoe ii sn<S ils fangs in you'I be absorbed. 
After pUtting nearly 20 ho\l's ln10 Lords of 
Shadow I emerged satisfied and ready to play 
again. This po(shed. action-packed adven· 
lure has me ecstatic 10 see not only what's 
in store 10< the next 30 Casllevania, bul alSO 
whal talented developer MercuySteam does 
next. Don't let the de&.Jge of fan releases or 
lhe 30 Casllevania Stigma keep you from lhiS 
amazing ""6st, • Tim Turi 

PS3 • 360 
» Con~pt 
Konami finally produces an 
awesome 30 casuevania 
by ripping olf awesome 
games and b>fusing Its 
signarurc s<ylc 

» Graphics 
Noc even medJocre human 
character models can spoil the 
breathtaldng environments. 
vi1>tant colors. and oool 
looking enemies 
» Sound 
Lacks dassic casllevania 
1Wl8$,. but lh& epic orchestra 
is a solid replacement. some 
sound efteas seem absent 
» Playability 
A natutat oomrol SChemc 
provides satisfying Devil 
May Cry and God or war­
Slyle combat 

» Entertainment 
It starts slow. but builds up 
with incredible boss battle$. 
rewarding exploration. and an 
Wlforg@llablO condus,on 

• Replay Value 
High 
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PS3 • 360 • PC 
» Concept 

Transplant tM Medal or 
Honor series away from its 

usual World War II setting to 
modem-day Afghanistan 

n Gr-•phic:s 
nie desert environments are 

convincing enough.. but the 
<hara.tor models are bland. 

EALA and DICE did a gr•at 
JOb kOOping a visuaJ parlty 

betwooo lhe campaign and 
mullip1ayer modes 

,. Sowtd 
With a proper sound system. 
you'U feel the gun batUcs in 

yoorgul 

H Playa,bWty 
The single-player mode's 

dehn1h a.im 8$Sisl does 
everything but pull the trigger 

tor you 
» Ente:rtalnme.nt 

II doesn't do anything new or 
riSky, but Medal o( Honor ~ an 

adoquato shooror. 1'11.at may 
not be enough at this point 

» ~play V&lu♦ 
Mode,ately High 
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Medal of Honor 
EA's reboot fails to polish a tarnished series 

Slyl• I-Player Action (24-J'tayer Online) Pul>llsher Bleouonic Asts o .. eloper &Al.A/OICB Bel ... • October 12 ESltB M 

E A took 8 ChanCe with lhe 
latest installment of Medal 
ol Honor. mow,g the series 

from its W0<1d war 11 O<igns to 
a contemporary setting. It's no 
secret that the franchise has IOst 
Its way <We< the years, and it has 
the decti>ng review SCO<es to 
Show f0< It. Those whO piMed 
thei,-hOpesonthed,ange in 
IIOOJ8 fixing the problems are 
likely 10 be disaPPOinted by 
the results. 

The single•piayer campaign 
isn"t bad, but It hardly feels 
inSpired. If you've played any of 
the modem-day ml1ary shoot­
ers, you've exl)8lienoll(I most of 
Medal of Hono(s set pieces - a 
helicopter•based rail shooter seg• 
ment. a sectlon ,\i,ere you paint 
targets fc, air suppc,t, and other 
levels where you and your bearded buddy sneak 
111<0<q> camPS as snipers. Medal of Honors 
campaign lacks the excitement that woukl help 
It stand tal against the considerable ccmpetition. 
Charac1er animations are~. weapons feel 
5ill>lly unclefpowered, Md the Al is dowrYighl 
sux:iclal. This wOf1<s 10 yoot advantage vAlen 
enemies lro\Y a complete disregard f0< cover, 
rolrG CUI of safely to stake out firing positions 
in the open. 

The stc,y is standard ta,e, ,vi!h players taking 
on a variety of raids Md i1filtralion rrissions 
111<0<J!t,oul Afghanistan. The narrative switches 
perspeclive several times. but sh:e none of 
the dlaraclers are par1ieu1arty memc,able, tt's 
tO<q> to care too mud> about what's going on. 
The pacs,g bou>ces around a bit. too, with one 
nighttrne ATV section in par1icular aag1J"ng on 
too long. {And don't ask me why they chose two 
Of the toudesl vehi::les imaginable tor d,e night• 
trne raid. either.) 

Mn"ttedly, a tot of people won't bother 
w·,u, the~. Mer al. thetliggesldraw 
for most mi'ta,y shool8'S is the multiplayer. 
Battlef,el(I aums DICE 1001< on the task fc, Medal 
of Honor. and while the expenenoo is te<:Micaly 
ccmpetent, It ultimately doesn"I have the same 
Sl)al1< as the developer's flagShip franchise. 

There are 1l1<ee dasses .-. ~ - nfle• 
men. Special Ops, Md sn'c)ers. E,Jch Class levels 
._., independently. ,vi!h experienoe unlod<ing 
oo,v gear. There aren"t ""'I Modern Warfare-style 
perks, so you kn<),,v that ""3<y playe< you face 
on the batUef1'lld can take as many bulets as 
lhenext. 

Conilat Mission is the most ambilious of 
Medal of Honor's multl)layer modes. Coalition 
fc,ces rrost work through a series of five con• 
nected missions Wh1e the insurgents 1,y to pre­
vent them from succeed\ng. Fe, instance . .-, the 
Mazar-I-Sharif Aifield level, the Coalition starts 
on the outskirts ol a (llapi(lated airfield. Their "1i­
mate goal is to download data from a laptop on 
the far end. To get there. the team rrost destroy 
a roadblock (allowing tanks to pass farther i"lto 
the battlefield), blast IIYough some hangar doors. 
secure an area wah the help ol a lllOU"lted 
rocket i&Jncher, kill enemies around a downed 
helicopter. and then WC<k toward the bulcling 
containing the computer. This fas1-paced mode 
is w-nplemenled ,'Jllll by the game's generously 
short respawn trnes. 

Sect0< Control is essentially Battleflel<l's 
Con<µlsl mode, with two sides fighting to con-
1<01 lhree objectives. In Objective Raid. Coali1ion 
fc,ces have to defend a pair of objeclives frc,n 
enemy sabotage. 

As players rack up score chains - points 
earned ract<r,g \JP killS, meeting ooJectives. Md 
supporting your team - they"re rewarded with 
offensive and defensive boruses. You can. tor 
exami;ie. Choose to rain f,e on the opposing 
team by cafling .-. a mortar stri<.e, c, pot a UAV 
onloe to tempc,arily display the enemy locations 
on yoor radar. Better stin. you don't lose this 
bonus OOilily when you die - though yoor soore 
chain wl be reset. 

The game's eight maPS are diverse. aawing 
nspiration from pivotal moments.-. the Single­
ptay,,r campaign. Mazar-I-Sharif provides plenty 
of l"iding SPOts. as players sprint from l-.:,110\ved 
8ifptane shell lo hangar and bad<. Snipers ,vi 

undoubtecly fal .-. love with some of the game's 
mc,e urban sel1i"lgs. inclucfng l)\vagal ()amp, 
which fea111es insurger,t OO'l)lacemeots in caves 
perched above the village's mud h.Jts. 

The Shanikllol Mo<llltains map unf0'1unalely 
highf,ghts a larger problem with the game's bal· 
ance. Defenders are hOled up in a small camp 
tucked into a snowy mountaintop. Wdll Ott-, a 
few paths into that camp- most of which are 
easly monitO<ed by snipers - attacking quic;l<ly 
beoomes Mie. After a few waves of spawns ere 
neally killed. defenders rack up the klstreaks 
and can then use the boo.Jses to ensure that 
the momentum doesn1 Shift. Once a team has 
gained the upper hand, lt"s qute clfficull to stage 
a comeback when the enemy team can blast 
chOkepoints with rocket bamlges. Teams COUid 
WOl1< lhe soore chain system to their advantage 
on offense as wel, unleashing a coordinated 
hoard of rockets and mortars. 

The obvious sotucion tor comebacks is to stop 
<1-,,ing, but the Sl)awn system doesn't do play• 
ers any f"""'s. tt you·re on the insurger,1 team. 
you'll spawn in predetermined points. Coalition 
players who spawn on teammates don"t get to 
specify vllich member they want. The Al is SUl>­
pooed to invisibly lirl< players into predeterrni1ed 
squads and use that to chOose optimal POOilion· 
ing. but it often plopped me down right into an 
enemy"s sv,ts. This WOO<S both ways. I'd be in 
the mi(l(je of blasting somoone apart when one 
ol his team-nates ,.o.Ad pop up beside him CUI 
of thin ar. It's easy to take advantage of their 
1ernpc,a,y confusion and make It a two-fer. but 
lhOS8 kls feel hOlo\v, 

/>J the parts for a great ITTJliplayer experi• 
ence are here - ctass llliocks. a variety of 
famiar modes, lots of guns - but they don't 
oome together in a way that makes Medal of 
Honor a must-play shooter. Mlila,y buffs may 
enjoy the game on some - · but in SUch a 
densely packed genre, EA rrust t,y harder to 
stand out. • Jett Cork 



Guitar Hero: 
Warriors of Rock 
Guitar Hero goes gonzo 
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I 
f you thought Gular Hero had ateady j,Jrnped 
the Shail<, Warriots of Rock is akin to hOppJlg 
n a hOt rod, revving lhe engine, and jcmp-

ing llvough a flaming hoop ove, a school of 
mega-Shali<s. Warriors of Rock welds lhe series' 
fami'oar gamepiay to action game elements like 
elabo<ate cutsceoes and character transfoona• 
tions. Now. nstead of iuS1 selecting Y()<X Char· 
acter and ptow;,,g through setfists. you must go 
ttvough custom sets created for GH characters 
Old and new. eam;,,g a ludicrous numbers of 
stars to l#lloek their new "warriOf" Jom>s. Prelty 
soon. good old Lars Umlaut is a giant death 
metal pig war> piere<ld nipples, Casey Lynch is 
a hlif-~11/0mM. and~Napalmis. .. a 
p<TI< rock \/8rsion of Nightcrawler from X•Men? 
&Ke! Thisisaboutasover-the-tOPas ttgets. and 
tt·s lOPl)ed off with a paper.u,;n pk)tli'le abOUt 
defeating some giant IJeaS1 with you axe of rock 
lBr()laf Legend anyone?) wltl> nan-ation by Gene 
SinYnons of KISS. 

Neversoft irjecled Iha famiar g,wnepfay with 
st8'0kls: a hOSt of Character-SP8Cific l)Ol•ter·<.l)S 

atklw youtogetJ)relriOUSlyi1-.,osstle l'Ul'bers 
of S1ars. Casey's Shield Guiwdian gilles you h'IO 

Vanquish 
A one-note burst of adrenaline 

18CM'Qing st,;elds that protecl your note S1real<s. 
Jvcf Naifs can o,,er11ow her rock meter. garner­
ing h'IO ex11a stars. OtherS inctJde a fNe.peroent 
St,w Power boost for e,ery 10-note S1reak and 
an Ankh tal$man that saves you from failng out 
of a song, 

This basicaly amoonts tog,llde nllatiOn. I'm 
certainty not as good a, Gula, Hero as I once 
was. but I remember 1"'81 naling a song feels 
like. 'M1at would halle _, a ttvee or w-star 
I\Jl•ltvO<ql of a song row nets you six or seven 
S1ars. tt that makeS you leel better. fne. but rm 
not going to - myself. 

The l)Olvers become moce nteres1ing later in 
lhe game, wnen you rrust assign the Characters 
nto h'IO bands to face lhe final boss. Here n's 
important to wisely con'iJine Yo<" l)Olvers in 
order to maximize yoo, 8".MW\tage. For ~-
I constructed one band to focus on Star Power 
and lhe other for rruti)ier and note slreaks. 
Mer you've fnshed the g<Yne, you can tackle tt 
again n Domnate Ouest. where you halle al eq,t 
l)Olvers enabled but rrust get 40 S1IYS on eaCh 
song. If you·re playing well, you can play an entire 
song with Star Power on (and a 36x rruti)ier 
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I f Vanquish were a movie instead of a video 
game. the most approp<iate comparison 
,,ould be Crank. Like lhal Jason Stalhaln 

vehicle. Vanquish moves along al a b<eal<neck 
pace. b<iefly S10PPing on occasion 10 offer blink• 
and-you'll-miss lhem scenes lhal pUSh along 
the baresl possible skeleton of a plot. Whie 
some of the action is exhlarating, the game's 
generic characters and one-note garneplay 
keep " from reaching the high standards set by 
Shinii Mikami's other v-.'Ot'kS. 

Mer a brief tutorial. you·re inrnediately ll1ruSI 
into a Moostic U.S. vs. Soviet lxioll conDict. 

Long story shor1; 
You halle aaz.y 
battle armor. lhe 
Russians have 
an a,my of robots that want 10 kl you, and a 
aaz.t dude waots to bk)w uP New York City. 
Cutscenes are b<ief and don't do a fantastic iJb 
of pushing the narrawe fonvard. but something 
tels me that lhe story wasn·t the r.rst order of 
business for Plalirun. 

You play as Sam Gideon. a tough•as•nails 
Chain-smoker whOse voice resembles a Mtppet 
inpersonating Solid Snake. <'.Mside of that. you 

don't learn much about 
)'001 prou,gonist. 'M)at 
he lacks in personality 
he makes UP for lwh his 
A<,gmented Reaction Suit. 
wtlich is a fancy way of 
saying ·awesome body 
armor that lets you rocket· 
sl'lde into robots." 

Most of the fun Vanq.j$h 
offers is related to this S>J'l's 
abil1ies. whether you're 
roeketi>g from =er to 
oo,;e, or per1orming a mis­
sile a()f)kick on a robotic 

nmng). This arcade-style experience carries over 
to the new <luicl<r,lay+ mode as well, which adds 
COOi St8r ~ that let youga'n points to 
- up and unlock new re,~ and oerns. 

The soundtrack is a mb<ed bag. The ear1ier 
StageS are well balanCec:f and focused. giving you 
genre-oriented sets fike ~ Napam's punk 
gig at C8GBs or new Character Austin Tejas's 
d3Ssic rock blOCk. The game's cent811)ieC8 is a 
nwathon playthrougl o1 Rush's~ 2112 
sute. As a big Rush fan, 1 toved ft, thO<ql I'm not 
on bOard with havnQ lhe band merrbers do an 
awkw<Yd recitation ol lhe alblrn's silly story. The 
end of the game= up the chal~ wltl> a 
r.'81 boss battle that featu-es some ridicuously 
Md new Megadeth songs and a boo.ls lier of 
1ll8Cal shre<l(lers. Fraii<ly I U1inl< most ol lhese 
songs are teni)le and felt Ike a Chere. 1 had mucr, 
moce fun ooming back to - tracks on the 
Dominate°"8st. 

<l<itar Hero: vw.-nors of Rock is otten slt.l)id 
and frecµ,rl!jy silly. but I got crughl uP n shred· 
dng my way UYough tile ridcuous e,perience. tt 
dOeSn'l matter ii I was laugting w:1h lhe game or 
laughing at it: I was entenaned. • Matt Helgeson 

convnie. ff a dolen enemies are ooming down a 
staircase towardS you, •·shard to not feel ll<e a 
badass when you rocket-side away from them n 
slow motion while IIYowing a genade over your 
shOulder. The g<Yne is at "s best when you·re 
usr,g lhese abities dunng one of lhe many gianl 
set piece moments. 

However impre$SMJ lhe action is. U>e g<Yne is 
a one-trick pony. Boss f,ghts start recycling earty 
on. the weal)OnS aren't particular1y impressive, 
and you won·, care abOUt lhe story for a socond. 
Outside of a "snipe the spotr,ghts· seclion and a 
rid<:uously blief zero-gravity area. most battles 
are of the "Sland here and SUNive until lhe eleva· 
tor is ready" variety. The game is also very shor1. 
0on1 be surprised ~ you finish your f,,st playth• 
rO<ql in lour hOurs or leSs. 

tt \lanquish had been lleslled out with better 
Ch<Yacters. moce v,wiely, and a moce substantial 
campaign. a cOUld have been great. As is. the 
awesome suit amounts to little more than a fun 
toy in a forgettable world. • Dan Ryckert 

S FIA 
PS3 • 360 •Wii 
• Co.ncept 
"nlkes the familiar Guitar Hero 
gameplay on a ridiculous 
(an1asy adventure 

» Graphics 
ThiS is definitely the mos1 
ambiDOUS eye cancty ever 
seen in a music game 
» Sound 
At flJ'St the SOUOCltraek 
is di,.,e,se, but later 
levels overemphasi1.e 
shredding metal 
» Playal,Wly 
The new special powers add 
some interest. but mostly 
it's the same old runway 
and 0018$ 

• entertainment 
Audacious or stupid tor 
bOthJ? This game wUi sharply 
divide fans 
» Re.play VUue 
Hlg!l 

7.7s a 
PS3 • 360 
» Concept 
SHOOT BOOST SHOOT BOOST 
SHOOT BOOST. Smoke 
» Graphltt 
Ewrytlling moves along 
at an impressive framerate 
considering how much 
a8Z'j crap is cxmstanUy 
happening onscroon 

• Sound 
Spastic tech.no soundtrack and 
cartoonish. VOices. Prepare to 
ooar Sam scream "Out ot I.he 
way1• anytime yoo·re aiming 
within 20 mlles of an ally 
» Playability 
The shoocing mechanics and 
the suit abilities both work 
without a hiteh 

» Entertain.meat 
Ifs. blast ., the beginning, 
Slarts to grow old not tong 
after that. and then it's over 

» Ile-play Value 
Moderately Low 
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PS3 • 360 
» Concept 

What's harder to endure. 
the a:pocalypse or 

Wlinteresting gameplay? 

» Gl'aphic:s 
Often grand in soope. but 

<he line details are laclting. 
Monkey's animations are 

amazjng. but pixelated 
texturing Often steals your ,rye 

,. Sound 
IJ I hear Trip say .. let me scan 

the area· one morn time ... 

.. Playablllly 
Toamwork between Trip 

Md Monkey is SIUOled early 
on. Com.bat l.s an exercise in 
rcdunclancy and platforming 

is skill-free 

» Entertainment 
A better Slory than it is 

• game 
» l\eplay Value 

I.ow 

Second Opinion 8 
NOi e .. -ery atbOn game needs 
to be composed of larger 
than ttfe action sequences or 
feature SOl'llC wotld codmg 
threat ln a game where the 
world has alJ'cady end0d, 
NU1Ja 'ftlcory has told a story 
that f ()Q.1$1e$ on characcer. I 
was i«uncdi8.te1y drawn 111to 
the small but animated cast 
and grew to actually cam 
about their wcU-bctng. I only 
Wlsh the resa of the game 
had so wholly captured my 
imagination. The game's 
oom.bOs dof'l't evo1,.·e through .. 
out the course of lhc game 
and netlher do us enemies, 
but its fast-paced acbOn iS 

engaging. and NrnJa Theory"• 
cama'a wOJk helps escalate 
I.he tension. The arumauon 
work dunng the platform-
u19 sccoons is fantaSUc, an<t 
Monkey pul)s off some re­
matkablo feats. but you naver 
have to worry a.bout getting 
lost or faUmg off your perch 
wlulo clambcnng through <he 
envuonmeru. Tius djmtn.iShes 
<he clunl>e(s h;gh yoo ought 
have reoeived from pullmg 
OU lhese Olherw,se lfflJ)fOS. 

stVe asoents. CnsJaved may 
not innovate, but it's an 
engagrng tale through <he 
apoc;olypoe. bookended by 
some oc me most omti.ng 
action sequences I've seen in 
a game. • Ben Reeves 
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Enslaved· Odyssey to the West 
A strong story sideswiped by uneven gameplay 

E nSlaved lives up to ils namesal<e both with 
its conceptual hOOk of rObOIS enchaining 
mankind and tlvoogh the l#V1eC8SSa,Y 

Shackles tied to gameplay. OeveioPe< Ninja 
Theo<y spends far too rruch lffl8 holding the 
p1ay,ir·s hand. and in lhe process remol/9s 
any S€OSe of escapism to lhis ,,t~ing tale of 
humanay·s laSI gasp fo, life. 

The game swrts off with a bang reminiscent 
of t.n:harted 2·s introductO<y train sequence. 
A robot-infested Slave ship iS sal>Otaged by a 
AJSO<rC81\.1 female prisoner and starts pfcmnet• 
ing toward the Skyscraping remnants of a IOst 
melrCl)OliS. YOtK frSI goal is to suv;,,e the crash. 
This feat takes you lhrough exploding oomcJors 
and out onto the ship's huU, whe<e b<eath· 
stealing leaps rrust be made as detltis passes 
OY9Thead and "'8lY second wasted brings you 
Closer to impact. 

This excaing sequence condudeS with an 
unlikely partnership being fo,ged betv.-, 
the female. Trip, and a protagonist who"""" 
""""11s tjs true name. yet insists on being called 
Monkey. To no &.rprise, Mookey iS .ipe-like in 
appearance and POS$8SS8S the uncanny abHity 
to Swing across poles 
j\Jsl like a sirrian. Monkey 
is brought to life aplly by 
/VlOfSeri<is, Holywood'S 
resident primate expert 
(he playe(l King Kong. the 
ape-ish Gollum in The Lad 
of fhe Rings, and wil play 
Caesar ... the IOrtl,ooming 
l'tanel of the Apes ftn). 

The relationship that 
<levelops between Trip and 
Monkey is fun to watch. 
It doesn't follow the path 
you think ij v,o,,4d. Their 
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personalities Clash, yet neither could suvil/9 in 
this hatsh Cli-nate without the other. ThMks to 
shatp writing by N~ Theo<ys scribes, f cared 
about the fate of bolh Characlers. The banter 
belween them is emotiOnal at the ril1'A times. 
filed with smart jabs and ,m,sing sarcasm. and 
their chemistry shows nolicealJle P«x.,ession as 
lheir jO<xney family takeS them fa<ther west. The 
resonance of the tale, however. is unclerrmed by 
the gameptay. 

Most of the plattorming sequences Showcase 
aclion·packed moments. such as a bridge fall• 
;,,g apart as Monkey Shmmies along. But rar,;ly 
dO these 1ense 581 pieces offer a real threal. as 
Monkey can ll8ll8f fan 0< rriscalcuate a jump's 
trajoctO<y. If he iSn'I 6ned up 0011'8Ctly and you 
press jump, he worn jump. He just slands there 
t.nll you lllOY8 him into the C008Ct position. 
Towa,d the end of the game. he has to avoid 
names and spiming gears but up until this P<l"ll. 
most of Enslaved's platformng is simply an exer• 
cise in basic movernent. 

Con-bat. whle offemg a great sense of brutal 
physicality with each of Monkey's staff strikes. 
lackS depth. I used the same combO sequences 

from Slart to finish. N,lja Theo<y also fails to offer 
interes1ing aelverSanes. The largest foe. a rObOl 
dog. lool<s cool. but is easy to Sr>Jff out with 
repeated EMP blasts. Walding this beast rise 
from the ground only 10 knoCk it <Jo<vn again with 
anolher El,/P shot feels ll<e cheating. but as far 
as I could tell, it was lhe Of'iy way to destr0y it. 

Enslaved aJso lackS a sense or exp!Oration. 
WheneY9r Trip entera a new area. she must f,rst 
scan her surroundings. This extens,,e fly-by of 
the level delalS 81 Of the enemies and points of 
interest along the way. Trip's findngs are clgitally 
broaelcast 10 Monkey through tjs Slave heael· 
band. He can see 11,e dislance at whiCh he·1 alert 
an enemy, as wel as an the objects with wticil 
he can interact. One platforming stretch toward 
the ood or the game even haS Monkey fololvi'Q 
a dragonfly that is discharging a sparkling tral 
lor fear that the player may not know YAlere to 
gonext. 

Gil/9n the amount of hand hof<f~. I'm sur• 
prised lhis game doesn't ptay itself. The lack of 
immersion and knowledge that e-,ery jump - no 
matter how perious it is - wil land withoul fail 
saPS EnSlaved of its enteruiinment •-· You 
know a game iS troubled when you fr1d solace in 
its extensi\/8 ort> eollecling. 

This experience is also marred by a 1ac1< of 
polish. Ugly textures frequent most environ· 
ments. the jump oommand iS touehY, the 
rramerate SkiPS 11<e a IO!)Sided record in certain 
areas. combat controlS lack responsiveness, 
and the camera often Cli:>s into the enwon• 
ment, hiding coof tal<edOwns Of cinematic 
seq.,ences. With the gam8j)lay being &JCh 
an unwanted dstraction. the st0<y is the Of'iy 
attraction. The ptot defivers a cool science fiction 
twist in its final moments. but ul1inalely S8MlS 
as a sla\/8 10 meoocre gameplay lor eight 10 
nine t¥:xirs. • Andrew Reiner 



NBA 2K11 
The education of an athlete 
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D evelopl)ts of SPOrlS games do an adrri­
rable jOt> of captunng the essence an<f 
excitement of the modern leagues. but 

few tap the deep well of histo,y in seMce of 
the S!)Orl. This is often chalked up to togistics -
snce the players from bygone eras no longef 
are serviced by player unions, the developers 
must sign each incJvidual athlete to craft a his­
torical recreation. Visual Concepts toyed with 
lhis coocept with All Pro Football 2K8, but with 
no league license the experience rang hollow. In 
~ the groundwo<I< to retell the sto<ied past 
of basl<etbal's most deco<aled tegen<f, Michael 
Jordan, 2K Spon has proven the resut,s are 
worth the effort. 

The Jordan Challenge is my favorite new 
sports game mo<1e of the year, VISual Concepts 
painstakingly reaealed tO memorable events 
from the career of His Arness, signing al the 
player$ from the era, Mimating them with sig­
nallxe shots, and even provid'ng l'islo<ical com· 
mentart to give gamers the con1exi of Jordan's 
achievements. The attention to detal paid to 
.Jadan hmsetf is remarl<able - 2K nailed the 
jump sho<. crossover, ball fake, signature dunkS. 
tongue waggr,g, an<f even the competitive 
stare ol ~s ro-M alhlele. This is a mode~ 
hatdoore basketball fan Should experience, and 
Olher developers should fOllow SUit in recrea~ng 
classic momenls of other sports w~h this kMll 
of dedication. 

This attention to craft is also apparent in the 
Association mode, which for years has stood 
as the best franchise -1ence in the SPOrt­
ing realm, With many of lhe f'ner de1ailS aJreacly 
in place, this year the mo<le receMld a 51.btle 
makeover in ._at areas. The new t<acte fonder 
is ~f\J in fin<fing wiUng sultO<s to unload a 
troubled player or 1.r>wanted oontract. The draft 

day feah.res more trade actMty than ever 
before. The AI-C()ClttOle(j teams are more 
aware of when they shotAd be staru,g a rre 
sale, oolecting young players for rebuilding, 
or grab!l1ng a veteran player to make a 1itle 
run. The only naggng absence in the mode 
is the inability to sign players to coniraci 
extensions o.mg the season. 

last year 2K u-its My Player 
mo<le, a stun•ed a11emp1 •• pUtting you n 
the ShOeS of a young player trying to make an 
NBA roster. The mode is more enjoyable this 
year •hanks to an -1ence system tha1 results 
in be1ter rewardS for good performances, The 
reward logic is stl touchy-you get knocl<ed 
an absurd amount of l)Oin1s for te1ting yoor man 
score an<1 you hardly receive any oomp for 
drainng sho1S yourself. The skewed system also 
oveNew..-ds you for playing out of POS!tlon - for 
instanca, point guardS get an undlaracleristi· 
c,lly hilt> oomp for grabbng reboUlds under the 
t.:,op. But onoe you get the hang of the g-acting 
syslem you ShOl.ld start Slringng logether strong 
performances. One carrycmr compla'nl from 
last year: The mode still starts you out with 100 
low a rating, A 40-raled player 1voold ne"8r get 
drafted ii Ille first rOllld. so ii you're~ to 
let me get selected lhishigh, Shouldn't I have a 
commensurate rating? 

The only area the inferior NBA 8~0 game 
bests 2K 11 is ontne. You can create a C<ew 
an<f import your My Player to play in fiv&-on-five 
matches. but with no online ~ infrastructure 
ft's not the desfua1ion mo<1e i1 oould be. The on­
oourt play runs smoottily for the most part, but I 
did notioe ooef moments of lag. 

O'l the eourt. 2K clelivers many subtle Changes 
lhal shoucl please hardooro hoops fans, The 
off •lhe•ball delense is drastically in1)roved -

players more aciN<!ly por,oe passing lanes and 
rotate properly. The game has a better sense of 
differentiation belwe8n unlaenled ball han<lers 
and gifted dm&-dishng point guardS - no more 
outlet passes lrom your backcourt after a basket 
to beat the defenses to the paint. The refiled 
colision sys1em IOOkS great, an<f the tweakS 10 
lhe dribblng mechMics make the oonl)licaled 
system more aocessltlle. My tavon1e new feallxe 
is lhe n formalive new playcalling system lhal 
draws the plays right on the eourt so you know 
where you should be a1 al limes. 

The only complaints I have are me reli.rn of 
a few legacy issues like poor sideine negolia· 
lion, players Shooting balls off the side of th8 
back1Joard 1vhen ShOOling from lhe baSllfne, 
lhe strange mag11Glism th1ll redrects your player 
while playing defense, an<f lhe t.,ndamenlaf 
prolllemS with help cte/ense, Players often don'l 
face the rilfll way c, atternpl a proper steal 
--•teaming. 

Whie ils competilor struggloS 10 f'nd ijs 
shol. NBA 2K 11 keeps refinng ijs game and 
apens a new door lo lhe S!)OrlS genre w'rth 
the must-play Jordan Challenge mo<le. With 
sOlid presenlalion, a goat franch\oo mode, 
and strong gameptay, NBA 2Kt 1 is an irl11)<es­
sive package .• Matt Bert% 

8.75 R 
PS3 • 360 
» Cone.pt 
Recreate the bigg«!$1 moments 
from 1he best player in 
ba.Sk81baU history's career 
» Graphics 
A rantastlC array ot generic 
and signature player 
animations gives this 
game the look ot a reaJ­
tiJe broadcast 

1t Soand 
Solid commentary and the 
besl sport> game soondtracl< 
ol the year 

» PlayabWty 
You can break out or 
animations more frequently. 
and the rll:St of lhe solid 
oontrols re.tum from last year 

• Entertalnment 
A IOlal package marred only 
by small gameplay gtitchcs 

• R♦play Value 
Hlgh 
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Sonic the 
Hedgehog 4: Episode I 

~ 8 
PS3. 360 
• Concept 

Scrub away a docade of bad 
Sonic games with bleach 

and HD . _,.... 
When Sontc linl "'' the 
G.!11e$11 tt,. v,v,d COiors 

popped ott lho """'"· They 
SWJdo ·-11>esamel00fUC.....Selfecu 

lnm tbe 'OOIQ)Uplod wnb 
..,_hum music mars.., loddy 

• ft1yuW1y 
Goncsis-liko gomcplay feels 

<41. bul lhe homing a,u,clc 
IID00lhm: ll over 

·­A --play for Sontc n"'3 
azl<l • oclld downloocl for 

Sldo-ocrolllng fans 
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M Jtepl•yValu• 
Moderate 

Slylt I-P11)'Cf PlaUonnlog hl>llahtt Seg$ 
Dtnlo,., Sollie Toam/l>unpo 

Jl-~121PS:lj.0ad>erl3~ESUC 

M y relalionshop W•lh Sonic dales beck nea,ty 20 
yoa,s. Thongs W1)(8 9rea1 in the early days: we ran 
through the flolds and thwarted a mustachioed 

mad man's evl plans together. Bui a"er a few years of 

blae we M roel<y t.<nel: Sonic expe(rnented wllh 30 
anc1Mrockbottom. lhstrust-shatt8MQ­

$PIIIII cont.roed for afrll01it 1 S )8af$, but OON SQflic ha$ 
P<Ol!>68d Change. Is the blue blur's reti.rn to r,delity and 

20 enough to reignite the blissful old flame? Yes. but 

some of the ~Jc has laded. 
Sonc 4 sets the tone W•th a fiMg 1"lUIO IO Green HI 

Zone. Thohedgehogteersaaossthoun~"™""" 

ment. tralng vMd bt.18 _..., - fond 16-bO 
memories. Treks ~h casino. water, and factory­
themed le\/els nol only ShOw off the game's gorgeous 

visuals. but also S8IV8 as breezy r-or the besl 
Son,: le,els. 

Each-is pad<ed wlh-eneri-. po;,,et:· 

14)1. andsi-'<IM 181 p,ec:esli<el00pdtloops. Tho 
goal IS Slil 10 lllaze trvough these Slage8 whle ra1<!r,g 
In en:,.,gt, mgs to play special stages and S<Xlfe _, 

chooS emeralds - a ~Ing but reward,ng task. II 

you\oe playe(I a ctassc SoniC game 11 the last year )'OU 

may Slruggle wlh the way he conlrols now \'ollm he 

aooellrates finey, lh0uc 00flSIMt ,;pc,-- Soric's 

sgnature momentunwaneswitt>o<fl a 00fl6lanl p,ess 

of the analog stick. Howe,.,,. an effoer,c end hi> new 
homing attack overshadows most lrustrm,on caused by 
the not-qu~e-apt con1JQ1s. 

This new title looks. !eels. Md scx.nds 11<e an tWadad 
Sonc- Easlydgl6tl)lo 101th lgj'ltrQ puz.,les Md 

mnecart ses,nern c1o ..-10 b'eak 14> thogame·s 
peorg, but more~ WOIJd have been W900med. 

~ four stag8S ,v= one levers theme gels repell• 

tMl. Additional incentive for~ frustratingly cffficult 
special S1ages lo collecl IWb<tra,y gems WOIJd haw been 

1'108. IOO - S\4>8f Sonc and a teaSer encJl"G ;,st doesn1 
cut t enimc,re. 

Sonoc does hs best to make tnngs Ike they used to 

be, but al the candlelit dmers and chao6 emeralds in 
the worl<I can·1 hide the ract that we·ve both changed, 11 

may not be the be all enc, all Sonic game that professed 

.....,_ 11<e myse11 have been ,vaotong ,s _,.'°'· but 

Sonc • os a fin lrenotc_..,.,,io<lanlandnewcom­

ers ar1<e. • Tim Tll11 

Plants vs. Zombies 
Xbox 0ti0 version p ·ovides 1:1wri deter'1e for two 

360 
• Co­

Fl,nd ott starving zoml>,es 
w,ing a wldo variety ol plan1 

tile in ongi.Jl8J an<I new modes 
011 XBLA 

• C...­c.noony __ _, 

mHD 

• Sou"d 
Tho musk never gets 

olcl. w11h haunung-yet­
bghthotJted 11r1,,geme1us 

.....,..._,odbydlo­
ol-)'Nmlllg b bfaons 

• Ployablllty 
ConuOls are Just as easy 10 

pick up on 1hc 360 oontroller 
as they are on other pladorms 

. .... , 1 lyw .. __ 

lhe prew,us vel'SIQn!J. the 
inC1u.1k>n of oo--op and 

multiplayer makos me xet.A 
version ol Plants vs. ZombieS 

1...U,yseleaion 

• R.,i.yv ... 
11,gh 

an.,,..,._ Style tor 2-Plftyor Plt&de hbtltl\er 
• · GOLD PopCop Gamet o ... ,.,., PopCop Gamot 

Re'-$eplombef 8 ESU C 10? 

I n jusl over a-· Plants vs. Zombies has Sl)fOU(ed 

across rrdl pie l)latforms. further estlbllSlling PopCap 
asa household name post-~veled. Whether on 

PC. hanctleld, or mobile p1a,rorrns, Gach inslallment 
oozes with PopCap's signatu-e chann and pofosh. and 
the most recent l<box Live Arcade '""1iion is no difletent 
To U1her emance an a1reac1y sc1c1 enc1 ad<icl.ve o11e, 

ng. PopCap hes rQJded engagng oooper&tMI and 
rrdliplayer modes to k- things hesh. 

rn case you've been living under o Wall•Nut, Rants vs. 

Zombies ,equ,es you 10 delerld Yo'-' heme (and Yo'-' 

braf1) from a lon"lboe nvasiln US11Q • va,iely of 1)8lt ue 
IO keep the hOrdas at bay. 1hs tffl8 8r0Ul<l. - • 
a seccndpla)'ercanpnin lo< the"-""""1llnl's50 
,..,._ Each playe.- selecis and places pfants indepen. 

dently, but having on extra set or eyes becomes helpful 
cbw1g later levels When zon-be hordes ore seemrqy 
endless. You1 ~ rm sep;wte OO·oP-OUlSlde 
of advenluremodt thatgi-...seed"lplajel- foi.r Slocs to 

choose plants. $rigll-1081114>Yoi.rdtlenee 
.., .. shared.-• SO whal beg ... 8S a harmoroo<.e 
team effort can qulcldy tum into a Shoullng match for 

hOggng all the energy or rriSplaclng a plant -and thot'a 
all part ol the ri.r, 

\ttsus mode puts one llla)'er on oootrol of the planes, 
y, fl Ille 04har OOII 116 .. lg tho 8CMr"Cir,g rorm,a horde 
Tho pl,wsarenoOfleta>t 1han .,-..,,.mode, 1M 

as zombies you're tasked w' th procectong yoo, 9l"'f from 
Ollf)()Sing plant Pfo!eci;IOS wClh property placed tomb­

stones wlile driw1g zorooies toward the plants' hOme. 
Tho ndusion of crultl)layer Md oooperatNe mod8S to the 

"1w>c:llose isa weloome addillon. and the_,.,.. exec:u­
L<ln of lamiar gomoplay rnechanes ""8n explomg ,_ 

801 w th a second player ma1<es these modes f,iel 11<8 
they have been part of the betovW gome from the start. 

K the new oontrot lll)'O<Jt on the 380 Is of concern. don't 
&weal it P0PCap has continually done 8 lantasu: )Ob 

-Ill the oootrol scherne acroa J)latbms (110m 

00fTC)Wlf'S 10 touch saeensl and the 360 00tllrolar • 
no 8Xcepll0n. '/\Ne ~llng the grid ~h the left std< 

1$ probably the loost lg>l ~ l)lolfon'ns. It takes no 
lime at all to o(lust 10 the new 
SCh8me making It just 8S easy 
for veterans and ,,.,.,_all<e 
10!)81 tl>t~-
~ you have )'81 IO piCk 14) 

Pins vs Zomtioes a want 
lO onoo 8900 engage in 
zombie Sl<>rrc)ing (or brain 
m.nchng) action with a 
frierd. the XlllA ..,,.;on ,s 

a WOt1hy ~ IO'f<JAJ' 
library. AnMtte Gonzalez 



NBA Jam 
A drive down memory lane 

Sfyl• t to 4~Playcr SporU: Pu.bliaber &A Sports O..elopor EA canada 
Rol .. n OctobeT 5 ESRB £ 

I n the height of the arcade era I probably 
SPeOt the GDP of Burmdi raining threes and 
Shattering backb◊ards in NBA Jam. But alter 

years of success. the franchise found ttsetf in 
a scoring Slump and inevitably retired to the 
bend'>. Alter M'ldway liquidated tts assets. the 

Second Opinion 8.25 
Rather than trying to rovolutiOrut.O tho ooro 
elemcms of the game. llus rebool plays J..st lil<e 
~ NBA Jam with updated rosters. hilanous 
visuals. and somo entcrtairung game modes. 
CA ••lls the presentobOn. from the hlgh-tlymg 
tomahawk Slanl$ IO lbe coounentaiy from Tun 
Kitaow. While II m•y look ond feel lil<e Ille 
same game ~'OU pumJ)ed oounuess quarters 
mto back in 1993. tbc Wit controls can be a 
h.inctra.noe at wnes. rt's frustrating to watch your 
chamctor go for Jump Shots when you wrun a 
clunk. or when Ule remote misreads a slight 
haM mooon as: an mtent to blOdl. a shot. rrs 
also disoppointing to see Um being ·on lire" 
doesn't give you Q111te the dom,natmg edge it 
<ltd bad< in I.ho day. Oosp,ro lhCSC mtnot &UCS. 
NBA Jorn absolutely - d you're loolong fO< 
a concentrated shOl ol n0&1algla-• Dan Ryckert 

franchise license fell 
into the 184) of EA. 
wt1ich just h8j)pened to hire original NBA Jam 
designer Mark Twmett shor1Jy thereafter. Queue 
the Rocky comeback trairing montage and 
overdub tt with a BoomShalaka. NBA Jam is 
back. and it's as good as you remember. 

This oYe<•the-tOP take on the NBA trims away 
the fat from team rosters to deliver gloriOuS 
hVO•OO•two g8ffi81)1ay with the most recogniz• 
able faces in tne six,1. as well as a few guest 
appearances from Celebrities and politicians. 
Most teams have t.riockable legendary player$ 
from tne origilal games as ,"311. with a few glar• 
ing exceptionS ll<e Charles Barkley, Reggie Miller, 
and Shawn Kernp. The art style takes a page 
from Sooth Patk. as pictures of player faces are 
PhotOShOPPed onto arimated bOdies with h'lari­
ous expressions that change as they peiform 
cfffefflrlt actions on the COU11. 

The tried and true QM>elllay remains largely 
unchanged. Each game is filled w~h ttu>dering 
OJnl<s, bombs h(len three-paint range, and an 
excessive amount ol blOCkS. steaJs. and flying 
elbows. Hitt~ three Shots in a row without let• 
ting the other team score sets yoor ~ on f,e. 
but this d0esn1 increase yoor ShOOting accuracy 
as much as in years paSl. EA did an admrable 

Wii Party 
For the love of God, don't RSVP 

jOb transtating the controls to the Wii remote and 
r>.KlClu<. but it's not without problems. When 
YoU ~ to block or take a srot. sometimes 
yoor d\araeter jt.mps again irrtnediately a~er YoU 
cOfl'l)le(e the motiOn. which can easily cost YoU 
a baSket in tight games. 

The dassic campagn structure ret\l'ns, but 
EA wisely coo,plements tt with a few new game 
modes as well. The Remix Tour olfers a hOst ol 
different game types, Challenging YoU to deSlrOy 
a team's backooa.-d or control hot spots on 
the half-court to rack w more points than your 
epponents. My favorite is the Remx 2v2 game. 
which intermittently Slrews pawer•l4)S across the 
court that yoor ~ can use to get the~ 
hand on the ~tition. Those whO craw, a 
hardcore challenge wl adore the Boss Battles. 
,,hich pit yoor Skins one-on-one against NBA 
legends like t.i.Ty Bird and 0.. J . 

NBA Jam's~ major flaw is the lack of online 
~-TI>S game was made for cornpeti• 
lion, and not everyone has tlYee Other people 
to play v.ith in their house. I'd love to see the ful 
game ported to the other W\Soles so we COUid 
chalenge our friends online. • Matt Bertz 

8.25 -
Wii 
• Concept 
Revive a ClaSSic arc.ado 
lranchlsc With a 
contemporary touch 

» Gr-.,hita 
The charming Photoshop• 
meets-pixelation an style 
works well 

» Sound 
Classic commentator 'Nm 
Kiv.row returns to call every 
Boomshalaka and block 
with !&r\lOI' 

>t Playability 
COntrolS are more oompete,,, 
than most WU games. 
thougll you'll still suffCT 
from some unpredictability. 
The game •lso suppons the 
dassic contro!Jer 

,. Entertalnmtnt 
Th.is nostalgic: trip down 
memory lane iS the perfect 
multiplayer game. SO why no 
Of\lioo supporr?! 
» Replay Vahle 
High 

~ 4.5 style l to 4-P~yer Pa,ty Pu.bU.he.r Nmtel'Ld,o Dneloper Nd Cube ft~leue October 3 ESRB C 

Wii 
» Concept 

Remove Mario Party's 
charm by taking out das:s:ic 

characters and replacing them 
With b0ri1\g Mus 

,. Graphics 
•Spin-Off• suooessfully 

emulates the gaudy look o( a 
game sho-.v. but everything 
else is bland and lacks style 

n Sound: 
Plan to rum down I.he volume 

before you're overwhelmed 
by elevator music and 

an annoying gibberish­
spe:aki.ng host 
,. Playablllly 

Leaming 10 conuol eaeh 
new minlgame is a Slight 

maucnge. but there's little 
strategy to the metagarnes 

» Entertainment 
u you dug Marlo Pany. moybe 
yoo1J enjoy this. but there are 
far better party game options 

ontheWii 

» Replay Value 
Moderate 

L ast month, I reviewed Gwty Party, one 
of the best examf)leS of a party game 
this generatiOn. tt has a light-hearted 

atmo,;phere, but tt also requires strategy and 
forward thinking if you waflt to 'Nin. 8y oom• 
parison, Wii Party is unmitigated. unWlte,es~ 
chaos. Believe~ or not. Wi Party is worse than 
the Masi◊ Party series. 

Wi Party's BO·ptus minigames share the same 
unEMlfl (1Jality I've oome to expeci from Mario 
Party, ,vhich makes sense given that ,m,y of 
them are tterationS of games from that - · 
The metagames are even worse.~ 
Maiio Party gaw, players multiple boards to play 
t!Youg,, Wi Party featt1es multi:,le game types. 
each less exciting than the last. 

Board Game ISiand and Globe Trot adlere 

most closely to the Maiio Party tradtion. tt 
yoo·re ~ to ptay any portiOn of the game. 
Globe Trot is the best. You choooe how many 
spaces YoU move by playing cards in yoor hand, 
so YoU ha.e more control 0"81' what's going on. 

Game types such as Spin-Off are ful of 
random c,ap that keeps cletem,ining the winner 
out of Y'l<K cootrol. In my first few rounds of 
this Wheel of Fol1une rip--Off, 11,e bank filled ..., 
wah 50,000 coins that I subseQ-lently won in a 
minigame. making it nearty lnposs'ble for me 
to lose. This wasn't due to 8/'f sort ol skil on 
my part: It was dtJ'nb luck. My rr,.v;Jtd? Having 
to sit throug, 10 futile rounds ol other players 
spinning the wheel, oofikely to....., catch up. 

If that isn't enough to pUt yoo to sleep, why 
not try one of the several games based arouno 

the thrilling activity ol matehing Mis whO are 
wear~ the sarne<Xllor? There's ever> Mi 
Bingo. Yes. Mii Bingo. That shoucl give YoU a 
good sense ol the brain•dead cro"'d this game 
is targeting. 

I can already i-complaints rolling in about 
how I'm not part ol Woi Party's intended oodi· 
ence. but I don't tlink that's true. I IOve getting 
friMds together to play goofy gM1eS like this. 
but plenty ol other Woi releases have done what 
Wi Party is anernpti>g in better and more inter• 
esting ways - even Nintendo S own waoowaie: 
Smoolh fl.1<>ves. The only irr(>ressive thing 
about Woi Party is hO<v Nintendo dumbed 
do'llln and remowd the soul from a franchise 
that was dready as SluPid and sc,.jess as 
Mari<> Party . • Ph.ii Kollar 



. 9.75 
PC 

» Concept 
BullO • mighty elvllu.atSon 

tromahumble 
wandering tribe 

» Graphics 
Pertormai10e isn't 'Nhat you'd 

hope ror from a suategy 
game. but 1he art deoo 

aesmeti<: works well 
n sound 

Real ~nts in their actual 
languages for rival leaders 

is a grea1 toueh. The 
sounduack doesn't ll\'O up to 

Civ IV.1hough 

" Plqal>Wty 
Ono homble mistal<e in 

diplomacy is me only blemish 
on the interface. &\lelything 

else is per1ect 

» Entertainment 
Thi.,: is the best strategy game 

in years. Don't miss it 

» Replay Value 
High 
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C ompa,ing CMrozation v to oontempora,y 
s1rategy games is entirely pointless. 
Imagine if Modem Warla,e had oome 

out 810ngside Quake 11. There is simply noth-
~ comparable out there. not least because 
the s1rategy genre has become the province 
of indie develOperS and niche publiSherS. Civ 
Vis a towe<ing, triple-A release with ml lions of 
dollars worth of 1)()1',sh in an e<a where (µlSlion• 
ably tocaiZed Fwssian litles are au that strategy 
game<s have to tide them ove, for months at a 
time. It's also a c:lelightfUlly fresh take on a for­
,,..,.. that haS been Slowty iterated on for more 
than two decades. 

The heart of the Civization ti.,u,sy Is 
unchanged. You Slill mM8Q8 cit:es. delletop;ng 
them from crude oollections of rrucl huts into 
gleaming modem metr(ll)Olises. Vast armies and 
armadaS a,e again at your oommand. waging 
global war for oonq.,eSI, defense, or resources 
,,,;1t1 everything from ,;pears to ncl<es. The land 
rrust Slill be worked. lhe l)<imorcf,aJ wilder· 
ness tamed tlYough your people's sweat and 
blood. Yw uttinate goat is yours to Choose: 
O'ptornaticaly unite the people ol the wood 
under your ben'ql leadership. lalllch a viable 
COiony Ship into outer SP3C8, w,quer the glObe 

Style I -Player S11a1egy (8-Playet Onhne) .Pu.bllabH 2.K Ga,nes D"eloper F'iraxis Games 
R.eleu& September 2t ESRB EIOf. 

tlYough fo«:e ol arms. or create a gJo<iouS utopia 
tlYough enlghtened civiity. 

Civ V's genius fies in the way that Firaxls has 
aggessiv<lly chOpped the number of deeisions 
that a player has to make ~ the 00<.rse of 
a game whle taf<ng awa-t almost none of the 
meaningtu ones. AS a hardOO<e Civ player. 1 
appreciate some ol these ancilary aspects of the 
design. but the re<noval of al the fat is unques­
tionably Civ V'S greatest OOOOffl)fishmenl. 

A pe,fect exarrple of this elegance of design 
is the new ooncep4 of "embarking" urils and 
removal of trMSP()rt Shi)s. In previous games. 
~J'd buikl separate transport unhs. load your 
armies onto them, and send them across the 
~ to land on foreign Shores. AS your mlltl,y 
got large,, managilg this became extremely 
cumbersome. The OOflC<ll)t of land units being 
vt.ilOf8ble and SIOw whie embar1<ed - the 
entire po:nt of transport ...,;ts - is pe,fectly rep• 
licatect by Civ V's system ol al!o<ving armies to 
move across water on their own, albeit SIOwty 
and defenselessly. 

F'•axis applied this sort ol ethical examina-
tion to legacy systems across the board. Some 
remainecl nearly~- such as construct• 
ing allJ)(ovements like lanns and windmils on 
your IMd. Othars were scrapped entirely, U<e 
Civ IVs religion system. Many othe<s suvived 
in altered forms. and I embrace the changes 
whhout exception. Tos is by far the mos! 
approacnable game in the se,ies, 81/00 edging 
out the stripped-down ooc>SOte entry Civilization 
Revolulion, but Civ V's re<TlM<8ble gains in 
accessibility halle not oome at the oost of 
Strategic dei)th. 

The major changes to the Civ formUla may be 
hard fot vete<ans to SCCEPt at first. but most will 
quicldy realiZe that they haven't tost any oontrol 
ove, thei empirell devefol)ment. The change 
to resea,ch and re,,)flJ8 iooks aaSlic on the 
sucface. but your~ haS merely been moved 
from the corrvnerce allocation Slicler to manag­
ing citizens and special:sts whhin inclMdual 
cities. Relgionll Old rote in spreading C<.ll..e and 
affecting dplornacy is ably filed by the newly 
expanded role of gold. and c,eating a tradilg/ 

financial pov,er00use civilization is finally a viable 
palh to victory. And as for oombat...swal!o<v your 
pride and your tove for the Old stack of ooom. 
ladies and gentlemen. b8C8uSe the one-t.nit-pe,­
tle now model is r,finitely superior in tactical and 
strategic OPllons whle decimatilg the amount of 
time it takes to manage an active war. 

The design focus on gold and resources is a 
,._.,tastlc approach that lends a lot of texl<Ke to 
dpiolnacy and opens up new possibil1ies for 
non-violent oonflict - but ~'s a pain in the rear 
to fully take advantage of because the inte<-
face faCkS a good wa-f to track your inooming 
and outgoing resources and gold. Every tine t 
want to sell off some oouon to Montezuna. for 
inSlanoe, 1 have to --..ally oount how many I'm 
ooflecting myself. how much I'm getting in trade 
from other nations. and how many rm already 
tracfug a1Va-f, Stupid. Also, one specif,c ea,ty­
game stratagem nea,1y gwrantees a win on 
its own: usng the Great u,ra,y·s free research 
8dv8nce to net the expensive C'!VI Service tech· 
notogy can - your growth rate. putting 
"""'Y othe<' 81ll)ire at a massil,e disadvantage. 

Multiplaye< is functional, but the only Wa-f I 
suggest spending any tine with it is 1vith friends 
playing cooperatively agar,st the Al. Fot a 
number of reasons. inctudng the Civi Service 
slingshot above. Civ V's design does not tend 
itself wel to cwtvoat human-versus-human 
play. That said. I dictl't oome across 8/Tf techni· 
cat issues mat p(8119f)t playing with friends from 
being ~able. 

I enoou-age eve,yone, from strategy newbs 
who S!)8f1d most ol thei' time in <rine FPS 
matehes 10 grognards '""° ooukl teach me a 
thing or tvio about the oplimal <fistrilution of 
forces in hex•based oombat, to gve Civization 
v a shot. AS a hardcore strategy gamer who 
is no strMger to pt,rnng out fTrf empi-e's 
p,oduction dozens of l<J'ns in oovance, I've 
al'eady turnecl to Civ V for fTrf v,orld-oonqvenng 
needs - but at the same tine. ff anythilg is 
going to rear a new gene,ation of strategy 
garne,s !ke the very first Civlfization did for me. 
it's this. • Adam Biessener 





B S.75 
OS 

» Conc•pt 
Expand M&x\Wlll'S atreaC!y 

imptes.gve \'ocabulaty with 
the addition of adjectives 

H Grt,phic::s 
The simple. endearing 

graphics and animations 
haven't evolved much from 

its predecessor 
» Sound 

The upbeat music suits the 
1000 of Ille game perl,ctly 

• Playal>Dlty 
The inclusion of d•pad 

controJs helps: e:tunina1& some 
of lhC trusuarion fiom 100 

firstdlle 
» Entorta.lnraent 

Vague goals can ge1 In 1he 
way ol pure pu,:,Je bliss. 

but the euphoria from 
solving riddles keeps the 

en;r>yment high 

» Replay Value 
Mode<ately High 

OS 
•• Conctpt 

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

20 y&31ll 

,. Graphics 
Some cool visuals in towns, 

but the Charm of this style 
is wearing off 

,. Sound 
Th& music is my favorite 
pan of this whole game. 

bringing back fond 
memories ot old-schoot 

Final l'a.nlll.$)' SQJ.ndtr~ 

• Playal>Wty 
Why won't yoo let me 

select which enemy my 
Characters anack? Why? 

» Entertalnment 
U y0u want a da$.$ic­

styl8 RPG. play a roaJ one 
instead of uus Imitator 

106 reviews 

» R•play 
J,ow 

Super Scribblenauts 
Adjectives add intrigue and innovation 

ANIHAL MITH SI1'1ILAA 

CIWIACT(RISTICS! 

. ' 1~ 1 k ~ 
• .... i(~ ... • 

S1yl• I ~Ptayct PuuJe PubUlh•r Warner Bros. 1.nteracth'C Dentopw 5th Cell Release October 12 ESJta E 10+ 

I 
f you enjOyed Scribblenauts. sipping i"lto 
the sequel feels liko mooting up w~h an 
Old friend. The buleling blockS of the game 

remain unchanged, retaining the clevemess and 
replayability that mado the o,iginal so chann• 
ing. lnSlead of overhauling 1he basics, 5th Cell 
opted to augment the triecl·and·true fo,mu1a by 
ado,ng adjectivos and bu1ding upon the impros• 
sive vocall<Aary that bri<,gs you, crea1M1y 10 Jije, 

Adjectives alow lor inaeasngly humorous 
and~ methods of soMng puzzlos. When 
asked to make a cross l'.letwoon a Wl(fng and 
M animal, successltJ solutions inclxlecl a ·turry 
oondo. • and a ·t,a;ry houso. • Sacly. a ·aoorr,g 
apartment" dictl't fuffI 1he crlteria (fur was appar­
ently a ~remenQ, but SUITY11()(ling a saivating 

residence i'lto existence was gatifyilg i'I its 
own right. 

Maxw~rs ava'lable vocawa,y isn't the only 
ttw,g that has expanded; the puzzles feel mo,e 
varied. too. New challengos have you dueling a 
v/~Ch by SUITY11()(li"lg monsters v.ith specific traits 
to counter her concoctions. matehi"lg ilgredients 
in a grid according to a recipo, and even mo,e 
~x chains of inteiactions ll<e oolorizing 
a planet. Even tt I was Slightly frustrated by a 
puzzle, curiosity~ got the l'.lest of me and 
pushed me fo,ward. ·JuS1 ono mo,e PLIZZle" iS 
an easy habit 10 fall into. 

Super Scribblenauts' biggest downfall iS the 
same as its preclecessor's. Because of the 
freedom of clloice and the overall ambition ot 

Final Fantasy: 4 Heroes of Light 
Too old fashioned for its own good 

the projeCI. ws that much more dsappornng 
when an elaborate schem8 on '/Wf end doesn't = to fnlttion. Some exelusions are mystity;ng 
in lhe tib<aryof 10,000-pt-,smodi6ers; I coud 
sunmon a •mopoy car,· but a 'loud car" was OU1 
of the question. Additionally, a handf\JI of objec• 
lives were c,ypticaly ,'IOtdecl. so much so that 
tt tool< a lot of trial and error to even Lr1derstand 
the goal. 

&4,er Scribblena<Jts still Slancls head and 
shoulders above tts puzzle b<ettYen in tonns of 
innovat'<ln and origilality. The abity to tackle 
puzzlos aga;r, to find new sotutions. the add~ion 
of a puzzle creato,, and spacial levels that focus 
on action-oriented play give Maxwel's adventure 
surprising longevity. • Meagan VanBurkleo 

Style I -Player Rol&--Playing t4•Playet LocalJ PubU.ahor Squar9 £nix l>eHlopn Matnx Sofl\f\lare/Sq'uar9 Enix Rel•U• oao.oor S J;SR8 RIO+ 

Final Fantasy; 4 Heroes of Light employs 
otd·sehool basics to recapture the 
charm of a bygone RPG e,a. From the 

predictable plot 10 the four heroes. this 
spin-off takes inspiration from the mi"l'mal· 
iSl approach of the 8·bil F'onal Fantasy titlos. 
Nostalgia may l'.le a powernJ force. but tt isn't 
onough to mako 4 Heroes of Light W0<1h 
reme«ilering, fondly or othefw;oo, 

Developeci by the same team that handed 
the 06 remal<os of F'rol FMtasy Ill and Ill, this 
game COUid l'.le said to have a classic vibe, but 
that's l'.lerg charitable. E\'!llything about the 
adVontcre is pcled straight rrom the big bOOk 
of RPG tropos - Desert town? Spoied prin­
oess? No way! Nolh'ng about the characters 
o, plot iS surprising. 

Without a strong narrative to cl'aw you i"I, a1I 
you·re left wi1h iS a wreck of a battle system 
thrown Into this by·the•"""1bots adventuro. 
On one hand. the tum-based combat tties 
to l'.le ~ and accessible; the job system 
iS easy to lllderstand. and the olimination 
of MP means you aren't constantly manag­
ing resouroes. Al the same time. the linited 
invento,y space and rough boss encountors 
wm leave you longr>g fo, basic features found 
in just about f!NBfY real RPG made since the 
late·aos. 

The worst offender iS the targeting - o, the 
lack theroof. You can't specify which enemi8S 
you attad< or which aEes you heal. instead, 
you select the action you want to perfo,m, 
then place your trust in what011er hiddon, 
under-the·hOod calo<lalions 1he system uoos 
to determine '/WI target 11 does o1<ay moSl of 
the time, but fals k8CJ)ently enouc;t, that you 
CM never fomuate rElallle strategies. 

Four-player CO·oP coud have patched 
somo of 1heS8 wounds, but tt doosn't The 
IOCal·only lll<ltilla)'<)f iS only good tor gri"ldng, 
since only the host can make sto,y progress 
(and you can't sa11e until you ox~ the whole 
modeO. You, co,e party isn't even Slatic. so 
you """I only be able to do two· o, three· 
player CO-oP, addng an oxtra barrier to playi,g 
even tt you and three friends are Sit1<,g on the 
sameoouch. 

What this oxperionoo lacks in novelty, tt 
makes up fo, in frustration. Your objeCtiv8S 
are often left unclear, and when you figu'e 
it out, you're rewarded with clunky battlos 
and a sio,y you don't care abOUt. F'nai 
Fantasy; 4 Heroes of Light isn't glitchy or 
broken, but that"s the hig18$I oo,npliment I 
can muster. • Joe Juba 



Professor Layton and the 
Unwound Future 
The best Layton story so far finally brings in 
some new mechanics 

Sty1e t-Player Pw:de hbU.tl,i.,. N"mtendo l>nelop•r 
Level-5 R•le-September 12 JSae CIO+ 

W hen Professor Layton Md the Cooous VIiiage 
came out in tho U.S. a coople of years ago, 
a was a fresh concept. The Rench cafe 

soondtr&ek. the dstinct animation Md art style. ano 
Layton ancJ Ltl<e's insatiable cfesi'e to solve myster• 
ies macJe It stancJ out from yoor ordinary pUUler. The 
sooono game was on a similar bar puzzie.,-nse. but it 
had a strange vampire plot anct ending wah a series of 
wacky explanations. 

This time ..-ou>ct. the duO travelS to what mayo, may 
not be a Mll'e version of London. so it's not Ike Uings 
are sudderly 9fOi."dOO in reality. However, the cast 
rd{ selS a. I won·t spo;t any new o, returning char&C· 
tors, but It's easy to see why the~ pmfessor 
gau,e,s a CfO\\'(l ol amateur P<JZ2le enthusiasts on his 
trek, makrog the playe< feel like a team memller as well. 
The biggest departure (ro,n pr8'1ioos Layton tales is that 
a actually ties into the pcofesso,'s past - we learn that 
he's not µ31 a stoic, rnMnerS·ObSeSSeCI robot. It's 8lsO 
worth mentionng that this is the last entry in a distinct 
tr'logy, so fans have to check out the surprisingly epic 
finale (the next Layton lrilOgy is actually a prequel). 

From a puzzle-solving stanclpoint. oon't expect too 
many Changes from previous titles. You'I Slil have 
plenty of blook Shuffling, route f,guring, Md '110w Old 
is this sisl0<1" phrasing tricks. However, Level·S finaly 
revamped the memo system. Md a makes a t>_,ge df­
ference. Now you can change ink OOlor, ine thickness. 
Md most irrc)ortantly, erase specific notes nsteacJ of 
being fo,cec, to clear out everything a1 once. There's 
8lsO a new Super Hint that uriOckS after you·ve spent 
three coins on all of the previous puZ2le hints. This one 
oosts two cdns ancJ pretty mueh SPellS lhe answe.- out. 
QI oouse. lhey sllcJucj orly be usecJ tt you're extremely 
stuck. but a essentially ermnates the need 10 look up 
answe,s online. 

Botto,n line, ii Layton didn1 float yoor boat lhe first 
time arou,cJ, nothing is going to change yoor mind ~· Sul h's definitely worth h fo, tans to~ back 
into a W011<1 where you can't walk five steps without 
finding a puzzle to solve. • Bryan VOre 

8.25 ~ 
DS 
• Concept 
Tie ll'l"le gameplay into 
a.n outrageous mystery j~t 
like always 

,. Graphics 
The brai.rHeasers k>ok as 
Simple as ever. but lhlS 
MS easily the moot deftly 
anlmatecl sequeooes of 
I.he series 

H Sound 
Doesn't stray far from the 
traditional aCXXlf'dion music 
baclting Layton's proper 
British aoc:en1 

• Playability 
Slight tweaks to the pl!Z<le 
solving tools he-Ip bnng the 
series forward 

,. Entertainment 
Nothing 100ks the boal here, 
but lhe 101a1 package is the 
best ot the trilogy 

BIG TOURNAMENTS, BIGGER MONEY 
Join Virgin Gaming for free today and 
play your favorite console games for big 
cash. Over $100,000 in cash and prizes 
are available to be won this fall: 

• NBA 2K11 Online Tournament $50,000 

• NHL 11 Daily Tournaments $5,000 

• Assassin's Creed Brotherhood 
Launch Tournament $25,000 

• Daily Tournaments in Halo, Madden, 
FIFA and more! 

Visit VirginGaming.com/GameOn and 
play for your share $100,000 today! 

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 VlrginGaming.com/ACB. 

A SSASSINS 
CREED -

BROTHERHOOD 
ONLINE TOURNAMENT 

PLJIY FOR YOUR 
SHAREOF 
$25,000 
IN CASH AND PRIZES. 
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Combining ease of use both on and off the track is the key to 
why this game stands out. I can·t say that either aspect of the 
game is the most involved yo~ ar~ go1f1g to see,. but s_rmply 

having interviews and team obJectlVes m and of itself 1s great 
for a season-based racing game. Couple that wrth accessible 
racing with an eye towards realism, and Codemasters finally 

delivers an Fl game everyone can enjoy. - Matthew Kato 
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Plallomt PS3 • 360 • PC Reio- AugUSI 5 ESRB £ 

Unlike John Daly himself. this game is devoid of 
personality. That being said, the ProStroke controls 

have their advantages over Tiger m some cases 
(except for when using the PlayStat1on M9ve/. and 
with such a bare COieer mode I hope this game 

takes advantage of the face that it has room to grow 
in future iterations. - Matthew Kato 

Platfom1 P$3 • 360 fteleue September 21 
ESRI T 

Blade Kitten attempts to many 
the essence of old-school 2D 

platfonners with the bright visuals 
and gonzo storyline of a Japanese 

anime. While Krome Studws 
has cenainly attained the latter. 
sketchy mechanics keep Blade 
Kitten from bemg as fun as its 
forerunners. - Jeff Marchiafava 

Platfamt PS3 ReJeue 5eplember 7 ESRB E 10+ 

To say Kung Fu Rider foiis to take 
advantage of Sony's new Move 
hardware would be exceedingly 
generous. This is a game about 
riding office chairs. ond through 

Platform PC Rtlta .. August 23 ESftl T 

My intense 4X fandom has been 
conquered by Elementa/'s nonstop 

irritations. rm putting it down for now, 
but rm not writing the game off forever.... 

For now I'm not recommending this to 
Civilization nerds. much less strategy 
curious gamers. - Adam Biessener 

some reverse miracle, the 
developers actually managed to 
make the game stupider than it 

sounds. - Jeff Marchiafava 
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7.25 I Legend of the Guardians: The Owls of Ga'Hoole 
Platform PS3 • 360 • WJ.l Reteue September 14 ESBB EIO+ 

Kid-targeted games have a bad reputation, but irs 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 

experienced gamers. - Mau Miller 

5. 75 I The Lord of the 
Rings: Aragorn's Quest 
Platform WU Releu • Sepioml>Ot 14 ESRB T 

Condemning Aragom's Quest for 
its auempts 10 accommodate a 
less experienced audience isn't 
fair, but shallow and repetitive 
combat combined With stilled 

storytelling just results in a bad 
game, no matter how you 

slice it. - Joe Juba 

Platform PS3 • 360 Release September 28 
ESRI B 

Soccer is a free-floWing game 
of creativity and skill, and I can 
experience that on the pitch in 
f'IFA 11. Unfortuna1efy, weak 

spots like the game's bare career 
mode hold it back and keep the 
entire package from being Total 

Football. - Matthew Kato 
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Born Out Of Atari's Ashes 
Atari rose to dominance in the '70s, as the 
wooers leading video game company, but after 
the ino.,stry crash il 1983, Atari was sinking 
fast. 1n order to reooup costs, the company SOid 
off its home video game dN;sion, Tus new com­
pany started p,O<tJcing PC hardware l.llder the 
name Atari Corp, bvt It ran 1110 a proo1ern when 
it decided to break into the video game bvsi· 
ness a few years later. The origi1al Atari was stl 
prod\Jcing games unclef that label, so this new 
Atari needed a name that would sel Itself apart 
from the competltoo. 

Atari was named after a term from 1he P0l)<.lar 
Japanese board game Go. The Alan offshoot 
followed soit, rebrand'r'iJ itself Tangen, a term 
that reklrs 10 the center POi1t of a Go board. 
It may ha\le been arrogant 10 assu-ne that this 
new publisher 1YOOld become a focal point for 
the video game inrust,y, bv1 Its name turned 0'11 
to be oomewhat p,c,phetic. Wrtm a few years, 
Tangen became one of 1he most tal<ed about 
ccmpanies i1 the industry, not because Of the 
games it was pu~. bv1 due to Its shady 
bus.-.ess practices. 

The Keys to Nintendo's 
Kingdom 
To maintain (1J81ity control of the titles released 
on the NES, Ninten<lo instaled a IOck0'11 chip 
caled the !ONES into ""8fY tnt. Only games 
that made it thrOugh Nin1enc1o·s licensing and 
approval process w,i,e giv,lrl the microchips 
to bypass this system. At the time. Nintenclo 
reslrlcted its r~sees to five games a yea,, and 
every title had to remain exdusive to lhe NES for 
at least two years. 

Tengan wasn't happy with this arrangement. 
It coud make a lot more money by p,Oduc:<'(J 
more games. so Tangen executives met with 
Nintendo to see ab0'11 renegotiating the r,censing 
agreement. The execs felt that Nintendo's liOens· 
ing lees were too expensive and they didn't IJ<e 
been restrleted to reieas.,g Otfy rive titles a year. 
When N'.ntendo shot down Tengen's propOOitoo, 
the young western oompany began looking for 
a less diplomatic SOlutoo. They decided 10 hack 
Nintendo'S IOckout cl'ip. 

Numerous rNnlfact\ftfS had already c:iscoY­
ered a way to 0"'3t'ricle the t ONES lockout ch'!), 
bv1 this required zapping the chip with a voltage 
spl<e. Tangen engineers worried that this might 
cause irreversible dirnage to a customer's NES 
conooles, ~ly exposng the company 
to iabiity. Addltiooally. Nintendo was aware Of 
this workaround and oonstantly made modifica­
lions to the tONES chipsel to prevent hackers 
from spiking the system. 

rengan·s hive of engineers WOll<ed in S8Cl'et 
tor"""""' engineer the tONES ch'pset, bu1 the 
conSOle PfO'o'OO to be a lock they couta,'1 pick. 
The company refused to gve up, and 8'<lrltually 
switched tactics. Tengen's lawyers contacted the 
government copyrigf1t offioe l8C1J8Sling a copy of 
Nintenclo'S lock-out system, claming It .-.ieded 
the materials for a fictional lawsuit Nintendo had 
filed against them. BIJepmts in hand. Tangen 
had no problem creating Its own version of the 
tONES chipsel. Tengan had Its own master ke'f 
to the most popular vicleo game console on the 
planet. AMooncing that It had developed a ctip 
that alowed non-lic:Ensed ~es to bypass 
Nintendo's lockout cl'ip, Tengan staned releas· 
ing its own games on a gray rnar1<e1. For a sr.ort 
time. the Mu-a looked~ profitable. 

The Fall of Tengen 
The reason most NES cartrldges look exactly 
the same is because Nintendo manu1actll'ed 
them al. No matter who developed a game for 
the NES. Ni1tendo handled the production of 
the actual cartridge$. When Tengen started pub· 
lishing unlicensed products. 

ment 0"'31' the copied IONES security chip, At 
the same time, Nintendo started S8Cl8tly meet· 
ing 1v'rth various retailers, threatening to reduce 
or hold up Shipments of Nintendo p,oducts if 
their stores <idn't stop canying Tangen games. 
Al the time, Ninten<lo was the biggest name in 
the toy industry. and the NES was one of the 

hottest commodities on the 
~-it had to rnarolac• 
ture Its own cartridges. The 
company put ~s games into 
rounded black cases that 
resembled early Alari carts, 
something that irrvnediatety 
set its games apart from the 
COlll)etition. 

"Tengen had 
market. It wasn't a hard 
decision fOf retailers. 

Many of Tengen ·s titles 
were PQP<Aar, but most of 
the company's library con­
sisted of arcade hits like 
Pac-Mania, Ms. Pac-Man, 
Rolling Thunder, and Kfa,c. 
Tangen also licensed popu• 
lar Sega titles like Shinobi 
and After Burner and ported 
them to the NES. Business 

its own master 

key to the 

most popular 

video game 

console on the 

planet." 

The ongoing legal battles -
compounded by the Tetris 
fiaooo from eariier in the 
year - depleted Tengen's 
filancial reseoies. Tengan 
fought N'.ntendo in the 
courts for as long ash could, 
bul eventually settled 111ith 
N'.ntendo before a decision 
was roached. The and finaly 
came in 1994 111hen mecf,a 
<JOC90ffl8fate Trne Wamer 
bought a majority share of 
Tengen's !»'ent~y. 
then folded Tengen into ijs 
Time Warner Interactive 

was booming, and Tengen was riding high on 
its success. 

In December of 1988, Tengan kicked off what 
would turn into a long ser',es of legal battles, 

label. The narne Tangen disappeared from 
video games forever. But somewhere out there. 
hundreds of thousands of black NES cartridges 
seNe as a reminder of Its existence. 

It accused Nintendo of a monopoly and sued 
the Japanese l)<A)lisher for $100 million. By 
NoYe<nber of t 989. Nintendo had seen enough. 
Tired of Tengen's bvlliSh behavior, Nintendo 
pushed back hard, counters,,ing the company 
for breach of contract and copyright infringe-

Guarter: A 25· Ye.?f listory of 
V',ooo Games. Bothell: 8WO 

Leoootd Herman. Phoenix: The 
Fall & 11,se of \Ii® Games. New 

Jersey: Rclenta Ptess, 1997. 
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The Evolution 
of Cole MacGrath Infamous 2 producer Brian 

Fleming says that the team at 
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 lcok at what's happened throughout the char· 
acter's conception and some of the reasons why. 

2006 2007 2009 2011 

+ Talon 
Infamous started out with 
the codename True Hero. 
al)(! the team ,.-.,·anted m1 
a1hle11c urban cha1actei !but 
not ~Illy ethnic. pet 
se). 'lalon and all the other 
names you see hete befo1e 
C-Ole l.lacGrath were S1mply 
111ternal names. llemmg 
says thUI early r1eiauon of 
the c:haracces ,evea~ a more 
siylu.od look 1cm1msoom of 
the studro·s Sly Cooper days 

+ Gear Wolf 
·,11 the 1'alon phase he 
\'\'asn't a bike messenger. 
and at Gear WOii. bike mes 
000':,Je'l was 1he defining 
thmg; says flem,ng, who 
explruns that pmpom11ng this 
facet of the character was a 
maJO! bleaklhrough 

+ Chance 
(xie change m the char 
acter's k>ok relates dnectly 
10 Infamous· gameplay 
C-Ole unlike Chanoo 
hero doosn·t ha\'8 a gun 
Although the team felt that 
givmg a supeihem a gun 
was cheaung. t~• saw 1t 
as a challenge to make his 
superpowe,s cool enou<Jh 10 
,enoo, lh8 J>1$10l U1'11)()18nt 
n1e choice of a fac~H)bscur 
mg mask was an odd one, 
and SUcker Punch ditched tt 
because n made ron,.-eymg 
emouon from the charactet 
drllrcult wn.1 "' cleai. how 
evet. rs Chance's la<:k a hau 
11\8 reason? ~naldness is 

actually easy to render: 

+ Cole MacGrath 
Cole Mac:Gtath was OOCJl 
nally named Dylan in OUJ 
on91na1 lnJamous cover StO'l:y 
I~ 1831, but thlS was changed 
because Suck01 Punch 
learned that Mar\'OI Cornie's 
Ele<no who also had elec 
maty superJ)O\vers '-'.'a:J 

named Max lllllon 

+ New Cole 
f1emmg says that the ftrs.t 
neration or Cole for Infamous 
2 ,."'.as an attempt to get 
back to h<M• they saw 
Colo oogmally m 1he first 
mle before he got gmmpy 
"There's a stnng of deci 

s1ons that you make. and I 
think we go(. little ahead 
ol OUJ«el1/e3 and ChangOO 
him away from 1h1$ essenoe 
ol who Cole was at the end 
of the la>t game. I know 11 
sounds craiy. but u·s really 
easy to do 11·s a stupid 
mistake on some levet bot 
on an0the1 )evel 11's really 
refle<:rn-e o( who \"18 are 
we hko 10 v-.'Olk on 1hmgs 
ond change 1hem and try 
our best to 1mrxove them 
everyday.' 

+ Classic Cole 
After fans PfOtes.ted lhe sock 
new C-Ole. Sucker Punch 
went batl< anc re<1·soovere<1 
Cole's less s,y111-"<1 essenoo 
Somo elemonts of Classic 
Cole arc suu 1ncornpleie. 
h<111.1e•,-er nemmg told us 
things like the hand tape 
may retwn. but the ma111 

wc»k 1s finished. ·1 v.ould 
oove1 say irs not 9\):ng to 
chanc.;e. Wt m 1onns ()( who 
tho guy is no . ..-.oe·rc at 
1he end or that We had a 
fun summet. lers Just put 1t 
lhatway.· 
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